
The Puzzle 
 
The following puzzle is designed for a three-player party. The party is comprised of a wizard, a heavily 
armored fighter, and a rogue. Each aspect of the puzzle requires a class feature to be employed for the 
challenge to be overcome. However, each element of the puzzle can be removed and used in a 
completely different scenario. Therefore, a DM running a party with a different composition can pick 
apart this puzzle and apply the elements useful for their table. 
 
Alongside any obvious points of interest within the room, detailed information obtainable through skill 
checks (perception and investigation) will be mentioned. However, specific DCs will not be listed. It is up 
to the DM to understand the character’s capabilities and to provide an appropriate numerical value. That 
being said, the amount of information gleaned from the various skill checks will be categorized on a scale 
of poor, good, and excellent. “Poor” represents the result of a poor skill check, “good” represents the 
result of a moderate skill check, and so on. 
 
Scale the DC to what you feel is an appropriate challenge for your party. This is not meant to be an 
exceptionally difficult room to overcome, but rather an interesting puzzle to solve. 
 
The Adventurers stand in a 55’X15’ room. Behind them, the open archway they just passed through 
tempts them with escape. Before them stands a second archway filled with the interweaving bars of a 
lowered portcullis. To the right of the bard exit, stands a 4’ tall, polished limestone podium. A complex 
mechanical device made from polished electrum seems to be built into the surface of the podium. To 
the right of the portcullis, a glowing red river of magma flows from a crack in the wall. The malted rock 
pools and fills the left half of the room. 
 
The portcullis 
Upon performing a minimal examination (poor perception check) the adventurers will find that beyond 
the initial portcullis stands two more portcullises blocking their path. A moderately detailed examination 
(good perception check) will reveal an amber gemstone set into the bars high upon the portcullis. An 
exhaustive inspection (excellent perception check) will reveal that there is also a diamond set high into 
the next portcullis, but the third portcullis is too far away to determine whether or not a third gem 
resides in the final gate. 
 
Gnomish mechanism 
Performing a poor inspection check of the gnomish mechanism situated upon the limestone podium 
reveals what appears to be a lock. A good inspection check uncovers an underlying mechanical system 
hidden within the lock. The specific nature of that system, however, remains a mystery. Performing an 
excellent inspection will expose the potential for a deeply interwoven trap and multiple mechanical 
facets. Beating this lock will not be simple. 
 
Pool of Lava 
Passive or Poorly perceiving the pool of lava will reveal only that it is very hot, and occasionally bubbles 
rise to the surface. A good perception check reveals that the flow of lava seems to be churning the pool 
and creating a degree of instability within the magma. A profoundly excellent perception check allows 
the adventurer to surmise that a pocket of air may be trapped under the flow of molten rock. At any 
given moment, superheated gas may burst from the pool’s surface and fling malted rock in every 
direction. 
 



Step-By-Step 
The following steps are required to overcome this puzzle. I recommend that once the puzzle begins, you 
proceed based on turns like initiative. Allow each player an opportunity to solve their part of the puzzle. 
 
Step 1- picking the lock 
 
The challenge begins when the rogue pics the lock seated upon the gnomish mechanism, very low lock 
pick check. After the lock is defeated, the panels on the mechanism open slightly and another lock is 
revealed. Simultaneously, a second podium rises from the pool of lava. Upon this new podium sits three 
levers. A ticking could also be heard coming from the mechanism the rogue just defeated.  
 
The scenario will then proceed to the next adventurer, which should be the Wizard. When the rogue’s 
turn comes around again, the ticking emanating from the machine will stop and the podium bearing the 
three levers will descend back into the lava. Simultaneously, a spray of acid will be ejected from the 
mechanism. The rogue will need to make a low to moderately difficult dexterity saving throw to avoid 
being burned. 
 
If the rogue immediately attempts and succeeds at picking the second lock, the second podium will not 
descend into the lava, nor will the trap be sprung. If the rogue fails to pick any of the following locks, the 
trap will spring and a dexterity saving throw will need to be made. Every round a lock is picked, more of 
the mechanism will open and a new lock will be revealed. This will continue until the puzzle is 
concluded. 
 
Upon failing a lock pick check, the rogue’s turn ends and the next player starts their turn. If the rogue 
fails another lock pick check on their next turn (two lock pick checks in a row), then not only does the 
electrum mechanism spray a cloud of acid, but the second podium displaying the 3 levers lowers back 
into the lava. 
 
 
Step 2 – Three Levers 
 
When the new podium rises from the lava, even a poor perception check will reveal that each lever is 
made from a different precious metal. In order from left to right, the levers are made from silver, gold, 
and platinum. The podium and its levers are too far away to reach. The wizard will need to use Mage 
Hand to pull a lever. Any other attempts to reach the lever will be foiled by the extreme heat of the lava 
pit. If a grappling hook is attempted, the rope will burn once it is over the magma. Arrows will likewise 
burst into flames if fired at the levers. 
 
Each lever will open one of the portcullises. The value of the lever corresponds to the value of the 
gemstone set in each of the portcullises. The first archway is denoted by an amber gemstone. Since 
amber is the least valuable of the three gemstones, this archway is opened with the silver lever. The 
diamond archway is opened with the platinum lever, and the third archway, which is denoted by a ruby, 
is opened with the gold lever. Every time one lever is pulled, a lever that was previously pulled resets. 
The corresponding portcullis also resets. 
 
Therefore, the archways and corresponding levers are presented to the adventurers in this order. 
1st amber portcullis-silver lever 
2nd diamond portcullis-platinum lever 



3rd ruby portcullis-gold lever 
 
*Note: more portcullises and levers can be added to increase the difficulty of this challenge. 
 
Step 3-the Floor Is Lava 
 
The DM should make a 50-50 role to determine whether or not pocket eruptions within the pool of 
magma occur. If they do occur, the wizard, who must stand near the pool of magma in order to cast 
mage hand, will need to make a dexterity check. If they fail, they take an appropriate degree of damage 
for their level and are unable to concentrate on pulling the lever. If they pass, they take no damage and 
can pull a lever. 
 
Alternatively, if the wizard has a spell that could reasonably be argued to disrupt the eruptions (Ray of 
Frost), then they can use their turn to cast that spell instead of pulling a lever. On the wizard’s next turn, 
the DM would not make a 50-50 role. There simply would be no eruptions, but that would in turn leave 
the fighter trapped between portcullises. 
 
Step 4-Mad Dash: The Amber Chamber 
 
Finally, the fighter must pass through the gauntlet while the rogue and the wizard attempt to open a 
path for them. There are 3 obstacles the fighter will need to contend with as they proceed. 
 
Between the 1st and 2nd portcullis, a shower of poisonous darts will rain down upon the armor-clad 
fighter. This is assuming their AC is a minimum of 18. The fighter will need to make a Dexterity saving 
throw, but will quickly realize that the overwhelming number of darts makes it virtually impossible to 
dodge the attack. Instead, they will need to rely on their powerful armor. This challenge is more of a 
barrier preventing other classes from attempting the gauntlet. Only a player with high AC has a chance 
of surviving.  
 
Make 3 appropriately leveled attack rolls. A 1D20 +3 should suffice. If the attack makes it through the 
armor, it does 5 points of piercing damage and a moderate to a high degree of poison damage. Again, 
this is designed to prevent any player not wearing heavy armor from entering. Scale appropriately for 
the particular needs of your table. 
 
The Diamond Chamber 
Between the 2nd and 3rd portcullis, large polished spheres of marble will be ejected from round holes 
situated along the walls. The fighter (whose strength should be their primary ability) will need to make 
either a strength-saving throw or an athletics check. The type of check they choose to make is 
important. 
 
If they fail a Strength saving throw, they will take moderate damage. On a pass, they will take half 
damage from the bludgeoning projectile. If they fail the athletics check, however, they will take a high 
degree of damage. Failing the athletics check will render a higher degree of damage because they are 
overextending themselves in a dangerous environment. 
 
That being said, there is a reward for passing the athletics check. If they roll well, the adventurer will 
catch one of the marble spheres and throw it at one of the holes firing the bludgeoning projectiles. If 



they pass 3 athletics checks, the mechanism used to launch projectiles will be damaged and cease 
functioning. 
 
Ultimately, this means that if they take the athletics check they will either fail and take severe damage 
or pass and take no damage and potentially destroy the machine firing upon them. If they take the 
strength saving throw, they will either take moderate damage or half the moderate damage depending 
on whether they fail. Fortune should favor the bold. 
 
While in this chamber, every time one of the other adventurers plays a turn, the fighter should have to 
choose to make one of these checks. This will increase the degree of risk and suspense at the table. 
 
Step 5 - The Ruby Chamber 
 
Upon entering the final chamber, the fighter will find the room is filled with thick spiderwebs. As they 
proceed through the room, they will need to destroy the webs. Every attack will clear a 5 ft to 10 ft 
space. The spiderwebs will be vulnerable to fire, so using a fiery attack will clear 10 ft. All other attacks 
only clear 5 ft.  
 
Finally, on the far side of the room, mounted on the stone wall, an unremarkable lever gleams in the 
adventurer’s torchlight. The fighter will need to pass through the mass of webbing to reach the final 
lever, but as they cut through the silken strands, they notice something out of the corner of their eye. 
Eight legs emerge from under a white clotted mass of web. 
 
You Must Go Faster, You Must Go Faster! 
 
Unfortunately, as soon as the ruby portcullis slides open, the flow of lava quickens. While the fighter 
tangles with an eight-legged monstrosity, the other adventurers must deal with a room slowly filling 
with lava. Every round after the wizard pulled the gold lever, the increased flow of magma consumes a 5 
ft by 30 ft strip of floor. Of course, the red-hot malted rock consumes the lower half of the room first. 
This blocks the path the adventurers used to enter the first chamber. 
 
Every round results in a 5 ft strip of safe land to be covered in lava between the adventurers still within 
this room and the archway they originally entered through. The only way out is through the series of 
archways the fighter has already passed through. 
 
Of course, as soon as the fighter pulls the final lever, all 3 portcullises will lift and the traps within each 
chamber will deactivate. The fighter will need to decide whether they should cut through the webbing 
and reach the lever or fight the spider. Multiple monsters can be used depending on the level of the 
fighter. The monstrosities should be at an appropriately low to moderate level. The fighter should be 
able to handle them quickly. The goal is to create a sense of excitement by forcing the player to decide 
between fighting the spiders or cutting through the web and reaching the lever. 
 
Meanwhile, the wizard and rogue will need to make dexterity checks to avoid being struck by a glob of 
magma when pockets of superheated air erupt from within the encroaching lava. The wizard, again, can 
use an appropriate spell in an attempt to prevent eruptions. There should be plenty of time for the 
fighter to reach the final lever. Stopping and fighting the spider may slow this down considerably. The 
dexterity checks made by the other players should increase the sense of urgency regarding the 
encroaching magma. 



 


