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Patreon Releases:

Thanks to your support, 
these game supplements 
are possible.

This is part of Elven Tower’s monthly 
releases on Patreon. You can visit our 
Portfolio Website to see more car-
tography and adventures.

The intent with this material is to 
create ideas and extra material for the 
illustrations I create. You’re free to use 
this information or change it in any 
way to adapt it to your own game and 
players.
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About this Resource
This resource features the general description 
of an adventure location for RPG adventures or 
general inspiration. Not all releases are the same; 
some may include rules material for Dungeons and 
Dragons 5e but mechanics are left to a minimum.

These adventure ideas are appropriate for low 
to mid-level (Levels 1 to 10) adventuring parties. 
As the DM, you are free to change or modify any 
or all the information found here. NPC names and 
settlement names are the first you should consider 
changing to accommodate any homebrew-world 
lore.

When monsters are referenced, the creature’s 
name is noted in bold. Only creatures from the 
D&D5e Monster Manual are cited.

Background Lore

V
eldanterra, the city of “Ordesrois” 
the Flying Fortress. The Veldan 
region is a vast chain of small 
towns and villages that live off 
Veldanterra’s great economy. It 

is located next to the sea of Korr. Being the 
capital of the region of Veldan, this is a city that 
has it all: coastal waters packed with fish, cor-
al, and seaweed. A river that forks in two, one 
side leading to the sea of Korr, and the other 
gives passage to neighbor towns and villages 
all along Veldan. Big farmlands with healthy, 
hearty soil to grow and sow. Enough military 
force to defend its walls, citizens, and neigh-
bors. Some of the best horses and tracking 
hounds are bred here, and Veldanterra is also 
proud of their very able riders. And its most 
prominent and beloved attraction, Ordesrois, 
home to King Benedict, the Rider of the Skies. 
This is the name given to Kings since the day 
the castle has flown.   

The flying fortress came to be no more than 300 
years ago when Sir Gregory Redstream saved the 
life of Altalas, a wizard who happened to be travel-
ing with said knight on the same unfortunate day 

and carriage. Their transport was ambushed by 
savage orcs on wargs. Most of the passengers were 
murdered and the horses butchered, but Sir Grego-
ry fought as the knight he was and managed to save 
a couple of farmers, Altalas the wizard, and himself. 

Altalas was just an apprentice, but he owed his 
life to Sir Gregory and swore an oath to help him 
defend Veldan and its people. The young wizard 
was true to his word and he dedicated his entire life 
developing a way to create the perfect fortress, an 
impregnable castle. 

He proved to be a very apt magic user and after 
many years of endless research, he found the prop-
er spell and the right magic to bind the energy of air 
elementals to the foundations of the castle, aided 
by magic stones he had created. These stones were 
connected to the Elemental Plane of Air, thus he 
started to improve their effects with the passing of 
time. He became the king’s personal wizard for his 
achievements, obtaining the favor of the court. 

From there, he improved to the point of achieving 
the impossible. He succeeded in tearing a whole 
portion of the earth from the surface and, thanks to 
the presence of elementals, to maintain the fortress, 
its courtyard, the royal quarters, and inner walls 
afloat. Many generations of Veldanterrans have 
been witnesses of such feat, watching the shadow 
of Ordesrois take a stroll through the entire city as 
the days go by. 

Nevertheless, as Altalas was not eternal, and 
neither was Sir Gregory. After their passing, statues 
in their honor were built in two different districts of 
the city. Altalas’s apprentices kept doing his work in 
order to keep the balance between the elementals 
and the height and weight of the structure. Improve-
ments and enhancements were placed and the 
fortress is now floating at a height of 500 ft. Plus, 
air-elemental-fueled transports were developed to 
reach Ordesrois and its surroundings. It is been 
300 years since Veldanterra spread its glory all over 
Veldan. Citizens are happy, satisfied and hardwork-
ing.  

Nowadays, poor Terryn, who is King Benedict’s 
current court wizard, cannot determine the reasons 
for the progressing descent of Ordesrois these late 
months. People riding the transports up and down 
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the fortress have confessed to feeling they arrive 
earlier than before to their different destinations. 
Some other small business owners have men-
tioned they didn’t have shadow through the day at 
certain times of the year. And some farmers have 
also said crazy stories about how you could actually 
notice the fortress moving downwards if you stared 
long enough. 

King Benedict, is not pleased with this at all 
and has been pressuring Terryn to come up with 
a solution, as his predecessors did before him. 
The problem is that Terryn acquired his position 
due to his animation magic. He is great at making 
guards’ lives easier by creating city doors that open 
by themselves on command. Lots of the castle’s 
objects are animated to make people’s jobs less 
demanding or time-consuming. When he came to 
be the court wizard, the city had already been work-
ing well for decades and his last predecessor did 
not know much of air elementals either. Hence, he 

never cared about the city’s maintenance regarding 
the elemental magic and rather kept busy animating 
furniture and kitchen tools. 

What Terryn does not know, is that his troubles do 
not pertain to the elementals or the current charac-
teristics of Ordesrois. The reason for the fortress’s 
descent is the connection between the stones 
Altalas created and the Elemental Plane of Air. This 
connection has been under the threat. The culprit 
comes from the Elemental Plane of Fire. 

Imix, the Prince of evil fire creatures has been 
leading his armies to the Citadel of Ice and Steel in 
the Elemental Plane of Air, trying to usurp the Cit-
adel itself and keep it for himself. Fire elementals, 
efreeti, and salamanders wage a war with the inhab-
itants of the Elemental Plane of Air. All this chaos 
has caused a poor balance in the magic binding the 
stones in Veldanterra to the plane. Even though this 
elemental war could end well for the plane of air, 
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it is just a matter of time for the chaos of war and 
violence to break the connection completely. 

Bad omens of a definite fall of Ordesrois have not 
yet appeared in the mouths of Veldanterran priests 
but if things continue as they are now, the region of 
Veldan could suffer the hardest blow of its history. 

The situation and real height of the fortress will 
be clear and evident to the eye in one moon. This is 
what Hemet; a sorcerer scholar, has inferred from 
what he has observed. He specializes in elemental 
travel and the planes. He is looking for someone to 
help him. He is suspicious of something odd and off 
going on in the Elemental Plane of Air but he does 
not have the means to confirm it for he knows it is 
dangerous to go, even more so alone. 

Ordesrois is in the hands of Terryn, an ill-abled 
wizard. 100ft below its usual height, falling. Its fate 
sealed. 	

Area descriptions
1.- Ordesrois. This is the name of the flying dis-
trict. The magnificent flying fortress is 500 ft above 
the city. The Rider’s Castle is not that prominent 
itself. But with its inner walls, the royal stables and 
quarters, and a small royal district for the noble 
population, the view from Ordesrois is stunning. 
Nothing but mere air keeps this enormous piece of 
ground floating. 

2.- River District. The city walls are divided by 
the river. The north part of it is the River District. 
Wealthy people inhabit the big, nice, stone houses. 
These people are important military members, 
some belong to lesser court participants, and some 
others to big merchants, owners of various horse 
stables or the like. The Riverside Inn is a great 
place to stay if you have the means to afford it. A 
statue held in the name of Altalas is here. 

3.- Military District. The best horse riders are 
here. There is a training ground west of the district 
where they hold military routine exercises daily. Sir 
Fregor, a direct descendant of Sir Gregory, is a very 
influential man in the ranks of Veldanterra. He is 
the third in command and people say he is the rein-
carnation of Sir Gregory himself. Adventurers can 
find the statue build in honor of Sir Gregory here. 

4.- Almost Inn. This is the name for the inn that is 
almost inside the walls. Its catchy name has made 
it very popular and many travelers prefer this to the 

luxury at the Riverside Inn. The bartender is Barret. 

5.- Horse District. This is the place where most 
farmers, tailors, fishermen, and the like live. Its 
name comes from the smell of the place. It has a lot 
of transit and people have started to believe horses 
have come to acquire the habit of defecating only 
when they pass by this district.  

6.- Port. The port is very similar to the Horse Dis-
trict, but for the difference in its smell. The strong 
smell of fish and the sea fills the place. There are 
many bars and taverns although nightlife in Veldan-
terra is not very active. 

7.- Veldan Stables and Kennels. The best breeders 
in town. Veldanterra has great military and farming 
horses. Their kennels have provided the city with 
great hounds for years. They have shepherd dogs, 
tracking hounds, and even some canine guard 
members. The King ordered to have a guard dog for 
himself. The most important breeder there is Fosco, 
a halfling.  

8.- Farmlands. The lands of Veldanterra are vast 
and healthy. Fruits and vegetables are grown all 
year round and brought to the city markets. Howev-
er, one of the city’s specialties is tobacco. Exporta-
tion of these goods has been popular in late years. 

9.- Hemet’s house. This is the house of the scholar 
who could be the city’s salvation. Hemet is seldom 
at home. He frequents the Almost Inn every day 
looking for people who could have the ability to help 
him. 

Important NPC’s

King Benedict. – The current King is fair, just, and 
kindhearted. He is stressed and overworked lately, 
thinking on ways to help Terryn with his dilemma. 
He is worried about being “the King that let the cas-
tle fall” and be remembered as such. His huge 
black guard dog Faustus is always by his side. 

Barret. - He is the barkeeper at the Almost Inn 
and he is known for his skills in horseback rid-
ing. He is the undefeated champion in the tra-
ditional race that consists in doing a complete 
tour around the city walls. He knows Hemet 
due to his permanent presence over the past 
few months, although he does not like him very 
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much because he seldom orders something to 
drink. He only knows he is looking for merce-
naries, bounty hunters, or the like. 

Terryn. – He is a wizard specialized in anima-
tion magic. He has low self-esteem and he is 
hard to talk to. He is frustrated for being stuck 
in a situation he does not even understand. He 
does not feel it is his responsibility to fix some-
thing he did not do in the first place. He knows 
that he has to do something for he would not 
enjoy losing his position and privileges, but he 
is running out of ideas. 

Hemet. – This scholar has been visiting the 
Almost Inn for months now. He is trying to find 
people to help him in his quest. He plans to 
open a portal to the Elemental Plane of Air and 
find out what’s going on there. He is certain the 
poor connection of the stones has to do with 
the plane’s atmosphere. He is the key for the 
city’s salvation.

Fosco. – An expert breeder. He is responsible 
for the birth of Faustus, the King’s dog. And he 
is the owner of Faustus’s dad. Bruno is a battle 
dog that Fosco rides. He is a good rider and 
he sometimes practices military drills in the 
training grounds with the army. He is a friend 
of Sir Fregor. 

Sir Fregor. – A knight to look up to. Sir Fregor 
is strong, tall, and very skilled in battle. He 
would do anything to protect Veldanterra and 
its people. Honoring the memory of his prede-
cessors. He obtained the post of third in com-
mand thanks to his exploits in battle.
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Thank You
Thanks for supporting and following these PDF releases. I am 
grateful to you. It is because of your support that I can continue 
creating cartography, and written content for RPG games. If you 
like what I do here, you might also be interested in some of my 
stuff that’s on sale at the DM’s Guild. These are paid products. 
Unfortunately I cannot distribute them to my supporters on Pat-
reon because it would be copyright infringement.

I have two adventures, linked below, and a compilation of maps 
for the Forgotten Realms.

https://www.dmsguild.com/product/252138/Sharn-II-Council-of-Roaches?affiliate_rem=446018
http://www.dmsguild.com/product/249513/Sharn-The-Missing-Schema?affiliate_id=446018
http://www.dmsguild.com/product/223992/Sword-Coast-Mega-Bundle?affiliate_id=446018
http://www.dmsguild.com/product/223992/Sword-Coast-Mega-Bundle?affiliate_id=446018

