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7. Geysers and Chains

The door opens onto a stone platform in a large natural 

cave. Opposite the entrance in the distance is another 

stone platform. Between them, a series of wooden 

disks is suspended from the ceiling by massive steel 

chains. The cave floor seems to be covered by a pool of 

boiling mud.

The ceiling is 50 feet above the level of the platforms. 
The cave floor is 50 feet below. Two spots in the mud are 
the locations of geysers. The northern one erupts once 
every 5 minutes, the southern one every 3 minutes. The 
stone platform opposite the entrance is approximately 
90 feet away.
	 The disks are about 4 feet in diameter and 3 feet 
apart. Each disk is attached to its chain by a giant staple 
fixed in its center. The disks swing freely and will tilt 
when weight is placed upon them.
	 The disks and the chains, as well as the walls of the 
cavern, are covered with a wet, slippery algal scum. 
This coating gives off a feeble phosphorescent glow. 
Climbing the chains or the walls requires a successful 
DC 15 Strength (Athletics) check.
	 When the geysers erupt, they reach nearly to the roof 
of the cavern, and creatures holding onto the disks or 
the chains might be washed off to fall into the boiling 
mud. The damage a creature takes from a geyser de-
pends on how close a creature is to the geyser when it 
erupts (see the table below). Creatures that succeed on a 
DC 15 Dexterity saving throw take half damage.
	 In addition, a creature that is on a disk or holding 
onto a chain when a geyser erupts must succeed on 
a Strength saving throw (see the table for DCs) or be 
knocked off and fall into the boiling mud.
Location Damage DC

Adjacent to geyser 27 (5d10) fire damage 14

One disk away 22 (4d10) fire damage 13

Two disks away 16 (3d10) fire damage 12

Three disks away 11 (2d10) fire damage 11

Four disks away 5 (1d10) fire damage 10

Anywhere else in the area 3 (1d6) fire damage —

Any creature that falls into the boiling mud takes 44 
(8d10) fire damage at the start of each of its turns for as 
long as it remains in the mud.


