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Elven Tower Cartography

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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Please keep this supplement for personal use.
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About this Resource

This resource features the general description of 
an outdoors stone observatory on a hill’s summit. 
It includes adventure ideas that are appropriate for 
low-level (Levels 1 to 5) adventuring parties. Chal-
lenge Rating (CR) is calculated using a party of four 
as the model.

The DM is free to change or modify any or all the 
information found here. NPC names and settle-
ment names are the first the DM should consider 
changing to accommodate any homebrew world 
lore. To modify the challenge rating of the adven-
ture, the DM must first consider the power level 
of the party. Considering the PCs’ individual levels 
and the number of players is crucial to presenting 
a good challenge. Not all parties are the same, 
different playing styles and command of the system 
in the party can increase or decrease their effec-
tiveness in encounters. The DM may adjust the 
encounters slightly by adding or subtracting mon-
sters. Alternatively, controlling monsters with more 
intelligence and strategy is often the easiest way to 
raise the difficulty of an encounter.

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

Adventure Lore

It was thousands of years ago that a circle of druids 
known as the Weavers of the Wild built the obser-
vatory in the eastern lands. The Weavers of the 
Wild cared for the land and protected the natural 
balance of the world. Their leader was a half-orc 
named Fanneran. Together with the other seven 
druids and the help of wild beasts, the Weavers 

of the Wild erected a monument on top of a hill. 
The monument consisted of a circular stone slab 
almost as big as the hill’s summit. There were eight 
thirty-feet tall rectangular stones arranged in a 
circular shape. These large stones were not placed 
randomly on the monument. They aligned with the 
locations of eight stars in the sky. The center of the 
observatory was a circular slab of yellow stone with 

Druid Observatory
Only the druids understand the true link be-
tween nature and the nightsky.
							       - Fanneran, half-orc Archdruid

General Features 

These are the general features of druid observa-
tory. It is located in on top of a hill in a temperate 
climate area. 

Terrain. The area is not considered difficult ter-
rain. The hill has two levels above ground-level. 
The stream is also un another level below ground 
level. The levels are separated by a 20 ft. gap on 
average. A successful DC 15 Strength (Athletics) 
check allows a character to climb up or down a 
level as an action. There is no need to roll if the 
character uses the rocky path to the summit.

Light. During the day, the hill and the stone cairns 
the only objects which provide any sizeable shad-
ow. Depending on the time of the day, they cast 
their shadows accordingly. At night, there are 
fireflies which provide dim light in some areas. The 
observatory’s central stone sheds light at night. 
A successful DC 14 Intelligence (Arcana) check 
reveals that it accumulates sunlight during the day 
and releases it at night.

Smells and Sounds. The stream and greenery in 
the area provide a fresh grassy smell. The sound of 
the stream never stops.
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a druidic rune painted on it. This stone was mag-
ical in nature. It was connected with the Feywild, 
the stars, and the Weave of magic in subtle ways. 
Only the circle druids possessed the necessary 
knowledge to understand the full function of the 
observatory. It required decades of study of the 
skies, knowledge of nature, and the arcane capacity 
to manipulate the magic of nature. 

The yellow stone in the center of the monument 
was a sunstone. A very rare object which absorbs 
sunlight during the day, and releases it as discreet 
rays during the night.  

Each druid would sit on top of the 
eight large stones to meditate and 
commune with nature and each 
other. Their meditation sessions 
would last days and even weeks. 
During these meetings, their souls 
and consciousness became disem-
bodied spirit-like orbs of energy that 
flew around the observatory. They 
could see themselves sitting on the 
stones while flying around without 
a physical representation of their 
ego. They could fly away and enter 
the bodies of plants and animals. 
Upon doing that, they could feel the 
physical and mental experiences of 
all beings in the wild. They could 
also enter the sunstone in the mid-
dle of the observatory. Doing that 
sent them flying upwards into the 
cosmos. They could experience the 

night sky as if they were part of it. 
They became one with the cosmos 
and the stars. 

The Weavers of the Wild disap-
peared eventually as time passed 
and their activities lost importance 
or their order disbanded. There 
are still a few survivors of their kin, 
but they lack the understanding of 
their ancestors, and they ignore the 
existence of the observatory.

The observatory rose to impor-
tance recently when it became 
active after hundreds of years. The 
observatory sheds brighter rays of 
light during the night and unleash-
es waves of magic that attract wild 
animals to it. No one knows the 
exact reason why the observatory 

is doing this on its own, but the result is a higher 
than the usual number of wild creatures in the area 
around the observatory.  It is a problem because 
there is an increased number of predatory animals 
in the area. Nearby towns have reported having 
problems with large bears, owlbears, bullets, and 
even wyverns. These creatures attack livestock and 
other farm animals because their hunting grounds 
now include towns and hamlets. The reports men-
tion the fact that a few farmers and hunters have 
lost their lives in incidents related to the high num-
ber of creatures in the area.
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Why is This Happening?

The Weavers of the Wild used their druidic magic 
to weave instructions into the fabric of nature. The 
druids have a calendar system that portrays reali-
ty in cycles. Each cycle lasts eight hundred years. 
These cycles, calculations, and interpretations are 
not hard science, even for the druids. It’s a study 
of patterns, but they are subject to change. If the 
Weavers of the Wild were still around, they would 
have changed the behavior of the observatory to 
avoid any unnecessary complication. 

What happened is that their calendar predicted 
a cycle of drought and death. They predicted this a 
long time ago, and their prediction is flawed. There 
is no draught. To fight the situation, the druids 
weaved a magic instruction into the observatory. 
When the cycle ended, it would summon wildlife to 
replace the ones that would have died if the pre-
diction had been correct. The observatory’s magic 
also influenced plant life, accelerating their growth 
speed and size. This change has passed unnoted 
because the animal problem is more  notorious. 

If a group of characters is sent to the area to find 
a way to stop the influence of the observatory on 
the wildlife. Predatory beasts attack them upon 
approaching the hill. The animals are not evil nor 
are they in real control of their own actions. The 
magic of the observatory makes them behave as if 
this were their territory. An arcane spellcaster can 
use their magic to stop the observatory from exert-
ing more influence in the area. A successful  DC 16 
Intelligence (Arcana) and the expense of 1 spell 
slot allows a character to weave a “stop” instruction 
into the observatory. After this happens, all animals 
not natural to the area become drowsy and sleepy. 
After a few hours, they wake up and return to their 
natural habitats.   
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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.

http://www.dmsguild.com/product/230571/The-Goblet-of-Fireflies--adventure?affiliate_id=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

