
Ruined Aqueduct Wilderness Area 
 
   This is the wilderness area of a crumbling ruined 
aqueduct. I ran out of time so I’m including all of 
the maps I have so far along with a rough outline 
and lists of the things I imagined as I drew this area. 
I designed most of this to be dropped into an 
existing campaign. Feel free to mash it up however 
you want to fit your game and game style. 

   At first I wasn’t sure how to go about this drawing 
a ruined, crumbling aqueduct, it’s not something I’d 
have ever drawn for my own campaigns. Therefore 
it was an interesting project that got me outside of 
my comfort zone. 

   Some of the basics of this area includes the ruined 
aqueduct. It cuts across a grassy plains and through 
some forests. It crosses a very deep gorge with a 
span of 400’. The aquaduct is in ruins and the span 
across the gorge seems for the most part solid. I 
would suggest that everytime anyone or anything 
crosses it crumbles a bit more, chunks of it dropping 
into the fast moving river below. I’ll leave the 
mechanics of that to the referee.  

   The gorge is roughly 300’ deep, and has a fast 
moving deep river running through it. The various 
ledges and cavern entrances dipicted are at roughly 
100’ down from the edges. 

   The forests are very dense, they difficult but not 
impossible to move through. Other areas of the 
forests are more open with fewer tress and 
underbrush. There are paths that lead through some 
of the forests, making travel easier, if you can find 
them. 

   There is a road at the south end of the area, it is a 
semi-traveled road between some small villages. It 
can come from and lead to where ever works best 
for the referee. 

   There is a mid-sized lake towards the north end of 
the area, just before the large cliff-faced hill. The 

lake is not esaily seen through the dense forest in 
front of it.  

   There is a large cliff-faced hill at the north end of 
the map. It is very easy to see from pretty much any 
clear area on the map, except of course from within 
the forests. The first level of cliffs are about 100’ to 
the plateau on top. On another cliff-face hill that 
rises from the intial plateau a cavern entrance is 
hidden by a small forest of dense trees. No chance 
of noticing from ground until it is climbed and 
explored. Climbing up and down the cliffs on the 
hill and the gorge, should be difficult and dangerous 
but not impossible. I’ll leave those details up to the 
referee. 
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Ruined Aqueduct Key 

1. Wrecked Carriage: Along side of 
the road is the wreckage of a fine, well crafted 
carriage. Obviously it was some noble’s or 
wealthy merchant’s carriage. The wreckage is 
only a few days old, at most maybe a week. It 
has been smashed to bits, and there are some 
rather large claw marks on some of the larger 
sections. 
 

2. Orc Village & Cavern:  Irontooth 
Badaz was an Orc Captain from the 
Blackblade Tribe. After a lost challenge 
against One-Fist Grogsnik, the tribal leader. 
Irontooth was to be humilated and executed 
the next day. Irontooth had many loyal 
followers, these orcs went renegade and freed 
him from certain death. Irontooth and his 
motely band of renegades slipped away into 
the night, becoming exiled from the 
Blackblade tribe. One-Fist will not forget 
about this, he will get his execution. Irontooth 
and his renegade band of orcs have built this 
small settlement on the edge of the gorge, 
hidden deep inside the forest. 

 

See Map, Area 
2: Orc Village and Area 2: Caverns 

3. The Abandoned Tower: In the 
eastern section of this area, on a cliff jutting 
out over the gorge, sits the abandoned tower. 
Not much is known about this tower or what 
secrets it hides. Rumours say it’s haunted. (I 
did not get to making anything up for this, 
maps or ideas, so feel free to use this however 
you want, personally I kind of like the 
haunted thing...)  

 

 
 

4. Burial Mound: Hidden among the 
trees is a small clearing, and in this clearing is 
a burial mound with a large iron-bound 
wooden door at the front. (Again this part I 
did not make anything up for yet. I planned 
for some regular type dungeon corridors, with 
more than an average number of traps, along 
with some skeletons and ghouls guarding a 
treasure and possibly a map of the tower. It is 
haunted too, afterall.) 

 
5. The Ruined Aquaduct: This is the 

bridge span of the ruined aquaduct. It is 
roughly 400’ from one side to the other. Parts 
of the span have crumbled over time. It is 
relatively stabile for now. I suggest that 
everytme it is crossed, it begins to weaken, 
parts of it fall to the river below. (I’ll leave 
those details up to you, I was also imagining a 
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troll, or other toll collector at the North end of 
the span.) 
 

See Map: Ruined Aquaduct 

6. Cavern Complex: This is a cavern 
complex on the north side of the gorge. It’s 
about 100’ down from the edge of the gorge 
to the ledge where the cavern entrance is 
located. I have mapped it out but have not yet 
figured out what lives there yet. (Originally I 
was thinking of Trolls and other hard to kill 
beasties, just ran out of time.) There is an 
undergroung river that runs trhough on of the 
caves then unerground into another cave. 
Adventurers could swim from one area to the 
other. It’s the only way to access that cave.  

 
 
7. Lake Monster: There is a sparkling 

blue lake at the base of the large cliff-faced 
hillside. The path through the forest winds 
gently around the calm waters. If a party is 
walking along the path at any point when they 
are close to the lake’s edge, large sickly pink 

and purple tentacles rise from the still lake, 
grabbing at and possibly dragging the hapless 
adventurers to a horrid death. (I’ll leave the 
details and the mechanics to the referee) 
 

8. Goblin Cavern:  An advance war 
band of goblins led by a particularly viscous 
little goblin named Red Hat. His name comes 
from the long pointed red hat he wears, it is 
rumoured that he keeps his hat red by soaking 
it in the blood of his human victims. These 
particular goblins ride giant bats. Coming out 
at night to raid and plunder the area, all the 
while scouting ahead for their tribe. There is a 
large cavern in the cave complex that has a 
rather large opening that leads out of the top 
of the hill. It is from this cave they launch 
their raids and scouting missions. 
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 Additional Notes and Map Keys:   
The following notes and map keys are some rough 
outlines. They are ideas I had about the immediate 
area, who lives here and what’s going on. Flesh 
these ideas out however you see fit. 

Area 2: Orc Village: 

 

1. Orc Warrior Hut: This is one of the 
huts where Irontooth’s orc warriors sleeps at 
night. At night there might be 8 – 10 orcs 
sleeping here. At day maybe 1 – 3 orcs maybe 
in here sleeping, eating, resting, or gambling. 
 

2. Orc Warrior Hut: This is another of 
the sleeping huts. At night maybe 6 – 7 orcs 
sleeping, by day 0-2 orcs in here. 

 
3. Orc Great Lodge:  This is the orc 

Great Lodge, it is here where Irontooth and his 

second in command sleep and reside. There are 
also some large crude wooden tables and 
benchs in here as well. Irontooth and his 
renegade band share important meals in here, 
have strategy and tactics meetings, etc. There 
are some smaller rooms to the back bhind 
Irontooths makeshift throne, where he and his 
captain sleep. There is also hidden under the 
main table a shaft that goes straight down into 
the caverns below into cave number: 4. See 
Map Area 2: Caverns. 

 

 The orcs have 
constructed a rickety wooden ladder all the 
way down the shaft. There is a chance it could 
collapse at any time it is in use. (Again I’ll 
leave the details to the referee. 

4. Orc Warrior Hut: This hut is the same 
as the other warrior huts. At night there may be 
6 -7 orcs and by day 1 -2.  

 
5. Orc Shaman Hut: Here is Irontooth’s 

trusted orc shaman Long-Ear Skullsplitter. He 
lives here with his two shaman acolytes. 
Devining the future of their small band of 
renegades, practicing his magics, and helping 
Irontooth stay one or two steps ahead of One-
Fist. He is called Long-Ear because of his 
natural,  (almost supernatural) sense of hearing. 
(…and yes this will affect the adventurers 
chance of surprise when he’s around) He is 
Irontooth’s most trusted advisor. The orcs are 
aware of the goblin bat riders to the noth of 
them but do not yet know where they lair.  
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Area 2: Caverns: 

 

1. Entrance: Here is the entrance of the 
caverns. It is on a ledge roughly 120’ down 
from the edge of the gorge.  
 

2. Wyvrn Nest: This large cave is the 
nesting place of a male and a female wyvrn. 
Irontooth found them as whelps shortly after 
fleeing the Blackblade tribe. He and his orc 
gang have raised them and he and Long-Ear 
eventually trained them as fearsome flying 
mounts. The renegade war band takes great 
care of these two “pets” and they have recently 
mated and produced a clutch of 13 eggs. Long-
Ear says that the number of eggs being 13 is a 
great omen for the renegades. While they can 
still ride the male wyvrns, the female wyvrn 
will not be ridden right now. She stays behind 
to protect the eggs. Fiercely protective the 

wyverns have already killed one orc and 
maimed another, who got too close to the eggs. 
Irontooth and Long-Ear see them training all of 
the clutch to be flying war mounts in the 
future. Making their band of renegades a flying 
army to be feared by all who stand in their 
way. 
 

  I know it all needs to be stated out, rooms and 
caves need to be detailed, etc. It’s currently a work 
in progress. 
 
Sincerely, 
 
AJ Stone 
July 27th, 2010 












	Ruined Aqueduct Wilderness.pdf
	RuinedAquaduct



