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Wyvern Citadel - Underground 
 

Most of the first two subterranean levels below Wyvern Citadel relate directly to the above-ground castle, 

detailed separately in the Community Atlas. They are described below. The third, much deeper, level is described 

separately as The Tomb of the Wyvern Lords. 

 These first two underground level maps show how the various places are located in respect to the 

outline of the castle and its surroundings, as well as to one another. Each level here is again, like the overground 

castle levels, about ten feet, three metres, below its neighbour. 

 

Underground Level Two 
 

1) Gatehouse Pit Base: The heavily-spiked floor of the circa 20 ft deep (6 m) pit beneath the large Gatehouse 

floor trapdoor (area 2 on the Citadel's Ground Level plan). There is no other access to it than from ground 

level. 

 

2) Blocked Ancient Access: Although no records survive to tell of it (beyond vague hints in some old folktales 

of a temple here before there was a castle), this passageway indicates there was once a surface accessway into 

what is now chamber 4 on this level. There is no trace of such an entrance on the surface by the Citadel, 

presumably because whatever structure there was, was cleared away to level the platform on the pinnacle top 

when the castle was first being constructed. The stone doors at its southeast end open into this passageway out 

from room 4, but have been completely blocked and concealed by the new wooden wall in that room. The doors 

still functioned perfectly when found before this was done, for all their extreme age. Like the passage itself, the 

doors appeared to be of a style and technique that existed in these parts last several millennia ago. The passage 

is broad, well-made, and around nine feet high (2.7 m). It has a series of broad steps in it, each roughly 8.5 inches 

(20 centimetres) high, and each step slopes gently down at an angle of about 15 degrees. Just a couple of steps 

can be partly made out among the rubble blocking the passage not far northwest of the doors, however. The 

floor, walls and ceiling that can be seen still are lined with beautiful white marble tiles. The rubble blockage 

becomes complete, as the plan suggests, barely twelve feet from the stone doors (3.7 m). The blockage is 

effectively solid rock beyond this point, and cannot be cleared. Scarcely anyone below the more senior 

commanders at the Citadel is aware of the passage's existence. 

 

3) Ancient Descent to Lvl 3: Constructed in an identical fashion to, and presumably at the same time as, the 

blocked accessway of area 2 on this Level, these stairs spiral down from the stone doors opening out of room 4 

(again, beyond that chamber's new wooden wall), to reach Underground Level Three far below. The spiral 

descends around 100 ft from this Level (30 m), so Level Three is some 120 ft (37 m) below the Citadel's 

Ground Level. The spiral runs for two and a half complete circuits in accomplishing this, as the steps in it are of 

identical height and gentle slope to those in area 2. The stairway is in excellent repair, and completely open, 

throughout its descent. As with the passage of area 2, scarcely anyone below the rank of the more senior 

commanders here knows anything of this stair's existence. 

 

4) Operations Room: This is an octagonal, high-ceilinged, fully wood panelled chamber (floor, walls, ceiling), 

dominated by a huge plotting table for showing, when required, the current military situation regarding incoming 

raiders, and the locations of the defending wyvern squadrons, usually only when airborne. When the Operations 

Room is in use, personnel will be here wearing communications helmets that let them speak and listen, receive 

information and then place, or move, appropriate physical information markers on the table to show the present 

positions of whatever the markers represent, whether friendly or enemy, and thus the overall situation, at any 

given time. As the table is about 15 ft square (4.5 m), a series of extensible wooden poles with clamps at one end 

which can be operated from toggles at the other, are stored in a rack below it. These plotting poles are used by 

the staff to place and move markers on the table top. (A separate Community Atlas map is available showing 

just the design on this table, to allow GMs to set up their own raid markers on it, should they wish.) 

 Towards the ceiling on the long eastern wall is a series of large windows that allow staff and 

commanders in the Observation Deck on Underground Level One (room 3 there; shown again on this Level's plan, 

but not labelled here) to view events as they develop on the Operations Room table, make decisions and send out 

orders. On the wall facing these windows in the Operations Room are twelve illuminated information boards 

whose lights show the current status for every wyvern squadron, where each board represents the squadrons 
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based at a specific, named, drome base. The lights are controlled by staff using the two communications panels on 

the angled walls flanking the single door accessway on the south side of the room, to which boards the relevant 

information is passed by personnel in the Communications Room (5) as the reports are received. 

 The room's wood panelling is necessary to help isolate the chamber and the Observation Deck from 

electrickal and other magical interference, and to help with soundproofing against extraneous distractions, 

especially for the Operations Room staff using the communications helmets. The panelling also totally conceals 

the two pairs of stone doors on the northern and western walls, leading out to areas 2 and 3 here, and the fact 

the lower nine feet (2.7 m) of the walls and floor in this chamber are also paved completely with the same white 

marble tiles as are found in both those connected, hidden passages. The former ceiling tiles, removed when the Ops 

Room's height was increased to its current level (almost 20 ft, 6 m), were taken to Monseignor and reused to 

decorate part of its reconstructed Forum. It is likely the chamber was originally used as a preparatory 

antechamber of some sort, before the bodies of the deceased Wyvern Lords were carried down to their final 

resting places in the Tomb far below. Only the single, new, doorway on the southern wall has been cut through the 

ancient tiling, to connect the room with the rest of this Level. Commonly either unoccupied or extremely busy, 

depending on the current raid or training situation in the Defence Zone. 

 

5) Communications Room: Information from the Scrying Detection Finders, the wyvern dromes and squadrons, and 

staff at the Citadel passes into and out from here using the subterranean wyvernite veins and the magical 

communications helmets used by Citadel staff and the wyvern riders. Details arriving are passed on by staff to 

wherever they may be needed - to the Citadel's duty commander (normally in chamber 6 of the overground 

Second Level, or 5 of the Third Level), or staff in the Operations Room and Observation deck, as appropriate. 

Messages out are routed to the relevant places away from the Citadel similarly. The room is always occupied, 

given it is the primary link for all non-physical communications at the Citadel. 

 

6) Staff Room: Rest, snacking and WC facilities are available for staff working on this Level. Its busyness 

reflects that of this Level generally from "very" to "very little". 

 

7) Stairs Up To Lvl 1: This stairwell is the sole access point into the rest of the castle from most of this Level, 

connecting with the same stairs at area 7 on Underground Level One. There is normally at least one guard on duty 

by the foot of the stairs here. 

 

8) Ice House: An octagonal room that connects only with the Kitchen Stores (5 on Underground Level One) by a 

snaking passage and stairs up. While electrickal devices now provide much of the cooling of food and drink, this 

remnant from earlier times remains in use still. Originally, ice would be brought in for storage here from any 

places that had attracted winter snowfall relatively nearby, or sometimes created magically when nature did 

not provide. After the latest severe winter spell, when a lot of snow and ice was suddenly available very 

locally, the Ice House was again filled, and much of that still remains, allowing for natural cooling of items once 

more. The chamber is deeply buried and isolated by much rock to help it retain its temperature for as long as 

possible. Such naturally-chilled food and drink tends to be used only on special celebratory occasions. 


