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AUTHORS NOTE:

| created the Final Encounters Modules™ series as a
fast, fun, andflexible way to deliverwild fantasy action
straight to your table. These books are designed to
be short, punchy, and packed with flavor—each one
focused on a single unforgettable villain, a dramatic
backstory, and a unigue showdown chamber
where the final battle goes down. No sprawling
dungeons, no filler—just instant mayhem for busy
Game Masters who need something awesome to
play right now. From the beginning, | always wanted
to create a supra-genius, powerful and sexy female
Drow boss villain—with style, depth, danger, and a
truly epic plan. | have been developing Sinestra for
a while, evolving through brainstorms, drafts, and
plenty of late-night plotting. While Final Encounters™
is infended to be a standalone series, some of
these villains—like Sinestra—will return in future full-
size adventure modules and others will just be in
the Final Encounters™ series. In fact, this particular
villain sets the stage for a much larger tale I've
been planning for years—a high-level homage to
Vault of the Drow and Queen of the Demonweb
Pits and other classic planar-bending adventures
(which | will be releasing next year etc.) By keeping
these Final Encounters tight and focused primarily
on the villain and their climactic boss showdown;
| can release new ones quickly and get them into
your hands faster—without sacrificing quality, flavor,
or imagination. Each one is carefully designed to
deliver a cinematic battle experience, packed with
unique mechanics, bold personalities, anhd modular
hooks you can drop into nearly any campaign.|
hope you enjoy running theseras much as | enjoy
writing them for you andfyourfriends and famliy.
Thanks for supporting Dark Wizard Games™, many
more Final Encounters modules are on the way! —
Mark Taormino (05/01/25)

GM NOTES:

Each boss inCludes4 compact, in-line stat block
withmoenply the information relevant to combat.
Specidal powers, [spells, and tactics are detailed
afterward. _Siat blockssuse abbreviations to keep
them _stfeamlined and system-neutral: 1E Format:
(AC: armor class, MV: movement, HD: hit dice, HP:
hit points, ST/DX/CN/IQ/WS/CH: ability scores
with modifiers, SA: special attacks, SD: special
defenses, AT: number of aitacks, D: damage,
SZ: size, AL: alignment, XP: experience poinis)
or 5E Format: (AC: armor class, MV: movement,
HD: hit dice, HP: hit points, ST/DX/CN/IQ/WS/
CH: ability scores with modifiers, SV: saving
throws, SK: skills, #AT: number of attacks, TH: to-
hit bonus, DM: damage, SZ: size, AL: alignment,
CR: challenge rating) Melee range for all natural

attacks is assumed to be 5 feet unless otherwise
noted. Standard weapon features are not listed
unless unique or significant. This Final Encounter can
be used as a stand-alone one-shot, a surprise climax,
or the grand finale of your campaign. Feel free to
rename places, adjust flavor, or throw in your own
twists to fit your personal game world.

ADVENTURE SUMMARY:

Deep within the Underweb, the infamous Drow
Enchantress known as Sinestra has seizéd conirol
of a powerful cult and vanished info her hidden
sanctum—Nocturne Scientia. There, " protected
by traps, illusionsgfend spiderborn horrors, she nears
completion of @set of stolen sehematics: the Machina
Spidera, a god-enginhe starship of living metal, planar
engines, and divineiintent. Once, completed, the
Machina Spidera will gtant her the power to travel
between dimensions, unravel the planes, and bind
all life in a cosmic web of silk and shadow. The final
ritual_iss@pproaching fast—and only the players can
stop her."In this “Final Encounter,” the adventuring
party must infilfrate Sinestra’s lair, navigate her silken
defensés, uncover the hidden Oculus Vault, and
desiroy the Machina Spidera schematics before
construction’ begins. Along the way, they’ll face
her fanatical cultists, psychic spider constructs, and
perhaps even Sinestra herself—should they choose to
confront her. If the players fail to stop her now, Sinestra
will escape—and the next time she appears, it may
be as a fully ascended planar congueror aboard a
divine arachnid weapon of apocalyptic power.

THE UNDERWEB:

This is a vast, multidimensional labyrinth of caverns,
psychic voids, and web-threaded passageways
that exists not merely below the surface world—
but alongside and beyond it. The Underweb is a
living, shiffing, arcano-psionic realm, spun between
dimensions and often defying logic, gravity, and
fime itself. Crisscrossing its depths are the shimmering
Astral Vectors—conduits of planar energy that pulse
with intelligent force. These glowing threads are said
to be remnants of the Spider Goddess’s first breath
of creation, forming a lattice of magic that binds
the The Astral Vectors serve not only as magical
highways, but also as the hidden pathways of the
Astral Drifters (See: Maximum Mayhem Dungeons:
Monsters of Mayhem #1)—Some whisper that the
Machina Spidera was designed to capture and
enslave these vectors, transforming the Underweb
intfo a divine control lattice spanning countless worlds.
The Underweb is home to many strange and deadly
beings, but none more infamous than the Drow—the
exiled children of the surface, now evolved into a
ruthless, shadow-dwelling civilization. Their cities cling
to the walls of endless chasms or crawl on spider-
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legged platforms above fathomless voids.“Among
the most feared are the House ofdMlezzoraeth and
the heretical Cult of the Eight Eyes—mad Visionaries
who blend arcane scienceggpsionic rituals, and
forbidden worship into sofmething, terrifying.. Here,
Drow Technomancers craff god-engines, awaken
spiderborn horrors, andiunravel cosmie, truths that
drive lesser minds to madness. According fo their
doctrines, the Unhdenweb is noh a prison—but the
first realm, spun by the Spider Goddess before the
surface even existed. Betrayed, by the false gods of
theé sunlit world, her chosen fled to her sacred skein in
the deep. The lowest depihs of the Underweb brush
against the"Veil Behind the Web—a realm where
space’ warps, fime shatters, and uncreation sings.
Here, light is rare, lies are sacred, and only the mad
dare to glimpse the truth beneath the threads. This is
where,she.dwells.

SINESTRA, THE WICKED ENCHANTRESS:

Born info the secretive Drow City of Vel’Kalaveras,
Sinestra was marked from birth. Her electric white hair
shimmered with unnatural light, and her crimson eyes
could pierce through shadow. Even as a child, she
spoke of distant stars and whispered to spiders that
answered her in patterns and silk. Her raw arcane

power and hypnotic charisma quickly made herboth
revered and feared—a combination dangerous
in a society built on ambition. Vel Kalaveras itself
was known for its madness, obsession with psychic
experimentation, and a near cult-like fascination
with mind flayers. The House of Vel’Kalaveras
did not birth many, but those it did were sinister,
briliant, and often completely unhinged. Sinestra,
however, was no ordinary child of Vel Kalaveras.
Her natural command of arcane forces, combined
with her unnerving charm, drew fear and jealousy
in equal measure. Some thought her cursed. Others
thought her a miracle. But all knew one truth: she
was dangerous. She played psychic games with
other children, tormented tutors with whispered
secrets they had never spoken aloud, and mapped
ley lines in her sleep. Once she came of the adult
age, the Cult of the Eight Eyes found her. They
arrived cloaked in shadowed silk, bearing the sign
of the Spider Goddess. Among them was the
fribal high priestess Vexira of the Velvet Web (See:
Maximum Mayhem Dungeons #14: Forgotten City
of the Spider Goddess), a courtesan-priestess and
mistress. She sensed Sinestra’s potential immediately
and took her to be raised within the cult’s forbidden
temple, known as the Silken Hollow. It was there,



in the dark sanctum lit by phosphorescent welb-
glow, that Sinestra was frained in the sacred rites
of domination, ecstasy, sacrifice, and charm.
She absorbed every lesson, rising swiftly in the cult
through pleasure, precision, and manipulation.
While Vexira remained loyal to the Spider Goddess
and reveled in ritual worship, Sinestra began to
hunger for something more. She pored over ancient
texts, scrolls written in blood-ink, shadow-binding
tomes, and forbidden spider-lore that spoke of
worlds beyond the veil. She became obsessed
with a single question: what made a god... a god?
And could such power be achieved, improved,
surpassed? That obsession became a wedge
between her and Vexira. Despite their sisterhood,
their bond, and even their occasional intimacy, the
two began fto drift. Sinestra began experimenting
with  dark mechanomancy—forbidden sciences
that fused sorcery and machine. She spoke aloud
her heresies. Heretics were not uncommon in the
Cult of the Eight Eyes, buf most were crucified or
devoured. Sinestra? She was too brilliant to dismiss
oufright. And too dangerous to ignore. Everything
changed when Sinestra’s loyal brood uncovered the
Schematics—ancient blueprints said to be designed
by the Spider Queen herself. They depicted a living
vessel, a spider-shaped god-engine capable_of
breaching planar boundaries and domipofing
reality. The cult had sealed them away long ago.
fearful of their potential and heresy. But @ Sinestrq,

they were not a threat. They were destiny. She tried
to convince Vexira to leave with her. To rule beside
her. To abandon the Spider Goddess and create a
new order—one where they would sit atop the web
of fate, not trapped within it. Vexira recoiled in horror.
She called her mad. Called her blasphemous. That
very night, Sinestra’s spies stole the schematics. She
vanished into the deeper under-realms; sleaving
Vexira betrayed, heartbroken, and  eveniually
twisted into something darker herself. Déclared
a heretic, Sinestra did not. weep tears,of pain. Oh
no. She wept tears of joy!"Fonthe first \time, she
was fruly free—to plof, to build, toyevolve, In exile,
she nurtured agdeep @nd narcissistic resentment
toward the Spider Goddess and vowedynot only to
surpass her, butiiorfeplace heraShe aligned herself
with forbidden knowledge, dark mechanomancy,
and monstrous creations,of her own design. Cultists,
assassing, flesh-crafters,“and spiderborn horrors alll
came to worship at her feet, And most scandalous of
all wassher, forrid affair with the Drow Vampire Lord
Daemonicus=—a dark romance that sent ripples
of fury thfough the Vampire Pits. (See: Maximum
Mayhem Dungeons #1: Hanging Coffins of the
Vampire Queeéen.) For Lady Neeblack, the Vampire
Queen, this was a betrayal not easily forgiven. She
hoped the beautiful drow enchantress would have
chosen her over Daemonicus. The nerve. The insult.
The “consequences. Now, Sinestra rules from the
shadows of her sanctum, Nocturne Scientia—a




hall of forbidden magic where reality bends, and
time slows. The Schematics have been improved.
Her genius has fixed their flaws, made them more
devastating. She does not serve the Spider Goddess.
She intends to replace her. With the Machina
Spidera nearly ready to begin construction, Sinestra
does not see herself as wicked, or fallen, or insane.
She sees herself as what she was always meant to
be: Supreme Goddess.

THE NOCTURNE SCIENTIA:

They say the Underweb has no end—that if one
descends far enough, beyond heat and stone,
beyond sanity and light, one will find realms where
redlity itself unravels. It was in such a place, beyond
even the reach of spider gods and whispering liches,
that Sinestra carved out her sanctum: Nocturne
Scientia. After stealing the god-engine schematics
and a few rogue members of the Cult of the Eight
Eyes, Sinestra wandered the deepest hollows of the
world, pursued by assassins, spiders, and worse. She
vanished for years. But those few who followed her—
those brave orfoolish enough to try—spoke of hearing
a low hum beneath the rock, like an arcane heart
pulsing. The tunnels would ftwist behind them, fimé
would slip, and eventually they’'d find themselves
somewhere impossible. Nocturne Scientia was
not built. It was grown. In a massive geode-crater
buried in black crystal caverns, Sinestra began_her
work. With arcano-machines and mechanomontic
rituals, she summoned, shaped, and awdkened
the sanctum itself. The walls are latticedéwith living
metal-veins and bio-arcane conduits. The floors
pulse with slow heat and whisperawith breathless
voices. The air is laced with mist and memory. Here,
light behaves strangely—it bends, reflects, and
sometimes stares back. At the sanctum’s core sits
The Oculus Chamber, where the blueprints of the
Machina Spidera hovermmid-air, rotating endlessly,
etched in starlight and Blood-rune < Sinestra uses
psionic tethers and chromatic servitors—strange
mechanical-spider hybrids—te build and revise her
creation, alwa@ys improving, always recalculating.
The schematics are dpdated censtantly, etched into
glewing sigil-circuitry along the walls of her Sanctum
Hall, pulsing with divine /malice. The structure itself
seems aware. Doorsgepen only to those it deems
worthyaHallways realign at will. Trespassers report
heafing their 'own thoughts screamed back af
fhem in voices not their own. Mirror-creatures, soul-
leeches, spidérborn horrors, and failed experiments
roamdhedower levels, guarding Sinestra’s secrets or
simply“wdaiting to be useful again. Most terrifying of
all? Some believe Nocturne Scientia is only partially
in this world. Half the structure may phase between
the Material Plane and some forbidden pocket
dimension she calls The Veil Behind the Web—a
place where light has color but no warmth, and
fime bleeds like water. What began as a laboratory
has become a fortress. And now, with construction

of the Machina Spidera on the cusp of beginning,
Nocturne Scientia is more than a lair—it is the womb
of a new god. And the final hour draws near.

THE FLAW IN THE SCHEMATICS:

While poring over the stolen schematics in her silk-
draped sanctum, Sinestra—the infamous suprao-
genius of House Vel’Kalaveras—immediately
detected a catastrophic vulnerability bdfiedhin the
design: the Canooten Valve and Pharam-a-Sean
Matrix were improperly shielded and aligned on
a parallel flux manifold. “With a single avell-timed
arcane stfrike, the entire god-engine could be sent
info a cascading implosion, rendering it lifflegmore
than interplanaraescrap. £A/Amateurs;” she mused.
She correctedfthe flaw. with surgicdl, precision—
recalibrating themand “syneing them” with the
Etheric Interlace Coil, redligning the Annihilux
Gyro-Stabilizers, ‘and, shielding »the Quantum
Silken Core in fused obsidian soulglass. Then she
went further, adding Rortifying improvements of
her own: a Scream Resonator powered by bound
Agony Elementals, o Multi-Phasic Web Disperser
capable “of yensnaring entire city blocks, and a
Divine Harmonic Overthruster meant to puncture
plahardboundaries like fissue paper. To top it off,
she replaced jfhe original soul engine with her own
design—=thedNeuro-Arachnoptic Reactor, a living
brain grown from cloned spider gods and fused to
thecentral control spindle with psionic nerve-fiber.
The resulting machine, if completed, would not
simply iravel the planes—it would dominaie
them. What began as the Spider Queen’s dream
of a living vessel has become something far more
terrifying. And with Sinestra at the helm, the Machina
Spidera will not be a god-engine of conquest—it will
be the first devourer of realities once she uses the
thing against the weaknesses of the Spider Queens
flawed ship!

VEL’KALAVERAS, THE CITY OF ORACLES:

Hidden deep within the folds of the Underweb
beyond light and mercy, lies the necropolis-city
of Vel’Kalaveras—a once-sacred bastion of Drow
mysticism and deathrites, now sprawlslike a forgotten
fever dream deep within the phosphorescent folds
of the Underweb. Shimmering violet fungus forests
carpet its outskirts, pulsing with bioluminescent
breath, while bridges of crystallized webbing span
yawning chasms veined with slow-moving rivers of
luminous flourescent mulfi-shaded blue slime. Ifs
skyline of permanent pastel purple rises in jogged
silhouettes: black obsidian ziggurats, spiral towers
of fungi, and hanging arcane gardens lit by drifting
spores like floating embers. The wind carries the
scent of myrrh, mandrake, and dream-root incense.
In the heart of the city, the Octagon Citadel
glows with a haunting amethyst light, its stained-
glass spires depicting the ancient betrayal of the
Spider Goddess and the birth of mechanomantic
prophecy. Drow technomancers stalk its spiraling



libraries, whispering secrets into spider-skulls wired
with twitching nerves. Fungal servitors tend gardens
of carnivorous orchids and psionic moss, while cults
gather in underground theaters to reenact truths no
surface mind could withstand. Vel’Kalaveras is not
merely a city—it is a sentient reliquary of forgotten
gods and forbidden futures, where thought shapes
stone, and madness is carved in ritual. Here, every
echo may hold meaning.

THE HOUSE OF MEZZORAETH:

Hidden deep within the velvety-black caverns of the
under-realms lies the reclusive and reviled House of
Mezzoraeth—a noble Drow bloodline so old and so
feared that its name is spoken only in riddles or hisses
by lesser houses. Where most Drow families pursue
power through domination, betrayal, or devotion to
the Spider Queen, the Mezzoraeth pursue something
far stranger: transcendence through understanding.
Mezzoraeth matrons teach that the current gods are
flawed constructs—half-born divinities, shaped by
belief, emotion, and fear. Their heresy claims that deities
are merely machines powered by ritual, sacrifice, and
sentience. From this, they draw a terrifying conclusion:
a god can be reverse-engineered. To this end, théy
have long abandoned full devotion to the Spider
Queen. They pay her lip service in public ceremonies,
but their private tfemples contain forbidden schematics,
stitched flesh-bound tomes, and “divine mogckups”
composed of spider bones and steel. Unlike othier Drow
houses focused on politics or matriarchal déminance,
the House of Mezzoraeth produces an unusual number
of mechanomancers, rune-surgeens, symbient-
breeders, and neural arcanists. Their strongholdtis &
horrifying laftice of webbed bridges, magnetic Iiffs,
and semi-living stone that g4esponds to commands
only the bloodline undersitands. ‘Children are “raised
not just with daggers andydeceit, but taught sacred
mathematics, linguistic calculus, and semething they
call *mind-weavingssFailuretin these disciplines results
in the child bging either. sold, “dissected, or worse—
merged into Bne of ghe family’s arcano-golems. The
Mezzoraeth are distrusted, mocked, and feared.
Whispers say they have no god but seek to become
one. Others_believenthéy harbor a secret alliance
with mind flayers or that they raise spiders whose
welds depict the future. Even their allies wear veils in
their presence, believing prolonged eye contact
can drive opé mad from secondhand thoughts. Most
disturbing of all is their unusual stillness. Members of the
house often stand motionless for hours, as if they're
calculating something. Then, without warning, they’ll
blink, whisper a string of arcane numbers, and resume
conversation as if no time has passed. Sinestra was the
crown jewel of the House of Mezzoraeth—a prodigy
even by their insane standards. Born during a rare lunar
convergence and said to have spun her first astral sigil

in spider silk at age four, she was seen as the house’s
best hope for achieving “godhood-by-design.” But
even Mezzoraeth had boundaries. When she began
experimenting with soul-splitting, planar folding, and
her infamous spider-shaped god-engine, her elders
feared she would bring ruin to them all. They disowned
her publicly... but secretly, some sfill follow her efforts
with awe and quiet hope.

WANDERING MONSTERS:

As the party traverses the, warped: corridars, bio-
arcane funnels, and illusion-wrapped sanctums of the
Underweb, they are npever frulyhalone. The deeper
they go., the more the environment itselfiseéms to
twist around them—guiding them, itesting them,
sometimes warning them:<Wandering. moensters may
appear randomly, bdf others'may,be drawn to sound,
spellcasting, or even the psychic aura of the intruders
themselves. Some areimutated guardians. Others are
failed experiments. All ofthem are dangerous.

1. BrainsSiriders - (#1d4):

Afia distan€e, a Brain Strider may appear like any other
giant spider, but it is actually a huge pulsating brain in
a metal chassis attached to eight (8) metal legs. The
“head“ of the Brain strider resembles the Star Spawn
himself, with multiple eyes and tentacles dangling from
it's_moeuth. The mechanics are powered by psychic
energy generated by the brain. Each of its eight legs
are very strong and agile and come to a deadly point.

1E: (AC: 0, MV: 255 fi, HD: 8, HP: 50 each, #AT: 2,
D:2d4, SA: (See below), SD: (See below), SZ: Large
(8 ft diameter), MR: Normal, AL: Chaotic Evil, Level/
XP: 8/3000 + 10/HP) The Brain Strider can cast illusions
on unsuspecting players preventing it from being seen.
If discovered, it can attack it’s enemies with a Mind
Blast for 2d4 damage. It is also protected by a Psychic
Energy Shield that is immune to magic and has it’s own
hit points. The shield must be exhausted before the
Brain Strider will fake physical damage at which point
it’s Armor Class goes from -2 to 3.

5E: (AC 18 (Natural Armor with Psychic Energy
Shield), Shield has 50 hit points. Without shield AC
is 13, MV: 60 ft, HD: 8d10+24, HP: 68, ST: 16 (+3) DX:
14 (+2) CN: 16 (+3) 1Q: 18 (+4) WS: 15 (+2) CH: 12
(+2), #AT: 2, D: sd4 , SD: (See below), SZ: Large (8 ft
diameter), AL: Chaotic Evil, CR: 8) Skills Intimidation
+2, Senses darkvision 60 ft., PP 10, Languages
Common, Ore, CR: 10) Skills: Perception +6, Stealth +6,
Damage Resistances: Psychic; Bludgeoning, Piercing,
and Slashing from Non-Magical Attacks. Damage
Immunities: Psychic while shield is active. Condition
Immunities: Charmed, Frightened. Senses: Darkvision
120 ft., Passive Perception 16. Languages: Understands



