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Black Widows Encounter: 4e conversion


Falling: The platforms and Manor are 100 ft above ground. If a character falls they have a chance to


catch themselves on branches, vines, etc. Every 20’ they can make an Acrobatics skill check against a DC


of 20. Success indicates they have grabbed onto a branch, from which they can return to the main trunk


and climb back up to the walkways. This takes one round to get to the trunk and one move action for


each 20’ the character fell.


The character suffers 1D10 damage per 10’ of distance fallen. An Acrobatics check can reduce this


damage by the amount of the check.


Balancing: A character balancing on the rope bring can either:


A> move 1 square, granting combat advantage


B> Succeed at an Acrobatics check DC 20 to move half their speed, granting combat advantage


C> Succeed at an Acrobatics check DC 30 to either move full speed or avoid granting combat


advantage while moving half speed


Shoves: If a character gets pushed, slid, shoved off the platform they get a save, success indicates that


they are prone in the last ‘safe’ square. This should be described as hanging onto railings, grabbing the


lip, and other cinematic events.


Encounter: Yvonnel, Quillathe, 3x Phase Spiders, 1 Decrepit floor trap


Tactics: When the PCs start to cross the rope bridge Quillathe will ease out of hiding and stand at the


end of the bridge near the Manor, readying an action to Whip Yank the first character to get within her 3


square range. At this point the PCs have a chance to be diplomatic. If they choose to fight Yvonnel will


wait until most of the group has gotten at least halfway across the bridge or until ranged attackers are


hitting Quillathe. She will fly down out of her hiding place in the trees and into the back line with a


charge. The Phase Spiders will then use Join the Fray to ‘port in and two will immediately use Web Spray


to lock down any PC’s near the Drow. The Phase spiders will continue to maneuver using Join the Fray


when it recharges or simply running circles around/under the bridge.


When either Drow is bloodied, they will both retreat into the Manor house to set up an ambush from


hiding and try to use the Trap to their best advantage. If one Drow Falls, the other uses their action


point and works to fight standing over the body of the fallen one.


Keep in mind that Yvonnel can fly… and Quillathe can readily leap off the tree and catch herself 20’


below without taking any damage due to her Acrobatics skill of +20. As Quillathe has a climb speed it will


take but a round for her to regain the platform. This should be described along the lines of the Avatar


movies bounding through the trees.


Change to the MAP: Page 27 of the 3x version


The rope bridge is too short as shown. Add an additional 5 squares, putting the bridge at a total of 15


squares from end to end.


Coming from underneath: Characters can go across the main branch, with balance checks of 15 for half


speed and 25 for full speed. However they need to succeed at two Athletic climb checks to ascend the


vertical branch and climb onto the platform. The first check is DC 10. The second check is 25 if climbing


out to the outside platform or 15 if climbing up through trap area after it breaks.







Treasure:


Quillathe:
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Yvonnel, Drow Assassin [WoBS 7] Level 16 Elite Skirmisher
Medium fey humanoid XP 2,800


Initiative +16 Senses Perception +15; darkvision


HP 300; Bloodied 150


AC 33; Fortitude 28; Reflex 31; Will 27


Saving Throws +2 


Speed 6 , Fly 8 (good)


Action Points 1


m Longsword (standard; at-will) • Poison, Weapon


+19 vs AC; 1d10 + 6 damage and the Assassin makes a secondary attack against the same target


+18 vs Fortitude; see drow poison for the effect


M Blade Mastery (standard; at-will) • Weapon


The Assassin makes two longsword attacks


M Flashing Blades (standard; at-will)


Requires longswords


+19 vs Reflex; 1d10 + 7 damage and the target is pushed 1 square. The Assassin can shift 1 square into the space vacated by the target.


M Excruciating Stab (standard; recharge 5 6) • Weapon


Requires longsword; +22 vs AC; 3d8 + 6 damage, and the target is stunned (save ends)


C Whirlwind Attack (standard; recharge 4 5 6) • Weapon


Close burst 1; the Assassin makes a longsword attack against each adjacent enemy. He can make a secondary attack using her off-hand 


longsword against any enemy she hits.


M Whirling Riposte (free, when the assassin's movement draws an opportunity attack; at-will) • Weapon


The Assassin makes a longsword attack against the triggering attacker.


C Cloud of Darkness (minor; encounter)


Close burst 1, burst 2 when bloodied; this power creates a cloud of darkness that remains in place until the end of the Assassin’s next turn. 


The cloud blocks line of sight for all creatures except the Assassin. Any creature entirely within the cloud (except the Assassin) is blinded until it


exits.


Drow Poison • Poison


A creature hit by a weapon coated in drow poison takes a -2 penalty to attack rolls (save ends). First Failed Save: The target is also weakened 


(save ends). Second Failed Save: The target falls unconscious until the end of the encounter.


Alignment Evil Languages Common, Elven


Skills Acrobatics +19, Dungeoneering +15, Intimidate +17, Stealth +21


Str 17 (+11) Dex 23 (+14) Wis 15 (+10)


Con 14 (+10) Int 14 (+10) Cha 14 (+10)


Equipment Scale Armor, Longsword x2
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Quillathe, Assassin [WoBS 7] Level 15 Elite Skirmisher
Medium fey humanoid XP 2,400


Initiative +15 Senses Perception +11; low-light vision


HP 288; Bloodied 144


AC 29; Fortitude 28; Reflex 28; Will 26


Saving Throws +2


Speed 6 , Climb 4


Action Points 1


m Bladed Whip (standard; at-will) • Weapon


Reach 2; +20 vs AC; 2d8 + 5 damage


m Rapier (standard; at-will) • Poison, Weapon


+18 vs AC; 1d10 + 5 damage and the drow warrior makes a secondary attack against the same target


+17 vs Fortitude; -1 see drow poison for the effect


Dual Threat (standard; at-will)


-1 The Assassin makes two basic attacks


M Whip Yank (standard; at-will) • Weapon


Requires bladed whip; reach 2; +17 vs Fortitude; 1d10 + 7 damage, and the target is slid 1 square


M Dance of Death (standard; recharge 5 6) • Poison, Weapon


The Assassin shifts 6 squares and makes 3 basic attacks at any points during her move. She can only attack a given enemy once, but she 


deals an extra 1d6 poison damage with each successful hit.; -1


M Shadow Feint (minor; recharges after the assassin uses shadow jaunt)


+18 vs Will; -1 the Assassin gains combat advantage against the target


Shadow Jaunt (move; recharge 6) • Teleportation


The Assassin teleports 3 squares and becomes insubstantial until the start of her next turn.


Combat Advantage


The drow assassin deals 2d6 extra damage on melee and ranged attacks against any target it has combat advantage against.


Drow Poison • Poison


A creature hit by a weapon coated in drow poison takes a -2 penalty to attack rolls (save ends). First Failed Save: The target is also weakened 


(save ends). Second Failed Save: The target falls unconscious until the end of the encounter.


C Cloud of Darkness (minor; encounter)


Close burst 1 (close burst 2 while bloodied); this power creates a cloud of darkness that remains in place until the end of the drow assassin’s 


next turn. The cloud blocks line of sight for all creatures except the drow assassin. Any creature entirely within the cloud (except the drow 


assassin) is blinded until it exits.; -1


Alignment Unaligned Languages Common


Skills Acrobatics +20, Stealth +20


Str 21 (+12) Dex 22 (+13) Wis 18 (+11)


Con 16 (+10) Int 14 (+9) Cha 15 (+9)


Equipment Braidmail Armor, Whip
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Phaseweb Spider Level 12 Skirmisher
Large elemental beast (spider) XP 700


Initiative +14 Senses Perception +7; darkvision, tremorsense


HP 122; Bloodied 61


AC 26; Fortitude 24; Reflex 26; Will 22


Speed 7 , Climb 7 (spider climb); phasing


m Bite (standard; at-will) • Poison


+17 vs AC; 2d6 + 5 damage, and ongoing 5 poison damage (save ends)


C Web Spray (standard; recharges when first bloodied)


Close burst 3; +14 vs Reflex; 3d6 + 5 damage, and the target is immobilized (save ends)


Join the Fray (move; recharge 5 6) • Teleportation


The phaseweb spider teleports 3 squares, or it teleports adjacent to any drow, demon, or spider creature within its line of sight.


Phaseweb Stride (move; at-will) • Teleportation


If the phaseweb spider is in the space of a phaseweb, it teleports to any other square in the space of a phaseweb within its line of sight.


Alignment Chaotic Evil Languages —


Skills Athletics +14, Stealth +17


Str 16 (+9) Dex 23 (+12) Wis 13 (+7)


Con 18 (+10) Int 2 (+2) Cha 9 (+5)


Monster found in Dragon Magazine 370 and Compendium








Decrepit Flooring Level 16 Lurker
Trap XP 1,400


A rug is neatly settled over rotten flooring that can give away at a moment’s notice. Jagged splinters of wood
slice into the flesh of any unfortunate creature that plunges through the flooring.


Trap: A rug hides a section of broken flooring that deals damage and collapses under a characters
weight.
Perception


✦ DC 13: The rug appears to be covering something that is slightly lumpy.


✦ DC 20: The floor boards near the rug are weathered and warped.
Trigger
The floor collapses when a creature enters the square.
Attack
Opportunity Action Melee
Target: The creature that triggered the trap.
Attack: +19 vs. Reflex


Hit: 1d10 + 4 damage, and the target falls through the floor (Save allowed).
The rug falls through with the first target, uncovering the remaining 3 squares of the trap


Countermeasures


✦ Duh.. don’t stand on the rug!


✦ A ‘Make Whole’ ritual with the component cost of 20gp can fix the floor.


   ✦ A Thievery check DC 15 can be used to arrange the tables and chairs to cover the flooring, leaving


the area as blocking terrain.





