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My friend, you're looking at the most unique 5e experience ever. Ever!

Well... a sample, anyway, of the glorious madness and excitement that is
THE WIDOW’S WEB. These pages give you everything you need to take eight players
through a COMPETITIVE ENCOUNTER that will test their character builds, tactical
skill, willingness to betray each other, and their luck.

All they have to do is get out of a room. SEVEN WILL SUCCEED, ONE WILL DIE!

This sample is a single encounter in a large arena. Eight drow champions start at one
end. They must navigate traps and foes to grab one of seven idols at the other side, and
then run back to the start and go through the teleportation doorway... that will only work
if they're carrying one of the idols.

Eight players, seven idols... you get it.

A full version of the Widow’s Web is a series of eight connected encounters (give or take)
that eight players go through in a single session. Almost every challenge will claim the life
of a champion until only one remains. It’s not a bloodbath though, they have to outlast
their opponents and make it through all the challenges set by their goddess,
Malarachne: the Mother Spider.

COOPERATION IS NECESSARY, BUT BETRAYAL IS INEVITABLE.

Read this VIP gift, gather your players, and run the
sample room to experience what awaits you in
The Widow’s Web: Trials of the Drow! The 250+
page book will include THREE FULL VERSIONS
OF THE WIDOW’S WEB along with extensive additional
content to help you plan and run them.

Be sure to BACK THE KICKSTARTER when it launches!
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malarachne’s mandates: The rules of The web

The Widow's Web is played using the 5e ruleset, which guides the core functionality of the Web, with the
exception of a some house rules that govern the way it works. It is also compatible with the 5e 2024 core books.

peclaration of Action

If a champion declares an action when the game is not in initiative rounds,
and another player contests or wishes to perform the same action, the first
champion gains Advantage on the subsequent initiative roll.

“I stab Bob in the back!” or “I grab the magic sword.” - Everyone rolls initiative.
The initiating champion gets Advantage on that roll for triggering the action.

summ()ning & (;ompunions

Champions are not allowed to summon or bring anything into the web that
has its own hit points. L.E. Ranger companions, steel defenders, familiars or
anything summoned by the various spells.

This rule can significantly impact several character classes, so ensure players are
aware and on board.

peath saves

There are no Death Saves in the Web. When a champion is reduced to 0 hp,
they are dead. In addition, spells and abilities that raise or resurrect the dead
do not work. Abilities or spells that would otherwise prevent a champion from
going to 0 hit points still function as normal.

M mgic ITem ATfunement
Magic items can be equipped and attuned instantly with a single bonus action.

There is no limit to the number of magic items a champion may attune to and
use in The Widow's Web.

Item location limits still apply. Example: a champion can only have one
weapon per hand. But they can have ten rings if they still have ten fingers.

ENnEmy & A”lll status

Champions can designate another character as an enemy (hostile) or an ally at
any time as a free action.

Example: A champion could deny a beneficial effect to another character,
calling them an enemy, but then allow that champion to pass through their
square as though they were an ally that same round.

- 4 |
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character creation

Character creation is relatively straightforward
for the Widow's Web. Below are the house rules we
recommend (mostly to make it easier on you). If you, as
the GM, wish to make any changes, go for it.

The Widow's Web encourages character optimization
or “min-maxing.” It does not lean into role playing.
Having a finely tuned murder machine character does
not guarantee victory, but it can help.

You should send these character creation rules to
your players well in advance of the game day.

FRAMEWORK

available classes s subclasses

All character classes and subclasses from the

three earliest 5e reference books that include such
information are considered acceptable for the Web,
provided the player follows the guidelines spelled out
in Malarachne’s Mandates.

guidelines

« Character stats are built using a standard ability
score point buy

« 15is the highest ability score you can buy, before
adding species bonuses

« All players must be Elf, sub-species, Umbral Drow. The
Umbral Drow's racial template is as follows:

» Youreceive a +2 ability score increase to a single
stat and a +1 ability score increase in a different
stat.

» You do not get innate spellcasting, you instead
get an ability called Malarachne's Luck.

Malarachne’s Luck. Once per long rest,
Umbral Drow can use Malarachnes Luck to
force an opponent to reroll any successful D20
roll. You can wait until the GM has declared
your opponent’s roll has been successful before
deciding to force them to reroll. The opponent
must use the result of the new roll. You do not
get the drow species magic (dancing lights,
faerie fire, and darkness).

» All players must be an evil alignment
» Seriously... you can’t be good.

[B— P S

« All characters are 8th level
» Multiclassing into only one other class is

allowed
» Characters must satisfy the multiclass
prerequisites

« All characters receive the maximum possible hit
points based on the class hit dice and constitution
bonus for every level, not just level 1.

equipment
Characters start with a cloth tunic and a small pouch.
Then they may choose:

+ One non-magical weapon that your character is
proficient with.

» Ranged weapons have unlimited ammunition
that disappears after attack and damage
resolution

» Thrown weapons are magically returned to the
wielder’s hand after every attack attempt

« One non-magical set of armor OR a shield (not both)
that your character is proficient with.

Spell-casting classes all have a tattoo, the Widow's Mark
that acts as spell focus and allows characters to ignore
the required material components

of any spell, regardless of their
cost. The winner and thus new
ruler of the city retains the
legendary mark upon
leaving the arena.

Note: This tattoo
is indelible.
Even cutting
or burning off
a character’s
tattoo will not
remove the
ability to focus on
casting spells.




the widow’s web
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THE Wipow's WEB ~ DEMO SCENARIO

ENCOUNTER 1

The champions must make it to the far side
of a large, obstacle-filled room, pick up
one of seven magical idols, and return it

to a teleportation portal at the starting
area. Since there are more champions than
there are idols, the one who fails to enter the
teleportation portal while carrying an idol is out of the
game.

......... — About This ROOM ~

« The champions start in a large arena. There are seven
magical idols on the far side of the room.

+ Each champion must claim an idol and return it to
the starting area to escape the challenge.

« A spider creature lurking on the wall will attempt to
stop champions as they pass by.

« Two shadowy creatures that can damage and slow
their prey stalk the party.

+ A psionic demon will attempt to telekinetically push
champions into open fires.

+ Chests containing magic items are placed on both
sides of the room to distract the champions.

+ The champion who does not enter the teleportation
portal in the starting area while carrying an idol is
eliminated from the game.

- -
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props & Handouts

« Idol handouts (pg 8)

« Item cards (pg9)

« Miniatures for the vasalach, the neurodaemon, and
the two frost wraiths

1dol Hands

Outcome: Eight drow enter. Seven drow leave.

with a single step...

Randomly place the champions’ miniatures on
the starting squares marked X and have them roll
initiative. While reading the description of the room,
it helps make things clearer if you point at the parts of
the map you're describing.

You and your fellow contestants stand in a row on
one side of a huge arena.

In the center of the wall behind you is a glowing
archway filled with crimson teleportation energy.

Twenty-five feet in front of you lay a row of purple
tiles. Standing on the eastern wall above the tiles, is
a crossbow wielding vasalach. A half-drow, half-
spider servant of Malarachne.

The next 35 feet of tiles are dark blue. Two multi-
armed creatures made of shadow and icy fog patrol
the area. There are also 4 chests placed here, two
resting against each wall.

Beyond this the tiles are red, with two large fires
burning on them and between the flames stands
a15-foot-tall column upon which sits a demonic
creature. The top of its skull has been removed,
revealing a brain that throbs with otherworldly
energy.

On the far side of the room, seven idols can be seen
sitting on pedestals. They are as follows:

A wolf spider

A spider fang

A mirror shaped like a spider's eye
A vasalach (half-drow half spider)
A large tarantula

A tangled web in a frame

A black widow

NGOV A WN -

Give each player a copy of the Idol Handout.

Adjacent: The Queen's Egg Colosseum, where the Widow's Web takes place every hundred years 1



THE Wipow's WEB ~ DEMO SCENARIO

Map: Sample Room - Idol Hands
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A. Vassalach (On Wall) E. Exit Teleporter

B. Ice Wraith F-i. Chests (See Chests pg 5)
C.Neurodaemon 1-7. Idols (See Idol Effects Table pg 6)
D. Fire Tiles X. Character Start Positions




ENcounTER 1 ~ IDOL HANDS

It’s worth taking a pause here to ensure that the + The walls are 20 ft. high and require a DC 13 Strength
players are clear on what the objects and obstacles are (Athletics) to climb.
in the room. Ask if they have any questions so far and
repeat info as needed before moving on and reading
the text below.

« A wall of force covers the arena so it is almost
impossible to leave it. If a champion does manage
to leave the arena, they take 10 (3d6) force damage
every round until they return.

Above you in the stands, the entire population of the
drow city of Karik’Marz has turned out to witness
this centennial event. A hush falls across the arena

as Grand Widow Mother V’ladra, High Priestess of
Malarachne, materializes above you and begins to
speak.

“Long ago, when the world was young, Malarachne
wove together threads of fate, shadow, and power
and gave birth to you, Her children. She then led you
into the heart of the earth, the Umbra, and bade you
to build this great city of dark light, Karik’Marz.
And to choose the rulers of this umbral empire, she
created the ultimate tournament, the Widow's Web.

“Eight drow stand before you now, eager to prove
themselves to the city and to our glorious Goddess.
The losers will die and be quickly forgotten, but

the winner will go on to rule this city for the next
century! Their objective is simple. Retrieve one of
the idols on the far side of the room and return with
it to the teleportation portal. The one who fails in
this will be eliminated. The first of many.”

The stands erupt in thunderous applause as the high
priestess turns to you and says, “l give you now the
wisdom | have given to those who have gone before
you. Put not faith in friends and allies for they will
inevitably turn against you. Remember, in the end,

~ onlyonesits on the Silken Throne.”

|

Bunning the first Room

This part of the chapter breaks down the arena’s
features into sections. Be sure to familiarize yourself
with everything before you run the game as there is a
lot going on in this first room.

GLOBAL ROOM EFFECTS

« All champions have damage resistance from all
damage caused by other champions. (They take
half damage from all attacks, spells, and abilities
from other champions, rounded down.) This is
to keep the champions focused on getting an
idol instead of attacking other champions.

« The entire arena is suffused with a magical
glow making it easy for the champions
to see the entirety of the room with no
shadows.

Right: A champion enters the blue tiles.



THE Wipow's WEB ~ DEMO SCENARIO

VASALACH (PURPLE TILES) [A]

The vasalach is using its natural spider climb ability
to stand on the wall 25 ft. above the floor. Read this the
first time a champion enters a square of purple tile.

As you move onto the purple tiles, your eyes are
drawn to the vasalach on the wall. The creature is

a perfect combination of the best traits of drow
and spider. It smiles and raises a crossbow holding a
wickedly barbed bolt glistening with poison. With
aloud twang, it launches towards you with deadly
precision!

"‘Arena Vasalach

Large Monstrosity, Chaotic Evil

Vasalach are created when exceptional drow are
blessed by Malarachne and given powerful new forms
that combine the best aspects of dark elves and spiders. | ey, class 20 (natural armor)
P P * | Hit Points 104 (11d8+55)
The vasalach in the arena has unlimited readied actions | Speed 30 ft., climb 30 ft.
to fire a single bolt every other time a character moves
: R st D « Int Wi ch
across the purple tile regardless of the direction they 16(+3) 18(vd) 18(rk) 13(+) 4 (2)  12(s1)
are moving, In other words, it will attack the 1st, 3rd,
5th (etc.) time a character moves onto the purple tiles. If | Condition Immunities all
Skills Perception +5, Insight +5
a full round goes by where no one moves onto a purple

Senses DarRvision 120 ft., Passive Perception 15
tile, restart the firing sequence. Languages Umbral

Blessing of Malarachne. The aura of the arena prouides the Vasalach
an impenetrable shield that prevents all damage and makes the
Vasalach immune to all magical effects. The Vasalach is a part of the
arena and cannot be Rilled.

Arena constraints. The Vasalach will not act on its turn, but has

an infinite number of reactions per round. If a champion uses their
mouement to enter the zone of purple tiles, it will use its reaction to
attacR the target. However, it will skip the next person to cross the
zone. The Vasalach does not take attacks of opportunity.

Actions

Restraining Shot. Ranged Weapon Attack. +10 to hit, range 60/120 ft.
Hit: 7 (2d6) piercing damage. On a hit, the target must make a DC 13
Constitution saving throw or be restrained until the start of their next
turn.

Ice Wraith and does not take attacks of opportunity. 1
Medium Fiend (demon), chaotic evil Multiattack. The ice wraith can make up to 3 Freezing Strike attacks

per round. It will not attack the same target twice or a target who
Armor Class 12 has been hit by another ice wraith that round.
Hit Points 65 Deep Freeze. Anyone struck by the Ice Wraith's Freezing Strike must
Speed fly 40 ft. make a DC 13 Constitution check or suffer the following effects until

the end of their next turn:

Str Dex Con Int Wis Cha « Their speed is halved.

28] Rl 2 (+1) 2 g 8 (1) « They can use an action or a bonus action on their turn, but not both.

+ They cannot use reactions.

Damage Vulnerabilities radiant Sal - They cannot make more than one melee or ranged attack during
Damage Resistances acid, cold, fire, thunder; bludgeoning, piercing, their turn.

and slashing from nonmagical weapons .
Damage Immunities necrotic, poison Actions
Condition Immunities exhaustion, grappled, paralyzed, petrified,

poisoned, prone, restrained Freezing Strike. Melee Weapon AttacR: +8 to hit, reach 5 ft., one
Senses blindsight 60ft., passive Perception 12 creature. Hit: 7 (2d6) slashing damage. On a hit, the target must
Challenge 4 (1,100 xp) maRe a DC 13 constitution check or be affected by Deep Freeze until
Glacial Reflexes. The wraith always acts last in the initiative order the end of their next turn.

T T



ICE WRAITHS (BLUE TILES) [B]

ENcounTER 1 ~ IDOL HANDS

CHESTS [F - 1]

Ice wraiths are malevolent shades who draw their
energy from both the necrotic plane and the elemental
plane of ice. The two ice wraiths here will only attack
champions who are standing on the blue tiles. They will
use hit and run tactics to attack each champion a single
time and then move on to attack any other champions
within range. They will not attack a champion that has
already been hit that round. Ice wraiths always attack
at the end of the turn after the champions have finished
their initiative round.
Remember, though they
are subject to attacks
of opportunity, they
take half damage from
non-magical weapons
among other things
(see stat block).

Neurodaemon
Medium Fiend (devil), lawful evil

Armor Class 13
Hit Points 60 (7d8 + 7)

Speed 30 ft.
Str Dex Con Int Wis Cha
6 (-2) 16 (+3) 12 (+1) 10 (0) 10 (+2) 20 (+5)

Senses Darkuision 60ft., passive Perception 10
Languages Infernal, Common
Challenge 6 (2,300 XP)

Thought Overload. The neurodaemon always goes last in the
initiative order.

Actions

TeleRinetic slide. Up to 4 times per turn, the neurodaemon can

use its action to move objects or creatures within 80 feet of it.

The target must make a Strength (Athletics) check opposed by the
Neurodaemon's Charisma (+5). On a fail, the target is mouved up to
25 feet in any direction. In the arena, the neurodaemon will attempt
to move the target into the closest fire tile [D] to the target, unless
the target is already burning, in which case it will move them back
towards the idols if the champion is already carrying one or away
from the idols if the champion does not have one.

The chests in this arena can be opened using a bonus
action. The chests contain the following;:

CHEST TABLE

Chest Contents

F +2 Weapon Gem. A small blue gemstone that can be
attached to any weapon or magic focus (including
the Widow's Mark) using a bonus action. The weapon
gains a +2 magic bonus which cannot be transfered to a
new weapon. This bonus stacks with existing magical
bonuses.

G Potion of Silken Healing. Heals 4d12 hp.

H This chest explodes when opened. Each creature within
15 ft. feet of the chest must make a DC 13 Dexterity
saving throw, taking 20 acid damage on a failed save

or half as much damage on a successful one. Finding

the trap requires DC 10 Wisdom to spot and a DC 20
Intelligence check to disarm. This chest contains a Ring
of Improvement, which provides +2 to any single ability
score. The ability must be chosen as a free action when
the ring is picked up.

| This chest explodes when opened. Each creature within
15 ft. feet of the chest must make a DC 13 Dexterity
saving throw, taking 20 thunder damage on a failed save
or half as much damage on a successful one. Finding the
trap requires DC 10 Wisdom check to spot and a DC 20
Intelligence check to disarm. This chest contains a Ring
of Free Action.

NEURODAEMON (RED TILES) [C]

The neurodaemon is a psionic devil that will use its
telekinetic slide ability to move champions into the
two bonfires in this section of the arena. It will only
target champions on the red tiles. It will always target
champions holding an idol first. The neurodaemon
will not attack any of the champions twice in a round
and always attack at the end of the round after the
champions have finished their initiative actions.

The neurodaemon will not move willingly from its
starting position perched 15 feet up on the column
in the center of the red area. Champions attempting
to climb the column to reach it must make a DC 13
Strength (Athletics) check. Remember that climbing
counts as difficult terrain.

Bonhires

The bonfire tiles [D] deal 7 fire damage immediately
to any creature that enters one of the marked tiles,
unless they are already burning. They take this damage
again at the end of each of their turns, unless they use
an action to put out the fire.



THE Wipow's WEB ~ DEMO SCENARIO

No (ecReS #eRel

Morgax here, devil puppet extraordinaire.

I'm in the main book a whole bunch.
Anyway, whenever someone picksupa

magic item, say the name Qf the’ item !oudly
in a deep, booming voice like it’s coming
over a magical loudspeaker so everyone
knows what was just picked up!

IDpoLSs[1-7]

The idols have been enchanted so that
picking one up requires a standard
action and the champion must be

in the same square as an idol to lift it. Champions

are not allowed to hold two idols at the same time.

If a character tries to pick up a second idol, they
immediately take 10 points of necrotic damage and
their hand is pushed away from it. Each idol weighs 15
pounds and requires one free hand to carry. It's a good
idea to put some sort of marker on the miniatures of
champions who are carrying an idol so everyone at the
table can see who has one.

Each of the seven idols has a different magical effect on
its carrier.

IDoL EFFECTS TABLE

Idol Effect

Wolf Spider This idol increases its carriers movement by 10 ft.

Spider Fang This idol bestows the poisoned condition as long
asitis being carried.

Spiderweb  Asabonus action, this mirror allows its carrier

Mirror to switch places with any champion on the map.

Unfortunately, the mirror doesn't go with them,
though they won’t know this until they use it.
When this happens, the mirror falls to the ground
in the square the champion just left.

Vasalach As a standard action, the carrier of this idol can
command the vasalach in the room to fire at any
champion on the map. This does not interfere with
the vasalach’s normal attacks.

Large This idol reduces its carrier’s movement by 10 ft.

Tarantula

Black The carrier of this idol has advantage on all
Widow attacks, ability checks, and saving throws and has
resistance against all damage types.

Tangled Champions holding this idol must make aDC 13

Web Wisdom save at the start of their turn. On a failed
save the character becomes confused and must roll
on the tangled web chart below. The effect rolled
lasts until the start of their next turn.

TANGLED WEB IDOL EFFECTS TABLE
Roll Effect

1-2 The champion uses their full movement speed
to move in a random direction. To determine the
direction, roll a d8 and assign a direction to each

die face.

3 The champion cannot move or take actions this
turn.

4 The champion may act normally.

5-6 The champion must move towards the closest

champion and use its action to make a melee
attack against them. If this is not possible, the
champion can act normally this turn.

7-8 The creature must use its action to make a ranged
attack or ranged cantrip. If this is not possible, the
champion may act normally this turn.

9 The champion may act normally.

10 The champion must drop the idol and move its full
movement speed in a random direction away from
it. To determine the direction, roll a d8 and assign
adirection to each die face.

sTculing an 1dol

Champions may substitute
their attack action to
instead attempt to take
an idol from an adjacent
champion. This can be
accomplished with a
Strength (Athletics) or
Dexterity (Acrobatics)
check versus the
defender’s Strength
(Athletics) or Dexterity
(Acrobatics). They must
have at least one hand
free to attempt this
and it may only be
attempted once per turn.

Leaving the Room

When a champion carrying an idol touches the
teleportation portal [E] they are instantly teleported
out of the room and any ongoing negative room effects
end.

The first time this happens, read the following.

There's a flash of crimson light as the champion
makes contact with the teleportation portal and
both they and the idol they are carrying vanish.



ENcounTER 1 ~ IDOL HANDS

If a champion who is not carrying an idol touches the ;
. The crowd roars as the last teleportation room fades
teleportation portal, they take 10 force damage and are away. Suddenly, eight huge vasalach, the half-drow

pushed back 25 ft. onto the purple tiles. half-spider enforcers of Malarachne, appear in a
circle around you. The rapturous cries of the crowd
rise to a fever pitch as the divine creatures tear your

ﬂ body apart.

END OF ARENA (ALTERNATE)

Unexpected Death

\"‘h‘"
wqr b/
W ifa champion dies in the room, play out f: / If a player died early in the room instead of at the end,
h? the rest of the room normally and read "% ¥ read the following instead.

i
v J the “End of Arena (Alternate)” script. 7l
- 4 ‘_¢

After entering the teleportation alcove, you find
yourself in a gray void, surrounded by tendrils

of spider webbing. You know this to be a pocket
dimension called the Overdark and that it is a safe
place to heal and prepare for the next challenge.

|

The drow of Karik'Marz revel in the start of great
When the last champion carrying an idol teleports out ~ tournament to decide their next ruler! Who will be

of the room, read the following to the remaining player. ~ Victorious? Who will die in the shame of defeat? The
Widow's Web will decide.

end of the Arena

L( keﬁ that? Want more?

That was just a delicious morsel of what you’ll find in a
full version of The Widow’s Web! | can’t give EVERYTHING
away, but there are about seven more of these “encounters”
in a complete Web experience. Forget “the real treasure

Yy
Q}:.-

is the friends we made along the way.” In the Widow’s ; ,_-v;?m.. s --rn-.-'r--pfu,, w
Web, ONE PLAYER WILL WIN and rule the drow city of ' o
Karik’Marz! Makes you a little teary-eyed, don’t it?
Well - get to it!

Prepare for
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IDOL HANDOUTS

Pedestal

IDOLS

Idol
Wolf Spider
Spider Fang

Mirror Shaped Like a /

Spider's Eye
Vasalach

(half drow, half
spider)

Large Tarantula

Tangled Webin a
Frame

Black Widow

Pedestal Idol

IDOLS

Wolf Spider

Spider Fang

Mirror Shaped Like a
Spider's Eye
Vasalach

(half drow, half
spider)

Large Tarantula

Tangled Web in a
Frame

Black Widow
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ITEM CARDS
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A small blue gemstone that can be
attached to any weapon or magic focus :
(including the Widow's Mark) using a When you drink this potion,
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Increases any one ability score by +2
while worn. The ability score must be
chosen (as a free action) when the ring is
picked up and can never be changed.

doesn't cost you extra movement. In
addition, magic can neither reduce your
, speed nor cause you to be paralyzed or
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