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Wyvern Citadel - Overground 
 

The primary command and control centre for the Defence Zone across the Jackson Delta area is at Wyvern 

Citadel itself, an ancient stone-built castle set on part of a southwest to northeast trending rocky ridge that 

forms a distinct landmark on the north bank of the River Jackson in its huge bend between the mountains of the 

Great Stone Wall and the Delta. The fairly poor-quality, stony, land near the ridge is little-used for 

agriculture, as the closest village's name of Stonemoor might imply. It is though an ideal spot for old-time 

physical defence. The Citadel is built on an 80-foot high (25 metres) flat-topped, rocky pinnacle, separated by 

narrow, steep ravines from the rest of the ridge, which ravines in places show signs of having been deliberately 

cut at a much earlier time, like parts of the levelled surface on which the Citadel stands. 

 To the southwest, a well-maintained, newly-refurbished, cambered roadway runs up to the Citadel's 

drawbridge, and along the length of the ridge to meet the Stonemoor to Insight road around 4 miles (6.5 

kilometres) north of Stonemoor village. This takes it past the Stonemoor wyvern drome, which is set in caves on 

the upper parts of the ridge around 2.5 miles (4 km) southwest of the Citadel. Closer to the Citadel, though still 

too distant to feature on the Citadel maps, is a paved vehicle park on the ridge, used by staff working at, or 

visiting, the castle. The drawbridge is strong enough only for lighter, magically-powered surface vehicles, such as 

the one-person carriages used by dispatch riders, or creatures like horses. Horses however are mainly used now as 

ceremonial or display animals, ridden only occasionally by senior officers. 

 Personnel numbers at the Citadel vary according to the current defence situation across the Zone, 

although except in times of emergency, is usually a bare minimum of guards, the duty commander, a communications 

specialist and a number of ancillary staff who look after the day-to-day running of the building, its equipment and 

the needs of the staff. The military staff operate a three-shift system per day normally. 

 The Citadel has been in continuous use for a very long time, and has been altered and upgraded in parts on 

an ad hoc basis as needs have dictated. It presently has running freshwater and waste-water disposal systems, 

heating and cooling systems, and artificial lighting throughout, all magically operated, powered by wyvernite. 

Wyvernite is a magical crystalline mineral substance found in various parts of Shoenia. It is used to power 

numerous magical devices at a number of places, using "electrickery", a form of magical, controllable, lightning 

that works through sophisticated machinery. Wyvernite in its raw state has a mottled black-and-red colouring, 

and emits a pale reddish light. Few of the mechanisms by which this functions have been illustrated on the Citadel 

maps, beyond the larger-scale features, as many of the concealed conduits would be too small to clearly 

identify at this scale - much like wiring and plumbing in a circa mid-20th century house, for example. 

 All military personnel have personal sidearms that are also powered by wyvernite similarly, and which 

shoot electrickal (= magical lightning) bolts up to similar distances and of comparable effectiveness to many 

mid-20th century projectile weapons, such as handguns and rifles. More powerful, larger calibre, weapons, 

notably various marks of the Strickfaden Lightning Cannon, are located on the castle's higher roof-platforms. 

 Each Level of the Citadel maps is separated vertically from the next by around 10 ft (3 m), so the 

floors of the highest towers here are around 50 ft (15 m) above the top of the solid rock pinnacle on which the 

castle is built. There are three subterranean Levels below this surface too (detailed separately), the first two 

of which are also at approximate 10-ft depth intervals below the surface castle floors. For convenience, two 

outdoor cliff-line "contours" have been illustrated on these plans, with boulder-strewn cliffs at their bases, each 

of which can be thought of as showing height intervals of around 40 ft (12 m). Thus the ridge top at the castle's 

Ground Level, along with the roadway ridge to its southwest are about 80 ft (25 m) above the general surface 

level below, while the ridge northeast of the castle's knoll rises 40 ft or so by the edge of the map, rising higher 

only further off the right-hand side of the map. 

 

Second Level 
All the open wall-top walkways are on this Level, while all the castle's towers continue rising up beyond it. 

 

1) Watch Room: The twin barbican rooms flanking the Gatehouse on this Level are places for patrolling guards 

from the walkways to take breaks, and where other on-duty staff can wait or rest. Basic food and drinks are 

available in the cabinets of each, along with places to store gear not in-use. Shuttered window-slits allow views 

outside into the Courtyard and beyond the Citadel's walls, like those detailed in the Intramural Passage (3) on 

the First Level. Each room has a floor trapdoor leading down to the Armouries on that First Level, while a 

ladder in each leads up to the roof by a ceiling trapdoor. Both rooms have an inner doorway leading into the 

Winch Room (3), although only the southerly Watch Room has a second door leading out onto the short Parapet 
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Walkway (2) leading to the Corner Tower Stores (4). This more southerly chamber tends to be the one of this 

pair more commonly occupied, as having easier access from more of the castle. 

 

2) Parapet Walkways: Accessible from the Ground Level Courtyard by three sets of stone steps, these 

walkways have stout outer wall-tops which overhang on both sides of their supporting walls, and are pierced at 

intervals by slots allowing views, and shooting when necessary, beyond the Walkways either into or out from the 

castle. Where the Walkways adjoin Corner Tower 4, more stone steps rise to give access to this Tower's roof 

on the Third Level. 

 

3) Winch Room: Doors on the northern and southern walls lead into the two Watch Rooms on this Level, the only 

means of access from lower parts of the castle. This Room has a solid stone floor which is pierced by six 

rectangular murder holes, looking directly down into the open, high Gatehouse space occupying the two Levels 

below this one. Two shuttered slit-windows look out over the Courtyard on the inner wall. The outer wall is 

pierced by a pair of slots that allow the drawbridge cables to pass out, for raising or lowering the bridge when 

required. The cables run around the winch roller up by the ceiling here, with the electrickal winch mechanism itself 

housed in the Winch Loft above this Room on the Third Level. Two electrickal wall-mounted systems on either 

side wall towards the front of this Room operate the raising and lowering of the portcullis. On the inner side 

below the winch roller are a pair of wall-mounted levers, one on each wall. Operating either of these frees the 

great wooden trapdoor in the Ground Level Gatehouse, letting it hinge-drop into the 20-ft-deep spiked pit below. 

 

4) Stores: Spare furniture and other items less-commonly required are kept here in the upper level of the square 

corner tower. A stone stairway leads down to the Power Unit room below on the First Level (4 there too), with 

an access door in the northern wall leading out onto the short Parapet Walkway (2) between the more 

southerly Watch Room (1) and here. Another pair of wooden, wall-mounted electrickal lamp supports, like those 

suspended above the drawbridge (see the opening notes to the First Level), are set on the exterior walls of this 

chamber. 

 

5) Corner Turret: Generally used as little more than a passageway giving access to the floor below by its 

anticlockwise spiral steps, the floor above up its central ladder and ceiling trapdoor, and the Parapet 

Walkways on this Level (2) by the door on its southwestern side. It also has three viewing/shooting slits, 

including one partway up the ascending spiral stairs from below, each covered by the normal hinged wooden 

shutter when not in use. The room is occasionally employed as extra storage space. 

 

6) Duty Room: The Citadel's main administrative office, usually occupied by the duty commander for the current 

shift, and possibly one or more other staff members. An electrickal communications panel allows reports to be 

passed swiftly to and from here to elsewhere in the Citadel and beyond, when necessary. The room is flanked on 

its northern and southern quadrants by a pair of stone spiral steps descending clockwise to the Power Generator 

on the floor below (5; southern side), and ascending to the Upper Duty Room above (5 on the Third Level). More 

recent records relating to the running of the castle are maintained here (older ones are stored in the chamber 

above), in the cabinet, desk and table drawers. Three shutter-covered shooting slits look out from the eastern 

half of the chamber, one at the base of the ascending steps, one partway up them, while a pair of doors open 

directly onto the northwest and southwest Parapet Walkways (2). Even when the duty commander may be called 

away elsewhere in the Citadel, there is always at least one member of the castle's military staff present here to 

take messages, or contact the commander. 

 

7) Parapet Gargoyle: The lowest of eight carved-stone gargoyles set about the castle's upper works. Each 

figure is humanoid, winged, has an especially draconic-seeming scaled skin and head, and a snaking tail with a 

wyvern-like tail-tip sting. When required - typically only in a severe emergency - these figures can be individually 

or collectively animated by magic to aid the defence of the Citadel, as the more senior commander dictates. They 

are not living creatures ordinarily, but once animated, are strong, powerful fighters, able to fly, bite, claw and 

use their poisonous tail stings. 


