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Rosebud Caverns 
 

Numerous natural caves are a feature of the Petroc Hills in the North Central 

region of Alarius, an area of mixed volcanic, metamorphic and sedimentary rock 

types. These Caverns are set in one of the mainly sedimentary-rock lower hills 

there, named Rosebud, hence their title. This small complex is an experimental 

druid station, testing out the feasibility of using subterranean places for 

growing food and medicinal plant crops, without being subject to the often 

problematic surface conditions locally. At about 56 degrees north, outside here 

the summers are short, and winters long, for instance. The place has been kept 

secret from the general population, and only a very few senior local druids 

know of it, including the Archdruid, a Hill Dwarf, who currently runs it, and 

who is often here, or somewhere nearby. No paths lead to Rosebud Caverns, and 

their external entrance, on the lower southern slopes of Rosebud hill, is well-

concealed by strategically-located bushes and trees. 

 Four willing, summoned elemental creatures guard the entrance caves, 

which remain in concealment until they need to act. An air elemental covers 

the exterior hillside around the entry tunnel, which will use wind power to 

further hide the way in, drive away those hunting for the Caverns, or deflect 

those approaching the entrance too closely (except the Archdruid and any he 

allows to accompany him). Even while doing this, the elemental will remain as 

inconspicuous as possible, making the winds seem fairly natural, at least 

initially. It will not usually enter the Caverns. 

 The outer opening to the Caverns is about 6 feet high (1.8 metres), and 

rough, rocky steps lead down immediately inside it. As each step also slopes 

down quite steeply, this can be dangerous for unprepared newcomers. The steps 

descend around 9 ft (2.7 m) to Upper Cavern. Above the middle part of the steps, 

the ceiling rises near-vertically, like a sealed chimney, for about 10 ft, 3 m 

(there is no upper exit from it), before dropping equally sharply again, forming 

a maximum 7 ft high archway (2.1 m) into the Cavern itself. 

 The Upper Cavern has a rough ceiling height of some 12 ft (3.5 m) above 

most of its central section, lowering towards the walls, with another more or 

less 7 ft high (2.1 m) exit archway at the top of a fresh set of natural stone 

steps down to Middle Cavern, in the west wall. These steps have the same 

uncomfortable downward slope each as those leading in. An array of wooden 

boxes and barrels are on the rocky floor towards most of the walls and in the 

alcoves. Several of the barrels are full of oil. 

 Pale, dashed lines on the floor of Upper Cavern indicate the location of 

extensions to Middle and Lowest Cavern directly below this one. no such 

indication is visible in Upper Cavern itself. Within each of those lines, the 

circles labelled with a capital letter T, are a pair of pivoting trapdoors. Any 

weight above 30 pounds (13.5 kilogrammes) placed on either causes them to 

rotate about their diametric spindle hinges, dropping whatever is on the 

trapdoor down into the appropriate lower Cavern chamber. Steel springs then 

cause the floor trapdoors to spin back and lock in position again. Like much of 

the complex here, these trapdoors are of high-quality, ancient Dwarf 

construction, helping to make them extremely difficult to spot. They continue 

to function perfectly too, despite their great age. The trapdoor above the 

annexe chamber to Middle Cavern drops down approximately 10 ft (3 m) to the 

solid stone floor there. That above the Lowest Cavern's annexe drops around 

25 ft (7.5 m) to the surface of the water in it, which water is a further 20 ft deep 

(6 m). 

 Upper Cavern is guarded by a fire elemental that will start fires with 

choking smoke to halt intruders. These fires are especially dangerous, because 

of the number of wooden containers here, and of course the oil barrels. 

 Beyond the west wall opening in Upper Cavern, the stairs descend 10 ft (3 

m) more to Middle Cavern. However, the ceiling drops to be only some 4 ft (1.2 m) 

above the stairs over much of their mid section. The main part of Middle Cavern 

has a generally 9 ft high (2.7 m) ceiling, as has the smaller annexe chamber off 
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its eastern side, into which one of the Upper Chamber's swivelling trapdoors 

leads. A narrow passage connects the two Middle Chamber caves, which is no 

more than 5 ft high (1.5 m), and is barred by a grille of Dwarf-made solid iron 

bars. A 3 ft square (90 cm) hinged doorway is set into these bars, fitted with a 

Dwarfen lock that is almost impossible to pick. This grille door is kept closed 

and locked. At the north end of the main cave, more partly natural steps lead 

and slope down, much like the previous two sets, from a 7 ft high archway (2.1 m) 

to Lowest Cavern. Middle Cavern is guarded by an earth elemental, which will 

reshape parts of these caves as traps, sliding effortlessly in and out of the 

rock while doing so, to make surprise attacks. 

 Lowest Cavern has a dry floor only over its northern half. Its southern 

part is filled by a roughly 10 ft deep (3 m) pool of freshwater. However, the dry 

floor slopes up markedly towards the eastern exit to Growing Cavern. By the 

foot of the entrance stairs from Middle Cavern, the ceiling is about 10 ft high (3 

m), and the dry floor some 2 ft (60 cm) above the water's surface. The exit stair 

archway leading up northeastwards is though barely 3 ft high (90 cm), and the 

dry floor here is nearly 7 ft above the water level (2.1 m). The Cavern's roof 

descends towards the far (southern) wall as it passes above the water, to be 

just above the water level by that wall. A narrow, water-filled passage 

connecting with the annexe cave further south opens around 5 ft (1.5 m) below 

the water's surface both in this cave and the annexe one. The annexe cave has a 

maximum of 5 ft (1.5 m) airspace above its water level, which is much deeper than 

in the main Lowest Cavern pool. A water elemental guards both caves of this 

Cavern, as might be expected. 

 It is possible for those wishing to visit the Caverns to speak with the four 

elementals, using either the usual local language, or their own elemental 

tongue, to convince them that they mean no harm. So long as no magic is used to 

try to influence them - they spot that right away, and will treat it as a 

hostile act against the Caverns - the interaction may be successful. Such 

attempts can be enhanced by presenting a token given by the Archdruid, and for 

each prior elemental convinced on the way in. 

 From their low opening off Lowest Cavern, the steps up to Growing Cavern 

ascend about 10 ft (3 m), and the ceiling above them soon rises to be around 8 ft 

high (2.4 m), before descending again slightly to make another 7 ft tall (2.1 m) 

archway entrance into the new Cavern. Passage heights in Growing Cavern vary 

between roughly 10 to 12 ft (3 to 3.5 m), while the more open areas are 

significantly higher, typically between 25 to 35 ft (7.5 to 11 m). 

Once in Growing Cavern, several things quickly become apparent. Among 

the most immediately obvious is that the floors are not rock here, but rich soil, 

and that the walls and ceilings are completely covered with multicoloured 

mosses, forming a continuous carpet through which numerous minor rivulets of 

fresh water slowly flow and drip. In many places on the floor are hosts of 

growing fungi, of both well-known and completely unfamiliar kinds, together 

with many common types of overground food and medicinal plants, including 

cereals, herbs, peas, beans and root vegetables. All the growth here is very 

fresh and healthy, and the air smells clean and alive, as if just after rain on 

the outside. From time to time, misty clouds of spores or pollen drift about, 

apparently quite harmlessly (even those who ordinarily have pollen allergies 

will find no problems with them). 

Along with these features, another quickly obvious facet is that there is 

always some light throughout this Cavern. This comes from individual tiny motes 

that float and drift everywhere, always singly, although several may be in the 

same larger area together. These Witchlights shed normal daylight-like 

illumination over the area surrounding them, out to much the same distance a 

torch ordinarily would elsewhere. They are insubstantial, and cannot be struck 

physically - they simply drift aside or dodge any such attempts. Using magic to 

try to destroy or dispel any may work, but always carries consequences. Any 

such spells will affect roughly half the number of Witchlights in the spell's 

zone at most anyway, causing them to vanish at once. Those remaining within 60 

ft (18 m) of the offending person flare-up with persistently dazzling brilliance, 



 
3 

blinding the offender and anyone else nearby that sees them. This makes any 

visual activities impossible, and restricts other actions, since at least one hand 

is likely to be needed to shield the eyes a little. This does not greatly help, 

however. The Lights will then move and congregate to herd the person or 

people out of the Cavern. Such an action will alert the elementals elsewhere, 

who will further act to remove the offenders from the entire complex as swiftly 

as possible. 

These effects, and others, are magically created to maintain beneficial 

surface growing conditions here by the four labelled statue-like features set in 

the line of larger caves on the near-central south-north axis that connects to 

the rest of this Cavern. Each statue has a loosely elemental aspect to it. The 

four operate the Growing Cavern's systems, and will act to defend it 

regardless of whether the Archdruid is present or not. Hostile acts within the 

Cavern. or against any of the four, will again bring consequences (including the 

flaring Witchlights already noted above). 

In the southernmost cave, the Air Pillar looks like a 15 ft tall (4.5 m) 

cloud of vapour rising from the floor as if from a geyser. A faint hissing sound 

can be heard near it, and the air around it shimmers and distorts the view beside 

and beyond it a little. Although apparently made from solid grey stone, it 

continuously releases air that has the scent of a fresh, cool breeze soon after 

rain. It recycles spent air from the caverns as it does so, albeit this is much less 

obvious. Its defence against hostile acts is to increase the power of its air flow, 

and direct it as a strong jet at the offender and anyone within about 5 ft (1.5 

m) of them, increasing as needed till it forces them back towards the exit to 

Lowest Cavern and beyond. Oddly, this airflow jet, which can increase to 

hurricane-like violence, never affects anything else in the Caverns, even if the 

affected person tries to hide amongst the vegetation. 

North of the Air Pillar, the adjoining cave hosts the Witchlight Lamp, a 

great grey stone object looking like a 15 ft tall (4.5 m) lantern that gleams 

and glimmers perpetually, and which releases a fresh Witchlight mote every few 

minutes. While these bob and drift away seemingly at random, they always move 

in the direction of where another has recently dimmed and faded-out. Each mote 

lasts between about 4 and 16 hours, before fading away over approximately ten 

more minutes. The Lamp can also flare-up brilliantly, like the motes, when 

required, under similarly hostile circumstances. 

Beyond a narrow way north from the Witchlight Lamp, the next larger 

cave contains the Water Pitcher, a 15 ft tall (4.5 m) grey stone jar, from whose 

open top a great stream of water shoots, becoming a jet of mist only a few feet 

above the Pitcher's top. This water vapour then spreads and condenses to form 

the water rivulets running through the wall and ceiling mosses throughout 

Growing Cavern. The water is fresh, and comes from ponds and streams across 

the Petroc Hills area above. In defending itself and Rosebud Caverns, the 

Pitcher can create a three-inch (8 cm) diameter powerful water jet anywhere in 

the entire Caverns complex, forcing the offender always towards the next exit. 

As with the Air Pillar's hurricane-force air jet, this causes no harm to things 

ordinarily located within the Caverns. 

The most northerly of the four larger statue cave areas, adjoining that 

of the Water Pitcher, is the Repelling Statue. Again, this is made of grey stone, 

and is about 15 ft tall (4.5 m). It depicts a pile of humanoids writhing in agony, 

each with a glowing scarlet rune somewhere on their exposed flesh. The Statue's 

power is to activate such runes set on the flesh of any creature within Rosebud 

Caverns and anywhere on Rosebud hill outside them, right down into the valleys 

surrounding the hill. Those causing harm within the Caverns immediately gain 

such a pulsing rune somewhere on their body, usually on exposed skin, or their 

forehead otherwise. At the same time, a simulacrum of that person appears 

prominently among the writhing mass of figures on the Statue. If the person 

tries to remain in the Caverns after this, they will feel increasing burning pain 

from the rune, which rune cannot be removed or dispelled. Unless they leave the 

Caverns, after 3 to 6 minutes, this pain increases to the point of causing actual 

physical burning damage. This will reach killing intensity after about ten 
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minutes. Such pain eases and diminishes only if the affected person keeps moving 

towards the outside. It persists at a low, though non-damaging, level so long 

as the person remains in the vicinity of Rosebud hill, ceasing only when they 

move beyond the vales surrounding the hill. The glowing rune remains, however, 

and returning to Rosebud will reactivate it. Locals in the Petroc Hills region, 

while unaware of the rune's true purpose or power, understand it is a mark of 

shame, and will treat the bearer of one, and their companions, accordingly less 

well than they might have done before. The local druidry will reinforce such 

beliefs and reactions if necessary, although they may be willing to remove the 

mark, providing the afflicted person undertakes some significant task or quest 

to benefit the region and the Caverns. 

Those paying close attention may notice there are numbers of small 

flying insects active throughout Growing Cavern, including bees, the kind of 

creatures that will help pollinate plants growing here that require it. The two 

dead-end passageways on the western side of the Cavern (beginning by the 

Witchlight Lamp and Water Pitcher) are drier and have less to no moss on their 

ceilings and upper walls right at their closed ends. There are several natural, 

papery bee nests here, which is where the bees in particular live, their nests 

attached to the walls and ceiling. 


