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Wyvern Citadel Defence Zone 
 

The Defence Zone is a region in Shoenia, west-central Kentoria around 150 miles (240 kilometres) west-east by 

130 miles (210 km) north-south, centred roughly on the great delta of the River Jackson. The Delta is a huge, 

low-lying mass of river channels and streams of varying size and flow-strength, many lakes and ponds, and 

extensive areas of marshes, bogs and mangrove swamps. In places, the mangroves make land or water travel 

effectively impossible because of their extremely dense growth. Away from this tract of swamplands, much of 

the area is very fertile agricultural land, watered by frequent rain - the region is close to Nibirum's southern 

tropic - heavily laced with fresh nutrients brought into the valleys of Shoenia by the Jackson and its many 

tributaries from the central Great Stone Wall mountains that run the length of western Kentoria. 

 The region has been long known for its wyverns. Indeed, it has been said the smaller, often colourful, 

varieties outnumber the birds hereabouts, and are of comparable sizes. Larger varieties, each with its own 

particular colouring are also relatively common, and being amenable to riding, providing the wyvern chooses their 

rider, such pairings form a mental bond which lasts a lifetime. The area is sometimes called the Wyvern Coast 

elsewhere in Kentoria, and not unnaturally, the leaders here were known as Wyvern Lords in earlier times. 

Wyvern Citadel on the Stonemoor Ridge was long the seat of those Lords, until the line died out a few centuries 

ago. Since then, the seat of political power here has shifted to the city of Monseignor nearer the coast, though 

the Citadel has continued in use as a military centre, coordinating the area's defences when threatened by 

barbarian raiders from over the western ocean. 

 For many years, there were few to no raids, and the politicians started talking of disbanding the defence 

forces and their expensive wyvern upkeep needs. The defences were allowed to decline, often starved or 

resources, until last year, when an unusual, possibly magical, sickness laid-low large parts of the humanoid 

populations across Shoenia, an illness which continues to linger-on even now, despite the best efforts of the 

Kentorian healers. Then the winter - often scarcely noticed as such here in the tropics - proved abnormally 

severe, with storms, snow and ice, to the point where many of the north-facing mountain slopes still retain 

significant remnants of the snowfalls. In retrospect, it seemed very probable this atrocious weather had been 

magically augmented by barbarian shamans and druids, as substantial numbers of barbarian raiding vessels began 

assaulting the coast in various places during all this. Some were driven-off or destroyed. Others were found to 

have constructed temporary settlements in isolated coastal spots, notably on some of the isles just offshore of 

the Delta. These have all (or perhaps only mostly) been forcibly removed now, albeit it became evident during 

the searches for more that these were not the first such "visitors" to have set up camps here down the ages. 

 A few raids did more damage, however, most significantly that by a number of vessels which managed to 

sail into the southernmost Jackson Estuary, and thence up the partly canalised southern channel off it, cut to 

create a deep-water anchorage for ships to trade more easily at Monseignor. The village marked on the map by 

the southwestern bank of this channel is virtually a northeastern suburb of Monseignor now thanks to this 

increased trade, as this is the most northerly harbour in western Kentoria used regularly by sailors coming up 

from the Kentorian heartlands on and around the central Inner and Ancient Seas. The raiders sacked this village 

and went on to severely damage parts of Monseignor, including razing its Forum, leaving with much loot and 

prisoners. While a lot of this damage was quite quickly repaired - although more than is publicly admitted remains 

ongoing (or might be quietly forgotten about, should the cost prove too high) - and the Monseignor Forum rebuilt 

"bigger and better than before", as the ruling local politicians like to say, most of the populace remains very 

nervous, and has demanded action to ensure their better security in future. Hence the restructuring and 

reinvigoration of the newly-named Wyvern Citadel Defence Zone. 

 Most of the wyvern dromes shown are new or have been enlarged on previously-used, sometimes 

abandoned, sites. As wyverns prefer living in higher-level caves with easy access to the air, each base is set on 

some suitable upstanding terrain feature, with caves enough for all the wyverns and riders (who tend to live 

alongside their own wyvern), and some of the more essential personnel. Such caves may be natural, though more 

often they have been freshly dug-out or expanded. Non-riding drome personnel are more commonly billeted in 

surface wooden huts nearby, as few of the terrain features have anything like sufficient space for more caves 

than the wyverns require, and they always take priority. 

 Each drome has allocated to it a number of twelve-strong wyvern squadrons, each squadron made up of 

different numbers of the four chief wyvern colours, red, black, blue and green, appropriate for the perceived 

location's needs. Each colour of wyvern has its own peculiar features and specialisms. 

 Red Wyverns: These are the most physically powerful of all the wyverns, able to rip or snap the 

mainmast from a sailing vessel in a single, aerial strike. They have a particularly powerful poison tail-sting. 



 2 

 Black Wyverns: Their tail-sting poison is less strong than the reds, and they are not so physically 

powerful as the reds either, but they are able to breathe a jet of fire several times a day. 

 Blue Wyverns: These have the largest wingspan of all the wyverns. They are able to fly higher, further, 

faster and more acrobatically than any other kind, and they have extraordinarily keen vision as well. They 

regularly catch and eat prey on the wing, and if left to themselves would only rarely come to land at all. They 

are not especially physically powerful in an attack, though they still have an effective poisonous tail-sting. 

 Green Wyverns: Green wyverns are weak flyers, preferring to live by coastal cliffs or on crags in 

marshlands, from where they can launch into glides with less effort. They frequently worm their way along the 

ground very readily though, like a great winged serpent, including through the tangled roots and branches of the 

mangrove swamps. Their tail-sting has the strongest venom of all four of these types of wyvern, and when they 

must, they can spit a somewhat less powerful venom a considerable distance too. 

 

The Dromes 
These are detailed from roughly south to north as shown on the map, nearer-coastal dromes first. 

 

Limping: The place is said to have been named for an impoverished pedlar following the Quentesco to Monseignor 

road, who stopped by the hamlet near here to remove a stone from his shoe that was causing him to limp. While 

doing so, he accidentally overheard a pair of ogres plotting to attack said hamlet, and his timely warning alerted 

and saved the folks there from harm. Others say it's a comical reflection on the milestone by the hamlet which 

states the place is 250 miles from Quentesco and 60 from Monseignor (400 and 95 km respectively). The 

drome is set on a rocky, wooded hill near the hamlet. Two wyvern squadrons are based here, each with a mixture 

of red, black and blue wyverns. 

 

Henhill: A rugged knoll with caves, said to look  like a dovecot from a distance. The "hens" are small wyverns 

that love to flit about the trees and shrubs hereabouts. Four wyvern squadrons are located here, and it is the 

main training centre for new riders, so is often particularly busy. The four based squadrons here are composed of 

a mix of red, black and blue wyverns. 

 

Middle Wall (O.P.): This is the controlling Observation Post (hence "O.P.") for the Defence Zone stations that 

lie south of the River Jackson, while still under the overall command of Wyvern Citadel. The drome is set on the 

higher of three roughly parallel rocky ridges in the vicinity. Local legend holds that these ridges are the remains 

of great walls built by giants in ages past to separate the lanes in their outdoor bowling alley that was 

supposedly once here. Three squadrons use it as their home base, mostly composed of red, black and blue wyverns, 

with a few greens as well. 

 

Big 'Un Hill: A rocky rise with some ancient giant-built stone ruins atop it, the ruins still substantial enough to be 

used as home caves for all four squadrons based here (each a mixture of the four main kinds of wyvern). The 

feature and its ruins have been a long-known local landmark in the surrounding swamps, to which a local name for 

giants has become attached. 

 

Stingmere: Part of a region in the Delta marshes and mangrove swamps notorious for its biting insects, and the 

abundant, small, brightly-coloured wyverns and birds that feed upon them. The humanoid squadron personnel are 

much less keen on postings here, however. Three squadrons are maintained at this base, mostly composed of green 

wyverns, plus a few blues. 

 

Barbylea: One of a number of low hills in the vicinity, "leas" in the nearby vernacular, many of which, with their 

lower-lying surroundings, are home to a species of unusually long-spined mangroves which bear a particularly 

delicious fruit. The local fruit-pickers are forever complaining about getting caught on the trees' barbs. Three 

wyvern squadrons use this Lea as their base, some blues, but mostly greens. 

 

Hawkeye: Towards the southern limit of the Jackson Delta is an extensive area of flat land along the Escad 

Rill's floodplain, where it separates from the main Jackson channel. This is excellent cattle-grazing country. It is 

also an ideal place for generating the thermals the wyverns often use before setting-off on patrols or attacks. 

Raptors and other soaring birds commonly make use of the thermals here as well, sometimes in great swirling 

flocks that can give an eye-like appearance to surface onlookers. Nobody is really sure if this is how the name 

originated, or simply because it's a good place to see hawks making use of the thermals. The drome is on a long 
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rocky ridge that runs roughly parallel to the Rill's channel for a way, and is home to three wyvern squadrons, 

mostly composed of blues, with a limited mix of the other three kinds. 

 

Stonemoor: A generally rocky area of landscape on the northern side of the great Jackson Bend, with a stony 

ridge that both Wyvern Citadel and the Stonemoor squadron base make use of. The surrounding agricultural lands 

are quite poor-quality, suitable mainly for sheep and goat grazing, which the Stonemoor village community relies 

upon as their main source of income. A pair of squadrons are based at Stonemoor, one exclusively of blue wyverns 

(often perceived as a particular elite, if perhaps only by themselves), the other a mix of reds, blacks and blues. 

 

Duck's Ford: Legend holds that this place-name derives from a cunning fellow who once tricked a dangerous bandit 

(or an ogre, or a demon) into drowning themselves in the river here, by telling them the ducks were just walking 

across the river bed, not swimming, despite the Jackson's breadth. The river bed is in fact unusually deep in the 

area, and a ferry runs between both banks regularly by Duck's Ford village on the southern bank, as there is no 

way to safely cross close-by otherwise. The Duck's Ford squadron base is a set on a steep, stepped hill on the 

northern side of the Jackson, and its wyverns are exclusively blues, because this is the main training base for the 

big-winged blue wyverns. A key region for breeding blues is in the mountains up the stream that runs by Duck's Ford 

village, from where new recruits are often brought. 

 

Elfston: Three wyvern squadrons are based here, each a mixture of all four main colours of wyvern. If there ever 

were any Elf stones, such as Elven ruins, say, here, no one now knows where they might be, though this substantial, 

craggy knoll northwest of Insight still retains its suggestive name. From a distance the knoll does have the look 

of a ruined castle or tower from some directions, which might be how its name derived. It is now perhaps better 

known for the gibbet from which hangs the crude, stone model of a decapitated head on the knoll's southeastern 

slopes, albeit nobody really know why this is here, or who set it up either. 

 

Temple Horn: Another high, craggy knoll. From the surrounding land, this one does have the look of a straight, if 

stumpy, animal's horn, standing more or less upright from the ground. A deliberately cleared, levelled platform on 

its northern slopes has a number of ancient standing stones in what was probably once a circle. Several have 

fallen, or seem to be missing (perhaps now buried, if so), so it hard to say whether it may once have been the 

"Temple" of the place-name. Four wyvern squadrons are maintained here, made up of reds, blacks and blues. 

 

West Milking: Named among a series of milk- and cattle-related hamlet names hereabouts, West Milking is 

towards the western edge of an especially fertile area of pasture land. The drome is set on a handy hill with 

caves some way from the hamlet itself. Two squadrons make use of it, a mixture of reds, blacks and blues. 

 

Scrying Detection Finders 
The Scrying Detection Finders (SDFs) are staffed stations containing specialist magical equipment that allows 

the observation of larger things on the sea, and to a lesser extent also in the air above it, as an early warning 

system to alert the wyvern squadrons to approaching raiders, and to keep watch on the location of any 

patrolling squadrons. The range of each device is presently about 75 miles (120 km). The devices have been 

constructed so that they do not need specialist magical practitioners to use them, only personnel trained in their 

operation, and able to interpret the information they collect. The latter process is often subject to errors and 

uncertainties, so requires considerable skill and experience. 

 Each SDF has a large, neutral-coloured (usually grey or cream) hemispherical dome set very close to, 

but above, the shoreline. This dome contains the main equipment and its operators. Set back further from the coast 

are several low-lying, usually single-storey and sometimes partly underground, buildings that contain stores, 

communication equipment and support staff, including guards for the whole facility. Near the dome is at least one 

Strickfaden Lightning Cannon, usually a Mark III, for defence against seaborne attacks. See the separate "Wyvern 

Citadel - Overground" maps and notes for details on these Cannons. 

 As noted, the dome is always some way above sea-level, set on a rise, hill, higher dune or cliff, for 

example, to keep it safe from most probable sea-surges. Some of the SDF sites are accessible only from the sea, 

or by air. The scrying equipment is currently bulky, hard to move, and sometimes prone to failures, aside from any 

intentional harm to it. The scrying domes, while weatherproof, could be damaged or breached relatively easily by 

deliberate acts of brute strength, though such an attack against the dome would not in itself damage the 

equipment inside. 

 The mapped SDF stations are each detailed further below, in order from south to north. 
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Finsmouth: Set on low-lying rocky cliffs just south of the mouth of the River Fin in its near-coastal gorge, this is 

one of the newer SDF stations, completed only a short time ago. The fishing and trading settlement that once 

spanned both banks of the Fin here shrank as Monseignor, with its better deep-water harbour access took away 

the trade and fish-handling docks. Only a hamlet survives by the shore, which now caters mainly to the needs of 

the scrying station. Most of the place's former inhabitants moved inland to the road crossing higher up the Fin, at 

what is now the town of Finsmouth. The Fin valley northwest of the town is in quite a rocky, steep gorge, with the 

town at the first usable crossing point on the river heading inland. 

 

Droppenham Down: The stretch of coastline here is notable for its rolling, chalky hills, or downs, whose thin soils 

mean few trees or bushes can grow there. Droppenham Down is a long ridge that runs almost parallel to the sea, 

a little way inland of the shoreline itself. Its inland slope is quite gentle, but its shoreward side has been cut into 

by the ocean at some earlier epoch (it has an almost concave slope in parts). While grassed-over now, this slope 

can be cliff-like in places. The stream shown on the map nearby actually flows under the Down by a vertical 

sinkhole on the landward side, reappearing from another cave on the shore itself. The stream is accessible for 

freshwater on the landward side at the base of the Down, which is where the support base for the scrying station 

has been set-up, not far from the impressive sinkhole. Droppenham, with Roved and Risle, was one of the first 

scrying stations established in the immediate aftermath of the Monseignor raid last year. Its dome is on top of the 

ridge, together with its Lightning Cannon. 

 

Roved: On the last coastal hilltop before the Jackson Delta marshes, this station was the first one built. Work 

began just days after the raid on Monseignor. The area around Monseignor is always bustling, with several 

villages, and still more hamlets, near the city, including the port village, almost a suburb of Monseignor now, to 

the city's northeast. This port lies on the south bank of the southwesternmost Delta channel, a stream that has 

been partly canalised and deepened, to let larger-draught vessels sail further inland than the difficult, disease-

prone coastal mangrove swamps and salt-marshes. Roved was built beyond all this associated activity 

deliberately, as such bustle can affect the sometimes temperamental scrying gear. Aside from the usual dome, 

there are two Mark III Lightning Cannons set on either side of it. 

 

Uphauling: A small, rocky island some way offshore of the southern Jackson Delta, this has long had a navigation 

light on it of some form, which, with other coastal beacons and lights on the islands and promontory closer 

inshore, provide guidance for Kentorian seagoing vessels, which almost exclusively approach the region from the 

south. Such navigation aids stretch for hundreds of miles down the coast from here as well. Uphauling and the 

other near-Delta lights and beacons indicate safe channels of approach for the southern Jackson Estuary that 

leads to Monseignor's port village. The Uphauling beacon was upgraded a couple of centuries ago into a rock-

built lighthouse, something that took considerable effort, as all the building materials and workers had to be 

brought in by sea, as the location is too far from land for wyverns to carry such weights of cargo by air. 

Endlessly hauling bulky cargoes up from the few, difficult berthing-spots around the island's shores nearby, or 

overland on it from the one easier landing beach, which was naturally that furthest from the lighthouse site, 

resulted in its name, also a convenient pun on "appalling". The rock lighthouse has a large, open, wyvern landing 

platform set above the lamp room at the structure's top. This has been recently modified by the addition of an 

SDF dome in its centre, something which creates problems for the wyverns, who have used it since increasingly 

rarely. Personnel and supplies arrive and depart primarily by ship. Fresh stone ancillary buildings to house spare 

SDF gear and off-duty personnel have been built some way from the base of the lighthouse, and others are still 

under construction. One Mark III Lightning Cannon is nearby, covering the eastern approaches, with a second facing 

northwards, along with a brand new Mark V Cannon (the most powerful, but least reliable, type, and still 

somewhat experimental - see the Wyvern Citadel Overground notes for details). The various builders, guards, 

cannon crews, SDF and lighthouse staff have made this isle quite crowded currently. It is, however, one of the 

most loathed postings SDF personnel can be sent to. 

 

Risle: Another disliked, isolated posting, set on cliffs along the northern tip of an otherwise uninhabited, larger, 

island off the southern Jackson Delta, one of the so-called "Jackson Five", the four largest islands plus the 

promontory northwest of Big 'Un Hill that surround the Delta's coast. This station was one of the first three set-

up following last year's Monseignor raid. Although not far from the mangrove swamps of the Delta, all four of 

the main "Five" islands are at least not swampy themselves, being relatively well-drained and rocky, if with 

relatively thin soils that let few trees grow. Risle's name is said to derive from it being the right-hand island out 

of the Jackson Estuary from Monseignor, though no one is quite sure about that. A single Mark III Lightning 

Cannon helps guard the site. 
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Dunnish: Set on some high dunes by the coast east of the main River Jackson channel's mouth in the midst of the 

Delta, this is probably the most detested posting of all the SDF locations. Completely surrounded to landward 

by dense, swamp-mangrove forests, this is accessible only by sea for cargo and most personnel movement. 

However, as the bays near this river channel have clearly long been favoured by raiding barbarians as temporary 

camp sites - there are remains of numerous such places scattered along the coasts in the vicinity - the base has a 

higher proportion of military ground and boat-based forces to try to prevent further such incursions. The SDF 

dome is a very recent addition. Its location affecting the personnel, and the presence of the dense mangrove 

brakes creating interference at times, means the SDF reports from here are commonly unreliable, and suggestions 

have been made that it should be moved to the nearby "Jackson Five" island instead. That though would mean 

having to construct a suitably raised site, as the island is too flat and low-lying towards its north-facing coasts. 

While the place-name derives from "dune", the personnel sent here darkly say it really originates as the place 

most likely to be visited by unspeakable horrors, following from one or other folk-story told of a fictional land 

called either "Ingland" (where a town called Dunnish or Dunwich once fell, or was dragged, into the sea), or "New 

Ingland" (where a town of similar name was assaulted by an invisible cosmic horror). Two Mark III Lightning 

Cannons help guard the shoreline, with an experimental ship-borne Mark I Cannon (the oldest, relatively weakest, 

but more robust type) set on one of the larger craft based here. This has never been tried before, and although 

tests so far have been satisfactory, it has never been used yet against an enemy raid. 

 

Punting: Surrounded by low-lying swamps and minor river channels towards the northern edge of the Jackson 

Delta - it can only be accessed by shallow-water craft from inland, hence the name - the SDF is set on a short, 

tall, volcanic-rock plug, with sheer cliffs on all sides. Access steps are still being cut into the rock, and the site 

remains under construction, so the SDF system operates only very intermittently. Aside from risky climbing, the 

SDF platform can be reached primarily from the air presently, using wyverns from the nearest drome, Elfston. 

The intention is there will be at least one Mark III Lightning Cannon here eventually, but it is not even on-site as 

yet, while the barracks and stores are only tents currently. 

 

Sleepy Head: One of the best SDF sites, set on a line of high, black shale, coastal cliffs, which have extensive 

wave-cut platforms at their sea-level bases below. High-quality jet occurs in veins in these cliffs, along with 

numerous, very fine fossil sea-shells, both of which local carvers turn into an assortment of wonderful, 

sometimes magical, small, portable art objects, known by reputation at least far beyond this locale. Nobody 

knows why this headland carries the name it does, though it is well-known elsewhere because of the jet and fossils. 

The SDF system here has been set-up for a few tests only so far. Once properly operational, it will extend the 

whole system's coverage north of the Delta especially. There are few personnel here as yet, but the locals have 

been welcoming so far (partly thanks to fresh jet and fossil finds made and recovered thanks to the site 

prospecting), and the food produced locally is excellent, so it is likely this will eventually be one of the most 

favoured SDF postings. 

 

Communications 
The various elements of the Defence Zone are linked to the central command and control points of Middle Wall 

(for those south of the River Jackson, including the SDF station at the Uphauling Lighthouse), and Wyvern 

Citadel for all the others. Middle Wall forwards all their reports directly to Wyvern Citadel too, from which 

latter place all coordinated orders are issued in response to any threats. Should Wyvern Citadel be unable to do 

this for whatever reason, Middle Wall would take over responsibility for the whole Defence Zone temporarily. 

 The primary means of contact is verbal, using secure magical connections on land, and to the offshore 

islands (including the Uphauling Lighthouse), via subterranean wyvernite veins, specially embedded - mostly grown 

in-place - for the purpose. Wyvernite is a magical crystalline mineral substance found in various parts of Shoenia. 

It is used to power numerous magical devices, such as for lighting, heating, cooling, safe water supply and 

sewerage at a number of places, using "electrickery", a form of magical, controllable, lightning that works 

through sophisticated machinery. The Strickfaden Lightning Cannons, for example, and the sidearms used by military 

personnel, are all powered by wyvernite crystals and electrickery too. Wyvernite in its raw state has a mottled 

black-and-red colouring, and emits a pale reddish light. It has other properties too. The wyvernite communication 

veins are able to actively defend themselves against damage in a limited way, for instance, and can be thought of 

as somewhat like self-protecting underground phone cables in a real-world analogy. 

 Verbal communication is maintained between Wyvern Citadel and the aerial wyvern squadrons directly 

using a magical device fitted in the helmets of the wyvern riders. For clarity, such messages are generally kept to 

formal, short, standardised words and phrases, and allow the control of the squadrons even at the maximum limit 

of the current SDF system's range, some 75 miles (120 km) from the SDF sites. Information from the SDF 
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locations also allows the plotting of the squadrons' positions, including their approximate heights, at the central 

Operations Room in the Citadel (or the emergency Operations Room at Middle Wall, should it be needed). 

Although the wyverns can comfortably exceed this distance limit in flight, coordination becomes harder to 

maintain beyond the SDF zone, so is usually avoided where possible. 


