
  

Lair of the Eyes 

(This encounter is meant for 4 to 6 characters of levels 5 to 7 , depending how difficult you want it to be) 

 

The Eyes  

The Eyes can be used as part of a thieves guild or malicious cult operating in a major city. Its purpose is gathering secrets 
throughout the city, using spiders to obtain the information. The creature calling itself “the Eyes” and operating as the 
spymaster is an Ettercap blessed with magical abilities by a dark god, demon or devil. The Ettercap lived beneath the city for 
years before coming upon an ancient and forgotten shrine. It took possession of the shrine and the mysterious artifact on 
the altar and was transformed by its magic. Through the artifact the Ettercap took control of all spiders within the area, 
including several giant spiders. The artifact also granted him the ability to see and hear through his minions senses. The 
Ettercap began using his newfound abilities to gather information. It did not take long for him to earn a place in the city’s 
underworld.  

 

The dark god  

The ancient shrine the Ettercap discovered belonged to some ancient god, devil or demon. You can decide yourself which evil 
entity was worshiped here. For the purpose of this pdf the entity will be named Ixxil, one of the forsaken avatars, an avatar 
of a deceased god. Ixxil was the spider avatar of the god of night, Khosa. Khosa was slain thousands of years ago and Ixxil 
descended from the heavens to the material plane. For years the remaining worshipers of Khosa payed homage to the now 
mad avatar Ixxil  The more time past, the more  mad and corrupt Ixxil became and the more demands he made of his followers. 
Eventually his church became a dark cult that performed vile human sacrifices. The powers that be could no longer tolerate 
its trespasses and an alliance of temples raided the shrines and profane temples of Ixxel and ended the cult. The shrine found 
by the Ettercap was created by the few cultists that escaped with a treasured artifact. They eventually died as well and the 
shrine and artifact became lost in time. 

 

The artifact  
Once a holy object given to the church of Khosa to help protect its worshipers, after her death its power was corrupted as 
Ixxil descended in to madness. Now the artifact has become cursed. While its powers remain the same, those attuned to the 
artifact will slowly begin losing their mind as they begin a transformation in to a spiderlike creature.  

The artifact resembles a standing crystal of about a foot in height with a crystal circle on top. It glows with a faint blue 
light.  

 

 

 



  

The eyes of Ixxil 

Wondrous item, legendary (requires attunement) 

While touching the crystal you can telepathically communicate with any spider within 1 mile.  
As an action you can use the item to cast the spell Dominate Beast on any spider you are in contact  
with telepathically. Additionally, as an action, you can see through the spider’s eyes and hear  
what it hears until the start of your next turn, gaining the benefits of any special senses that  
the spider has. During this time, you are deaf and blind with regard to your own senses. 
The eyes of Ixxil also allows you to cast Conjure Animals 1/day, summoning 2 giant spiders  
to your side.  

Curse: Every midnight a character attuned to the Eyes of Ixxil is required to make A DC 15  
Wisdom Saving Throw. Failure causes the unholy transformation to continue, giving  
the character a mutation, a boon and a bane as indicated in the following table.   
Roll again if a mutation already occurred.  
The curse can only be removed by casting remove curse during the day, while both  
the cursed character and the item are in direct sunlight. 

 

D20 boon bane Mutation 
1-4 Darkvision 60ft. Bright Light Sensitivity** Eyes turn black 
5-8 Resistance to poison Needs to drink blood for 

nourishment 
Blood turns green 

9-12 Immunity to poisoned 
condition 

Can no longer pronounce 
any language other than 
deep speech. Does not 
affect spellcasting. 

Loses tongue, grows fangs 

13-16 Web walking* Speed -10 ft.  Legs grow longer and feet become claws 
17-20 Advantage on saves vs. 

restrained condition 
Can no longer wear armor 
(loses all armor 
proficiencies) 

Grows barbs and hooks on arms, legs and shoulders 

 

*Web walking: you ignore movement restrictions caused by webbing.  
**Bright light sensitivity: You have disadvantage on all attacks and ability checks while in bright light.  
 

 

 



  

The Lair 

The lair of the Eyes is located deep beneath the city, in a forgotten part of an old sewer system or as part of an ancient 
dungeon or old smuggler tunnels. Whatever the case may be, the lair has dozens of small tunnels (for tiny creatures) 
so the spiders serving the ettercap can easily come and go. The six giant spiders have made a nest here and act as 
guardians to the Eye and the shrine of Ixxil.  

The lair consists of only two rooms. The main area and the shrine.  
When the characters enter the main area, read or paraphrase the following.  

“The main area is a large dusty room covered in webbing. Egg sacks can be seen among the webs, being tended to by smaller 
spiders. Six large spiders are perched in the webs throughout the room and hundreds of their more common tiny kind 
crawl across the floor, walls and ceiling. The vaulted ceiling is 30ft. high and is riddled with small holes through which 
tiny spiders continue to leave and enter. The north-eastern corner seems to have collapsed and the cavern beyond has 
been claimed by the large spiders as well. An old wooden door can be seen in the wall left of the entrance. Light blue 
flickers beneath the door.”    
 
The spiders here are used to strangers visiting the Ettercap, so they don’t immediately attack when the characters 
enter the room.  However, any hostile actions towards a spider, the webbing or the egg sacks immediately initiates 
combat. The Ettercap is waiting for the characters here. Catching him off-guard is almost impossible as every spider 
within 1 mile can alert him of the characters’ approach. The Ettercap will act surprised of their visit, even though he 
probably knows exactly why they are there. He will not immediately attack unless the characters are obviously 
hostile towards him. He will ask them for their business in his home and may even begin bargaining his services as spy 
master. Maybe he has observed their exploits in the city and he can offer them some valuable information. If the 
characters have been looking for him however, he will know as well and will either attack immediately or try to talk 
his way out of the predicament. Use him as a clever villain and don’t forget that he has access to hundreds of tiny spies. 
Depending on how you decide to use him and this encounter in your campaign, the Ettercap can be both a formidable 
villain that is hard to surprise or a valuable ally.  

If combat does erupt, the Ettercap will call upon his spider allies. He will use his magic and abilities to support his 
allies and try to stay back, avoiding melee combat until half the giant spiders have died.  

The egg sacks: 7 egg sacks lay dispersed throughout the main area. If any of these sacks is dealt 5 or more damage 
(through a direct attack or an area of effect spell or ability such as fireball), they erupt with hundreds of tiny spiders 
that join the fight. Add a swarm of spiders to the combat for any egg sack that gets ruptured.  

Beyond the wooden door lays the shrine of Ixxil. The door is neither locked nor trapped.  If they enter the room read 
or paraphrase the following.  
 
“The room before you is much smaller yet even more disturbing. There is no webbing here but the floor is sticky with half-
dried blood. Bones and pieces of dried corpses lay discarded throughout the room. Against the northern wall stands an 
old altar covered in dried blood and adorned with depictions of spiders. On top of the altar stands a foot tall crystal 
object, pulsating with blueish light.”  

 

Treasure: If the characters search both rooms with a DC 13 Investigation check, they find 350gp (10d6x10gp) as well as 
the following items among the dried up corpses and old cultist supplies.  
    (+1 chain shirt, wand of web, scroll of Protection from Poison) 
The Eyes of Ixxil, the crystal artifact, can be taken as well. Remember that the item is cursed and even the identify spell 
does not reveal the curse.  

 



  

The Encounter 

Ettercap x1 
Giant Spider x6 

Swarm of Spiders x7 

Webbing: Most of the floor is covered in webbing. These areas are difficult terrain and 

moving through them risks getting stuck. Every character that enter a webbed area or starts 

its turn in one must succeed on a DC 11 Dexterity Saving Throw or become Restrained. As an 

action a character can try to free himself or an ally within 5ft. by making successful DC 11  

Strength check. The webs can also be attacked. They have AC 10, 5 hp and are Vulnerable to 

fire damage. 
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