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Tomb of the Wyvern Lords 
(Wyvern Citadel: Underground Level Three) 

 

A rare cycle of tales in Shoenia speaks of a great leader, Murgon, who saved the country from invasion millennia 

ago by his wit, cunning, magic, leadership, strength and good fortune. His recounted exploits give him demi-god-like 

status. Said to have been the first person to discover how to bond with wyverns, he became inseparable from "his" 

golden wyvern (a type of wyvern long believed extinct, if it ever existed at all), Malvernus Thunderchild. When 

the pair died defending the nation in one final battle, they were buried together in the same tomb. Other tales in the 

cycle suggest instead that they never really died at all, but went voluntarily into a subterranean chamber with a 

hundred of Murgon's best rider-warriors and their wyverns, there to sleep until the nation should be in its direst 

peril, whereupon they would reawaken and emerge to save the day. Murgon's greatest achievement, some say, was 

his invention of the magical flying chariot that could be towed by a bonded wyvern, and which all his warriors 

also used. It is thought he took his chariot, the first and greatest, with him to his long sleep - or his tomb, 

depending on which version of the story is being related. Such chariots, like the golden wyverns, no longer exist, if 

they were ever more than a figment of a storyteller's imagination. Much of the cycle of tales regarding Murgon 

the First Wyvern Lord are regarded now as little more than entertaining myth-stories. 

 The tales, however, are true. Well, not so much the "hundred sleepers" one, but Murgon existed, and he 

bonded with a golden wyvern, flew in a magical chariot, was a great leader known as "The Wyvern Lord" in his 

lifetime, and was finally laid to rest with the body of his wyvern in an impressive tomb far below the ridge near 

where Wyvern Citadel now stands. Only nobody knows this for certain. The rediscovery of the great white 

marble spiral stairway that leads ultimately to his tomb from the newly constructed Operations Room in 

Underground Level Two of Wyvern Citadel, while quickly concealed and suppressed, has raised the prospect that 

this may be what has been found, given its style, construction method and materials fit with the archaic period in 

which the First Lord is meant to have lived. Explorations during the rediscovery phase went no further than the 

Pillared Hall (C) on this Level, and that only briefly, however. Secret investigations of past records and tales 

are continuing though, in case further examinations of the rest of this Tomb Level might prove fruitful. 

 

The Tomb 
There are three main facets within the Tomb itself as mapped. The white marble structures are by far the oldest 

features, dating back in time around 2,500 years, and were once the only parts of the Tomb, consisting of the 

spiral steps, a long, straight passageway, and the Great Tomb (Q). Probably 500-600 years later, the pair of 

Mummy Tombs (L & M) were added of later Wyvern Lords, followed by the Scarlet and Angel Tombs (J & K) 

around 200 years after that. The two secret passages from the Mummy Tombs were added when those two 

chambers were built, because the direct passage was trapped and had collapsed at a similar time, creating the 

Lost Passage (R). The importance of still being able to access the original Great Tomb (Q) was clearly of much 

significance then, while the fact both passages were concealed, and trapped, was done out of reverence for what 

the original builders had done to protect the First Lord's Tomb. The six tombs off the Pillared Hall (C) are 

clearly later constructions still than Tombs J & K, likely by about 200-300 years. For all there are large 

historical gaps in the sequence when no Wyvern Lords were being buried here, the group of tombs around the 

Pillared Hall suggests a more formalised pattern of succession and recognition of the Lordship was latterly 

intended, however unsuccessfully, given only three tombs there were ultimately occupied. The Wyvern Lord 

position was originally occupied by someone of appropriate capabilities who was chosen by the wider community 

as a leader in times of strife and emergency. Once the emergency was resolved, the Lordship became more of an 

honorific title, as ruling power shifted back to the individual settlements and areas making up the community, at 

least in theory. Some of the early Lords apparently tried to establish bloodline ties to retain the post in their 

own family, though this seems to have become the established pattern only for the later Lords, none of whom are 

buried here, until the line eventually died out maybe 400-500 years ago. 

 The decrease in size, magnificence and quality of the tombs through time is very obvious, and might suggest 

a decline in the societies involved, or perhaps only in their (seemingly always variable) interest in preserving the 

remains of their leaders under this tradition. There is some further discussion of aspects of this with the individual 

tomb notes below. Activating the "GM Only" toggle allows more of the mapped secrets of this Level to be 

shown. 
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Features of the Tomb 
The whole Tomb Level may appear to be silent and empty, beyond the occupants of the sarcophagi and their grave 

goods. As a couple of the later burial places (Tombs G & H) might suggest though, this impression is a little 

misleading. With the GM Only toggle active, the full complement of Tomb occupants and their defenders can be 

seen. While these are detailed further below, there are some general points regarding the defenders that apply 

throughout this Level. Some can physically manifest, including all the armed skeletons and the four red-bandaged 

mummies in the Great Tomb (Q). The others can appear as well, but only in incorporeal form. Aside from being 

shown as slightly transparent, for additional clarity these latter have also been provided with a distinct green 

glow. 

 Opening any portals within the Tomb Level (note that all hinged doors open outwards from their 

respective tomb chambers), even if that means picking or breaking a lock, or smashing a door seal, does not cause 

the defenders to appear. It is a prerequisite for those in that particular area to be able to do so subsequently, 

however. Touching any movable item in an opened chamber with living flesh (such as a sarcophagus lid, or any 

grave goods in an individual room, though not any of the skeletons, weapons or shields lying on the floor of Tombs 

G & H - that is, those visible before activating the GM Only toggle there) causes all the physical defenders 

allocated there to appear. Moving any item more than 10 feet (3 metres) from its find-spot by any means, causes 

all the incorporeal defenders in that chamber to appear in addition. Trying to take any item beyond the portal to 

that room will cause all the manifest defenders there to attack those trying to do so, and anyone who 

deliberately gets in their way. 

 These defenders may be allocated any powers GMs would ordinarily associate with such creatures as the 

defenders appear to be in making attacks or defending themselves. All the defenders radiate a magical, undead 

aura. However, none are actually undead at all. Instead, they are all magical constructs which only seem to be 

as they appear. Powers and magics that work specifically against the undead, including special forms of weapon, 

or objects that may be sometimes especially potent against particular types of undead, are here completely 

ineffective, even if used as makeshift weapons. If any defender takes enough damage to be destroyed, it simply 

vanishes. It is not destroyed despite this, and may reform at full strength subsequently (and if necessary 

repeatedly), whenever any item from its chamber passes through any other portal on this Level. 

 If a sarcophagus' occupant is deliberately damaged or destroyed, up to all the currently active 

defenders anywhere in the complex may manifest nearby to attack those responsible, continually reforming on this 

Level if destroyed, and at any point elsewhere as long as the offenders are still within any part of the white 

marble passages or rooms at higher levels below Wyvern Citadel (thus up to and including areas 2, 3 & 4 of 

Underground Level Two of the Citadel maps). Such attacks will cease only when the Tomb's desecrators are 

themselves dead, or are no longer in an area the magics controlling the defenders can reach. 

 The bodies within the sarcophagi are exactly what they appear to be - the remnants of dead bodies. They 

have no magical powers to manifest or attack. Moreover, the magics of the Tomb here means they cannot become 

undead creatures under any circumstances. 

 

Labelled Features 
 

A) Spiral Entrance: This large spiral staircase-ramp descends from the western side of the Operations Room (4) 

on Underground Level Two of the Citadel. It forms a vertical helix with two-and-a-half full circuits of itself, 

descending a total of about 100 ft (30 m), to end roughly 120 ft (37 m) below the Ground Level of the mapped 

Citadel's pinnacle. There are broad steps, each around 8.5 inches (20 centimetres) high, cut into the descent's 

floor, and each step also slopes down at an angle of approximately 15 degrees. The walls, floor and ceiling are 

covered by beautiful white marble tiles, none of which show any signs of their age, or damage. The ceiling 

maintains a consistent circa 9 ft height (2.7 m) from the general floor level throughout. Other than the double 

stone doors concealed behind the wood panelling in the Operations Room, there are no other barriers to the 

descent, nor any inscriptions, torch holders or other features to blemish the near-perfection of this marble 

stairway. The persistent, unbroken whiteness can be disorienting, and those using the spiral may become somewhat 

snow-blind by its end without care. In the corridor at the foot of the stairs, the flat ceiling gradually rises to 

reach about 12 ft (3.7 m) by the Portcullis (B). 

 

B) Portcullis: This is a bronze-bar, rivetted latticework grille, around 9 ft high (2.7 m) set in a round-topped 

archway in the white-marble tiled wall across the end of the entrance corridor. It appears to be of comparable 

antiquity to the marble passageway. The grille is set within the wall, and can be raised, though only by hand, as 

there is no obvious mechanism available. The Pillared Hall (C) beyond can be viewed through the bars in a limited 
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way while the Portcullis remains down. It is quite heavy, so would need two or three average build and strength 

humans to raise it enough for others to pass beneath easily. It cannot be held open on its own without substantial 

extra support. 

 

C) Pillared Hall: The central part of this broad hallway, flanked by the two rows of scarlet pillars, is around 

12 ft high (3.7 m), like the marble passageway outside it. Away from this central zone, the ceiling slopes down to 

be only some 7 ft high (2.1 m) at the side walls, in which there is a total of six closed wooden doors. There is no 

obvious exit, and except for the white marble Portcullis archway wall at the entrance, the walls and ceiling are 

of relatively crude grey stone construction, while the floor is roughly flagged with larger, flat stones in an 

irregular patterning. The 12 ft high pillars supporting the central roof at first appear impressive. Should anyone 

have the opportunity of checking, it is clear they must have been made in imitation of those in the Great Tomb (Q). 

Closer inspection shows their red colouration to be simply paint over plaster around solid stone ceiling support 

pillars, while their square raised bases and tops have been similarly painted dark grey, again with plaster filling 

any gaps in their outlines, to seem better than the rough, native surface stone from the Citadel region that they 

actually are. On each side wall are three empty, black iron torch holders, one near the inner side of each 

doorway. The doors are of wooden plank form, solid enough, each with a black iron handle and lock, and about 5 

ft high (1.5 m). A small iron-barred grille towards the upper part of every door gives a limited view into the 

individual tombs beyond. All the doors are locked, and there are no keys to be found here. Investigation of the 

further wall will reveal the painted-over outlines of the vertical ancient marble-tiled walls rising to the ceiling 

at the point where the higher central roof section, and the lines of pillars, end. While needing its concealed latch 

to be found and activated first, this paintwork points to a crudely disguised secret door that once unlatched, will 

pivot a 10 ft (3 m) section of the lower wall, around 7 ft high (2.1 m), easily through up to 90 degrees, giving 

access to the marble-tiled corridor leading in to the middle-period tombs beyond this Hall. There are no 

inscriptions or carvings here, while the whole has a somewhat unpleasant, stale-air-musty scent to it, something 

that extends into each of the Tomb chambers surrounding the Hall. 

 

D) Warrior Tomb: All six side-chambers off the Pillared Hall (C) are basically identical - 20 ft square (6 m) 

in plan, with a locked wooden door 5 ft high (1.5 m), in which is a small, iron-work, viewing grille. Each chamber is 

just 6 ft high inside (1.8 m), with a central, large, stone sarcophagus. The sarcophagus in this Tomb rests directly 

on the floor, whereas all the others are set on a low stone plinth. This one is also a lot less deep than the 

others, rising around 3 ft (90 cm) from the floor. It is made from dark, basaltic rock, apparently with both base 

and lid cut from a single piece of the stone each. The top of the lid has been skilfully carved into the likeness of 

an armoured, cloaked figure, hands pressed palms together at mid-chest level, posed as if standing on the back of 

a coiled recumbent dragon. This design is cut in quite high relief. A decorative, lower relief, rectangular border 

design surrounds both these figures, with a bas-relief line and other marks cut beside the humanoid figure suggestive 

of a setting in mountainous terrain. There is no other information regarding the occupant on the outside of the 

sarcophagus, and the Tomb is otherwise empty. Should the defenders be activated, four skeletons armed with 

scimitars and round shields can manifest. Three of their shields are coloured red, one green, on the outer faces. The 

sarcophagus' lid, while heavy, is not fastened, so can be removed if required. Inside is a completely empty suit of 

metal armour in very good condition, apparently identical (within artistic convention) to that carved on the lid. 

It has red leather fittings. To one side of its legs is a large, rather battered and rusty-looking, broad-bladed 

scimitar. To the other is a wavy-bladed dagger which is in excellent condition, much like the armour. It has a red-

leather bound grip. The armour has been placed towards the head end of the sarcophagus, as if something was 

meant to be placed below the feet, but the only thing there, off to the same side as the dagger, in the lower 

corner, is what seems to be a large spider's web. This web though is composed of an amazingly fine network of 

silver strands set with tiny cut diamonds - several hundred of these - shaped and placed to look like dew-drops on 

a real web. It is only placed in the box, not fixed, and would be worth a vast sum to anyone appreciative of the 

exquisite work involved in its crafting. 

 These details might be enough to allow someone sufficiently knowledgeable to locate more information 

regarding this Tomb's intended occupant among the surviving Wyvern Lord records and tales, as the jewelled web 

and peculiarities about the "old" scimitar especially point to it being the Tomb of Dagmet of the Web, Warrior 

Lord, one of the later Wyvern Lords, who died probably some 1,500 years ago. A great red-wyvern-bonded 

flyer, her body was never recovered after her demise, so her spare suit of armour and surviving weapons were 

buried in her stead. Her scimitar, for all its rough, inert, appearance, is really a powerfully magical, talismanic 

artefact, despite the fact it radiates no magic aura at all until it is lifted by someone destined to be a great 

wyvern-rider, warrior and leader. The origins of the silver web are not recorded, merely that it was of central 

importance to Dagmet. Some tales to mention it, say the dragon on the sarcophagus' lid was carved in error for a 
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wyvern by a sculptor who had never before seen a wyvern, an oversight nobody noticed until the burial ceremony 

was underway. However, the lid design is near-identical to that in the earlier Scarlet Tomb (J below), so such an 

explanation seems most unlikely. 

 

E) Empty Tomb: A plain, flat-topped, empty, grey sandstone sarcophagus around 4 ft deep (1.2 m) sits on its low 

plinth here. The room is otherwise quite empty. The records note there were eight traditional Wyvern Lords after 

Dagmet of the Web before a confused muddle of claimed familial bloodline Lords took over, although the names 

of only the first four of those older-tradition Lords have been preserved. The last died probably a little under 

900 years ago. Nothing much was recorded about these later Lords, although the other occupied tombs here 

could suggest this one had been intended as the last resting place for Wyvern Lord Elt, Khan (aspirated "h") or 

!ar ("!" represents a type of tongue-click where the tongue is dragged sharply forwards along the upper palette 

from the back of the mouth), or perhaps one of the four "lost" older Wyvern Lords instead. None of the later 

"bloodline Lords" were described as being buried anywhere so impressive as this. 

 

F) Empty Tomb: Largely identical to Tomb E, seemingly again a chamber which never received its intended 

occupant. 

 

G) Red Lord Tomb: The sarcophagus in this tomb, while of identical proportions to those in most of the other 

chambers off the Pillared Hall (C; as detailed in Tomb E), is carved not from grey sandstone, but the same black 

basalt as that in Tomb D, if rather less elaborately. A gold-coloured metal plate (actually bronze) gives the 

name "Xas!" with dates that, when deciphered and recomputed, suggest the Wyvern Lord immediately after Dagmet 

in the records, albeit that Lord has been long thought of as Khan, who had a significantly longer reign, at almost 

40 years, compared to the roughly 12 years noted here for Xas!. Xas! is not otherwise known. Low-relief carvings 

of a large red saltire cross and a scarlet wyvern, both carefully painted in near-pristine, vibrant colour still, 

have been cut proud of the lid's surface. Two skeletons, two circular shields, one black, one blue, and a narrow-

bladed scimitar lie on the floor by the head of the sarcophagus. The magics here have partly failed, so only two 

scimitar-armed animated skeletons, one each also with a blue and a black round shield, will be able to manifest 

when triggered. What happened to the "missing" fourth scimitar cannot be established. 

 Within the sarcophagus is a battered, partly clothed, partly mummified, corpse. It still wears red 

trousers or leggings, a mail corselet with leather sleeves, a cross-belt around the upper torso with a ripped 

lower attachment point, and the remains of a metal helmet, the latter mostly around the back of the head (its 

fragmentary state might be mistaken for a fillet or a broken crown at first sight). None of these items are 

intact. A pair of copper rings encircle the left thigh outside the ragged leggings. The right foot of the corpse is 

missing, as is the left hand, although this latter is not obvious initially, as the arm is flexed with the hand end 

placed behind the body. The right arm is in two pieces, separated above the elbow joint where the arm was broken, 

probably perimortem. The surviving patchy hair is either silver or very pale blonde, and the mummified skin that 

survives is oddly pale too. While it is clear the body has been placed in the sarcophagus with some care, it is 

remarkably carelessly laid out, with no limbs straight, almost as if it had been dropped into place. A sheathed, 

narrow-bladed scimitar is by the left side, along with a polished, new-seeming, dagger by the head. The scimitar is 

worn and battered, as is the sheath. Positioned as if once supported by the crook of the separated parts of the 

right arm is a heavy, tall, wooden staff, over much of which a coiled snake has been relief-carved, culminating in a 

large, hooded head at the staff's upper end. This snake carving is very detailed, and has been carefully painted in 

realistic golden-brown colours and patterning. The staff is laid in the sarcophagus with the snake's face pointing 

downwards. Something seems very amiss with all this, albeit nothing here provides any clues as to why this should 

be so. 

 

H) Last Tomb: Or the last occupied tomb here, in any case. The magical protection has failed completely, leaving 

only the crumpled remains of four skeletons and their accoutrements scattered across the far end floor of this 

chamber. Among the items lying there are four round shields, two green, two black, a broad-bladed scimitar, a 

heavy, large-bladed spear, a blackened, heavy double axe, and a long, hefty, dragon- (or wyvern-) headed club. 

All these items are quite ordinary, if ancient and age-worn. Beyond having a bronze nameplate that, when the 

characters can be translated, reads "Eshmet", the sarcophagus here appears identical to that in Tomb E. Records 

show that Eshmet was the Wyvern Lord who succeeded Khan, said to have ruled for 60 or 70 years, an 

uncertainty that may reflect the fact he was a noted mage-warrior, aside from a bonded wyvern rider. His ruling 

period may also have overlapped that of others of the later Wyvern Lords. It is also somewhat ironic his should 

be the one occupied tomb where no protective magics have survived. Inside the sarcophagus is the partly-

preserved corpse of a tall, well-built male, wrapped completely in an intact, green silk winding-sheet, leaving 
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only the face exposed. Much of the rest of the body is just bones, yet most of the facial skin has survived. The 

head rests on an ornate, tasselled, black silk cushion. Over the legs and feet is a large, round, black-and-silver 

enamelled shield of identical design, though much better quality, to many others found among the magical 

defenders on this Level, and in others of the sarcophagi. This shield is in excellent condition, radiates magic, is 

magically lightweight in use, and provides additional magical defences to its user, so long as that person is a 

bonded wyvern rider. Others will find it painful even to the touch. By the body's right side is a sheathed straight 

sword resting over the shaft of a heavy-bladed spear with green leather bindings. Both radiate residual magic, and 

again, only a bonded wyvern rider can even touch either without suffering pain. If such a person is able to activate 

their full potential, it will be found each weapon is capable of additional magical damage, while the spear, when 

thrown, always returns to the hand of its attuned owner, should it miss, or fully penetrate, its target. The 

gauntlets by the left leg share the properties of these other items too - painlessly magical only for a bonded 

wyvern rider. They always fit whatever hands are placed within for anyone in that category, always maintain 

their grip when required, and add further power into any blows made while wearing them (whether when wielding a 

weapon or alone). The green leather-bound book by the left side of the head contains copious writings in a neat, if 

spidery, hand. Written by Eshmet, it would take many months to decipher/translate and comprehend all its 

contents. There is much of historical importance in it from Eshmet's time, which also sheds light on Khan's and 

Dagmet's time as well. Xas! is not mentioned, however. There are notes on wyverns and their care, including 

numerous fruitless expeditions to try to track-down the truth of claimed sightings of gold, silver and living-

crystal wyverns in the wilder parts of the Great Stone Wall mountains north of Shoenia by Eshmet and his 

fellow riders. A couple of unusual spells, and rather more cantrips, none of which will be familiar to modern 

Kentorian magic-users, can be found amongst the notes too. Many scholars and mages would be delighted to have 

access to this work. 

 

I) Empty Tomb: Apart from being on the opposite side of the Pillared Hall (C), there is little to differentiate 

this from Empty Tomb E or F. 

 

The 12 ft high (3.7 m) white marble corridor resumes east-northeast of the swivelling-wall secret door out of 

the Pillared Hall (C), from where it runs straight on to the junctions to Tombs J & K, and then L & M, where the 

marble floor and ceiling dead-end into a more recent, if still ancient, brown-stone wall. The cross-ways into 

Tombs J & K are each 8 ft high (2.4 m), thus part of the marble walling remains above these openings in the 

central corridor, while the cross-passages leading to Tombs L & M retain the same height as their widths 

throughout (and so funnel down to just 5 ft high (1.5 m) by the narrow doors into their respective tomb chambers, 

after starting out at 10 ft high (3 m) by the marble corridor's mapped flooring). Again, a near-ceiling stretch of 

marble-tiled wall lies above the openings to these higher cross-ways. 

 

J) Scarlet Tomb: The 6 ft high (1.8 m) wooden door is completely solid at the end of the corridor here, and is 

locked, with no key available. Inside is a 7 ft high (2.1 m) room, with a central scarlet sarcophagus about 3 ft 

high (90 cm) resting directly on the floor, and two closed, fastened, but not locked, chests against the far wall. 

An empty iron torch holder is set in the wall above and between the chests. The sarcophagus may seem 

artificially coloured, as so bright, but it is in fact carved from a perfectly natural red sandstone. It has a relief 

carving of an armoured warrior standing on a recumbent dragon on the lid, which seems almost identical but for 

the stone type, to that in Tomb D. If translated, short texts on the sides of the sarcophagus will reveal this as 

the final resting place of Ndi! the Seeker, a Wyvern Lord that records elsewhere indicate flourished around 

1,700-1,800 years ago, and who was noted for always hunting for new things, or old ones thought long lost, and 

who died during his last expedition to a northern barbarian land where the Sun was ever said to lie to the south. 

When activated, four sword- and scimitar-armed skeletons will manifest, each bearing a circular shield with a 

red, black, blue or green face. The wooden chests are filled with various small items, many carefully wrapped in 

coloured textiles of many types, some in wooden boxes of unusual timber and designs. The textiles sometimes have 

markings, symbols, woven patterns or embroidery on them, suggesting they too have, or had, significance, along 

with whatever they are wrapping. The collection appears to be a representative itinerary of everywhere Ndi! was 

said to have visited, and more places besides. Many of the items cannot be readily identified. None have any 

discernible magical properties now, although given their age, they all seem to be unusually well-preserved. It 

would take many days to examine every item in these chests, and far longer to identify them all, or even to 

catalogue-list them. Such a task would not be altogether unpleasant, as the aromatic wood lining the chests has 

imbued everything inside with an extremely pleasing scent. Unfortunately, the scent also has an addictive 

component, such that anyone spending more than a few hours working over the chests and their contents will begin 

craving more of the same ever after. 
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 Within the sarcophagus is a neatly laid-out skeleton in a red silk robe that has left the head, hands and 

feet exposed. A long, broad-bladed sword lies over the torso and legs, with the skeleton's hands placed along the 

hilt, fingertips upwards. A medium-sized round shield, painted blue, with the usual silver-black metal design on it, of 

a spike-edged disc with four longer, cardinal, spikes ending in fleur-de-lys symbols, rests over the sword and the 

legs of the body. Below the feet is a frosted green glass flask with attached leather carrying straps. It is firmly 

corked, but now quite empty (assuming it ever contained anything, as this cannot be confirmed). To the right side of 

the legs, head downwards, lies a jade-headed mace with a wooden handle and leather wrist-strap. Characters 

inscribed into the jade can be translated as "Ndi!, Dragon Lord, Wyvern Rider", not a familiar title known to have 

been adopted by other Wyvern Lords, but perhaps partly explaining the "defeated" dragon of the sarcophagus' lid's 

design. To the right side of the corpse's head is an unrolled parchment scroll attached to two wooden rollers 

that hold it open. It is inscribed on the face-up inside with red-ink lines that suggest a river passing through 

mountains, the river with a fork in it, and what seems to be an island mid-stream in one branch. An "X" inside a circle 

is also marked some way from the river in the mountains. Nothing on the parchment indicates where this map was 

of. By the left side of the head is a large, circular, necklace. Larger pieces of carefully cut jade alternate with 

smaller, yet still large for their type, cut emeralds. At the lowest part as laid here is the largest piece of jade, 

cut in a circular disc, in the centre of which is set a huge, round, beautifully-cut, dark blue sapphire. In purely 

monetary terms, this necklace would be worth a vast sum. Its true power though lies in the fact that when worn 

around the neck, the wearer can speak and translate any spoken or written language from the past, providing an 

appropriate text, sound recording, or person with which to interact is available within reading view or normal 

hearing range. It radiates a strongly magical aura. Note though that the necklace has no clasp, so it must be able 

to slip over the wearer's head as well; it cannot be forced to do so, and will magically resist any such attempts. 

 

K) Angel Tomb: The door and chamber here are effectively identical in appearance and size to those of Tomb J. 

The door is again solid wood and locked, with no key. As in Tomb J too, there are two wooden chests, this time 

placed on either longer side wall in-line with the centre of the sarcophagus. An empty iron torch holder is on the 

wall above the chest opposite the door wall. The sarcophagus here is identical in size, at around 4 ft high (1.2 m), 

and stone type (grey sandstone) to those in Tombs E, F, H & I, as there too, set upon a low stone plinth. There is a 

bronze name-plate on the lid which reads when translated "Fhasmet", one version - others seem to be only phonetic 

variants - of the Wyvern Lord's name who ruled fairly briefly, probably for only ten or fifteen years, after Ndi! 

and some considerable time before Dagmet. Fhasmet was also known by the epithet of "High-Flyer", as she was 

bonded with, and generally always favoured, the blue wyvern. The sarcophagus' lid has been carved to leave three 

low-relief, vibrantly-painted, carvings standing proud of the flat surface below this plate. Two form an 

antithetical pair of white-feather-winged humanoids with golden hair, wearing gold-metal body armour and arm 

bracers over white tunics, long grey skirts, and bare feet, each holding a flaming sword. The third is a large blue 

wyvern in a style identical to that seen on the sarcophagus in the Red Lord Tomb (G). When activated, four 

sword- or scimitar-armed skeletons with circular blue shields can manifest. The two floor chests are fastened, 

but not locked. That by the door wall contains a fine collection of wyvern harness pieces, as would have been 

used by a rider of Fhasmet's time, including saddle and saddle-bags. They are all well-preserved and would be still 

usable now, if in a somewhat archaic sense. They would shed light on past riding practices as well, if brought to 

the attention of suitable scholars. The chest by the farther wall holds typical period wyvern-flying kit, and 

travelling gear such as a wyvern rider would have used. Again, all is well-preserved, and would provide much 

interesting historical information to those interested in such topics. None of the gear has any magical properties. 

 Inside the sarcophagus is what seems to be an empty suit of armour with blue leather fitments, apparently 

comparable in form to that in Dagmet's Tomb (D). Closer checking here though will show the remains of a body 

which has crumbled to oddly fine dust. Those familiar with the behaviour of body parts, especially bones, post 
mortem, may realise this is very unusual. Some might speculate that a lifetime spent often soaring at high altitude 

on her wyvern might have caused this to happen to Fhasmet. A long, blue-tied spear crosses over the body from 

its lower left to upper right. A heavy, double-bladed black metal axe lies horizontally below the feet. By the 

left side of the body is a large, solid, wooden wyvern- or dragon-headed staff or club, which looks remarkably 

like, if in better condition than, the similar club found lying on the floor of the Last Tomb (H). This one 

additionally has a metal tube fitted inside the carven open mouth, able to make a high-pitched howl when air 

passes through it. This could have been used as a standard or a musical instrument, or possibly both. It has a long, 

leather-bound handle towards its lower end, so seems to have been intended to be held above head height for a 

typical humanoid adult. A small wooden box with metal fastenings is by the right knee. It is not locked, and holds a 

series of eight small cloth pouches closed by drawstrings. All the pouches are made of blue felt. One is empty. 

Two contain blue-ribbon-tied locks of hair, one lock dark auburn and straight, the other black and curled. 

Another holds a silk-wrapped, circular, convex-lens-shaped piece of clear crystal. It is non-magical, but when 
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looked through by a wyvern rider, the bond between each rider and their wyvern in view, including for those bonds 

not yet made, is visible as a pale line of appropriate colour. The remaining four pouches each hold a single, large, 

cast-off wyvern scale, one blue, one black, one red and one green. In a secret sliding compartment below the 

outer base of the box is a larger, blue velvet, drawstring bag containing a golden wyvern scale. This is larger 

than the other scales, radiates a distinct protective magical aura, and definitely belonged to a wyvern, not a 

dragon, from its shape. 

 

As noted above, the crossway passages leading to Tombs L & M from the white marble central corridor both 

narrow and lower to be 5 ft high (1.5 m) by the narrow doorways at the tombs. This crossway, and the two 

tombs, are made of a notably different brown sandstone to anything seen here up to this point. The finish of the 

walls, ceiling and floors is smooth and of careful high-quality, unlike the random flagstones and cobble-walling 

of the tombs up to the Scarlet and Angel Tombs (J & K). The wooden doors into Tombs L & M are also of a finer 

construction and finish than those seen earlier elsewhere on this Level. They are only about 4 ft wide (1.2 m), and 

are not locked, but each has been carefully sealed with clay all around the door jam. Since as usual, these doors 

open into the passages in which they stand, this sealing will all need removing with suitable tools before either 

can be opened. The clay is almost as solid as concrete, so this task will take some time. 

 

L) Grand Mummy Tomb: It is immediately obvious that this tomb, and Tomb M, represent a very different style, and 

probably society, to those of the more recent tombs up to Tomb K. The ceiling rises in a barrel-vault to be 10 ft 

high (3 m) along its central long axis, with a carefully moulded-in cross-vault running into the semi-circular 

alcove on the right-hand tomb wall going in. The vertical walls rise 5 ft (1.5 m) from the floor before beginning 

to arch-in. Both walls and ceiling are carved in low-relief with linear designs showing stylised scenes of wyverns 

and riders in the air and on the ground, sometimes in caves, sometimes in combat against various, usually ground-set, 

enemies (think ancient Egyptian style pictorial carvings for a general idea of how these look, though these are 

more angular). Most are brightly coloured from a limited paint palette, if relatively realistically within that 

constraint. The leading wyvern is often larger and gold coloured, and its rider is always more elaborately 

clothed and armed in any scene in which it features. When any mobile light source is used here, such as a torch or a 

flame-lamp, the images seem to come alive and move, though this is a simple optical illusion, if part of the design 

intention. There are some flat bands and panels of hieroglyphic inscriptions, which when translated, will be 

discovered as descriptions of some of the activities of the Wyvern Lord buried here, albeit in a very formalised, 

stylistic manner, often repetitious, sometimes with abbreviations that are now wholly obscure, and which 

descriptions overall seem not to form a recognisable, single, consistent narrative. Possibly these were merely 

some of the key elements from his reign. This Wyvern Lord's name seems to be given in at least two separate 

forms, translatable as "Amet" and "Efnut". It is not clear why. A large, low dais in a paler yellow sandstone, with 

a brightly-painted decorative border of rectangular stripes around the edges of its flat top, occupies the centre 

of the chamber, on which has been placed a large, 4 ft high (1.2 m) gilded wooden sarcophagus. The sarcophagus 

has painted wyvern rider designs on its sides, a very stylised facial portrait on the shaped lid, and additional 

panels of more formal inscriptions praising Amet/Efnut and his works in that same vaguely unhelpful way as the 

inscriptions elsewhere here. The alcove has a semi-circular shelf or seat set into the wall (it is at the right 

height for a seat, and has nothing set upon it). Four large, sealed urns, each a different size, although of similar 

shape, are set on the floor in front of the shelf, all gilded and with different painted designs. Between these and 

the central sarcophagus' dais is a large, barrel-topped, wooden chest, with more hieroglyphic inscriptions and 

stylised winged designs upon it, which has scarlet panel-edging. It is about 3 ft high (90 cm). Towards the wall at 

the head end of the sarcophagus' platform is a trio of more sealed urns comparable in size and shape to those in 

the alcove, that nearest the wall with similar painted patterning to the left-most of those alcove jars. The 

other two urns have identical patterns to one another, which are different to all the other urns here. On the wall 

opposite the alcove are two large, plain, wooden chests on the floor, with an empty, metal, torch holder on the 

wall above and between them. 

 Once activated, four sword-armed skeletons can manifest, each also bearing a circular shield, one black, 

one blue, one green and one red. Towards the head end of the sarcophagus, three incorporeal apparitions may also 

be seen, a mummy, and two black-cloaked and hooded figures bearing a battered cleaver-like sword and dagger 

each. The sarcophagus contains only a well-wrapped, mummified body. The four alcove urns contain ashes and dust, 

which careful investigation could reveal are the burnt remains of internal humanoid organs. Of the other three 

urns, that nearest the "head" wall is empty, though it seems once to have contained some sort of liquid, now 

evaporated thanks to a couple of hairline cracks in its clay seal. The other two still contain very pure 

(probably distilled) water. The large hieroglyphic chest has a two-piece lid, which separates at the midline of the 

long-axis (the central red line on the mapped symbol). Inside is a large, gilded, wyvern's skull. It seems notably 
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larger, and of slightly different form, to any current known variety of riding wyvern. The wooden chest towards 

the head end of the sarcophagus by the opposite wall contains wyvern riding gear, again suitable for a 

significantly larger creature than presently exists. While recognisable enough, the gear is of a cut and style that 

matches the room's decoration closely. The second wooden chest contains a variety of jewellery and well-made, 

ornate, often bejewelled, smaller items, such as model boats, game boards and pieces, figurines, and small 

structures (perhaps houses, or shrines). All have been carefully placed in the chest, the smallest items sometimes 

in boxes, pouches or wrapped in soft textiles. All once more match the tenor of this Tomb in style and execution, 

and would be of considerable monetary worth simply for the materials alone, let alone their appearance and 

obvious age. 

 The secret door is less in, than of, the alcove. Applying heavy downwards pressure to the seat/shelf 

there, until it tilts down slightly into the room, makes the entire curved wall and the shelf vanish, revealing the 

long passageway beyond. While of similar brown sandstone to the Tomb, the passageway is much more roughly-

built, closer to the work style seen in the earlier, non-white-marble, sections of this Level. The alcove reforms 

several minutes later. Applying pressure to the centre of the back of the curved wall from the passageway side 

makes the alcove disappear similarly, if required. The passageway is around 8 ft high (2.4 m). 

 

M) Mummy Tomb: Identical in shape, size and construction to the Grand Mummy Tomb (L), this one looks more an 

austere counterpart to that Tomb in its visible contents. Aside from the painted parts of the ten sealed clay urns 

placed on the floor, and the two recumbent sealed amphorae in the alcove, there is no colourful decoration here 

at all. Five plain, wooden chests surround the central sarcophagus, which is a shaped, wooden coffin box around 2 

ft deep (60 cm), set on a 2 ft high hollow wooden "table", whose sides extend to the floor all around. 

Apparently both central items are gilded, but a quick investigation will show this to be gold-coloured paint, not 

gold-leaf work. A single, empty, metal torch holder is fitted to the wall opposite the alcove. For the workings 

of the alcove's secret door, see the notes to the same feature in Tomb L above, as they are identical. Each side 

of the sarcophagus' "table" base bears the same, small, simple, hieroglyphic legend, painted in neat, black 

characters: "Telesthon, son of Amet the Great". The lid of the sarcophagus coffin box has been stylistically 

carved into the form of a lying, helmeted and cloaked warrior in plain armour, with a large kite shield over the 

lower torso and legs, hands clasping the hilt of a long, point-down sword above the shield. Such a style is rather 

closer to the decorative sarcophagus carvings in the later tombs than the pseudo-Egyptian style of Telesthon's 

father's burial. 

 When activated, an unusually strong magically-protective retinue can manifest: five sword-armed 

skeletons with round shields, two shields coloured black, one each blue, red and green; two incorporeal mummies; 

and two more ghostly figures in red cloaks and hoods bearing a sword each, and a white-fronted, spiked-boss, 

round shield. 

 The layout of the floor urns seems awkwardly asymmetrical. Only three of the smaller ones - between 

the sarcophagus' bench and the longer flat wall - bear the same painted design, of which just the two nearer the 

coffin's head are next to one another. The contents of these five smaller jars are dusty ashes that detailed 

examination might reveal to be the burnt remains of internal humanoid organs. Of the rest, the two urns nearest 

the door contain clear oil, suitable for lamps or cooking still, for all their great age. That on its own by the 

sarcophagus' head-wall holds a series of blackened, shrivelled fruits of some kind, now unidentifiable. Any liquid 

here has clearly long ago evaporated. In the alcove, the urn is filled with reeds, cut, dried and prepared as lamp 

or candle tapers. Both amphorae contain blackened residues from some former liquid, which give off a vaguely 

antiseptic smell when the jars are opened, although the nature of the original substance cannot be determined. The 

chest at the foot of the sarcophagus holds leather wyvern-rider's gear, similar in style and form to what can be 

found in Tomb L. Each of the pair of chests below the empty torch holder contains the mummified body of a hound, 

probably hunting dogs from their bone structures. If very carefully tested, the ashy content of the smaller urn at 

the end of the row furthest from the door by these chests could be discovered as dog entrails, not human ones. 

The remaining pair of chests by the alcove wall hold what were clearly once large numbers of documents written 

in black ink on a vegetable paper of some kind. However, these have all completely dried-out and either have 

crumbled away, or will crumble when exposed to the air, leaving only dust and a few fragments. They were stored 

in a series of stacked, shallow, wooden trays in each chest, of a type that would allow each tray, or several 

together, to be lifted and moved about without crushing or disarranging the contents (for all that now seems 

wholly redundant). Each of the trays would have been slightly larger than the former papery sheets. Once all 

the trays are removed, each chest can be found to have a false bottom, accessed by a panel that can be easily 

extracted, once located. The compartments beneath hold a series of impressive, loose, cut gemstones and items of 

jewellery, worth a considerable amount individually, let alone collectively. The constructed pieces have a style 

clearly similar to the pseudo-Egyptian themes of Tomb L. 
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 The sarcophagus contains a mummified body, preserved and wrapped in an apparently identical manner to 

that in Tomb L, except that here, there is a closed scroll-tube by the feet of the mummy. Inside the tube is a blank 

paper scroll. Very close examination may reveal a slight hint of residual magic about the paper, too weak to 

determine its nature. It is likely the scroll once held a particular spell, which once triggered, faded from it. 

Rigorous checking of the outside of the coffin box may eventually discover two shallow, extremely well-hidden, 

secret drawers set in its base, one below where the folded arms and chest of the mummy lie, the other under the 

knees. Both open only on the alcove side of the box, and each has a slight variant trick of where to press to 

release it. Inside are five thin, flat, baked-clay tablets, covered with writings of a form similar to some types of 

ancient cuneiform found on Earth, mixed with some pictorial signs like the hieroglyphs here and in Tomb L. Two 

tablets are in the shorter knee drawer, three in the longer chest one. Deciphering and translating all five 

completely will take much time, even with translational magics; possibly weeks to months, as the texts are so 

unusual, and seemingly partly in code. 

 The "knee" tablets are mostly historical descriptions of the rediscovery of the tomb of the first Wyvern 

Lord (Great Tomb Q) in the time of Amet/Efnut, while following a long, subterranean passage below the ruins of 

a small, ancient marble shrine on a ridge which seems very likely the place where Wyvern Citadel now stands. The 

narrative contains details of how disaster struck during this investigation, when unexpected traps in part of a 

very long, straight corridor, were triggered, causing a substantial segment to collapse. The description suggests 

strongly this was what is now shown on the GM Only map as the Blocked Lost Passage (R). The effective loss of 

this passage led to its being sealed away behind a newly-constructed wall during the building of Tombs L, M and 

their associated cross-passages. The texts continue that two new passages were cut parallel to, but some 

distance from, this collapsed tunnel, to connect still with what was clearly the symbolically-important Great 

Tomb. There is ambiguity as to where, or even whether, new tombs were to be added for Amet/Efnut and those 

following in his renewed Wyvern Lord dynasty, but there is mention that to honour the original builders, fresh 

traps were added to both the new linking corridors, at least one of which was a smaller-scale tunnel collapse 

trap. The second "knee" tablet describes the cutting of two new antithetical tombs (the description fits with how 

Tombs L & M present), and the further concealing of the new linking passageways by use of special magical secret 

doors. While implying these to be in the alcoves, the notes give no details on how the secret doors function. 

 One of the three "chest" tablets describes in some detail the process of mummification, with the laying to 

rest of the body and removed organs in the tomb, in a general sense. Another gives some information about Amet's 

history and achievements, and those of his son Telesthon. Amet came from an unspecified distant land, possibly 

another part of Kentoria, and brought with him artists and advisors to allow the establishment of the pseudo-

Egyptian artistic culture here that his tomb fully represents. An able magic-user and warrior, he bonded with an 

incredibly rare golden wyvern soon after his arrival, which he took as a sign of his divine right to rule as Wyvern 

Lord. This was apparently borne-out by his achievements in making the region of Shoenia a safe, prosperous place, 

while retaining an unusual modesty in his lifetime about his accomplishments. It is obvious Telesthon was ever in 

awe of his father, and never able to quite live-up to his achievements, for all he seems to have been a greater 

magic-worker (Tombs L & M were cut and finished in their current form in his day, with all their features). The 

final "chest" tablet has commentaries on the casting of spells to allow creatures like the magical tomb 

defenders, both physical and incorporeal, to be constructed and set-up in concealment until triggered. Telesthon 

acknowledges rediscovering the incorporeal element from his study of more ancient times and texts. (It is 

probable this secret was never passed down to later times because of the interregnum - about 200 years - 

between Telesthon and Ndi! the Seeker (Tomb J).) All these tablets would be of great value to scholars and 

magic-workers. 

 

N) Falling Wall Trap: The reasoning for the addition of this trap is explained under the Mummy Tomb (M) 

description above. Stepping on any part of the shaded section of corridor here with the equivalent weight of an 

average adult human will cause both the indicated wall sections to fall inwards, bringing down the ceiling, 

blocking the corridor, and possibly killing or injuring anyone in the affected area. There is nothing about this 

section of passageway on the floor, ceiling or walls to suggest there is anything unusual about it, without careful 

investigation, until it collapses. 

 

O) Pit Trap: Another trap added by the builders of Tombs L & M, as noted under the latter Tomb's description 

earlier. The pit runs right across the corridor, is 5 ft wide by 10 ft deep (1.5 m by 3 m), and has two slab covers, 

each hinged at the wall side, and designed to part in the centre when a similar amount of weight to that needed to 

trigger the Falling Wall Trap (N) is applied to either slab. Other than being distinctly larger than most other 

floor flagstones nearby, the trap's slab covers give no other indication of their nature until triggered. 
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P) Spiked Log Trap: After the 8 ft high (2.4 m) brown-stone side passages rejoin the intact 12 ft high (3.7 m) 

white marble corridor, it continues on to the portcullis at the entrance to the Great Tomb (Q). Both the side 

passages cut through at floor level, so there is some white marble walling above both brown-stone exits. 

Towards the portcullis end, the white marble passageway's ceiling gradually rises to almost 15 ft (4.6 m). This 

extra height, coupled with some additional arching support ribs in the ceiling help disguise this final corridor trap. 

It is triggered by any weight equal to or greater than that of a human child of about five years old being applied 

to the shaded square area on the right (southeast) side of the passage only. There is nothing to give this away on 

the floor segment involved until it is trodden on. Once tripped, the trap releases a heavy wooden log with thick 

metal spikes along it, held by chains in ceiling pivots which swing it northeast, towards the Great Tomb's entrance 

with some force. It arrives around 3 ft (90 cm) above the floor. Despite its extreme age, it is in excellent repair, 

and the spikes are still able to inject a magically-preserved, fully-potent, red wyvern tail-sting poison into any 

wound the log and spikes create. It is at least only a one-shot weapon. 

 

Q) Great Tomb: The entrance is closed with a portcullis in an archway at the end of the white marble-tiled 

corridor. The arch is about 9 ft high (2.7 m) in its centre. The portcullis grille is made from rivetted bronze bars, 

and is identical to that at the entrance to the Pillared Hall (C), of the same style and age as the white marble 

passageway, as well as the Great Tomb itself. As with the "front gate" Portcullis (B), the grille can be lifted by 

hand into the wall above, needing the equivalent of two or three average strength and build humans to do so. Here 

though, and once inside, it is apparent there is a pair of hooked latches on the inner Tomb wall which can be used to 

hold this portcullis raised, leaving its spiked base around 5 ft (1.5 m) clear of the entranceway's floor. 

 Once inside, the Tomb is large and impressive. Four scarlet pillars, 9 ft high (2.7 m) with black basalt 

pedestals and tops support an arch-vaulted roof of complex shape. This has a dome over the central area and its 

sarcophagus, arches between each pair of pillars, and lower ribs running out from the nearer pillar-tops to the 

entryway wall, and the alcove wall opposite the portcullis. More lower ribs run out from the pillars at right-

angles, to connect with the side walls. This creates a series of three arch-vaulted areas between the pillars, side 

and end walls. The central dome reaches 12 ft high (3.7 m) in its middle, as do the highest parts, nearer the outer 

walls, of the ceiling between the entrance and the nearer pillars, and the further pillars and the back alcove. The 

ribs descend to pillar-top height in places, while the side-arch roofs reach up to 10 ft (3 m) high. The pillars are 

actually of solid black basalt, with the scarlet colouring due to carefully cut and applied small mosaic pieces 

of red marble, which gives an impressively uniform red coating. A single, empty, bronze torch holder is set in the 

middle of each side wall. Other than the pillars, all of the floor, walls and ceiling are again covered with 

beautifully-set white marble tiles. There are no other decorations or inscriptions. 

 On the floor are placed an array of items, apart from the central sarcophagus. Between the front pair 

of pillars is a very large pile of gold coins, over which lies the skeleton of an unusually large wyvern. Among the 

bones and coins are also large numbers of golden wyvern scales, whose coloration makes them hard to tell apart 

from many of the coins. Their presence indicates this must have been the body of a golden wyvern in life, a 

creature no longer thought to exist in Shoenia. To the right of this group as viewed from the direction of the 

entrance, to the side of the sarcophagus and again between the pillars there, is another huge pile of loose coins, 

this time of silver, with a third great pile, of copper coins, between the pillars on the opposite side of the 

sarcophagus from the silver ones. 

 Beside the left-hand (northern) wall are two groups of items. Nearest the entry wall is a large 

rectangular shield, an unsheathed straight sword, a double-bladed hand-axe, a loose set of five feather-flighted 

arrows, and a golden bowl. All the metal parts other than the bowl are bronze, and the style of all the weapons 

is very ancient. Each item is magically potent, of a form suited to what it is. The bowl is a curiosity, however. Its 

exterior has been finely hammered into an intricate series of overlapping leaf-like patterns, somewhat like large 

wyvern or dragon scales, each leaf featuring many closely-aligned striations running parallel to its longer edge. 

A plain band almost an inch wide (2 cm) runs around the outer rim. The bowl is of quite thin beaten sheet metal, 

formed into shape before being decorated further, such that the bowl's interior shows the indentations of the 

outer surface patterning as well. It is in fact the cut-down crown of a decorative, ceremonial helmet, with the 

striated leaf patterns intended to represent stylised locks of hair, the rim-band a circlet around the head. Its 

magical property is that any fresh liquid poured into it becomes a healing draught, although it can be used this way 

only once a day. The farther group of objects on this wall is a set of five identical bronze urns, each about 3 ft 

tall (90 cm). All have open tops. Inside the middle urn on the row nearest the wall is a pair of what were 

probably once drumsticks. Their wooden handles are still intact, but the padded leather beating heads have 

shrivelled and dried-up. The urns were musical instruments, played with the sticks, although such a practice has 

long since died out, so their use now would be uncertainly experimental. 
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 By the southern, right-hand, wall is another pair of object-groups. That closer to the entrance wall 

comprises two sealed, double-handled, clay jars, each painted a bronze colour. That standing furthest from the 

wall is nearly 4 ft tall (1.2 m); the other is around 2 ft 6 in (75 cm). Both contain what was once probably fine 

wine. The liquids now are undrinkable, however. Beside these is a small, rather battered, wooden, flat-topped chest 

with bronze fittings. Its lid is fastened shut, though not locked. Inside are carefully packed six ceremonial gold 

drinking goblets, a gold jug, six roughly 8 in diameter (20 cm) golden plates, and six gold eating utensils, each a 

combination of a three-tined fork and a spoon, with one side edge of the spoon sharpened like a knife blade. The 

other object by this right-side wall is a large, 3 ft high (90 cm) barrel-topped wooden chest. Again, this has 

bronze fitments, and is not locked. The chest is completely empty. 

 Beyond the far end of the sarcophagus when entering the Tomb is a large, highly magical, two-wheeled 

chariot. It is designed to be harnessed to a single, large creature. It has a large, square, open platform, with a 

coarse-woven floor covering designed so that bare humanoid feet would be able to grip firmly on and between 

individual strips of the weave. It has two semi-circular woven-wood-strip side panels, painted bright blue, and solid 

wooden wheels, also painted blue. Apart from some blue-coloured leather thongs fixing the yoke to the draught 

poles, the rest of the vehicle is a dazzling white. Its design is very ancient, and although it would require someone 

especially knowledgeable to tell - or who was specifically looking for it - this is a flying chariot, intended to be 

towed by a single, bonded wyvern. This is a kind of conveyance which no longer exists, to the point where virtually 

no one even believes such a thing ever existed, except in myth-tales. Thanks to its magical properties, it is 

surprisingly lightweight for its bulk, and could be carried easily by two adult humans with little effort. If it could 

be removed from here, with time, experimentation and much care, it could be used to recreate more such vehicles. It 

is however too large to pass through the narrow doorways out of Tombs L or M, and would need to be 

dismantled to do so. This would require exceptional care and/or a great expert in such chariots and their magics, 

to prevent causing irreparable damage to the chariot's powers, and rendering it useless as a flying vehicle. 

 The central sarcophagus, while of a similar form to those plainer types seen elsewhere on this Level, is 

of a finer kind of white marble even than the marble Tomb tiling. It is approximately 4 ft tall (1.2 m) and rests on 

the floor. It is undecorated and without any inscription. 

 A large entourage of tomb-defenders can manifest here once activated. This comprises five solid 

skeletons with swords/scimitars and round shields (four red, one black) and four red-bandaged mummies, two 

incorporeal red hooded and cloaked phantoms armed with swords and white-faced shields, and five black-cloaked 

and cowled ghostly figures, mostly armed like the red spectres, though one with a dagger and cleaver-like sword. 

 Inside the sarcophagus is a cocoon-like wrapping of some very thin, almost transparent, papery fabric. 

This gossamer wrap contains a humanoid skeleton, laid flat with its arms by its sides, which can be seen through its 

translucent covering quite clearly. If the wrap is touched by living flesh, the entire body and its cerements will 

crumble to fine dust. A long, sheathed, bronze-bladed sword lies by the body's right side, with a bronze-bladed 

sickle near the left side of the head. Both are magical weapons. At the foot is a partly unrolled scroll, held by a 

bronze three-quarter ring. The scroll is inscribed with a series of dots and lines, apparently a text of some kind, 

but of a type wholly unknown previously. If magically deciphered and translated, something which will necessitate 

an unusually powerful spell to accomplish, this turns out to be the recounting of a tale long believed a 

fragmentary myth, concerning how the youngest brother of three became lost in the mountains through a trick by 

his siblings, until exhausted and starving, he took refuge from a storm in a cave, where he had a dream-vision of a 

gigantic, multicoloured, crystalline bird, which spoke to him, and guided him to a place in the mountains where he 

would meet his destiny. Waking to find a pool of freshwater and some edible fungus in his cave-shelter, he 

followed a path like that in his dream for several days, until he chanced-upon a young golden wyvern, Malvernus 

Thunderchild. Bonded with this creature, he was able to fly back to civilisation on his new friend, to become 

Murgon, First Wyvern Lord, famed in later ages for inventing the wyvern chariots used in his time, and many other 

mythically-great achievements. This would seem to be his tomb. 

 

R) Lost Passage (Blocked): This becomes visible on the map when the GM Only toggle is activated. As noted in 

the comments to Tomb M earlier, this was a trapped passageway which partly collapsed when first entered, and 

was subsequently sealed-off and bypassed by the two secret passages northeast from Tombs L & M. Although 

much of the passage length remains open away from its two blocked ends, if rubble-strewn, it contains nothing of 

significance. Should someone reopen and investigate it, its remains are identical, but for the damage, to the rest of 

the surviving long, straight, white marble central passageway here. 


