





A gigantic collection of over 500 awesome
engines of destruction, delver dicers, character
crushers, adventurer anxieties, minion munchers,
hero harangers, general tricks, traps, and other
rare and dangerous items for use in defending
game master treasures!

By GRIMTOOTH the TROLL

Foreword by Harley Stroh
Interview by Jim Wampler, Rick Loomis,
Paul Ryan O’Connor & Bear Peters

Graphics & additional material
by Steven S. Crompton

New material edited by Joseph Goodman

With art by Steven S. Crompton, Liz Danforth,
Michael Von Glahn, Steve Jackson,
Jim Wampler & Jeff Dee.

Additional credits for original books as
indicated in individual credit pages.

Published by Goodman Games

www.goodman-games.com



=

“Don’t steal anything... or else!” Grimtina

All new material in this volume is copyright © 2015 Goodman Games,
produced under license from Flying Buffalo, Inc. All rights reserved.
Grimtooth and associated imagery are trademarks of Flying Buffalo, Inc.
Original Grimtooth works are copyright of Flying Buffalo, Inc., as indicated
in scans of each volume, and published under license. No material in this
work may be reproduced without explicit permission of Flying Buffalo, Inc.



TABLE OF CONTENTS

Table of Contents.........ccceeveeeeecrereeirernee Here!
FOrEWOId.. .o 4
Interview: Grimtooth & Friends............cc.o......... 5
Grimtooth Letters & Submissions .................... 13
The Grimtooth Traps Boardgamez................... 17
Traps Cover Lost & Found ........ccccoevevvrinnnnnne. 20
Traps Covers Around the World....................... 21
Traps Cover Gallery.......ooeeeeeeceeiieiieeeree, 24
Grimtooth’s 250,000 Traps?.....cccceeveeeevereeenenes 29
Grimtooth’s Traps (ONe).....cceeeveererereevererirnnnns 31
Grimtooth’s Traps TOO.....ccceceeeeeeereririeiereieeeas 97
Grimtooth’s Traps FOUr........ccceveeieeieieeenne, 189
Grimtooth’s Traps Ate.....ccceveeceereceeeeeeenene 267
Grimtooth’s Traps Lite.......ccoceeveeveeeeverererneee. 355
Grimtooth’s NEW Traps ......ccccceeeeeeeevrerereevenenens 437

First time ever: The original black and white cover illustration

for Traps Too by Jeff Dee, with no tones or shading.

page 3



Foreword

By Harley Stroh

W arning, dear reader: This book is a trap.

Within you will find the occult renderings and mad
scribblings of a monster responsible for the deaths
of thousands. Between these covers are more than
500 traps, tricks and ruses, created over the span of
three decades and collected for the first time for
your grisly amusement.

No greater catalog of gruesome death and dismem-
berment exists in all the Known Worlds.

* * *

Of all the tools in a judge's arsenal, the well-execut-
ed trap is the worst. Monsters - be they immune to
mundane weapons, titanic in size, or fearsome in
their wrath - can all be undone by clever players,
usually with not much more than a mule and a bar-
rel of flammable lard. Monsters are quantifiable; if
something has hit points then it can be killed. If not
today, then perhaps tomorrow, with better tactics
and more mules. (There is a reason gods should
never be given stats.)

But not traps. They are a betrayal of the player's
imagination: when the safe corridor or chamber
they had pictured in their minds is revealed - all too
late - to conceal their doom. Worse is the realiza-
tion that a beloved character's death could have
been avoided with different choices - now obvious
in hindsight. Every veteran dungeoneer has experi-
enced this initial disbelief and frustration, emotions
that eventually mature into a cagey wariness and
understanding of a simple truth: In the dim light of
a flickering torch, anything could be a trap.

But with experience also comes the wisdom that
any trap can be averted through clever, creative
play; that with attention to detail and the proper
application of a 10' pole, even Sezrekan's famed
Passage of Ten-Thousand-and-One Dooms can be
discovered, dismantled, and finally repurposed.
(Spikes with no-save poison, you say? | order the
hirelings to affix them to my shield.)

At this level, the crime isn't in a trap being deadly,
but in being boring. When your players have
honed their wit to a razor's edge and hang on your
every word in the hopes of gleaning a vital clue,
another pit trap simply won't do. When their PCs
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drive helpless livestock (or hirelings) into the dun-
geon before them, pour water over flagstones in
search of trapdoors, and question whether the
smoke from their torches is being driven by the
faintest of drafts, that's when it is time for
Grimtooth's Traps.

Herein, you will find what you seek: the devious
and the demented; traps that encompass entire
rooms, or can be concealed within a keyhole; traps
that hide in plain sight, and traps concealed behind
traps. All rendered in sufficient detail to ensure that
they can be defeated and circumvented by cau-
tious play, while offering death in ways never
before imagined.

And a trap that can't be imagined by a character
(or his player) is a trap that can Kkill.

* * *

If you read this far, is already too late.

This tome is perhaps Grimtooth's most nefarious cre-
ation: a temporal trap in the guise of a guide. Turn
these leaves, decipher these runes, and you will find
that entire hours and days have vanished from your
life. In their place you will find that the spirit of
Grimtooth himself has found a home.

Five hundred traps? That might satisfy an apprentice
or journeyman. But surely the world could use just a
few more. And before long you will be doing HIS
work, designing your own ever-more fiendish traps
to inflict on PCs the Worlds over.

We have been warned.

- Harley Stroh, October 2014

Harley Stroh has designed dozens of adventure mod-
ules for the Dungeon Crawl! Classics series, including
several with nefarious traps inspired by a longtime
appreciation of Grimtooth's work. The DCC series
has more than 80 adventures in print as of this writ-
ing, and Harley's fearsome traps have been hard at
work killing characters since Dungeon Craw! Classics
#12.5: The Iron Crypt of the Heretics. Harley lives in
Colorado with his wife, his dog, his daughter, and far
too many gaming books.




Goodman Interview: Grimtooth & Friends

by Jim Wampler
Candid conversations with the chaotic crew that devised hundreds
of deadly and diabolical traps guaranteed to scare the plate mail

off even the most seasoned of dungeon delvers.

Rick Loomis
Founder Flying Buffalo

Goodman Games: So, let's start
with a brief history recap: you
founded Flying Buffalo in 1970,
initially to facilitate a new play-
by-mail game that you had writ-
ten called Nuclear Destruction.
You incorporated the company
later in 1972, and later still, even
purchased a micro-computer
(before such a thing as personal
computers even existed) in order
to run your game so that you
could play yourself. So Flying
Buffalo started out as the world's
first play-by-mail game company?

Rick Loomis: | bought the com-
puter so that | could handle as
many customers as would sign
up for my game. Those MMOG's
that are so popular with millions
of players? That is exactly what |
had in mind back in 1972 when |
bought the computer. If | only
had 100 customers, | could run
everything by hand. But | knew
that would never make enough
money. The idea, and hope, was
to handle thousands, and possi-
bly millions. Yes, there were
other people running Diplomacy
games by mail, but | was the first
person to do it for a living,
instead of a hobby.

GG: Then in 1975 a very young
Ken St. Andre approached you
to sell a game that he had written
primarily out of frustration with
trying to understand the original

D&D rules. Tell us how that led
to Tunnels & Trolls (T&T), the
world's second published fantasy
role playing game.

RL: Ken had borrowed a copy of
D&D from an employee of mine,
read through it in an evening,
and decided it was too compli-
cated and "not done right." He
invented his own RPG, and
played it with his friends, then
printed 100 copies to sell to his
friends. He knew | was going to
the Origins game convention in
Baltimore and brought me his
last 40 copies and asked me to
sell them at the convention. |
knew this was a stupid idea - the
game had no board, no counters,
and no one "wins" at the end. No
one would want this nonsense.
But Ken was a friend and | didn't
want to hurt his feelings. | figured
I'd take them to Origins, put
them on the corner of the table,
and then when no one bought
them, | could tell Ken | tried. But
to my surprise | sold all 40. So

hey, | can admit when I'm wrong
-1 came home and asked Ken if |
could publish it.

Shortly  afterwards, another
friend of Ken's, Steve McAllister,
in a conversation right after a
local science fiction convention,
suggested that someone should
make an RPG adventure like a
"programmed text." | probably
should explain that: back in the
70's there was a fad in education
called programmed texts. The
textbook would present a prob-
lem: "What is 7 minus 3? If your
answer is 10, turn to page
twelve. If your answer is 4, turn
to page fifteen." If you turned to
page twelve, it would say: "No,
sorry, you added instead of sub-
tracted. Now go back to page
one and try again." If you turned
to page fifteen, it would say:
"Yes, congratulations, you sub-
tracted correctly. Now here is
your next problem." He thought
it would be interesting if the
book could lead you through an
adventure that way. | agreed and
immediately went home and
wrote Buffalo Castle, which was
the very first solo adventure for
any RPG. It was in 1975, before
any of those Choose Your Own
Adventure or Fighting Fantasy
books. Then Ken quickly wrote
"Deathtrap Equalizer Dungeon"
and "Naked Doom" and solo
adventures became T&T's niche.

GG: In 1981, Flying Buffalo con-
tinued to pioneer the burgeoning
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RPG market by publishing the
Catalyst series of system-neutral
role playing supplements. How
did that come about and what
made you decide to go with a
system-neutral approach? It's a
common practice now, but not
back then...

RL: D&D was obviously a huge
market, much bigger than T&T, and
we wanted something we could
sell to all those game players.

GG: Although the Catalyst series
went on to include adventures,
campaign settings, and treasure
and magic books, the very first
Catalyst series book was
Grimtooth's Traps. How did that
come about and why a book fea-
turing just dungeon traps?

RL: Other folks had published
books of spells, monsters and
treasure. | wanted to publish
something no one else was
doing, and at the time no one
else had done a book of traps.

GG: At what point did you real-
ize that you had a massive hit on
your hands - one that would
eventually lead to a series of
eight books?

RL: We released Grimtooth's Traps
at the San Jose Origins Convention
and sold over 100 copies at $10
each. That was our best Origins up
to that point, and we were very
pleased. After the convention, |
heard from other publishers that it
had been a terrible Origins - sales
were awful. When | discovered
how bad everyone else's sales had
been, | realized we had a hit on
our hands.

GG: On that same note - what do
you think gives these books such
enduring popularity? These books
are all basically about how to kill
player characters more efficiently
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in a dungeon, after all. Is it the
pure insidious nature of each and
every trap? The humorous
approach of the books? Or being
such a collaborative effort with
dozens of contributors, did the
whole concept simply metamor-
phose into something greater
than any of the individual parts?

RL: I'm not really sure. | suspect it
was because Paul O'Connor, the
first editor, decided to go with
humor. It's like you and
Grimtooth getting together and
laughing about how you and he
are going to terrorize that poor,
hapless adventurer. Humor is dif-
ficult to bring off properly, and
Paul did it just right. People don't
just buy the books to get trap
ideas. They are always telling me
they just love reading them.

Paul Ryan O'Connor
Editor, Grimtooth's Traps

Goodman Games: You were the
editor on Grimtooth's Traps,
Grimtooth's Traps Too, and
Grimtooth Traps Lite (tell me if |
missed anything)?

Paul Ryan O'Connor: I'm pretty
sure | edited Traps Ate and Traps
Lite, too, as a freelancer for Rick,
well after | left Flying Buffalo. As

with all the Traps books, it was as
much or more a writing job as an
editing job, as we never had
enough submissions to fill out a
given book, and most of what we
received had to be heavily re-
written.

GG: What was it like trying to
ride herd on such a diverse and
highly creative group of contribu-
tors? Did you feel like the lone
Lawful Good guy at a Chaotic
Neutral rave party?

PRO'C: It was more like being
Sauron among the Hobbits. On
the first Traps book, | had plenty
of old Buffalo pros (chiefly Mike
Stackpole and Larry DiTillio,
though all the staff pitched in) to
create content, sometimes under
multiple names, but with every
instance of Traps the books were
largely written by the "editors,"
with most fan-submissions being
heavily edited or re-written. Artist
Steve Crompton was also heavily
involved on the creative side,
often taking crazy notes and
making them into working traps
that were then written and
"designed" to fit his very fine illus-
trations.

I was always happy to award
credit to the fans - that was half
the fun of these books - but for
the most part, the books were
written by staff, and in this
regard, | have to thank Liz
Danforth for letting me lead the
Traps project. She handed me
the assignment when | was a
teenager and let me see it
through with minimal oversight. |
will always be in her debt for the
trust she afforded me with this
series.

GG: The Grimtooth's Traps
books are full of solid gold game
content with the traps alone, but
starting almost immediately with



Traps Too, the books began to
include metacontent, like cross-
word puzzles and even a
Grimtooth comic. Whose idea
was all of that madness?

PRO'C: | left Buffalo during pro-
duction of Traps Too, so you'd
have to ask Liz or Mike or Pat
Mueller about their thinking, but
| expect it was a mixture of their
desire to stretch the genre, of a
dearth of ready traditional traps
content for the book, of a loom-
ing deadline, and their own cre-
ative nature that caused them to
arrive at that particular decision.

GG: What special challenges did
the Grimtooth's Traps books
present that were different from
the other Catalyst series books?

PRO'C: The biggest challenge
was in being first. Grimtooth's
Traps was the first of what would
become  Buffalo's  generic
/Catalyst series books, so we
were figuring that part of it as we
went along. Traps was always
more free-wheeling than the
more serious Citybooks and
such, but we still had to blaze a
trail for the way generic books
were written and presented.

I made two decisions as the edi-
tor of Traps that | think really
made an impact on the series.
The first was that the book need-
ed a "narrator." | was thinking of
someone like the Crypt Keeper
from the old EC horror comics,
and Liz suggested that | use the
Grimtooth character that she and
Ugly John Carver had created for
Sorcerer's Apprentice magazine.

The second was deciding that
the project should be generic,
rather than Tunnels & Trolls spe-
cific (it had begun by soliciting
Sorcerers Apprentice readers to
send in their best T&T traps). |
loved T&T, but recognized it

would limit our market and
pushed for a generic approach.
In this, Traps was part of a wave
of products reacting to the dom-
inance of Dungeons & Dragons,
a kind of precursor to the more
formal Open Game License pro-
gram that later publishers would
use. | don't think we were the
first to do generic (that was prob-
ably Judges' Guild) but along
with Chaosium we really pushed
that form forward. Traps lost the
Origins award to Chaosium's
Thieves World, which was a ter-
rific product that has kind of
been lost to the mists of time, |
think largely because it wasn't
generic so much as multi-system,
but it was still part of that mak-
ing-the-best-of-things that all RPG
publishers who weren't TSR had
to deal with at the time.

GG: Many gamers prefer to
mainly either play in games as
players or to run them as refer-
ees. As a former editor, | imagine
that you prefer to referee games?

PRO'C: | suppose | ran games
more often than | was a player,
yes. The thing that struck me as
odd - as a teenager moved out to
Phoenix, run away to join the cir-
cus with Flying Buffalo - was how
infrequently the Buffalo folks
actually sat down to play games.
| think I ran as many T&T games
as the rest of them did combined
during my eighteen months on
the staff. Now, as an older and
hopefully wiser hand, | under-
stand how making a job of things
reduces your enthusiasm for
what was formerly your hobby.
And to be fair, we did game quite
a bit back then, just not as much
as eighteen-year-old me might
have liked! As a kid, | had that
crazy impression that the job
would be all gaming, all the time.

GG: And | have to ask... your
favorite trap ever? How many

player characters did it kill?
PRO'C: The Infamous Wheel
Trap, of course, which as part of
my editor's prerogative | gave the
lead-off spot in the first Traps
book. It must have killed dozens
- hundreds? - of characters. We
used to splash a lot of blood in my
games. The guys wouldn't even
name their characters until they'd
gotten through the wheel room
(and the decapitating roller coaster
ride that preceded it in my gonzo
gauntlet of doom - the Blitz Pitz).
Ah, memories. We'd kill characters
by the page. Kids these days, they
have no idea ... (grumbles).

Steven S. Crompton
Primary Illustrator
Grimtooth’s Traps, et al

Goodman Games: The
Grimtooth's Traps series is a
near-perfect storm of creative
collaboration by a large and
eclectic group of gamers. But if |
were to single out any one con-
tributor who seemed to especial-
ly symbolize the esprit de corps
of these books, that would have
to be you. How did you first get
involved with Flying Buffalo and
the Grimtooth books?

Steven S. Crompton: My
younger sister Gina (and the
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inspiration for Grimtina) met Rick
Loomis at summer camp. He
hired my sister and | to work at
collating T&T solos and putting
together box sets, back in 1980.
Eventually, | ended up working in
the Flying Buffalo store, where |
met Liz. | had been taking com-
mercial art classes in high school
and she saw | could draw decent
diagrams and floor plans, so she
gave me the task of diagramming
all the traps for this book they
were working on. That book
became Grimtooth's Traps. Paul
O'Connors' warped humor took
the book from being a semi-seri-
ous tome into something filled
with dark, sardonic humor. As his
twisted editing of the submitted
traps progressed, my art reflect-
ed more and more that same
humor.

GG: | understand that the charac-
ter Grimtooth began life as Liz
Danforth's humorous take on the
troll depicted in the first edition
Tunnels & Trolls box art. How
much of the Grimtooth character
in the Traps books is your doing,
how much Liz's, and how much a
product of a group gestalt?

SSC: Well I always thought | was
just carrying on what Liz started
with Grimtooth, but she says |
took him in a whole different
direction. Grimtooth was her
design and her creation. As |
drew him, certainly | was heavily
influenced by MAD magazine
and some of the humorous
comics put out by DC & Marvel
in the 1970s. | was a big fan of
Superman and if you think about
classic Superman comics and
Grimtooth, you can see that both
of them seem indestructible and
both have a white dog and a
blonde younger "sister." One of
the other things Paul and | used
to talk about all the time was the
Dr. Phibes films and you can see
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some of that sort of humor in the
Traps books as well. Liz also has
a decidedly dark sense of humor
and | think that remains in
Grimtooth to this very day.

GG: Did you ever get tired of
drawing new and gruesome
ways for player characters to
meet their doom?

SSC: | think occasionally when |
was working on a Traps book and
would get about three-quarters of
the way through, I'd get "traps
fatigue." Really though, | pretty
much loved drawing all the Traps.
The tricky part was trying not to
go too gory with the art. | liked to
try to experiment using different
styles and techniques in each
book, which always kept me
excited with the results.

GG: How much of the humorous
approach to the material had its
origin in actual play experience?
Those were the gonzo days early
in the hobby...

SSC: Well Paul and | played with
Bear Peters and Ken St Andre,
and those two definitely have a
sense of humor when they run
games, so certainly what they
contributed was taken from that.
Most of the submissions were
from fellow RPGers, but most of
them were not meant to be
funny, they were serious traps
used to kill over-powered players
(a quite common problem back
in the early days of RPGs). We
added the humor to the best
traps we could find or create.

GG: Decades later, you re-
teamed with Rick Loomis to
remaster many of the early
Grimtooth's Traps books. They
say you can never go home
again, but apparently you can go
back to the dungeon. What was
it like revisiting all that great

material again in this day and age
of the Old School Renaissance?

SSC: Well it always great to be
able to go back and adjust some
things that either didn't print well,
or weren't as funny as originally
drawn. In looking back at the
older books, | was surprised by
how little Grimtooth actually
appeared, so | added him into
illustrations and the margins to
give him more of a visual pres-
ence. The other thing | noticed
was that some of the traps | had
drawn did not have any people
in them, which tended to make
the traps less interesting. So |
added victims into the illos to
give you a better idea of the size
of the trap and how it would
work. It's been great to be able
to do that on art | drew over 30
years ago!

GG: What do you consider the
single deadliest dungeon trap
that you've created or been
asked to illustrate?

SSC: In Traps Ate there is a trap
called "One Orc's Sauna is
Another Man's Body Liquid."
Delvers fall into a superheated
tube, where their liquefied
remains are pored into a large
"hot tub" while Grimtooth relaxes
in while he drinks from a wine
goblet. | don't know if it's the
deadliest - but it's the most dis-
turbing - and | drew it!

One last thing | wanted to add
was that although | drew the vast
majority of the traps in the
books, there are five artists who
actually did art for the Traps
books. Liz Danforth has a dozen
illos of Grimtooth that appear in
the books (she also designed the
original cover to the first book).
Jeff Dee did the illo that is on the
cover of Traps Too; Michael Von
Glahn did most of the illos in
Traps Fore and Scott Jackson did



some illos in Traps Bazaar. And
yes, yours truly did all the other
400 illos in the Traps books.

Bear Peters
Jack of All Trades,
Flying Buffalo

Goodman Games: You were
there at ground zero in Ken St.
Andre's very first Tunnels & Trolls
playtest. Was that your first gam-
ing experience or do you go back
even further than that?

Bear Peters: Even though it seems
like the dawn of time, gaming goes
back well before the advent of
Tunnels and Trolls and D&D. |
played Risk, Diplomacy, some of
the very early hex grid tactical
games; Gettysburg, Jutland, Panzer
Blitz, as well as other board games.
My mom taught me chess at the
age of 7, and given my current age,
| can't remember if we had Knights
or if they were called Chariots.

We also played cops and robbers,
cowboys and Indians, and due to
the advent of the "space age" had
adventures set on other planets!
These "flights of fancy" - along with
the structure of boardgames - cre-
ated in me and my friends fertile
ground for the evolution of fanta-
sy role playing games.

GG: You worked at Flying Buffalo

as a self-admitted "jack of all
trades," and were an early con-
tributor to the Grimtooth's Traps
series. Who exactly was the orig-
inal Grimtooth?

BP: The "jack of all trades" thing
was evolutionary. In the early
days at Buffalo everyone wore
many hats. | provided content,
helped with game design, printing,
game assembly, collating, ship-
ping, and did a little light construc-
tion (both in dungeon building, at
which | was fairly good, and in
erecting shelving, which later col-
lapsed rather catastrophically!).

Strangely, though, 1 was not a
substantial contributor at the
beginning of the Traps products. |
want to say that the idea evolved
from Paul O'Connor, who gave
Grimtooth a voice, and some fan
mail Buffalo had received over
the years. As things grew and
evolved it became more and
more the work of Steve
Crompton, whose illustrations
have served to clarify and delin-

eate  the ‘"perfection" of
Grimtooth's designs over the
entire run. Over the vyears

Grimtooth has gone from a
fusion of many hands to become
a personality in his own right. For
me, Grimtooth became "real"
when he "showed up one day"
trying to get his kid sister
Grimtina a job!

My affiliation with Grimtooth
came about when my dungeon
construction, particularly mor-
phic rooms and traps, collided
with the traps concept - some-
time between Traps Fore, and
Traps Ate.

GG: You've written many, many
games and gaming products, but
I'd like to ask about Grimtooth's
Dungeon of Doom. If you wrote
it how come it's credited to

My First Design Meeting
with Grimtooth

by Bear Peters

S othere I was, sitting in my favorite
tavern wondering what my next gig
was going to be when up walks this
short, wiry fellow with a sinister grin,
wearing an olive drab trench coat and
fedora.

"You Bear Peters?" he asked, plunk-
ing down his keister on an adjacent
bar stool.

It kind of reminded me of the last
time | saw Rob Carver, if you could
ignore the pointy ears that poked out
from under the fedora.

"Yeah," | said. "You look familiar.
Have we met?"

Ever since | got tied up with Ken St.
Andre, Liz Danforth, Flying Buffalo,
and Tunnels & Trolls, long-eared,
greenish, toothy guys in trench coats
had ceased to surprise me.

"Not so much, kid!" He said grinning
that signature toothy grin, "But | have
admired your work for some time.
Dungeon of the Bear, Catacombs of
the Bear Cult... sound familiar?"

He took off his fedora, and tossed it on
the bar. The bartender turned to him
and upon seeing his bald pate and pale
green face with it's long ears and sharp
dentition, didn't bat an eye. (There
were reasons why I like this place!)

"What'll you have?"

"Two of what he's having," the little
Troll had noticed my empty pint
glass.

Turning to me he announced, "Grim-
tooth, Trap Master Extraordinaire!"
He said it in a way that made it clear
that if I didn't know him by his title, I
wasn't the man he was looking for.
continued next page
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Grimtooth? Were you upstaged
by a reportedly fictitious troll?

BP: The Traps books are sup-
posed to be collections assem-
bled by Grimtooth for the enter-
tainment and bemusement of our
fans. In past books he seemed to
be more of a producer/direc-
tor/majordomo. | wanted people
to feel the same way | did, that
the 'little Troll' was a guiding
presence. At the time it seemed
like a harmless jest. Little did |
know that, though | did all the
"heavy lifting," Grimtooth was
about to gain the limelight. Fact is
that Dungeon of Doom, with the
exception of three of the traps in
it, is exclusively my creation (with
considerable editorial help from
my own "special assistants"), as
well as the resolution of my desire
to build dungeons and my desire
to build traps to put in them.

GG: In the gaming industry, many
"nom de plumes" originate in-game,
but | hear that the name "Bear"
stems directly from your love as a
young man of bashing people in
real life? Have | got that right?

BP: Me, bashing people? No! |
am a mild mannered, unassuming
fellow. The bashing part is at best
secondary. The "true story" is dif-
ferent, and complicated.

Let me start by saying that | have
been "Bear" for over 44 years!
Longer by far than my "given"
name. | am a firm believer in the
native American concept of giv-
ing a child a birth name, until he
or she "grows into or earns" their
adult name.

| once had aspirations of entering
the Society for Creative
Anachronism. | adopted the nom
de guerre of "Bjorn of The Broad
Ax," which was immediately
shortened to Bjorn. As everyone
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knows who has been exposed to
Tolkein, or in my case Norse
myth and legend, Bjorn means
bear. Well, my band of friends
did not graft well to the SCA tree,
personalities, and politics, but
Bjorn lingered. The summer fol-
lowing this escapade saw me join
the work force at a magnesium
and aluminum foundry in Phoenix,
Arizona. This was a uniquely Bear-
like thing to do - taking a job in a
metal foundry working with metal
at 1,100 to 2,200 degrees, in the
Arizona desert, in the summer!
This was undertaken with the
assistance of the brother of a
friend of mine, Fred. The crew at
this business were composed
largely of non-anglophones who
were having trouble with the pro-
nunciation of the Norse Bjorn
(Bay-yorn?) until finally Fred said,
"Just call him Bear!"

The change was immediate and,
like the ripple from a falling stone,
spread through the aether in a
wave covering the whole world,
and it was so!

GG: Finally, please tell us what
your single favorite dungeon trap
is, and why.

BP: How does a father choose
from among his children who is
his favorite? Oh my... Keep in
mind that there are traps from my
non-Trap dungeons that enter into
this question too - many, many of
them. Alas, a favorite... hmm?

I have always been a fan of self-
inflicted-damage traps. Things
that if the victims would just stop
and think it through, they would,
if not escape, at least mitigate the
damage. The delver-powered
escalator with the blades at the
bottom would be pure slap-stick
if not for the end result!

Strangely, | think one of my

The bar tender returned with two
pints of an almost ink-black beverage
- Sleeping Lion Russian Imperial
Stout, a potable impressive enough to
make you impetuous, and amped
enough not to let you forget your
transgressions.

The Troll tossed him an single
Khosht gold piece - not something
one sees on the streets or in the tav-
erns of Phoenix Arizona. "Keep the
change," he said as he flashed the sin-
ister side of that signature toothy
smile, "and give us some space."

The bartender moved down to the
other end of the bar, biting the coin
on the way. (I knew the barkeep was
old school, which was another reason
that | liked the place.)

Turning to me, the troll said, "What is
this stuff, tar?"

Score one for the local boy. "Try it,
you'll like it. It will keep your fires
lit," | said, rallying from meeting the
legendary Trapster in the flesh.

I had been talking to Rick Loomis of
Flying Buffalo Games, the impresa-
rio who had been funding my success
for the past few years, about arrang-
ing for me to work with Grimtooth on
a project. | had an idea that | was sure
would snare him.

It seemed that Rick had pulled some
strings. That old wizard never fails to
amaze me. And now it looked like I
was going to get a chance to make
my pitch!

Grimtooth sampled the brew, raised a
eyebrow, and said, "Different."

Not good, not bad, just different.
Maybe | wasn't ahead on points after
all. Well, different summed me up so
I chose to go with it.

continued next page



favorite traps is very simple. The
one involving a long tunnel into a
room filled with a powdery car-
bon-based substance. In a culture
with torch-based illumination, this
trap has a simple elegance.
Undisturbed, this room is harm-
less, but there is no delver born
who will just walk away from the
treasure that is sure to lie within.
Then the thrashing about begins,
the dust rises, and - BOOM! Self
inflicted, simple physics - no
magic, nor in fact a detectable
trap by any divination, just a store
room of doom. | have to say that
this is one of my favorites.

Grimtooth

Trap Master Extraordinaire

Goodman Games: As the name-
sake, official mascot, and credited
author of the Grimtooth's Traps
books, | have to assume that you
deserve the lion's share of the cred-
it for the evil genius evident in said
books. Did anyone else at Flying
Buffalo really even contribute to
these books or were they all just
cashing paychecks?

Grimtooth: Mascot? Mascot!?
The last person that called me a
"mascot" | had stuffed and mount-
ed in the main hallway as an
example! Don't ever call me a

mascot again - or I'll add you to my
collection of dead fools. Now, as
for the rest of your fawning ques-
tion, the answer is obvious - | did it
all. None deserve credit other than
me. | suppose the victims, | mean
"volunteers," that died while | tested
all my traps are worthy of a brief nod
of thanks. But I can't think of anyone
else worth mentioning. Really, they
are all a bunch of hanger-ons, all try-
ing to benefit from my labors.

GG: After all these years, can you
tell us which is you favorite trap, or
is that like asking you to name your
favorite child?

GT: Ahhh... how does one pick a
favorite child or a favorite wife? Yet,
there is one that stands out in my
memory. A trap of such complicat-
ed overkill, that its sheer ability to
destroy a party of greedy trespassers
is a joy to watch. It's my Overkill
Boulder Room. | enjoy the fact that
each thing the delvers attempt to do
in order to escape brings on the next
horrific stage of their own destruc-
tion. Some days, Grimtina and | just
sit for hours watching the adventur-
ers get their comeuppance. We
often bet on how long they'll last. |
think you'll find it in the megatrap
section of Traps Lite.

GG: So just between you and me,
what's Liz Danforth really like?

"l guess Rick got a hold of you."

"Yeah, he said you had an idea that
was sharper then a guillotine, and
hotter than a lava pit." He took
another pull on his pint, and shook
his head as if he still wasn't sure
about it or me. "As you may have
guessed, I've come quite a way to
get here." (I guess that could be
safely said of travelling from a par-
allel dimension.) "Show me what
you got!"

Well this was it - the big time. It was
then that I laid it all out for him - a
dungeon such as no one had ever
seen before. No wandering mon-
sters, just the simple elegance of
traps powered - in most cases with-
out magic - but just by water pressure
and delver curiosity. A dungeon that
was not meant to be run as a gauntlet,
but rather as a showcase of the most
diabolical traps that the greatest trap
designing and collective minds could
gather. This would not be a simple
dungeon as much as it would be an
epic showcase for displaying classic
trap design artifice.

He was hooked. In that place and at
that time we mapped out The Dun-
geon of Doom. Not as a true dun-
geon, but as a show place for a bat-
tery of cunning traps from which, in
my mind, designers were meant to
pick and choose to augment their
own delvings.

Little did I realize that as | set about
building this thing, the little Troll
had trapped me too.

Delvers came from far and wide to
"challenge The Dungeon of Doom."
The little fiend had tricked me into
building an unendurable deathtrap,
that no delver could resist!
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GT: Hmm... | would guess much
like venison or elk, but with a
touch of Tabasco sauce and a
hint of sangria. You'd be sur-
prised at the variety of flavors
humanity comes in. It's the other
red meat.

GG: Any thoughts on why your
traps are still so popular in these
modern times of power-gaming,
weird dice, and new-fangled role-
playing games?

GT: Why wouldn't my tomes be
popular? | have invented the
greatest way to end a long, bor-
ing dungeon quest - KILL THE
DELVERS! And with my books,
one can do it so stylishly, so art-
fully, that even the victims
respect their own demise.
Besides, you humans loved the
gladiatorial games of ancient
Rome and even today you watch
mixed martial arts, football and
boxing. My books fit right in with

your savage natures.

GG: What advice would you give
to would-be trap engineers, or is
that a lost art these days?

GT: Don't just kill the delvers, put
a theme or a dramatic flair into
your trap. Make their punishment
be funny, ironic, or appropriate
to their foolish actions. And
always let them think there is a
chance they might be able to
escape (even if there isn't). You'll
have fun watching them scram-
ble to survive.

GG: Is there such a thing as a trap
that's too deadly?

GT: What? Of course not!

GG: Ethical dilemma: Is it better
to kill a player character with a
trap, or to scare them so badly
that they need a change of under-
garments and armor?

GT: "Ethical dilemma?" I've never
experienced such a thing. That's
obviously some human concept.
A trap should be as deadly as you
need it to be.

That said, there's no point wast-
ing more resources than you
need to get rid of a delver. A
good scare near the entrance will
chase off the weak-willed and the
posers. As delvers descend deep-
er into your sacred treasure
chambers, you'll need more
deadly traps to eliminate those
professional thieves who give up
less easily. If you have a well-
equipped dungeon, you can Kkill
or keep out the riff-raff, without
losing your precious valuables.

Enough of this prattle - | have
traps to design and build and you
have my peerless prose to share
with a grateful world. Now GET
OUT, while you still can...

Jim Wampler is the creator of the Marvin the Mage comic and is a game writer, designer, podcaster,
and artist. Jim's art and articles first appeared in Tim Kask's Adventure Gaming magazine and Judges
Guild's Pegasus magazine in the 1980s. In 2006 he formed Mudpuppy Games and published
Metamorphosis Alpha 4th edition, and he wrote and illustrated the GALACTA-3 science fiction
miniatures game. Jim currently co-hosts the "Save or Die!" and "Spellburn" podcasts. He has also
recently contributed cover art and comics to the Knights of the Dinner Table magazine, written a
Metamorphosis Alpha adventure for Goodman Games, and is writing an old school-themed post-
apocalyptic RPG for publication in 2015. He still selects his breakfast cereal by the prize inside.
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GCrimtooth Fan Letters & Trap Submissions

By Steven S. Crompton

B ack in the 1980s, once the first Traps book came out, we started getting fan letters and sub-
missions from game masters who wanted to see their designs in the next book. All the poten-
tially useful submissions were put in a box where Paul O’Connor or Mike Stackpole would go
through them when the time came for the next book. Once a Trap submission had been used,
the letter was taken out of the box to make room for new ones. The Traps box was used until
about 1997, at which point it was put aside and forgotten.

Flash forward to 2014. 1visited Flying Buffalo to discuss the new Traps collection and to see if
[ could find any lost art or unpublished material that might be of use. Rick Loomis soon direct-
ed me to the infamous “Box of Traps.” Here is a picture of it...

Once opened, | found dozens of
traps that had been sent to
Grimtooth over the years. In theory,
none of these had actually been used
in any of the Traps books.

Along with letters from the U.S.,
there were also some from Canada,
England, and Sweden.

The oldest letter in the box was from
1986, the newest one was from 1997.
| went through the traps and | used
some of these to create the new traps
section in the back of this book.

On the next page are some of the
many letters that Grimtooth got....
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(See how this
trap was used in
the New Traps
section starting
on page 421)
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Top: Submitted by Dan
Lambert, this idea included
2 views of the trap along
with the description.

Below: How the final version of this trap
appeared in Traps Lite. One 3/4 view of the trap
showed how it worked, and more detail was
added on how players might defeat it.

(In many cases, submitted traps
were completely redesigned, keeping
only the basic concept.)



The Grimtooth’'s Traps Boardgame?

A Forgotten Concept from the Archives

By Steven S. Crompton

t various times over the years, the idea of a Grimtooth board game or card game have been
discussed. Back in 1990 | wrote down a few ideas and then sketched out a rough of what
the board game playfield might look like, if we did a game.

As you can see from the original sketch, the game was meant to simulate adventurers going
into Grimtooth's Lair in search of treasure. You could explore rooms, avoid traps and get treas-
ure. There would have been several different victory conditions, including who got the most
treasure, died the least times or got out the fastest, but the main requirement was to get all the
way through the dungeon and out the exit.

| also planned to have a deck of cards players would draw each turn, which would contain
treasure, healing potions, weapons, traps, or events that would add more randomness and vari-
ety to each game. Players could even trade their cards if they were on the same space.
However, the cards and the rules were never developed beyond my basic ideas.

To celebrate the release of this massive Traps collection, | have gone ahead and completed
the art for the gameboard based on my original sketch. In this case though, I've made it be
more of a parody of Candyland then the full game that had originally been envisioned.

Who knows? Maybe one day we'll actually take this concept to the next step and create the
full Grimtooth Boardgame. In the meantime, have fun looking over something that never quite
got past the concept stage...

Fold open next page to see the board game!
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Traps Cover art Lost & Found

Grimtooth's

TRAPS

T00

page 20

This lllustration of Grimtooth was
used as the basis for the cover to
Traps Bazaar, the seventh book in
the Traps series and the last one
published by Flying Buffalo.
(See the Grimtooth’s Traps Bazaar
cover in full color on page 28.)

Below: When Traps Too was in its
early design stages back in 1981,
SS Crompton sketched a rough of
the main cover illustration. Jeff Dee
did the final cover art, so this
sketch was not used.
Now inked, here is that “lost”
piece of Traps Too art.



Traps covers
around the
worid

By Steven S. Crompton

hen Flying Buffalo published the first edi-

tion of Traps back in June of 1981, it was
a different time for gamers. Back then, there
were actually very few supplemental books for
RPGs and not really even that many GM
adventures. Even the idea of making a book
one could use for ANY Role-Playing system
was revolutionary. I'm not saying Traps was
the first book for use with any RPG, but it was
one of the first to get widely distributed across
the US and it was of fairly high quality. The
fact that over thirty years after Traps came out
people are still enjoying the same book with
the same art, testifies to that quality. Though
admittedly I've upgraded and added a bit
more art to those original pages, they are still
very much the same as they were in 1981. The
cover to the first Grimtooth’s Traps also has
changed over the years. There are three ver-
sions all of which use the same illustration by
Liz Danforth and myself, but the cover has
evolved into a more colorful, intricate and tex-
tured vision. (As you’ll see on the next page.)

In fact, the very first edition of Grimtooth's
Traps looks quite plain in comparison to the
one most fans are familiar with. As you can
see from the top photo, the first cover was
printed on gray card stock which had a
leatherette finish. Then the illustration and
Traps logo were overprinted in dark blue. It was
meant to look like a secret tome of knowledge
or a wizards spell book. Though it sold very
well, retailers felt like it wasn't "snazzy" enough,
so we redid the cover when it was time to do a
2nd printing. That 1st version was only printed
once, so its a rarity among Traps fans.

The 2nd edition cover is the one most gamers
recognize. It's remained very much the same
over the next twenty-five years and was pub-

Grimtooth's Traps - 1st edition, 1981, "the gray cover"
Original cover with art by Danforth & Crompton..

Grimtooth's Traps - 2nd edition, late 1981, "the blue cover."

This version’s look set the tone for the rest of the books.
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Remastered color cover with enhanced interior art.
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Grimtooth's Traps - 3rd edition, 2011.

Grymkafts Fallor - Swedish edition, 1987.

lished by Flying Buffalo, Blade, Task Force
Games and then back to Flying Buffalo again.
They changed the company logo on the cover
and sometimes the blue ink was a different
shade, but the cover effectively remained the
same. The style and look of the 2nd edition Traps
cover was used on many of the other Catalyst
books, including Citybook, Treasure Vault,
Wilderness Encounters the other Traps books.

In 2011, the printing company that mass-pro-
duced Traps lost the negatives. We had to res-
can all the pages and redo the covers. Since it
cost as much to print the cover full color as it did
in two color, Flying Buffalo decided to upgrade
the cover and bring it up to date in terms of the
look and effects.

It was a great opportunity for me to have a sec-
ond go at a piece of art that | had helped create
when | was still a teenager. Of course, now | had
become quite adept at Programs like Photoshop
and InDesign, which meant | could enhance and
paint the cover in ways I'd never even dreamed
of in my youth. | used the original illustration
and parts of the logo and color scheme, so that
Grimtooth fans would have no doubt which
Traps book this was. The result came out rather
stunning (as far as | was concerned). In the next
few years | redid the covers for Traps Too, Traps
Fore, Traps Ate, and Traps Lite. Traps Bazaar
and Dungeon of Doom will be next.

But the original U.S. covers of the first
Grimtooth's Traps book aren't the only ones.
There are Swedish, French, and German lan-
guage editions of Grimtooth's Traps (Several ver-
sions in some cases). As you can see from the
photos, some of them take the classic Traps
cover and alter it, using different colors and
replacing the English text with matching text in
their own language. In most cases they did the
same thing with the interiors of the book as well,
keeping the look and my art that was used in the
original. (Pieges de Grimtooth [French,1984]
and Grimmzahans Fallen [German, 1985] are
good examples.)

Grymkafts Fallor (Swedish, 1987) and
Grimzahns Fallen (German 1996) are some-



where in between a recreation of the American
version of Grimtooth's Traps and a new remade
version. Grymkafts uses the same design from
the original art, only redrawn by one of their
artists, while the 1996 Grimzahns takes the same
concept for the original cover and redraws is
from an entirely different viewpoint. Both books
used my original art from Traps inside, but laid
them out in different ways and in some cases
added additional art from other Traps books or
even by other artists. The German edition of
Traps apparently sold rather well, and they have
since translated and published at least three more
of the Traps books since 1996. Les Pieges de
Grimtooth (French, 2014) uses new art on the
cover and inside, making it quite different from
the original Traps. There is also an Italian edition
of Traps, but we haven’t seen a copy of that yet.

Needless to say, its very gratifying to know that a
seemingly obscure book that the team at Flying
Buffalo put together in 1981 would have so
much long-term staying power. | was very lucky
to get to be the main illustrator of this series and
to be one of the contributors and creators of
some of the Grimtooth legacy. To know that it is
not only enjoyed in English but in other lan-
guages as well, is one of the greatest compli-
ments one could ask for.

(See the Traps Cover gallery on the following
pages to see all the varient covers and many of
the foreign editions.)

Steven S. Crompton was the lead artist for the Traps
books series and has created hundreds of diagrams,
comics, maps and illustrations for the series from 1981
up to this very day (2014). He also contributed many
traps for the books and created a world for Grimtooth,
filled with massive secret underground vaults, a booby-
trapped castle, and various other characters in the series
including Grimtina, Grimbuck and Spike the Grimdog.

Steven is also known for his work on the Nuclear War
Card Games, Tunnels & Trolls, and has done art for
Traveller, Space Opera, Lost Worlds, and many other
games, comics and books. www.stevecrompton.com

Pieges de Grimtooth - French edition, 1984.

Les Pieges de Grimtooth - New French edition, 2014.
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Grimtooth’s Traps Cover Gallery

G rimtooth’s Traps and its sequels have been a
part of the RPG scene since 1981. During
that time, there have been a several versions and
changes to the covers of many of these books.

So far, there have been seven different Traps
books published by Flying Buffalo, a Wusrt of
Grimtooth (published by Necromancer Games)
and of course this massive Goodman Games
collection of the first five books you are now
holding in your hands.

There are also foreign language editions pub-
lished in Swedish, German, French and ltalian
(and perhaps a couple we don’t even know
about). Here for the first time ever is a cover
gallery of virtually all the major US and foreign
edition covers for Traps, Traps Too, Traps Fore,
Traps Ate, Traps Lite, Grimtooth’s Dungeon of
Doom, and Traps Bazaar.

Fallen Zwoooh! (Traps Too) - German st edition, 1986.
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Grimtooth's Traps Too - 1st edition, 1982. Cover by Jeff Dee.

Traps Too 3nd edition, 2006. Remastered color cover
with 7 page comic story & Traps puzzles.



Above: Grimmzahns Fallen Il (Traps Too)
German 2nd edition, 1996.
Cover by Roland Wolf.

These books used the original interior art from
the U.S. books, but had additional art and graphic
elements added to the interior pages.

New art was used for the covers, but if you
look closely, you can see that the new covers
are directly inspired by the original U.S.
cover illustrations.

Top: Grimmzahns Fallen (Traps)
German 1st edition, 1985.

Bottom: Grimmzahns Fallen (Traps)
Cerman 2nd edition, 1996.
Cover by Roland Wolf.
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Grimmzahns Fallen Ge4 Teilt (Traps Ate) - German edition, 2010. Painting by Horst Laber.
This German color painting of Grimtooth gives him the appearance of an orc rather than a troll.
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Above: Grimtooth's Traps Fore - 1st edition,
1986. Oiriginal cover with art by Crompton
(a second edition of this book with a slightly
different cover, re-typeset pages and additional
art by SS Crompton was published in 1990).

Right: Grimtooth's Traps Fore 3rd edition -

2011. Remastered color cover, plus some
additional interior art.

Above: Grimtooth's Traps Ate - 1st edition, 1989.
Original cover with art by Crompton.
Right: Grimtooth's Traps Ate - 2nd edition, 2012.
Remastered color cover, plus some additional interior art.
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Grimtooth's Traps Lite - 1st Edition, 1991. Grimtooth's Traps Lite - 2nd edition, 2015.
Original cover with art by Crompton. Remastered color cover.
Grimtooth's Dungeon of Doom - 1st Edition, 1992. Grimtooth's Traps Bazaar - 1st Edition, 1994.
Original cover with art by Crompton. Original cover with art by Crompton.
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Grimtooth’s 250,000 Traps?

By Steven S. Crompton

F ew records were kept over the years as to how many copies of the various Traps books were printed. It
almost goes without saying that the first Traps book has the most copies in print, but determining that
number, will be no easy task. Not only did Flying Buffalo not keep accurate records as to when (and how
many) books were reprinted, but from 1986 to 1992, the Traps books were licensed to Task Force Games,
and they aren't even in business anymore. An accurate assessment of how many Traps books are in print
will need some deductive reasoning along with a large collection of Traps books and their variant editions.

However, with a little research, | was able to find out when all the books and most of the variant printings
came out. As the graphic designer that put most of these books together, | had that information on hand,
so | just had to search through all the Traps books in my collection. | also took some educated guesses at
the number of books printed after discussions with Rick Loomis, owner and publisher at Flying Buffalo.

One way to determine a baseline of copies printed is to add up the number of variant covers there are
for each book. In general the average print run was 3000 copies. But in almost all cases, the books were
reprinted multiple times, with no way to determine how many times the books were reprinted. So at the
very least, one can multiply the number of variant covers times 3000 to get some minimal number of
copies that were printed.

Just to make this clear, what | am calling a cover variant means that something on the cover was changed
before it was printed again (i.e. I'm not talking about printing errors). In most cases this was the addition
or subtraction of a publisher logo to the cover. There are also differences in the cover finish; some were
coated with varnish, and others have a UV super glossy finish. Each of these changes indicates the book
is from a different print run. Other changes are indicated in the notes below.

TITLE YEAR VARIANT INFO No. PRINTED
Grimtooth's Traps At least 7 variants
1st edition 1981 Gray texture cover 3000
2nd variant 1982 Dark blue glossy cover (FB Inc.)

(This edition had 2 printings) 8000 - 10000
3rd variant 1983 FB Inc. logo replaced with Blade

(How many printings is unknown) 3000 - 9000
4th variant 1986 Task Force Games logo added

(How many printings is unknown) 3000 - 12,000
5th variant 1988 Task Force, saddle-stitched book,

lighter Blue cover

(How many printings is unknown) 3000 - 6000
6th variant 1992 FB Inc. logo returns, cover has

UV glossy coating

(How many printings is unknown) 6000 - 50,000
Remastered
Edition 2011 New cover, more art, additional pages

(Print on demand) 1000

Total estimated copies of the Tst Traps book in print, range from 50,000 to 150,000.

Grimtooth's Traps Too At least 5 variants
1st edition 1982 1st use of Blade logo on a Traps book
(How many printings is unknown) 5000 - 30,000
2nd variant 1986 Task Force Games logo added 3000 - 9000
(How many printings is unknown)
3rd variant 1988 Task Force, saddle-stitched book
(How many printings is unknown) 3000 - 6000
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4th variant 1992 FB Inc. logo returns, cover has
UV glossy coating
(How many printings is unknown) 6000 - 40,000
Remastered
Edition 2005 New cover, more art, additional pages 1000
Also includes Fudge stats and comic
Total estimated copies of Traps Too in print, range from 40,000 to 130,000.

Grimtooth's Traps Fore At least 3 variants

1st edition 1986 Task Force Games logo on cover. 3000 - 9000
(How many printings is unknown)

2nd variant 1990 FB Inc. logo returns, cover has UV coating.

Interior pages redone, new art by

SS Crompton added.

(How many printings is unknown) 6000 - 25,000
Remastered
Edition 2013 New cover, more art, additional pages 1000

Total estimated copies of Traps Fore in print, range from 30,000 to 90,000.

Grimtooth's Traps Ate At least 3 variants
1st edition 1989 Task Force Games logo on cover. 3000 - 9000
(How many printings is unknown)
2nd variant 1992 FB Inc. logo returns,
cover has UV glossy coating
(How many printings is unknown) 6000 - 30,000
Remastered
Edition 2013 New cover, more art, additional pages 1000

Total estimated copies of the 1st Traps book in print, range from 30,000 to 80,000.

Grimtooth's Traps Lite

1st edition 1992 FB Inc. logo, cover has UV glossy coating

(How many printings is unknown) 3000 - 30,000
Remastered
Edition 2015 New cover, more art, additional pages 1000

Total estimated copies of Traps Fore in print, range from 25,000 to 70,000.

Grimtooth's Dungeon of Doom

1st edition 1992 FB Inc. logo, cover has UV glossy coating
(How many printings is unknown) 3000 - 20,000
This book is currently out of print.

Total estimated copies of Dungeon of Doom in print, range from 5,000 to 30,000.

Grimtooth's Traps Bazaar

1st edition 1996 FB Inc. logo, cover has UV glossy coating
(How many printings is unknown) 3000 - 15,000
This book is currently out of print.

Total estimated copies of Traps Bazaar in print, range from 6,000 to 25,000.

Adding all the totals up, we can say that there were somewhere between 160,000 and 595,000
copies of all the various Traps books in print (not counting any foreign editions). Realistically
though, if | had to pick a number, I'd probably say around 250,000 is a good compromise. That's
assuming I've accounted for all the variant covers. Maybe some of you collectors out there know
of some variant covers | missed? If so, be sure to let me know at sscrompton@cox.net

One question is for collectors: What is a 1st edition, 1981, gray-cover Traps book worth?
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Yeah, this page is blank bub.

Move on...
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N\ O game-master’'s aid for ~
all role-playing systems

a compendium of catastrophic traps
sinister snares, engines of evil, and deadly devices
with passing comments made on a folio of fearful fates
in all, one hundred and one ways to influence
adventurers, delvers, tunnellers, and all player characters . . .

edited by Paul Ryan O’Connor

illustrated by Steven S. Crompton

produced by Flylng Buffalo Inc.
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The traps in this bookiet are designed for game
purposes only. Actual construction of these traps
might prove harmful, and such construction is
strongly discouraged.

Copyright © 1981 Flying Buffalo Inc.
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A Word From Grimtooth

Greetings, and welcome to my book of Traps.
Assembled herein are one hundred and one of my
favorite traps, gathered from the four corners of the
earth, and presented for your approval. These traps are
the work of a host of distinguished contributors — each a
dungeonmaster extraordinaire. In short, | feel that you'll
find this to be the most entertaining collection of traps
you've ever laid eyes on.

)
Besides, if you don't like my book, I'll rip your lungs out.

| have organized this volume of traps into easy-to-distinguish chapters. This will better
facilitate inserting them into your own pits and tunnels. With each trap, I've provided
only the basic mechanics — it's up to you to fill in the blanks as to how much damage
or what level saving roll seems appropriate for each device. (Hence the generous
“Notes” column I've provided on each page. Pencil in your reactions there.)

To give you a general gauge by which to determine approximately how destructive a
trap is, I've assigned to each trap a “Deadliness Rating”: a series of skulls printed near
the trap in question. The more skulls you see, the deadlier the trap. You will find that
the traps in this book will range from causing broken fingers and wounded egos to
forcing almost certain death.

Also note that you can increase or decrease the “punch” of a given trap by simply
altering its consequences. This will, of course, depend entirely upon your mood and
circumstances. By filling a pit with an obnoxious-smelling green dye instead of boiling
oil, you have essentially altered the entire trap — yet the delivery system remains the
same. With a modicum of monkeying around, you should be able to make any of the
traps in this book leap through hoops for the edification and bemusement of delvers
who journey through your dungeons.

Then again, my traps are perfect as is. You'd have to be some sort of pinhead to want
to change them.

Thus, without further ado, | hereby present my book of traps. Enjoy it or die, mortal.
— Grimtooth

-
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And Now, A Word From The Editor

Editing Grimtooth has been an experience in the pleasure of pain. Before seeing
Grimtooth’s manuscript, | would have never believed that there are so many ways to
ensnare, humiliate, redirect or otherwise destroy your average dungeon-delving slob.
But ways there are indeed, and their number is uncountable.

Uncountable because this book really only scratches the surface. For every trap
printed in this book, there were two that were left out. For every trap that appears
here | could develop at least five variations, each of which could be called a different
trap in and of itself. Each variation spawns a series of sub-variations, and so on.

I've tried to present Grimtooth’s best stuff here. Indeed, my job as that learned troll’s
editor was really one of organization more than anything else. Most of the creative (or
destructive) work had already been done by Grimtooth and his contributors long
before the manuscript for TRAPS ever reached my desk. Still, many of the traps
presented in this book have seen substantial change and reworking since they were
originally submitted. | apologize in advance for any displeasure this may cause to the
original contributors, but | assure you that any changes made were ones necessary to
preserve the overall format of the book. Besides, most of the changes were made by
Grimtooth, and | refuse to be held accountable for his decisions.

In any event, I've always felt that the best editorial forwards were those that ended
quickly, so I hereby pass you on to the bulk of the book before you. | can only hope
that reading this book of traps will give you as much pleasure as it did me. Enjoy.

~ Paul Ryan O’Connor

Y
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Room Traps

The room trap is probably the most feared type of dungeon doom
device. It is the main event, the central attraction, the carefully-planned
and patterned engine of destruction geared solely towards tne
destruction of those who venture within. No mere hallway nuisance or
dangerous treasure are these — room traps are thoroughbred delivery
systems of dismay, designed only to kill.

By their nature, room traps are often the most contrived and detailed
of traps. They are also often the most fun to employ. Delvers, too, seem
to enjoy room traps far more than any other variety — such traps often
present “puzzle boxes” for the characters to strain their infinitesimal brains
over, while you move in to smash them with a club. A good time is thus
guaranteed for all.
Use these traps carefully. An overabundance of room traps can slow
your pacing to a crawl, and will disrupt the characters’ interest in
continuing the adventure. When used correctly, however, room traps can
provide the finest of challenges.
collection
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Room Traps
— NOTES —
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To begin this chapter, | present the Infamous Wheel Trap, designed by
Paul O’Connor. You can put this trap just about anywhere you have a lot of
room, although it works best when it is sprung upon a large number of delvers
all at once — such as at a dungeon entrance.

The trap design is rather complex. The delvers walk through a door to find
that they are standing at the base of a long ramp. The incline slopes up away
from them and ends in a wall with a door in it. A 5’ trench is dug down the direct
center of the incline, and runs from the base of the slope to disappear beneath
the door. The ceiling over the main-corridor part of this trap is quite high.

To the right and left of the delvers, as they stand at the base of the incline,
are two small, featureless rooms. Entrance to these rooms is blocked by several
rows of sealed barrels, arranged so as to stand partially into the main corridor.
Upon inspection, these barrels will prove to be filled with a liquid of some sort
(determined by the sloshing sound when they are nudged) — but the containers
will also prove to be both unopenable and completely immobile. Delvers will
find that with a bit of effort they can scurry over the tops of these barrels and
into the rooms beyond.

Top View

L Ll L Ll A

Infamous Wheel Trap
(cut-away view)

The trap is activated when a member of the party actively starts up the slope.
At this time, a steel curtain will slide down from the ceiling to block the
doorway through which the delvers entered. At the same moment, the large
wall up the corridor will drop into the floor, revealing a large, black, corridor-
sized wheel. No longer restrained, the wheel begins to roll down the slope,
towards the party, at an amazing speed!

The wheel reeks of strong anti-magic, and is indestructible. Thus, the party’s
options for evasion are limited to the less destructive methods. They can
scramble over the barrels into the small rooms before the wheel reaches them;
or they may attempt to leap into the trench running up the corridor, hunker
down, and allow the wheel to pass by them overhead.

The methods you employ to determine whether or.not a character escapes
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the wheel will vary, of course, but | suggest you make the required rolls tougher
and tougher as each character completes his or her evasive maneuvers. This will
ensure that those who think and act fastest will have the greatest chance of
survival. If you choose to be especially fiendish, you might rule that if a character
fails to clear the barrels or make the trench, he or she blocks off the characters
behind from attempting that path . . .

The fun is just beginning. The large wheel will pass over the characters in the
trench (unless theyre giants, or something equally absurd) — but those
characters will be horrified to see that there’s a second wheel, every bit as
deadly as the first, rolling down the trench just a few feet behind the first wheel.
The only way to escape the wheel is to leap back out of the trench — something
that should prove considerably tougher than simply jumping in.

The characters that escaped the wheel(s) by rushing into the side rooms
aren't out of the woods yet, either. The barrels of liquid mentioned before are
intended as crash-cushions to prevent the wheel from doing horrible, tell-tale
damage to the back wall of the room. These barrels will collapse scientifically,
slowing the wheel just enough so it will still crush any character caught behind
it, but won't do any major structural damage. The barrels, however, aren't filled
with water or foam — they've been filled with a burning, corrosive acid!

The acid will spray into the side rooms, almost certainly covering the
characters standing within. Armor will provide a certain amount of protection,
but only at the expense of its future effectiveness — this acid is corrosive!

Cetting the characters back into the flow of the dungeon after the destruction
has ceased might prove a bit of a problem. You could design the room so that the
splashing acid burned away the top layer of plaster within the small rooms,
revealing a number of secret doors. Or, you might place a door at the top of the
incline, beyond where the wheels were originally located. Suit yourself.

Another trap that hurls lethal objects at the unsuspecting party is the
Roman Amphitheatre Trap, designed by Betty Kopf. This trap is a rather
obvious one, but it's great for visual effects, and it will almost certainly be
triggered due to the treasure it offers.

The amphitheatre itself is dominated by a crouching statue that bears a huge

Roman Amphitheatre Trap

(cut-away view)

Room Traps
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golden globe upon its shoulders. The globe is roughly 5" in diameter, weighs in
the neighborhood of 5 tons, and is worth approximately 50,000 g.p.

The amphitheatre’s floor is actually an enormous, finely-balanced lever.
Whenever a weight is set upon the floor (such as a dungeon party), the lever will
shift, causing the pole within the main amphitheatre structure to rise and
dislodge the golden sphere. The ball will bounce down the steps and into the
midst of the party.

The globe itself makes quite a prize, but getting it out of the dungeon will
prove a problem. Reducing the globe
to a more manageable size would ruin
the quality of the sphere, and would
drastically reduce its value.

llusions, a fatally subtle room
trap, was designed by Pat Mueller.
The trap presents the delvers with a

- room, the center of which is occupied
by a spike-filled pit. The only way
around the pit appears to be
walkways to either side of the spikes.
(See Figure A))

The visible pit is an illusion. Also an
illusion is the section of roof above the
walkways, which in reality is covered
with rows of spikes not unlike those in
the pit. (See Figure B.)

The safe way through this room is
to walk across the “pit”. Using the
walkways will cause the springs
beneath the floor to slam those
sections against the ceiling. Ouch.

Swar,

Fig. B {trap as it truly is)

Not content with his “Infamous Wheel Trap” design, Paul O’Connor has
developed two more room traps. Both are absurdly complex, and go to great
lengths to dispose of characters in incredibly bizarre ways. Every now and then,
when confronted with the fiendish workings of his mind, | begin to suspect that
Mr. O’Connor is a distant relative of mine . . .

For example, consider the Slider Spiker trap, which | might have designed
myself! The trap takes the form of a room with a staircase in it. This staircase
runs up about thirty feet and ends in a door. The only other features noticeable
in the room are a hole in the ceiling and, directly beneath it, a thin parchment
target which conceals a long, sinister steel spike.

When a person climbs the stairs and touches the door, the steps of the stairs
fold down, and the stairway converts into a slide. Unless the delver can
somehow stop himself, he'll slide down the length of the stair to vanish into a
hidden trap door at its base. The trap door will snap shut, and the character’s
screams will be heard receding into the depths . . .

page
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.. . until they’re heard again from the ceiling. At the bottom of the trap door
pit is a teleporter pad, which transports anything that hits it to the hole in the
ceiling above the target. The character in question thus falls through the floor,
then completes his journey by falling out of the ceiling, through the target, and
onto the spike.

A usually fatal trap. Also, an incredibly confusing one.

Slider Spiker

cut-away view

top view

An even stranger room trap from Paul is the Lobster Trap, designed for
characters who have been captured and rendered unconscious elsewhere in the
dungeon. When those characters come to, they find themselves in a rather
precarious position.

The delvers are being held captive in a cage suspended fifty feet above the
sandy floor of a large, circular room. Hungry rock lobsters prowl the room,
menacingly clacking their claws in anticipation of the feast to come. The cage
itself hangs by a chain from a winch. The winch is fixed into a track that runs
across the room’s ceiling to terminate in a blank wall some distance away.

The cage itself has two trap doors, both easily visible and unlocked. The trap
door above opens onto the roof of the cage. Characters may move freely about
on the cage roof, where they’'ll note that the winch device is equipped with two
ring-like handholds.

There is more to this situation than meets the eye. First, the cage projects an
undetectable invisible-wall spell from the cage’s bottom all the way to the floor.
This will allow the characters to climb down the rope ladder safely, as the
lobsters cannot breach the wall — but don't tell the delvers that! Second, the
wall section in which the ceiling track terminates is, in reality, a thin section of
painted parchment — the track continues straight on through. Finally, a hidden
hollow in the floor below the cage’s original position contains a treasure chest
and an unmarked lever set into the ground.

Room Traps
~ NOTES —
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The lobsters are tough, and direct combat with them would probably end in
disaster for the characters — they're intentionally set up as an unbeatable
menace, and the characters awoke in the cage completely unarmed! Their
possessions are held in a small room beyond the only door out of this complex.

The delvers cannot simply kill the lobsters to escape. A single character must
crawl on top of the cage and pull on the handhold rings with all his might. This
will drain from the character some predetermined amount of strength, causing
the cage to slide along the track in the ceiling and then drop. If the character is
strong enough to fulfill the winch’s requirements, then the cage will move
through the false wall section to fall into the bed of feathers beyond. If the
character in question lacks the required strength, then the cage will move a
considerably shorter distance before falling — this time down to the lobsters
below. Too bad.

Should the characters be fearless, and decide to climb down the rope ladder,
they will almost certainly notice that the lobsters keep a respectable distance
from the shield, and will probably thus learn of its existence. Any character who
reaches the floor of the room will probably find the secret hollow.

The hollow contains a chest full of treasure — plentiful or poor, depending
on the GM’s whim. Beside the chest is a lever, the function of which is
indiscernible.

Levers lead to doom for dungeon delvers. Pulling the lever immediately,
irrevocably, cancels the invisible-wall spell projected by the cage. The lobsters,
being sensitive to such things, will rush in greedily for the kill.

As previously noted, the characters’ possessions await them in the room just
off the chamber full of feathers. If you feel really mean, booby-trap them.

Lobster Trap
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(cut-away view)
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The Deluxe Centerpost by Rick Loomis is a much simpler trap. In the
center of a simple square room, a single, indestructible deluxe magic staff is
wedged betwixt floor and ceiling. The staff, a coveted prize, supports the
ceiling: a free-standing 10,000-Ib. block of granite. Aside from this handicap, the
staff is free for the taking.

The Dastardly Lava Room, by Scot Rhoads, is another elegantly simple
trap. Delvers encounter it when they enter a standard dungeon room that
contains several mounds of glowing (and imperceptibly growing) lava. Regular
exits through standard doors are easily accessible from any point in the room.

A medium-sized tunnel leads from this room; at the end of this tunnel the
delvers can clearly see a sign. Exactly what the sign says, however, is
indistinguishable.

A character who journeys down the tunnel to see what the sign says will be
greeted with the inscription, “You Blew It”. When the character turns around,
he'll see that the lava mounds have moved behind him to block the tunnel
entrance, leaving him hopelessly trapped.

The devious dwarvish mind of Todd Diesen was responsible for the
Hoovermatic Trap, which takes great pains to prove the effects of a partial
vacuum upon dungeon delvers.

The delvers enter this room through its only door, which will slide noiselessly
shut and lock behind them once the last party member is inside the room. The
door fits flush into the wall and will be very difficult to rediscover.

The room itself is lit by a strobe light. The floor is 3’ deep in gold coins. The
walls are made of black basalt, smooth and featureless; the ceiling is difficult to
see, due to the lighting.

As the delvers greedily pack up the riches, the ceiling will begin to pull away
from the floor. This causes the room pressure to change, making the air
incredibly thin. After six to eight minutes of this treatment, characters will
probably begin to faint.

After ten minutes, the air will be thin enough to kill the unconscious
characters. Sputtering torches or lamps, the fainting of small animals the delvers
might have brought along, a feeling of pressure in the ears, or the fact that
characters are dropping dead right and left will probably tip off the characters.
Those who fall unconscious under these conditions will bleed from the nose.

If the trapped characters realize what’s going on, they would be well advised
to search for the door they entered through. If they appeal to the Gods for
something to breathe, feel free to fill the room with poison gas . . .

Mike Stackpole has developed a room trap he calls The Bigger They Are.
Once again in his infinite generosity Mike has subjected delvers to another form
of cliche doom.

Delvers encounter the trap when they enter a large natural cavern. The
entrance is quickly sealed behind them — by door, falling rocks, or what-have-you.

Room Traps
~ NOTES —
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At the same time, the room begins to
fill with water.

Somewhere near the ceiling, over-
hanging a ledge, is a large rock doing a
credible imitation of a piton. Some
smart delver will probably try to loop a
rope around this rock so as to climb to
safety — especially if you introduce
sharks or similar nasties into the water.

The rock, however, is delicately
balanced in place. Any sort of tugging
upon it will cause the rock to drop —
usually onto the heads of the party
trying to rope it. In any event, the rock
will fall — and the bigger it is, the harder
the fall.

This watery room trap, submitted
by Brandon Corey, is jokingly titled,
Isit the Piccolo, or Is it Memorex?

It provides several levels of danger with

an interesting visual effect thrown in for free.

The trap takes the form of a glassy-walled room, obviously located deep
within some body of water. Large and ponderous sea creatures float by in the
murky gloom visible beyond the glass. The effect is breathtaking.

Within the room, set upon an elaborate pedestal, is a beautiful bejewelled
piccolo. Guarding this treasure, however, is a shambling shoggoth, as described
in the works of H.P. Lovecraft.

When confronted with this situation, most characters will attempt to play the
piccolo, and thus exploit the shoggoth’s well-known weakness for the sounds of
the same. Sure enough, the shoggoth will lurch into a ponderous dance; the
shriller and higher the note from the piccolo, the less dangerous the shoggoth
will be.

The real trap here, however, is the fact that the glass walls of this room are
sensitive to certain pitches which an unlucky piccolo player might very well
sound while entertaining the shoggoth. When such a pitch is played, the glass
walls will shatter, admitting several tons of seawater into the room . . .

A truly absurd room trap is The One That Got Away, by Michael Austin.
This trap goes to such incredible lengths to be silly that | really had no choice
but to include it here.

The room is formed from natural rock, complete with an array of menacing
stalactites hanging from the ceiling. Most of the floor area is covered by a
freshwater lake. Set out some distance onto this lake is a pier of sorts, upon

page
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which stands a fisherman’s chair, complete with pole. The water below is
patrolled by numerous hungry — and deadly — fish. There is already some
tension on the fishing line, which disappears into the water below.

The chair is set upon a spring-loaded shaft; the spring will release when the
fishing line becomes taut. Thus, when a character seats himself upon the chair
and begins to reel in the line, the trap.is (quite literally) “sprung”.

The chair is thus hurled high, sending the character flying. If the character
releases his grip on the fishing pole, his trajectory will intersect with one of the
ceiling’s stalactites with a resounding splat. If the character hangs onto the pole
for dear life, he'll easily clear the ceiling — and land upon a hidden reef located
just inches beneath the surface of the water.
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Michael Austin has developed a pair of strange room traps. Each is designed
to deal with unnecessarily violent and/or greedy characters.

The Atlas Affair is a room filled with exquisite Greek statues. Each statue
is mounted upon a turntable that slowly spins to show the statue from a variety
of angles. To enhance the beauty of the statues — and thus ensure the delvers
doom — a valuable gem has been set into the base of each figure.

Each statue is protected by a cylindrical magical barrier that runs from floor
to ceiling. In addition to protecting the statue, the cylinders also serve to hold
up the roof. Thus, if the delvers choose to loot the room by dispelling the
magical cylinders, they will end up bringing the roof down upon their heads,
with the appropriate effects.

Room Traps
— NOTES -
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Room Traps The Bridge At Rue Vincent is Michael's second strange room trap. The trap is
_ NOTES — a room filled to a depth of ten feet with boiling wax. A narrow wooden bridge
lacking guardrails and the usual safety items crosses the wax. The air is laden with
EIEIEIE] vapors from the boiling wax below; the wax has splashed up upon the bridge,
making it quite slippery. Guarding the bridge is a magical statue of living flint.
The characters should be able to smell the wax in the air, and feel it on the
bridge and on their armor. A fall into the wax below is quite likely to be fatal — if
the fall doesn’t kill the character outright, being suffocated in boiling wax
probably will.

The flint statue is the crux of this trap. If the statue is attacked with steel
weapons, the flint should send up a shower of sparks. With a bit of luck, the wax
vapor will ignite, setting fire to the bridge — and probably to a number of the
characters as well.

T oo

i

Editor’s Note: For years, this Trap has remained on a mostly blank page.

It was supposed to have an illustration with it, which was lost shortly before
the orginal edition of this book was sent to the printer. Years later, the missing
illo was found at the back of a desk during a move. So now after 30 years,
this trap finally is reunited with its illustration!
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Corridor Traps

A long, dark, damp dungeon corridor is probably the most common
setting for a trap. Ceilings can fall in, walls can drop down, arrows can fly
from hidden ports — a corridor is really one of the most dangerous places
to be within a dungeon, despite its usually innocent appearance.

One of the main reasons traps work so well in corridors is the fact that,
due to the tunnel’s dimensions, you have a fairly good idea where the
party will be walking, and can thus plan your horrible devices with a high
degree of directional accuracy. Where else can you expect your victims to
line up in a neat little row like a sequence of pop-up targets?

The traps in this chapter are intended to be used primarily within
corridors and stairwells, but with a little modification you could just as
easily work them into standard rooms or treasure chambers. Some of
these traps will serve well to forcefully change the delvers’ line of
advance; others will ensnare; others will merely kill. But all of them will
ensure that the delvers in your dungeon proceed down the tunnels with
the utmost caution.

No running in the halls!
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The Slippery Pit

(overhead view)

Detours

Another common type of corridor trap is the detour device, which forces the
party off their line of advance and on to some alternate pathway against their
will. These traps can be especially useful in dungeons where the floorplan
allows the characters to wander around aimlessly while avoiding the provided
encounters. Traps such as these insure that the party will “get involved” —
whether they want to or not.

RIRIB] A typical example of this trap, Which Way to the Front?, was provided
by Paul O’Connor. Using a simple set of sliding walls (triggered by either a

pressure plate

pressure plate or a trip wire), this
trap swiftly changes a bare stretch of
corridor into a room. Such a room
can be occupied by almost anything,
but if you should choose to place a
monster inside, remember that
there’s an excellent chance the party
could be caught flatfooted by the
sudden situation change, with
potentially fatal consequences. After
the party has dealt with the room

situation, they are allowed to leave through the door — along a different path

collection than the one they wished.
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A rather violent method of sending delvers to lower dungeon levels against Corridor Traps:
their will was designed by Jason Lujan. The Chute and Hammer Trap activates Detours
when the party walks past the pivot point on a plate hidden in the floor. The plate ~ NOTES -
will then tilt down at a 45° angle, dumping almost anyone standing upon it into the
aluminum chute below. This chute is very narrow; positioned within it is a hammer RIRI®
designed to strike characters in the forehead with considerable velocity as they
slide by. The smaller kindreds might be able to avoid being bashed, but human-
sized characters are in for a whopper of a headache.

To make this trap even more deadly than it already is, you could make the
chute narrower — ensuring that the characters will fall flat. Then, turn the
hammer around so the claw end faces up the chute — this will catch a character
under the jaw if he’s falling feet-first on his back, or at the base of his skull if he’s
skidding down on his face. If anyone should survive this treatment, they're free
to continue their journey through the lower levels.

Chute and Hammer Trap

HEADACHE
ANYONE?

Stefan Jones has developed an even more elaborate means of sending
dungeon parties plummeting towards the lower levels against their will.
orfile’s Slide of Delver DUmPpInNg is set up in a side tunnel, off the main  EJEENEY
corridor, and can be located on almost any dungeon level but the deepest.

In its normal state, the slide appears to be a standard side corridor, leading
from the main route at a slight incline and ending in a door. When this door is
opened, gallons of eel oil (or some other suitable substance) are released. The
oil splashes down the length of the corridor, coating the ceiling, floors, and
walls, rendering them nearly frictionless.

At the same time, a large spring concealed beneath the corridor uncoils,
lifting the entire tunnel upwards at a sickening angle. Delvers thus find
themselves skidding down the length of the corridor at a dismaying speed.
The delvers aren’t out of the woods yet. A trap door located in the main
corridor snaps open when the spring uncoils, forming an expressway to the collection
pg 59
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Corridor Traps:
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— NOTES —

top view I ‘

side view

lower dungeon levels. Characters might have a chance to save themselves by
grabbing at the rim of the main corridor as they shoot by — but the effectiveness
of this move is left to the GM’s discretion. Remember to account for the possible
actions of any characters who might be standing in the main corridor, out of
harm’s way, when all this happens.

Dungeon monsters with a sense of neatness can reset this trap by using the
hand winch provided. However, | doubt the characters caught by the trap will even
notice this bit of consistency, as this ride usually proves to be a one-way journey.

P J. Walker developed the Mapper Maddener, a corridor detour trap designed
to give mappers fits. The trap is located in a corridor intersection, and is composed of
a number of sliding wall sections. The sections are designed to rearrange themselves
into various positions, altering the basic shape of the intersection into a “T”, a straight
section, or even a corridor or dead end. Each time the characters pass by, the
configuration will be different, playing hob with any maps the party may be making.
Of course, the trap will only change the intersection when the delvers are out of
seeing or hearing range, thus assuring their confusion.

Mapper Maddener

j = pressure plates

% = wall section positions
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Murderers

While some corridor traps may simply slow or re-route a party, others are
not so kind. Many are designed only to kill anything that enters them. Such
death usually comes swiftly; delvers have little chance to avoid a gruesome fate.
Included in this section are a number of traps involving stairs — for some reason,
a stairwell seems a natural place to put any number of fatal devices.

The inherent danger presented by a flight of stairs is well illustrated in a pair
of traps from John R. Greer. The first of these, the Pllum Pacifier, is

particularly ruthless.

The trap is activated when the
lead character in the party steps
upon a pressure plate concealed
within the trigger step, causing
three pilums to spring forth from
the stairs to a distance of eight to
ten feet. The pilums will strike
three specific areas: three or four
feet above the trigger step, an
equal distance above the step
below the trigger step, and about
four feet above the step below
that. Thus, if a pilum doesn't strike
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the lead delver, it may still hit the character who stands next in line. The GM
should determine the extent of any damage done to the characters on the stairs,
and should take into account exactly where the delver was hit. The construction
of this trap, combined with the wildly varying heights of dungeon delvers,
makes it possible for a character to be struck anywhere by a pilum.

Another of John'’s traps also takes its toll upon parties who venture up a flight

of stairs. Called FOlly Flight, this
trap utilizes a deceptively simple
construction to devastating effect.

The section of stair that
comprises the trap perfectly
matches the rest — but is in reality
a carefully-balanced ploy. If
enough weight is placed on these
stairs uphill of the fulcrum, the
entire device will swing
downward, dumping the party to
whatever unkind fate the GM has
waiting below.

Exactly when this trap is
triggered is a matter of logic and

Corridor Traps:
Murderers

— NOTES —

R RP

RIR|P
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Corridor Traps:
Murderers

— NOTES —

discretion. If a single character navigates the stair, he might feel a shifting
beneath him as a forewarning when he crossed the fulcrum. Depending on his
speed, he might actually recover in time to retreat back over the pivot point. If

the character was running, the chances of his doing this are very slim.

If an entire party moves along the stair, the weight won't begin to shift until
the bulk of the procession has crossed the pivot point. How radical the shift of
weight is will determine the speed with which the stairs drop away.

Note that the stairs are supported only at their downstairs end. Thus, a character
who sets foot upon the trap from upstairs would instantly trigger this device.

RRIR)

An especially fiendish corridor trap, the See-Saw Corridor by John T.T.

Longenbaugh, could prove to be the death of even the toughest characters.

Figure A. a seemingly straight corridor . . .
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The trap works best in unlit
corridors, to conceal the spikes
that will eventually lead to the
delvers’ doom. The trap is
similar to “Folly Flight” in that a
significant amount of weight
must move past the pivot point
to trigger it, but the
consequences are a bit more
sinister. In a matter of seconds,
the corridor that had provided
safe passage becomes a deadly
drop-shaft! The specifics of the
damage caused by this trap are,
of course, left to the Game
Master, but the compounded
menace of a long fall and
impalement will probably do
most characters in.

Paul O’Connor has designed another corridor trap that uses spikes to grim effect:

RR|RIP)

the Supercharger Crawlway. Located in a low crawlspace off the main

dungeon corridor, this trap should provide a fatal surprise for anyone foolish enough

to venture within.

The crawlway is just large enough to permit passage of a normal-sized human
being. The fit will be very tight, and the delver will find it impossible to turn around.
Near the end of the crawlway, the character will discover a number of rubberized
wheels that barely protrude into the passage through the ceiling and floor.

If the character continues, his pressure upon the wheels will trigger the trap. The
primary gears begin to tumn at a terrific rate, shooting the helpless character through
several feet of corridor and into the room beyond. Travelling at a speed of
approximately 60 miles per hour, the character bursts into the room and encounters
a wall of spikes. If there lives a character who could withstand such ghastly
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punishment, | certainly wouldn't want to meet him.
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Supercharger Crawlway — NOTES —

corridor

Another form of grim corridor doom, The B-B Slope, was submitted by  EJEE
Rick Loomis. A side tunnel leads away from the main corridor, and ends in a
door. The wall at the door’s base is covered in spikes. Beside the door at the end
of the tunnel is an unmarked lever.

The door will resist all attempts to open it (in fact, it cannot be opened at all,
as it is only a cleverly-disguised section of the wall). When the lever is pulled, a
section of the door is lifted, releasing a hoard of ball bearings into the corridor.
The characters will probably lose their footing, and slide to a painful fate on the
spikes below.

To make this trap less suspicious, the incline could be replaced by a flight of
stairs. While a person won't slide down a set of stairs, a tumble down them might
do as much damage as the spikes at the far end. You could thus dispense with the
spikes altogether, and still have an innocent-looking but quite dangerous trap.

Another possibility is to have the door release oil instead of ball bearings.
The substance would certainly cause the characters standing in the tunnel to
lose their footing, and if one of them were to drop a torch the corridor could
quickly become an inferno.

The B-B Slope

(cut-away view)
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Corridor Traps: The Rolling Stone is another corridor-murder trap that Rick is fond of.

Murderers This trap presents the party with an enormous stone ball bouncing down the

- NOTES — center of the corridor. To avoid this threat, the delvers will (naturally) throw
themselves flat against the corridor walls.

RIR Unfortunately for the delvers, the corridor walls are covered with many

small, poison-coated spikes. Such a surface can prove very uncomfortable to an
unarmored character.

The only way to defeat this trap is to either wear clothing of sufficient
thickness to thwart the spikes, or to step into the stone ball. The ball, after all, is
simply an illusion, and will vanish upon contact.

Brandon Corey developed a pair of killer corridor traps that operate along
the same lines. Both are a gas.

RIRIR The first trap is the CO? Delver Extinguisher. This trap is constructed by
filling a tall room with carbon
dioxide. An invisible wall or
something similar is placed
across the entrance to the
room. For best results, the room
should be located at the end of
a corridor, preferably down a
flight of stairs.

When the invisible wall is
breached, the room will fill the
corridor with carbon dioxide.
Torches (and hopefully, delvers)
will be extinguished.

RIRIR Corey’s second trap is the Von Hindenburg Chamber. This trap is a
reversal of the “Delver Extinguisher”; this time the invisible wall seals off a deep pit
of hydrogen from a corridor. The stair and corridor arrangement remains
unchanged. When the wall is breached, the hydrogen flows out of the pit and into
the corridor — creating an inferno about any character who carries a lit torch . . .

RIRIR Uriah Ward developed The Avenging Treadmill. To function properly,
this trap should be located in a cul de sac corridor where the room at the end
contains something so horrible that the characters are likely to flee from it.

The corridor in question is, in reality, a treadmill device. The treadmill will
not activate (begin to roll) until a character triggers it by opening the door at the
end of the corridor.

When the party opens the door and greets whatever horrible fate you have in
store, they will almost certainly attempt to flee back down the corridor. When this
happens, the effects of the treadmill will become apparent. The characters will be

collection running in place, while the horror behind them gets closer and closer!
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The Avenging Treadmill - NOTES -

To make matters worse, running upon the treadmill activates a gear
assembly, which will pull aside the ceiling above the characters. This should
release upon the characters a torrent of something nasty: for instance, a load of
boiling oil or a small avalanche.

A very simple — and thus very effective — corridor trap is Air Thee Well, by  EJEJ )
J. Sutherland. Fill a room at the end of
a corridor with a vacuum, then seal
the room with an airtight piece of
glass or an invisible wall. Beyond the
glass, place a grillwork of spikes and
barbs. When the restraining wall is
breached, characters in the corridor
beyond will be sucked forward — and
into the deadly grillwork.
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Step and Die

A distinguishable sub-class of the “Corridor Murderers” type of trap is the
“Step and Die” variety. Traps of this type are uniformly activated when someone
treads upon their trigger mechanism. These traps respond directly to the delver —
usually through a direct extension of the trigger mechanism itself, rather than a
mundane caving in of the ceiling upon the party’s heads (or some similar fate).

Due to their construction, traps such as those which follow lend themselves
well to a variety of locations beyond corridors and tunnels. With little or no
modification, the step-and-die traps will function as well within rooms or

treasure chambers. (See next page, bub...) collection
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The Smashing Floor Trap
by John T.T. Longenbaugh is a
basic example of the step-and-die
trap. The trap is activated by a
pressure plate, designed to cut
loose when at least 75 Ibs. of
pressure is put upon it.

When the trap is sprung, a
tightly-coiled spring sends the
entire floor section slamming
against the ceiling. Most anyone
caught by this trap is a goner — or,
to quote John: “The person can be
mailed to the funeral using only
one stamp.” Of course, John made
this comment before the postal
rate increase . . .
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Using the classic principle of transforming a child’s toy into an engine of
death, Mike Stackpole developed the Whirling Blade Boot Bloodier.
Propeller toys were never so cruel.

The trap is activated when a delver steps upon a pressure plate. Set below
the plate is a long iron screw. set at the base of the screw is a spring-loaded
razor-edged device that looks very much like a wing nut.

For this trap, the flooring should be of tile or flagstone. The length of each of
the wings on the wing nut should be just short enough to allow the knife to spin
freely inside the hole without striking the sides of the shaft.

Whirling Blade
Boot Bloodier

Fig. 1. The trap as set
Fig. 2. The trap as activated

Fig. 3. The result.

Figure 1 Figure 2 Figure 3

When the trap is activated, the spring forces the whole nut assembly up the
length of the screw with split-second precision. The nut completes its flight by
bursting through the false tile above it and (with any luck) cutting into the
character who stands above.

The consequences of this trap are almost certain to be crippling. After being
hit by this device, a character will probably find it impossible to walk.

Another device that should prove rough on legs is the First Step Trap, by
Lara Abrash. This trap is sure to make characters look before they leap.



page

The trap’s construction is as
simple as it is devastating. When a
character steps upon a pressure
plate, the tile slides away. A rack of
barbed, razor-sharp blades flips
forward, cutting into the back of the
leg and heel — perhaps even
severing the foot entirely.

Another evil corridor trap,
Crossbow Thirteen, was
developed by John R. Greer. This
devilish device is so named because
it employs no less than thirteen
individual crossbows to achieve an
effect roughly equivalent to an
exploding land mine. This trap is a
wonderful example of the kind of
outrageous overkill and ruthless
violence found in some of the most
delightful traps.

When a delver steps upon a
designated section of floor, the
giant, loaded crossbow beneath the
floor will fire, launching its quarrel
(and the chunk of flooring at its head)

Corridor Traps:
Step and Die
— NOTES —-
WHAT THE HECK il
I8 CROSSBOW Eﬂ m Eﬂ

THIRTEEN?

up towards the ceiling. This may or may not clip the character who actually
stepped upon the “mine”, but it will almost certainly hit the next delver in line.

The worst is yet to come. After the main crossbow has fired, twelve standard
cranequins open up from a sequence of shafts placed in a circle about the main
quarrel. This “shrapnel” flies forth at about a 17° angle to the floor. These

arrows might strike anyone standing within 12" of the trap.

The Stair Snare is a simple trap submitted by Mark O’'Green and Edward  E3E]
Schoonover. This trap will work especially well if placed in a location frequented
by wandering monsters, or within a room that is rapidly filling with water. The
character, probably trapped, will thus have even more to deal with than the
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pain that the snare offers.

The trap is encountered when a character sets foot upon a false section of
stairway. The step gives way, allowing the foot to pass through to become
ensnared in the barbs below. While the foot will probably pass into the step
without suffering excess damage, pulling it out again is another story altogether —

especially if the character is in a hurry.

Mark O’Creen and Edward Schoonover developed the Hero Sandwich
trap. Pass the ketchup. The trap is really a very simple one. Cover a shallow pit
with a pressure plate. When a delver steps upon this plate, his weight will cause
the plate to fall, bringing hinged sections of the same plate together in a
slapping motion in the approximate region of the delver’s head. Add a tomato, a
pickle, and perhaps a bit of lettuce, and you're ready for lunch.
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The Piano Floor, by Liz Danforth,
IS a scream.

Place between the slats of a tile or
wooden-slat floor a number of
extremely sharp, long razors. Beneath
each slat should be placed a spring that
will depress when the corresponding
floor section is stepped upon. The result
is a painful one.

For best effect, this section of floor
should be located in an area that’s
likely to accept a sudden, great
weight: at the base of a balcony
(where someone is likely to land if he
jumps), or in a section of hallway
through which someone is likely to
run (as if pursued).

The Flesh Pot, from Pat Mueller, technically isn't a “step-and-die” trap; more
accurately, it's a “step-and-stick” device. This trap is simply a pot of sticky goo. Place
the mouth of the pot in most any convenient place, where it will receive a limb —
beneath a false section of floor, or deep within a hole that someone is likely to
reach into. The goo instantly adheres to the delver’s flesh. The pot can be pulled
from its hiding place, but the limb cannot be pulled from the pot!

page
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Door Traps

Doors are probably the most overlooked items in a dungeon, and with
good reason. By and large, doors are usually transition devices between
areas where the real action takes place: a warm-up act for the main
attraction. As such, doors become commonplace objects, tackled with
little caution and quickly forgotten.

A few well-placed door traps will put an end to this. Operating as they
do — when a delver’s guard is down — traps such as these are likely to
create a high number of casualties. They will also lead to widespread,
unreasoning paranoia, for if your best buddy gets fried by the first
dungeon door, you can bet you're in for a tough trip.

Knock knock . . .
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Door Traps The Circular Doorway is an insidious door trap developed by Pat
— NOTES — Mueller, and uses yet another common item to deadly effect. Present the
delvers with a circular, doorless portal. The party will find that they can see a
rather foggy image on the other side of the door (the room on the far side

BIEIESIEY  should be at least partially visible).

Actually, an enormous fan whirls
within the doorway. Being virtually
noiseless, it is almost impossible to
determine that the fan is present until
it is too late. The fan blades are
equipped with tiny barbs and jagged
edges to ensure that most anything
touching them will be drawn in.

if

e

If the delvers carry torches, they
might be able to detect the presence
of the fan by the fact that the torch
smoke is drawn towards the doorway.
If, however, the characters don't
realize the significance of this, then
they fully deserve what they get.

Another dismal doorway doom device was provided by John R. Greer. His
EJfJE Giant's Razor is designed to wreak havoc upon “standard door-opening
techniques”: standing to the side of a door as it is opened.

The door trap is held closed only by a
common latch. When the latch is lifted,
the weight of a 20-b. razor poised
beyond — coupled with a powerful spring '
— will force the door to fly open. Unless '
the character is trying to hold the door
closed, the portal will swing open and the
blade will swoop through.

(t

The razors effect depends upon
where the character stands. If he stands \
to the latch side of the door, he is in great \
danger of having his arm amputated. If he
stands in a line with the middle of the
door, the razor would probably hit him in
the upper torso. A character who stood
on the far side of the door from the latch
would probably escape unharmed.

S aUmmmptines

Y
N

$$lromplan~

RIRIV]|® The Guillotine Door Trap by James Brazier and Oliver Fittock makes further
use of blades and doorways to evil intent. Simple in construction, this trap simply
drops a guillotine blade through the door jamb shortly after the door is opened.

collection Severed limbs or bodies will result, depending upon the circumstances.
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— NOTES -
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By 02
The Guillotine Door Trap Poison Door

Rick Loomis’ POISON DOOr is a somewhat more subtle device. Just because mm@
a door has a handle doesn't mean you have to use it — and if the delvers just
push this door open, they'll live. Otherwise . . .

The trap is a hollow door filled with poison gas. The door is equipped with a
plug “handle” which, when pulled out, releases the gas.

A somewhat more deadly (if that is possible) variation of this trap would be
to fill the door with methane instead of poison gas. Odorless and colorless,
methane ignites explosively in the presence of open flames (such as lamps and
torches). Thus, if the delvers stand before the door, gaping at the “handle” and
the hole in the door, doing nothing while methane floods the corridor about
them, they probably wouldn’t recognize the danger until the corridor exploded
in a flash of fire.

The Cure A Kicker Trap, by S.S.
Crompton, is a much less subtle door
trap, designed to take care of “lead-
boot” dungeon delvers who enjoy
kicking in expensive dungeon doors.
After all, turn-about is fair play . . .

The trap is triggered around a
weighted wire located within the door.
As long as the door is opened
normally, no appreciable dislocation of
the wire will occur, and the delvers can
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proceed safely. If, however, the door is broken (as by a kick), then the wire will
be freed, loosing the gear structure above to propell a large, spear-like beam
towards the character.

The “Cure A Kicker Trap” presents a wonderful display of overkill, but unless it is
placed within a locked or hard-to-open door it will probably see little action.
However, if you combine this trap with one of the other door devices listed in this
chapter, and you have a two-edged doom-dealer sure to shred any delver.

Mike Stackpole has developed a trio
of traps to spice up otherwise dull
dungeon doors. The first of these, the
Dry-Rot Door, works along the same
lines as the “Cure a Kicker Trap” — but
accomplishes its purpose through
considerably less elaborate means.

The “Dry-Rot Door” deals with foot-
loose barbarians simply by being
unexpectedly weak. The character kicks
completely through the door, and a
creature waiting on the other wide neatly
amputates the limb.

i
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e D%E% Mike’s Dragging Doorway deals
%E%Eﬁ%%,%ﬁ%ﬁ% with door-kickers in still another way.
%E% = Simply anchor a snare on the upper
% panel of the door; anchor another snare
== on the lower panel. A vicious kick or
gié&% punch through either panel — and the
= snare captures the offending limb and
ia.&% drags it through the door into the room
33%:} (and presumably off to meet some
%;0‘:’% horrible fate).

Double Door Doom, another
product of Mike’s warped imagination,
provides yet another variation on the
blades-and-doors type of trap. This trap’s
double-door construction also leads to
several other possibilities for otherwise
mundane dungeon doors — your doors
needn't always be standard rectangular
items from the warehouse . . .

The “Double Door Doom” sports a

spring-loaded blade in its lower half to
slide through anyone who opens the
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upper door and leans through. The multi- purpose location of the lower door, Door Traps
along with a second blade in the upper half, also assures that anyone who — NOTES —
punches through this door won't keep his limb for long. When will delvers learn

to simply open doors and walk through?

The Delvermatic Dicer and
Malingerer Trap was designed by Liz
Danforth and Mike Stackpole to take care of
characters who open secret doors with gay
abandon, but refuse to walk through them.

R RRIP

The secret door in question is set flush
into the wall, and is designed to open by
sliding into the ceiling. When the door is
thus opened, delvers will see a net-like web
of monofilament line on the other side.

When the door slides up, it causes a
section of the ceiling to swing down into the
corridor. The arc of the section is such that it
should slam into any character standing
roughly six feet from the door. A devilish
free-swinging hook trails the ceiling section,
spelling doom for any delver standing about
four feet from the fellow flattened by the
ceiling section. (See Figure 2.)

The ceiling section completes its arc by
slamming into the floor — which is in reality
a carefully-balanced platform. This creates a
catapult effect, and should send anyone
standing as far away as twenty feet from the
door flying into the spiked side of the ceiling
section. (See Figure 3.)

The poor idiot who opened the door in
the first place is in for the worst fate of all.
Bay doors kick out from the falling ceiling
section when it finally hits the floor,
propelling the hapless door-opener through
the fine monofilament mesh — with the
appropriate “cheese-grater” effect. (See
Figure 4).

i QI

Figure 4.
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Door Traps

- NOTE - ALL RIGHT, THAT'S IT FOR DOOR TRAPS, E{]:

JUST STEP THIS WAY AND LET'S SEE

) WHAT OTHER SKELETONS I'VE
jr.:ﬂ D SOT IN MY CLOSET FOR YOU...
- -
— DD = U

“TRAP’"DOOR

EO ON IN. THESE ELYS ACE
JUST DYING TO MEET YOLI..,

NO?P WELL THEN LET'S MOVE ON TO MY NEXT COLLECTION...
collection
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page 75

Items and
drtifacts

Most traps offer some sort of “bait” to lure delvers to their doom — gold,
jewels, devices of power, or some other tasty tidbit. After a steady fare of
such “outwit the trap and get the treasure” situations, you'll probably find
that the delvers in your dungeon respond to all your devices with Pavlovian
predictability. This is where items and artifacts come in handy.

The traps in this chapter take the “bait” concept to its logical
conclusion — they cause the bait itself to be the trap. No elaborate
machinery or bottomless pits are used here; items and artifacts as traps
substitute subtlety for overkill.

The items in this chapter work best when placed among standard
treasures — especially if said treasures are already guarded by some
horrible beast or snare. With obvious guardians to meet and defeat,
characters rarely bother to search for further dangers when they finally
make it to their “reward”. Rather, they have a tendency to scoop up
everything in sight with both hands. Their guard is down — and that’s
when the fun begins.

All that glitters is not gold.
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item Traps Mike Stackpole, a trap designer with an evil mind, has an odd knack for
— NOTES — coming up with bizarre and esoteric item traps. An example of the sort of
treasure you can expect from Mike is exhibited with The HOt ROCKkS, a
necklace with a twist. Found in a fountain of water, this necklace is a chain of
BIEIEIPY  precious metal set with six round stones and a diamond. The diamond is
enchanted with some vaguely beneficial magic: perhaps the ability to breathe

water or undertake limited flight (nothing too powerful).

The six stones of the necklace are phosphorous, an element that will burn
after prolonged contact with air. The water in the fountain insulated the
necklace from the air, preventing combustion. Shortly after a delver removes
the necklace from the water (and places it into his pack or around his neck, you
hope), the phosphorus will undergo a heated transformation.

Note that the diamond remains magical, regardless of what happens to the
phosphorus stones. If you describe the magic upon the diamond by saying
something like, “When worn, the diamond will . . . (whatever),” a smart delver
might reason out that he can take the diamond and discard the necklace, thus
gaining the magic and avoiding the consequences. No one said that the
diamond had to be worn with the necklace to work . . .

Another item from Mike that operates along the same lines is the
RIRIRIS Nefarious Nymph Statuette. This is an insidious device if there ever was
one. Behind a waterfall of some sort stands a grotto or alcove, enchanted by
latent magic to remain perpetually dry. Within the grotto sits a mound of
treasure; resting atop the treasure is a beautiful statue of a water nymph. The
statuette is made of a silvery white metal and stands about-two feet tall. It is
obviously of great value.

The statuette was sculpted from pure sodium, an element that will combust
upon contact with water. When the characters carry this item back through the
waterfall, it will almost certainly become wet and explode. The chances are very
good that the character bearing the statue will be killed. Any characters who
stand near the blast could be severely burned.

But Mike hasn't finished yet. He’s come up with still another trap that turns an

otherwise useful item into an engine of destruction. It is called the
EJEIE] Magnesium Torch — as the name might indicate, it provides yet another
vehicle for Mike’s concept of “elemental” doom.

The item takes the form of an ornate metal torch that will burn oil. Once lit,
this torch will burn brighter than a standard pitch torch. The oil reservoir is
equipped with a lip, so the oil will not easily spill out.

The problem with “The Magnesium Torch” is that near the bottom of the oil
reservoir is attached a strip of magnesium. When filled with oil, the torch will
burn normally for 2% to 3 hours. Around the third hour, however, the oil will be
exhausted, and the magnesium strip will be exposed to the flame. Depending
on the amount of magnesium in the strip (and/or the addition of a possible
thermite core to the torch), the flash explosion that results will burn the
characters. They will suffer anything ranging from surface wounds to the loss of

collection a hand or two.
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Mike moved away from the “elemental” theme for his next device. Considering
the violence involved, one is led to wonder if a delver might not prefer to have his
hands burned off or his clothes catch fire. At least with these fates there is a slim
chance of survival. The SPY GIass offers no such opportunity.

The device looks like an everyday hand-held telescope. It radiates some
magic. A person who looks into it will see a blurred picture of an attractive
member of the opposite sex.

The act of focusing the “Spy Glass” moves a small ring inside that has been
holding back a spring-loaded dagger. This dagger, a thin-edged blade, will enter
the eye and perhaps the brain. Death (or at least blinding) is the result.

Liz Danforth and Mike Stackpole
pooled their talents to create the
Moviola. This device shows a devilish
cruelty: it takes a character's money
and does its level best to kill him.

The “Moviola” is much akin to the
little movie viewers common in
numerous arcades. It will screen a film
of a beautiful woman who removes
veils in the fashion of a belly dancer.
The film is in four sections, each
revealing more than the last; each
section will cost the viewer 25 gold
pieces to watch. After 100 gold coins
have been paid, the woman will
remove the final veil — the one that
covers her face and head. When the
final veil falls, it will be revealed that
the woman is a gorgon, and the
viewer will be turned to stone.

The moviola machine is ideal for
the back of a bar. The machine itself
might even be a demon that could
either attack the delver or simply
laugh and run off with the gold.

Item Traps
~ NOTES -

RRR|RI®
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Item Traps Charles Scott Kimball has designed what purports to be a Theft-Proof Gem,

— NOTES — a diamond of considerable value (nothing less than 8500 g.p.). It originally belonged
to an extra-terrestrial traveller, now long dead, who implanted a tiny electronic
device in its center to protect it from thieves.

RIRIR When anyone (except its attuned, alien owner) picks this gem up, the jewel
will cause everything the delver wears to heat up at an alarming rate. This
causes progressive damage to the character. If the gem is carried for more than
ten minutes, there is a significant chance his metal armor will melt and his
poison flasks will boil over.

Because the gem is a technological device, it will radiate no magical vibes.
The wiring within the gem can be noticed only upon a very close inspection —
and removing the device will ruin the gem.

Carring this item in a box or pocket will not stop the effect. The gem can only
be “turned off” by throwing it away, or by having the delver strip himself of
everything but the gem, leaving nothing for the diamond to heat up. The delver
is thus faced with the unpleasant choice of either throwing away an extremely
valuable gem, or of walking through the dungeon armed with nothing save a
huge diamond — and what monster could resist such a target?

While high-tech items won't fit easily into every dungeon, this item could prove
a bit more useful than most. If the gem were included as a single jewel within a
much larger hoard, the delvers might leave the entire treasure behind if they
couldn’t locate the troublesome gem. Or, work the gem into a piece of armor or a
ring — when worn, this item would thus cause the damage. In any event, when
using this gem be sure to take note of the consequences for the more flammable
belongings of the delver who was stupid enough to pick the gem up — cloth, hair,
feathers, wooden items and bowstrings would probably be the first to combust.

A “quickie” item to include in your next
treasure hoard is the Jerk With The BoX, by
Paul O’Connor. This item resembles an ordinary
jack-in-the-box toy in all respects, and will resist
all attempts at opening until the crank is turned.
The box will play whatever tune you choose
and then open — letting the spring-loaded
boxing glove fly into the face of anyone dumb
enough to hold the box. If you want to make
the trap deadlier, substitute a punch dagger for
the glove. For a stranger variation, load a cream
pie within, instead.

R Another bizarre item trap is the Stuffed Raccoon, supplied by Stefan Jones.

This item — a stuffed and mounted raccoon that radiates intense magic and is

indestructible by normal means — can be placed in most any convenient place

around your dungeon. The enchantment on the raccoon is such that when it is

placed within a closed container (such as a delver’s sack of loot), it will wait for

collection fifteen minutes and then return to the place it originally occupied — along with
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whatever items may have been with it in the sack at the time. The monsters of a
dungeon usually catch on to this sort of thing rather quickly, and will probably
haunt the area where the raccoon will return, eager to grab any treasure that
might come back with it.

Harley Bates has developed a very strange item trap indeed. Whether or not
it is truly an item is debatable — it's probably best defined as a creature disguised
as an item . . .

In a few rare caverns there lurks a strange animal which few delvers will
recognize, due to its similarity to a more familiar item. This creature is known as
the ROpe Serpent.

Characters may put the rope to whatever use they choose. When they are
done, it is hoped that they will store the rope in their equipment pack for future
use. That's when the fun starts.

A little while later — minutes or hours, whatever is convenient — you can put
this trap into action. The character who carries the “rope” should be handed a
card that says:

“That rope you've been carrying is, in reality, a very rare ‘Rope Snake’, and
while you've been travelling along, it has carefully and silently wrapped itself
around your neck. Don’t be surprised that this went undetected — these snakes
have been doing this sort of thing for hundreds of years and have gotten quite
good at it.

“There is a minute chance that you might survive this encounter — but don't
bother screaming for help, as the snake has tightened itself around your
windpipe and speech is impossible. Fight for your life.”

The Game Master should implement whatever game system he or she feels
comfortable with for resolving the character’s battle with the snake. The other
party members can attempt to aid the choking character if they notice
something is wrong; usually the character will be dead long before the other
characters realize that something’s happening. To preserve the element of
secrecy for the combat, you may wish to include the saving roll or fighting
information for the player right on the card.

This trap will usually work on players only once — after that, the delvers will
be on guard. If, however, the snake strikes when the character is off alone
someplace, this trap might actually kill more than one delver — there will be no
evidence as to what killed the character, except possibly for a harmless coil of
rope in the character’s pack, just waiting for someone to pick it up.

Significantly less fatal, but every bit as insidious, is the Speak DOwN trap by
S.S. Crompton. Disgusted by the way excessively vocal delvers frequently take
undeserved control of a party, Steve developed this item trap. Given the proper
circumstances, and some smooth talking by the Game Master, this item could
very well put a game back on even footing.

The trap takes the form of a bottle of blue liquid labelled “Blue Rose: Bottled
by the Voiceless Ones”. No magic can be detected from either the bottle or its

Item Traps
- NOTES -
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contents — in fact, the liquid smells like a fine wine.

The liquid contains a mixture of rare and powerful chemicals known only as
Kromptonite. This mixture, when imbibed, causes an instant paralysis of the
vocal cords for a duration of not more than twelve hours. Any character
drinking from the bottle will be struck dumb. The person playing the character is
restricted to making gestures and writing notes — he may not speak again!

With a bit of luck and some crafty maneuvering, there’s a good chance you could
trick the party leader into drinking from the bottle. This will force the usually quiet
characters to speak up, and might even lead to the doom of the “Big Mouth”.

For our collection, Ken St. Andre has passed on a few items from the bowels
of Gristlegrim. Both are magical in nature, but the enchantments involved are
rather unique.

The Lightning Gem, found atop a pile of ashes on a table, takes the form
of a huge and beautiful fire opal set in a golden ring. The gem is obviously
magical, but the exact nature of the enchantment is protected from detection.

The gem is ensorcelled so that if it is ever lifted above the wearer’s head it
will call forth a powerful bolt of lightning, causing considerable damage to the
bearer! The gem will remain intact, no matter how many times it is struck by
lightning. The GM should give no hint as to what the gem will do until such time
as the wearer fulfills the condition of placing the ring above his head.

Another of Ken’s treasures is the Idiot’s Vase, which will point out how
stupid some delvers can be. The item is an enchanted crystal vase; eighty gold
pieces are visible inside. The vase itself radiates negative magical vibes.
Whoever carries the vase will lose 2 strength points per turn. Whoever breaks
the vase will lose 6 intelligence points. Whoever reaches into the vase will turn
blue, unless he is already blue — in which case he turns green. All attribute
losses and changes are permanent.

The way to defeat this trap is painfully simple: merely turn the vase upside
down and pour the gold out. Delvers whose mentalities are geared to
destruction will seldom think of this.

Liz Danforth has developed a trilogy of item traps, each designed to deliver unto
a delver a deadly dishing of dismay. Each trap, being essentially simple in construc-
tion, should work well in
seemingly “harmless” locations.

The thought of encountering
Satan’'s BOwW makes me
wince. This metal bow is
skillfully crafted and glows with
a magical radiance. The light is
really just a sucker's hook,
designed to attract characters
grabby for magical items. The
bow is enchanted with a self-
contained light spell to maintain
this deception.
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The trap portion of the bow lies in the bowstring. The string is made of a very Iitem Traps
fine, diamond-dust studded wire. The bow itself, being made of metal, will not — NOTES —
have the flex one would expect. The result — anyone trying to draw back the
string of this bow will lose three fingers for the effort.

The only way to avoid this fate is to use a thumbring when drawing the
string, which is sharp enough to cut through even light leather gauntlets (and
anyone who tries to use a bow with anything heaver will experience a great deal
of difficulty).

The Cup of Golden Mead, another trap item from Liz, is as simple as itis  EJEJEIEIES
direct. Present the delvers with a sideboard laden with goblets, each of which
contains a magical drink of “golden mead”. The mead, when it hits the stomach,
is transformed into an equal amount of molten gold. The character who
imbibed the mead won't survive, but the party gets the cash — provided they're
not too squeamish, or have “cast iron” stomachs.

Liz's final item trap is a device she calls The War of the Ring Trap. The Eﬂm
trap takes the form of an ornate pedestal, with the words “War of the Ring”
inscribed upon it in several different languages. Atop the pedestal rests a
beautiful unadorned golden ring.

If a character is bold enough to take the ring, he learns that the ring is
attached to the pedestal by a wire which allows the ring to be pulled away only
so far before tugging back. The result is a somewhat comical tug-of-war; the
results are subject to the particular characters involved in the battle.

If the ring wins, well and good. It returns to its place on the pedestal. If the
character wins, and sticks around to pat himself on the back, he'll find that the ring
and wire constituted the pin assembly of a hand grenade located in the pedestal ...

Uriah Ward has contributed an interesting item trap,
guaranteed to ensure that your characters Have A Ball.

To use this trap, you must install a bowling alley
somewhere in your dungeon. Make it fully automated,
and award gold pieces or somesuch for each pin knocked
down. After a while, balls are returned to the characters
that have poisoned spikes carefully located in the
fingerholes. Strike!

Michael Austin has developed a pair of bizarre item traps. Each uses the
familiar function of a common item to gruesome effect.
The first of the two is the Vincent Van Gogh Seashell. The trap is EdEJES
magical, but is very simple in function, and takes the form of a beautiful seashell.
The shell will seem to emit low whispers, inspiring a delver to pick it up and
hold it to his or her ear.
At this time, the magic of the shell activates — the delver’s ear is teleported
to a loved one. And every character has at least a mother. This trap is put to best

effect when placed within a treasure hoard. Corilg%tilon
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Here, Doggie! is the second of Austin’s item traps. In this case, the trap is
easily recognizable as a simple dog whistle. The whistle will allow limited control of
canines — but is also magically enchanted to attract wandering monsters . . .

T
Michael Stackpole gives us A Cask of I wﬁyfdﬂ!’@flﬂﬂmﬂl

Immolation, a trap sure to set your
imagination on fire. The trap is a simple
oil barrel, complete with a pump and
spout for the convenience of delvers who
wish to refill their lamps.

What the delvers don't see is the
sparking sub-assembly attached to the
pump. When oil is pumped from the
barrel, a steel rod will strike a flint strip
located in the assembly, creating a
number of sparks. These sparks, when
coupled with the volatile nature of the
oil, spell an explosive situation.

S.S. Crompton has developed a number of item traps that turn usually trusty
weapons into very nasty devices indeed. Each operates upon a principle of
surprise for its effect.

One such item is the Gauntlets of Doom.
These gauntlets appear normal in every fashion,
and will comfortably fit any normal-sized human.
To make them more attractive to prospective
delvers, you might wish to forge the gauntlets
from silver.

The problems with these gauntlets will
become apparent the first time someone tries to
punch something with them. The gauntlets are equipped with a thin bladder
located between the lining of the glove and the external metal surface. If
something is struck with sufficient force the bladder will break, spilling its
contents onto the hands of the wearer.

Naturally, the bladder holds a fatal contact poison.

Another of Steve’s item traps is called TUrn-About
is Fair Play. This is a trap that is sure to come back and
haunt the delver.

The trap is a finely-crafted curved throwing knife. It is
well-balanced, and an obvious treasure far anyone
interested in weaponry. However, the knife has been
made so that it will boomerang when thrown. A
character who hurls this knife at a foe has a fairly good
chance of having it return at his face . . .
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Well Blow Me Down! is sure to make the
delvers in your dungeon choke out curses to your
cruelty. The trap is an intricately-designed
blowpipe that has been curiously constructed.
When used, the poisoned dart within the
blowpipe is sure to go down the delver’s throat
instead of towards an enemy.

Bury the Hatchet is a grim item trap
indeed. The construction of the axe is such that its
spiked backside will explode back into the face of
its wielder when a solid object is struck. A spring-
loaded chamber assures accuracy.

More insidious than the hatchet, yet every bit as deadly, is the AChilles’ Shield.
This trap takes the form of an ornate and beautiful shield, finely balanced for
combat. In all aspects it is a fine and trusty shield, and should serve its owner
through any number of desperate fights. There is, however, a small 2”x2” area
in the shield that is incredibly weak — weak enough to admit a well-placed spear
thrust. This trap might
take a while to be
discovered — but its
discovery is likely to
be fatal, when some
stooge gets in a lucky
shot, and the delver’s
otherwise-trusty shield
crumbles before him.

An even more subtle item trap is the Cape Of Dorian Grey. The cape is
old and tattered, yet looks like it might be worth picking up as a souvenir. The
longer a character wears the cape, the better the cloak will look — and the
character will seem just a little older . . .

The cape, of course, leaches age from those who wear it. The change should
be very vague at first — even when the aging is detected, the cause shouldn't be
immediately recognizable. After about a week, the character will be an old man
.. . unless he rids himself of the cape.

The Acid Test Scabbard is an innocentlooking, well-tooled sword
scabbard designed to fit a broadsword. At the very bottom of the scabbard is a
thin bladder of acid, which will be punctured when a sword is thrust within.
When the sword is re-drawn, the blade’s condition will leave a lot to be desired.
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The Iron Maiden Helmet
felt covering is an item trap that leaves no
room for mistakes. The trap
takes the form of a velvet-lined
helmet, constructed in two
parts with a hinge in the middle
to facilitate easy wearing.
Beneath the velvet lining,
however, is a field of sharp
spikes — which will doubtless be
discovered when the helmet is
fully closed . . .

The Morningstar Supernova should
provide a guiding light for those characters who feel
that they can pick up just about any weapon they
choose. This morningstar is built around a solid,
explosive core; when a solid object is struck, the
morningstar points will fire out in all directions with
violence enough to make a hand grenade look like a
cream pie by comparison.

Steve’s final item trap is the Double-Crossbhow.
This crossbow is ingeniously designed so that it will fire
its quarrels in the opposite direction from that which is
expected — in other words, into the sighting eye of a
delver. The crossbow comes equipped with a surrep-
titiously sharpened quarrel for just this purpose.

\ I

Ashley Morton decided he was tired of watching delvers loot the bodies of
his dead monsters, so he designed the Atomic Necklace. The necklace chain

their own.

detonation . . .

is made of finely-wrought gold — beautiful enough to
ensure that greedy dungeon delvers will want to make it

Attached to the chain is an inch-long charm shaped
very much like a bomb. The necklace is designed such
that if it is ripped from the body of a monster, the chain
will tear apart at the bomb, pulling its pin and causing a
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Things

What are “things”, you ask? “Things” are things, | reply. Things are
peep-holes drilled into dungeon walls. Things are floors that aren't, and
eye-catchers that are. Things guard chests, masquerade as fountains, lie
snug within dungeon walls and hide gleaming below dungeon floors.

Things aren't just any old thing. Discover them at your own risk.
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Buried in the mists of time lies a rather well-known dungeon where the
monsters keep track of the delvers by peering through peepholes. The casualty
rate among such beings is rather high, however, as the delvers within the
aforementioned dungeon have long since learned to shove their blades into
such holes, thus rendering the monster unfit for his lookout duties.

Rallying to the bellows of indignation this circumstance created, Johnny
Creen developed the Sword Breaker. The construction is very simple
indeed, assuring that this trap is both reliable and taxing.

A one-way mirror has been installed
behind the standard hole-in-the-wall.
Behind this mirror stands a bloodthirsty
and fearsome troll, his hands held
ready upon twin triggers. Poised within
the wall, set so as to be able to spring
powerfully into the middle of the hole,
sit two sharpened iron wedges.

When a delver looks through the hole, he sees the reflection of his own eyes
looking back at him. The troll beyond the glass cannot be seen, due to the
nature of the mirror — but the monster can certainly see the delver (and he'll
probably drool with anticipation). Seeing “eyes” staring back at him, the delver
will probably move quickly for his sword, then stab it deep into the hole in an
effort to blind the creature beyond. When this happens, the troll releases the
wedges, and crack! — the sword is broken.

If the delver uses his dagger instead, note that his elbow will probably pass
into the wall at the point where the steel wedges usually meet. More’s the pity.

Mike Stackpole has developed another way to deal with peeping toms. The
Eye-Catching Trap is very similar in appearance to the “Sword Breaker” —
but the consequences are far more horrible.

Set in a wall, perhaps partly hidden by intricate stonework, are two eye-
holes. If a delver peers through them, he will see what lies in the room beyond.
Fill the room with something that will interest the adventurer — anything from
enemies to treasure to dancing girls should do the trick.

Inform the character that he
can see a little of the room, but if
he moved closer to the holes he
could probably get a better view.
After all, trying to peer through a
small set of holes from a distance
is something like looking through
a telescope held some distance
from the eye.

If the character moves in closer to get a better look, the pressure of his
forehead against the stone wall will cause a section of the wall to move slightly,
dislodging the spike on the other side of the hole to swing freely. The whole
assembly will swing down into the eyes of the delver, with predictable results.
For added cruelty, the pokers can be made of barbed wood that will easily
break loose when the character jerks his head away from the hole in pain.
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Another “thing” from Mike is the Wall Wards. This trap is designed prevent Things
delvers from hacking through the dungeon walls, or converting them to mud — NOTES —
without retribution.

The trap consists of a series of metal tubes, each containing a heavy spring. £
Within each tube is a crossbow bolt, depressed against the spring in such a way
as to assure that it will be launched from the tube with great velocity, should the
pressure on the spring ever be removed. The bolt is held into place by a
concentration of concrete — the concrete of a dungeon wall . . .

When the wall is excavated, the tubes will thus become uncovered. The bolt
will then fly from the tube, hitting any character in its line of flight. This trap
works best when located in a wall that will almost certainly take abuse — such as
the wall of a prison cell, or a wall that's designed to slide in on a party to crush
them to death . . .

Paul O’Connor has developed a pair of truly gruesome “things”. Things is
really the only word for them — they certainly can't be considered mechanical
traps. In fact, the two traps may even be distantly related.

The first of these is the FOuntain Trap. The thing appears to be a normal, RIRIF]
everyday fountain. Its water is slightly murky, but gold coins can be seen to
glimmer faintly at its bottom.

The fountain is, in reality, a
living creature. An adventurer
who touches this fountain or
(perish the thought!) drinks from
it will be quickly engulfed, with
varying chances of avoiding
certain doom, depending upon
the circumstances. The “water”
is actually a digestive fluid, which can dissolve any substance but gold . . .

A character stuck in this thing is in a lot of trouble. A solo adventurer,
without buddies nearby to rescue him, is almost certainly doomed.
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Similar to the “Fountain Trap” is the FlOOr Creature — another biological Eﬂﬂ@
horror. This creature lies on or slightly above standard dungeon floors. The
creature’s natural coloration closely mimics the appearance of common stone. In
short, the floor should appear normal, save for a slight “spongy” or “springy” feel.
When the creature feels pressure upon its hide, it will rapidly constrict into a
ball. Characters standing on the creature have varying chances of jumping free,
depending on how close to the edge of the room they stood. The “Venus Floor
Trap” kills by constriction — again, it will probably take an entire group of
characters to kill it, while those trapped inside can do nothing but scream.
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Things A grim trap, GOiNg DOwN?, was
— NOTES — Ll submitted by Carl Muncy. This trap should
"feLevaTorR. Foo convince the characters to take the stairs.

] nEpHVE
1 Aok whL

The trap appears to be a standard
elevator — yet when the “Down” button is
pushed (and it will be — it’s the only button
on the control panel), the floor will fall
away, and those standing inside the
“elevator” will plummet into the dropshaft

that lies below.

At the bottom of the shaft is a
teleporter pad. After the character hits
(and takes whatever damage is
appropriate), the pad will teleport him
back to the top of the shaft. If the character
still has his wits about him, he might try to
catch the rim of the shaft at this point.
Otherwise, he falls back down again,
starting the gruesome cycle over once
more. Furthermore, the more damage a
character is forced to endure, the slimmer
will be his chances of grabbing the rim of
the shaft and pulling himself to safety.

Y Qi

At the end of your rope? Then this next trap by Mike Stackpole and Paul
O’Connor is just the thing to try out on the delvers in your dungeon.
RIRIR Ariadne’s Revenge is a typical sucker trap. What delver wouldn’t reach
for a wallet on the ground, even if he knew that it was attached to a wire
designed to pluck it from his grasp? Likewise, what delver wouldn't follow a
thread of gold through the corridors of a dungeon, even though he knew there
was no way it could possibly terminate in a huge spool of gold thread?
Simply present your characters with the end of a golden thread. The thread
can meander through corridors, up and down stairs, through doorways and into
pits. If the characters reel in the thread as they go, they might very well become
lost. If they merely follow the line to its source, they're in for a nasty surprise . . .

The thread, you see, is really a line of web from a Very Big Spider . . .

R|R|R| Brandon Corey is responsible for FOUr on the FIoor. This fiend obviously
gains great satisfaction from playing tricks on waitresses.
This trap will work anywhere you can put a table. Upon the table are located
four glasses, each containing an opaque liquid of a different color as well as a
precious gem or stone. Each glass is set on the table rim-down, so that the liquid
within cannot leak from the glass.
The liquids are the trap. As a glass is broken or lifted from the table, the fluid
within will spill out upon the table. The fluids, when intermixed, will cause a
collection chemical reaction — one that produces a poisonous gas as a byproduct.
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Ever get tired of watching characters open chests and such from a distance with Things
a pole, thus avoiding all your careful traps directed at anyone trying to loot the - NOTES —
treasures within? 2 Scott Rhoads apparently did, and developed the following

Various Killers of Paranoids. With each of these traps, the character who  EJEJE]
opened the chest is safe, but a person standing a respectable distance away is in

trouble — and someone standing out of the room entirely is subject to an even

worse fate. Still, | feel that these traps speak for themselves, thus:
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Things Mike Stackpole also contributed A HOt Time In The Old Camp Tonight.
— NOTES — This trap can be located anywhere a convenient camp site is found — beyond
the walls of an evil Lord’s castle, upon a beach frequented by travelers, beside a

EJfE  well-trodden road, or upon a mountaintop visited by the adventurous.

The trap is very simple in
construction. In the center of a
campsite is a ring of stones
surrounding the ashes of a long-dead
campfire. Beneath the ashes is a slab
of hardwood. This wood probably
won’'t be noticed unless the
characters bother to wash away the
firesite before using it.

When a fire is started here. the
hardwood plank will begin to
deteriorate. After a number of hours
(probably in the dead of night, if the
characters are camping here in
earnest), the wood will burn through
completely, allowing the flames to lick through into the cavity beneath.

The cavity is mostly filled with oil; air and fumes fill the remainder. Coal from
the fire above, falling into this oil, could easily trigger an explosion.

For Mike Stackpole, nothing is sacred. With
EIEIEIEY  The cranequin Goose, Mike has put a trap
where you would least like to find one.

In a public facility without internal plumbing —
such as an outhouse or an open-pit toilet — a
character will find a finely appointed stall. If this is
set in a King's chambers, you might wish to pad
the seat. In any event, if a character should decide
to make use of the facility, he or she is in for an
unpleasant surprise.

Any pressure upon the seat activates a crossbow
located in the cesspit below. The resultant “goosing”
effect can range from being comical to fatal,
depending upon your mood. A fine way for a high
and mighty hero to die, don't you think?

E.L. Frederick has developed a different sort of
BIEd  thing’ trap: The Graffiti Demon. Legend is full
of demons and other ethereal beings which are
summoned to the mortal plane by various phrases
and incantations.
If you take this principle one step further, you could easily develop demons that
appear when a delver says something like, “Open the door!” or “This Cold’s Mine and
You Can't Have It!” Perhaps even reading otherwise forgettable graffiti on a dungeon
collection wall could summon a demon called “For a good time call Snuggles the EIf”.
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The 101st Trap
- NOTES —

As a postscript to my collection of traps, | offer you, dear reader, a sample
from my own personal stock of delver destroyers. This is a rare moment indeed —
never before has one of my traps seen the light of day beyond my own personal
cesspit, where only the foolish and the death-doomed have thus far ventured.

Still, the publication of this tome of traps is itself a rare thing, and is thus
deserving of such a final performance.

Wizards are a nosy breed, and will often probe and poke about in places
where they have no business. | suppose that | cannot blame them for this — a
wizard's nature is every bit as inbred as a sheep’s — but it still sets my blood
ablaze to learn that some pesky magicker has been reading through my
personal effects in search of some new and esoteric bit of thaumaturgical
knowledge. In the eyes of a power-hungry mage, every dusty book on the
dungeon shelf is a volume of spells — even if it is merely a collection of phone
numbers of favored companions. Positively deplorable.

Thus, | developed the trap which | now reveal to you here.

The preparation of this trap was a long and trying one. | had to search the
world over to find the precise ingredients required by my plans. Everything had
to be just so.

After a year of careful searching, | had compiled the necessary ingredients.
The ink of the rare Purple Devilfish. A tuft of hair from a blind gibbon with no
lungs. The wishbone of a duck. The intangible innocence of a newborn babe.
These and other items | then mixed in a great vat, shuttered away from prying
eyes in the deep recesses of my pits. Accompanied by the tolling of an iron bell,
| uttered the words of the softly-spoken magic spells. A moment of cosmic
tension — then, finally, the deed was done.

The resultant potion was a clear odorless one that proved undetectable when
spread upon most any surface. It dried to a thin, almost filmy consistency within a
few moments. This film would remain undetected on the surface to which it had
been applied until such time as human hands touched it. The oils secreted by
human skin, you see, interact violently with the potion when the two come into
contact. This results in the film regaining viscosity in the form of a fast-acting
neurotoxin contact poison. The poison enters the victim’s body in a matter of
seconds. Painful death usually follows within a few minutes.

As a demonstration, I've taken the liberty of coating this page with a measure
of this potion. By now, the poison should be well within your system. By my
calculations, you should have just enough time to replace this book on the shelf
where you found it before you pitch over in frothing fits.

around, remember your station and keep your nose out of books
of your business.

Midreams. — Grimtooth
] -

" P72 ——
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HERE'S A LIST

OF MY MINIONS,
WHO WERE OF SOME

USE IN TESTING
THESE TRAPS,

—List of Contributors —

Lara Abrash (p. 28)

Michael Austin (pp. 8, 9, 10, 43, 44)

Harley Bates (p. 41)

James Brazier (p. 32)

Brandon Corey (pp. 8, 18, 26, 50)

S.S. Crompton (pp. 33, 41, 44, 45, 46)

Liz Danforth (pp. 30, 35, 39, 42, 43)

Todd Diesen (p. 7)

Oliver Fittock (p. 32)

E.L. Frederick (p. 52)

Johnny Green (p. 48)

John R. Creer (p. 23, 29, 32)

Grimtooth (p. 53)

Stefan Jones (p. 21, 40)

Charles Scott Kimball (pp. 13, 40)

Betty Kopf (p. 3)

John Longenbaugh (pp. 24, 28)

Rick Loomis (pp. 7, 13, 25, 26, 33)

Jason Lujan (p. 21)

Maughn Matsuoka (p. 14)

David McConnell (p. 15)

Ashley Morton (p. 46)

Pat Mueller (pp. 4, 30, 32)

Carl Muncy (p. 50)

Paul O’Connor (pp. 2, 4, 5, 20, 24, 40, 49, 50)

Mark O’Green {pp. 29, 30)

Scot Rhoads (pp. 7, 13, 51)

Edward Schoonover (pp. 29, 30)

Michael Stackpole (pp. 7, 16, 17, 19, 28, 34,
35, 38, 39, 44, 48, 49, 50, 52)

Ken St. Andre (p. 42)

Barry Sullivan (p. 12)

). Sutherland (p. 27)

Jim Walker (p. 19, 22)

Uriah Ward (pp. 26, 43)
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TRAPS REVISITED and REMASTERED Afterword

By Steven S. Crompton — NOTES —

Traps was the first book that any of my published art appeared in, so its always
held a special place in my heart, the way your first true love does. And | think
because of that, | ended up doing art for all eight of the Grimtooth’s Traps books
that have been published lo these many years. (Wurst of Grimtooth being the eighth)

Hard to believe really. | was still in High School when [ started doing the art for

this first book. (That was 1980!) Liz Danforth was the art director of Flying Buffalo
and the creator of Grimtooth, who made his first appearance in Sorcerer’s Appren-
tice magazine. She saw that | was able to do diagrams and maps, so she
assigned me the task of drawing the traps to make it easier for gamers to

see how they might actually work in a dungeon.

As | drew them, | began to slip in more and more humorous elements to
match Grimtooth’s sardonic writing. None of us had any idea at the time
that the Traps books would be as popular as they became. We got ou
first hint when Rick Loomis took it to a convention and sold a hundred
of them in one weekend! That was big numbers back then.
Soon distributors ordered and reordered the first book

and we had to go into multiple print runs. Then we knew
we would have to do more Traps books, and we did. Those

Eventually I moved on to other things like advertising, comics and digital
graphics, but over the years, whenever the publisher Rick Loomis asked
if [ wanted to do another Traps book, I always said “Yes.”

In 2011, Rick asked me if I would be willing to “revisit” the
first Traps book, scan it in, clean it up and add any art
[ thought might make the book more interesting. It's

really a special opportunity to be able to go back after \j
so many years and make something you did shine a little \
brighter and maybe fix a few drawings that didn’t print as

art, and in many of the trap diagrams the details are now much
easier to see. | also sprinkled in some more humor and in one
case, | added a piece of Traps art back into the book that’s
been missing for thirty years! It's a bit like the re-release
of a movie with missing footage and added special
effects, which is why we say it been “remastered.”

Anyway, thanks to all you out there who have been
fans of Grimtooth’s TRAPS! If you want to drop me
a line, or ask a question, look me up on Facebook or = 4 )
visit my website at: www.stevecrompton.com S ‘\ R L = ; :'. =

Steven 5. Crompton
Grimtooth’s long-time artist and slave!
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Now Beat it!

And don’t come back!
Unless | do a sequel...

page

94






page 96

page 96



page 97
page 97






Traps Too Table of (Mal)Contents







collection
pg 101

1T iv



collection
pg 102

GTpgv






collection
pg 104

T pg 2 page



collection
pg 105

page 105 W



collection
pg 106

TT pg 4



collection
pg 107

TTpg 5



collection
pg 108

TT pg 6



collection
pg 109

TTpg7






collection
pg 111

TT pg 9



collection
pg 112

TTpg 10 page



collection
pg 113

page -
TTpg 1l



collection
pg 114

TT pg 12



collection
pg 115

TT pg 13



collection
pg 116

TT pg 14



collection
pg 117

TTpg 15



collection
pg 118

TTpg 16



collection
pg 119

TTpg 17



collection
pg 120

_— age 120
TTpg 18 pag






collection
pg 122

TT pg 20



collection
pg 123

TTpg 21



collection
pg 124

TT pg 22



collection
pg 125

T pg 23



collection
pg 126

S page
TT pg 24



collection
pg 127

TTpg 25



collection
pg 128

TT pg 26



collection
pg 129

page -
TT pg 27



collection
pg 130

TT pg 28



collection
pg 131

TT pg 29



collection
pg 132

TT pg 30 pase



collection
pg 133

page -2
TT pg 31



collection
pg 134

TT pg 32



collection
pg 135

TT pg 33



collection
pg 136

TT pg 34



collection
pg 137

TTpg 35



collection
pg 138

IT pg 36






collection
pg 140

—_— age
TT pg 38 pas



collection
pg 141

page T ho 20
IT pg 39



collection
pg 142

TT pg 40



collection
pg 143

page -
TT pg 41



collection pg 144
TT pg 42






collection
pg 146

TT pg 44 page



collection
pg 147

page -
TT pg 45



collection
pg 148

TT pg 46



collection
pg 149

page 149 -
TT pg 47



collection
pg 150

IT pg 48 page



collection
pg 151

TT pg 49



collection
pg 152

m page 152






collection
pg 154

1T pg 52 page



TT pg 53



collection
pg 156

TT pg 54



collection
pg 157

TTpg 55



collection
pg 158

TT pg 56



collection
pg 159

page B
IT pg 57



collection
pg 160

TT pg 58 pase



collection
pg 161

age -
pag TT pg 59






collection
pg 163

page -
TT pg 61



collection
pg 164

IT pg 62



— e
-

—
oS

—

\
==
\

S

collection page 165



S50 YOUVE COME TO
GREET YOUR MASTER
HAVE YOU? ARE YOU

BURYING THAT, OR
N, L/GG/NG T UP?

BETTER JOB OFBURYING

AHH...
CASTLE
GCRINTOOTH.
HOME AT
LAST.
NOW THAT
TRAPS TOO 1S
DONE, | CAN
FINALLY GET
BACK TO KILLING
DELVERS FOR
FUN INSTEAD

HAHS
| WONDER HOW =
MANY FOOLS HAVE D/ED
SEARCHING THE CASTLE?
Y TREASURES ARE DEEP

BELOW, OUT OF THEIR
=—3

THESE BODY
PARTS MIGHT
SCARE AW AY

POTENTIAL
SUCKERS - |

MEAN DELVERS.
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HMMM... | WONDER HOW

MANY DELVERS HAVE BEEN

LICED SINCE | LEFT?
GUESS | HAVE TO
CHECK THE BLoop

ey CHUTES...

8 72
< - 4

3 T_lgll‘(‘.ﬂly g HOME %M%;’.gﬁﬁj@
SWEAT HOME! fi” ,

WE HAVE
ONE CHANCE
TO GET THIS RIGHT.
| HAVE TO MAKE

My BLAST
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NN S THAT
M ALL YOUVE

| . /)
TN T
il

pLe

I'M FEELING
RELIGIOUS TOORY,
SO I'LL JUST MAKE

YOU ALL HOLEY?

e

;’I\‘{;'\%‘“Mlhﬂ". ‘
yﬂll, )

\
L
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EVEN GOING TO

WASTE A 7RAFP ON
YOU FPATHETIC

YOU CAN HAVE
THE LEFTOVERS

THE LOWER LEVELS [l

TO CHECK THE
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SLUDGEWORTH,

TRARP 7657
LEVELS

AN LEVEL

GRINTOOTH'S
LAIR (HOME)

(AND THE TREASURE LEVEL!)

EVERYTHING
IS IN PLACE, AND
WHAT | FOUND WAS \
PERFECT FOR THE TASK.
ANYTHING ELSE TO
REPORT SLU/LGE-

ANOTHER
MATTER

CANNT
SLUDGEWORTH!
YOU KNOW SHE'S

NOTHING BUT 7ROUBLE!
HOW DID SHE GET HERE?

ARRIVED
YESTERLAY
VIA DRAGON!
I-I THINK SHE'S

WELCOME BAck’

ALL GOES WELL. THAT
NEW SHIPMENT OF CHAIN-
SAWS CAME IN, 5O WE HAVE

BEGUN BUILDING THE
BOUNCING CHAINSAW
TRAP. DID YOU FIND
WHAT YOU NEEDED
FOR THE /0757

r" [=> MASTER
' ' CRINTOOTH,

Y IT's YOUR
S/STER...

il

THEN I'LL
‘ BE \N MY OFF/CE.
AND | DO NOT WISH TO
BE O/STURBED!
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By 56 N
GR[M ! § |~A!!! BROTHER!
WHAT ARE YOU LOING HERE!? TO COME
YOURE SUPPOSED TO BE AT 8 o
ST. ANDRE'S SCHOOL FOR ,
NAYWRARED 7TROLLETTES!

g <2

l}l!x
M

RRIVE HERE BY
DRAGON? A

YEAH.
SEE, LIKE
THE SCHOOL
BURNEL DOWN.
| THINK IT WAS
B ORAGONS...

| CAN
YOU GO7 Mg! mMY 4 = = 5 : ALWAYS HELR YOU
LPRAGON BURNED DOWN ¥ 2 S X = WITH YOUR NEXT
THE SCHOOL AND THEY
BAN/SHEL ME, SO |
A CAME HOMNE. OID YOU
MISS ME? g

NOT FOR A SECONMD. THAT WAS L
THE 4457 TROLL SCHOOL IN THE REALM! \\\\\

0
W y
N_NOW WRAT'LL WE D0 WITH Y0u? A‘{{‘\\ A

]

4 /
LIRS i
L "
Y =N ey

\
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FORGET /7. THIS
Y BESIDES, WHAT MAKES LETTER
YOU THINK I'LL EVEN FROM YOUR

CREATE ANY MORE PUBLISHER SAYS
e OOk q YOU AGREEL

TO DO AT LEAST 3
MORE TRAPS
| \  BOOKS, BIG
i ‘ BROTHER...

.-w.‘i’||||t il
il

| HAVEN'T
ACREED TO
ANYTHING...
Y£7.

TTWE GOT A SHIFMENT e
. - Y OF CHANSAWS IN TODAY. \&
5> AND YOURE 700 GET ONE OF THOSE AND GO
YOUNG TO WORK ON A UP TO THE CAS7ZE. LOOK
d TRAPS BE%O}; yTHE WORLD s 8 FOR DELVERS - YOU'LL KNOW ' GA(F\“EPALLALJTN Y
A ISN'T REALY FOR YOU. I=—— 3\ WHAT TO 02 NOw GO. 4
MAYBE IN A COUPLE A Rave worek THE DELVERS?
y  OF YEARS., N : >

| NEVER GET Y\ 4
TO HAVE

N\
€ Wi A

NS
~

'%
e\

e
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“I'm not really supposed to be in Traps Fore, but |
found this blank page and snuck on anyways.
Don’t tell my Big Brother...”

- Grimtina the Trollette
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a game-master's caid for
all role-playing system

an anthology of agonies
compiled with fiendish glee and tender care
to accelerate the execrably lethargic
extinction of the miserable creatures who,
in their temerarious fits of egotism,
have the audacity to style themselves Heroes.

edited by
Elizabeth T. Danforth
Michael A. Stackpole

cover & new artwork by
Steven S. Crompton

illustrations from the 1st edition by
Michael von Glahn

Published by Flying Buffalo Inc.
Second Edition - 1990 @  Digital Remaster 2011
Printed in the USA
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The traps in this bookiet are designed for game
purposes only. Actual construction of these traps
might prove harmful, and such construction is
strongly discouraged.

Copyright © 1986, 1990 & 2013 Flying Buffalo Inc.

No part of this book may be reproduced or transmitted in any form or by
any means, electronic or mechanical, including photocopying, recording,
or computerization, or by any information storage and retrieval system,
without permission in writing from the publisher, Flying Buffalo Inc., P.O.
Box 8467, Scottsdale, Arizona 85252. www flyingbuffalo.com

. . "Grimtooth's Traps" and the character of Grimtooth
Printed in USA are trademarks of Flying Buffalo Inc.

All Rights Reserved
ISBN 0-94024483-7

Artwork Copyright © 1986 Michael von Glahn
www.flyingbuffalo.com Cover Copyright © 1986 Steven S. Crompton
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A Word From Grimtooth

9
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Here, for your edification and delight, is another volume of traps. Each of these traps has a full description that
should make its intricate workings obvious to even the most careless of readers. The skull rating located next to each trap
is equally as simple - the more skulls you see, the deadler the trap is.

This brings me to a nagging, painful problem that some of you seem to have when dealing with my previous
books on traps. Many of you seem to think the traps are too deadly, as if such a thing were possible. Many of you
continue to think this way, even after I carefully explained you could adjust and customize the traps yourself to dull or
possibly whet the lethality of each offering.

At times I am left to wonder why I even bother to share my wisdom with you, when you so callously ignore it.

Any fool can kill adventurers with incredible ease, and perhaps my traps have merely given them new and more
complex weapons. If this is true, it is a pity. I have found killing not nearly so much fun as terrifying.

The most delicate and vulnerable part of any delver cannot be armored, it cannot be strengthened by magic or
regrown after drinking a potion. I speak of course of the character's ego. All to often it is forgotten and left unmarred by
Dungeon Masters who scarcely deserve such an honored title. It is to the pursuit of ego shredding that this new volume of
traps is dedicated.

Some of you have asked where my third book of traps is. To start this book off right, and show you how fragile
egoes actually are, I've forced one of my human aides to humble himself and reveal how HE blundered and lost my third
tome. Ihope you find it as informative as he finds it humiliating.

But enough of that. Please, sit back and prepare to discover the joys of inflicting etherial as well as physical
damage. Steel cuts well, but ridicule cuts deeper, and the scars, while invisible, hurt nonetheless.

— Grimtooth

-
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A [sicl Humiliating word from the Editor

Despite what Grimtooth said in his editorial, ah, I'm not really to blame for the third book vanishing like that.
Um, I just drew the short straw and was forced to write this explanation and apology to you.

Back when we'd finished the third book, we were joking around and suggested that we send a couple of proof
copies (pre-publication copies of the book) to certain foreign and domestic intelligence agencies. I thought we'd get letters
back thanking us, and we could use them in advertising; you know, "The book with traps so horrible the FBI refused to buy
it," kind of stuff. Ithought it was a good idea, and with Grimtooth's bregrudged blessing, I sent the books out.

Grimtooth went off on a well deserved vacation, we sent the book to press, and I waited for letters from the
agencies. I didn't get letters: I got action.

Before we knew it, a US agency - acting illegally within the borders of the US, I might add - descended on our
offices and took all our copies and files for the project. Then the printer called and said bunches of guys with funny
accents hit him and took all the printed copies of the book, his plates, and the negatives! Inside an hour, all traces of the
book were gone.

Needless to say, Grimtooth was not happy. He stormed around the offices and I said we could sue to get the books
back, but he only glared at me and said he'd take action. Now, no one here believes that the release of a secret CIA
guerrilla manual, and the death of a Soviet leader were more than coincidentally connected in time to the Traps fiasco, but
Grimtooth has been grinning like a saber-toothed cat since then, and I guess your having this book in your hands proves he
got some sort of a message across to the right people.

We have been informed that the third traps book will be declassified in the late 1990's so maybe we can get it to
you after all. Until then, you'll just have to be content with the fine collection of traps right here. --Michael A Stackpole

A Message from the Publisher

The above was an amusing joke when we wrote it back in 1986. However, with the invasion of the Steve Jackson
Games offices by the Secret Service this year, along with the confiscation of all copies of their planned GURPS Cyberpunk
game book (under the claim that it was a 'handbook for computer crime'), suddenly the joke is less funny. It was just a
joke. Honest. There was no third book of traps. And the above joke (printed in 1986) was not a psychic prediction by
Flying Buffalo that such a raid was going to happen to someone in the game industry. And for that matter, the fact that in
1987 we printed a map for our World Wide Battle Plan play by mail game that shows Iraq and Kuwait as one country was
also just a coincidence. Trust me on this. There is no world wide conspiracy, and I am definitely not part of it.

Flying Buffalo is not a front for the CIA. Nor the FBI. Or even the KGB. Really. Definitely!

cg/ée?ggn — Rick Loomis
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Room Traps

I believe it was Napoleon’s mother who first said, “Good things come in
small packages,” but she obviously had reason to lie. Many people view the height
of creativity as being able to assemble a hideous engine of destruction and Dlace
it inside a tiny object, an object far too small to be able to cause any destruction
at all. Those small minded individuals lack the imagination to be abie to conceive
of havoc on such a massive scale that only a room could contain it.

Room traps are the bread and butter, the meat and potatoes, of dungeons
spiced with traps and trick to ensnare the unwary. The necessary complexity of an
entire room that is a trap delights me no end. What delver can ever feel safe when
he just knows death lurks beneath the polished floor, or while he expects the walls

;10_ o;;en and mayhem undreamed of in his worst nightmares explodes all around
im:

Fpg 1
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Room Traps

Room traps are not simple devices to construct. They take time and careful planning to
— NOTES — create. The ultimate room traps combine innocent surroundings with destructive capabilities that
dwarf the potential of a modern army. The first room trap in this tome just such a trap and is more
than worthy of its starting position.

Occasionally a trap is sent to me by someone passing himself off as “merely human.” But
I can tell a trollish design when I see one. Such attempt at deception was the submission of this
room trap, The Peerless Pillar Room, submitted by a troll-kin masquerading under the nom de

plume of Mad Roy Cram. Blood will out.

The room of pillars is meant to hamper tomb robbers, and it is well to locate it in a tomb
because the survival rate of the robbers is not going to be very high. The room is large and deep,
featuring five rows of five pillars in each row. The pillars are 30" high, at least, and only the cut-
away tops are at the party’s level. The pillars thatrise from shadow-shrouded depths are each three
feet in diameter; there are four feet between each pillar and its closest neighbors. The pillars are
polished and greased, so climbing or clinging to them is impossible. There are no exits from this
room at the level of the pillars’ bases, but there are seven doors around the room at the same level
as the tops of the pillars. While every door has a 24" wide ledge before it, only one door leads
deeper into the complex.

The appropriate task of jumping from one pillar-top to the next might seem simple. It is
not. Any character in heavy armor will have difficulty with his or her momentum, and could
tumble off the edge of any pillar if unlucky or clumsy. That, however, is likely to be the least of

collection the possible problems. Roy has provided a sample of traps for the individual pillars, and with such
pg 196 inspiration, more can surely be invented as needed.
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One pillar is made of fragile material that will crumble under 75 pounds of weight. A long \
fall. Another pillar, slightly similar, is hollow; its plaster top will break through with the sudden  Rroom Traps
weight of a jumping character. The kicker to that pillar is that the solid circumference of the pillar
is metal, with a sharpened edge to sever ropes and quick fingers. Another pillar actually extends — NOTES —
all the way to the ceiling - it just doesn’t look it. Glass or a magically invisible wall will correct
the assumptions of the character who “jumped to his conclusion.” Another surprise in store is the
pillar with a top that has been well greased. My favorite of all is the two-pillar trap: playing “follow
the leader” is deadly when jumping on one pillar sends the last one flying up into the ceiling,
provided there’s at least 75 pounds worth of delver standing on it.

And do not forget there are six sham doors; any or all of them could have nasty things
hiding behind...!

Children’s games have an underlying
fiendishness that is usually attributed to the
extraordinarily rotten or the homicidally in-
sane. Ben Curtis has adapted the children’s
party game of Musical Chairs into the terribly
twisted Musical Squares. Let the music be-
gin...

The room with this trap has two doors -
I recommend that it be an important point of
transit between one area and another, just so the
characters can come to appreciate your clever-
ness through repeated encounters and increas-
ing familiarity. An areajustinside the door has
a pressure plate which detects the passage of
individuals, and thereby “counts” the number
in the party. (Characters who are flying at this
time will only be making things worse for
themselves, as you should realize as you read
on.) Immediately after the last person enters the
room, the door through which the party entered
slams & locks.

Before them the characters now see a
very large room with the only useful exit on the
far (far, far) side of the room, There are numer-
ous black squares, 3' on a side, at random places
around the floor.

The trap is activated when someone
touches one of the black squares. Since there is
a collection of black squares immediately sur-
rounding the doors, this is extremely likely.

A mild creaking groan from overhead
should draw the delvers’ attentions. Openings
in the ceiling appear, directly corresponding to
the black squares below. There may be more
black squares than there are openings, since
there are exactly as many openings as there are
characters in the room (except for those who
didn’t activate the pressure plate upon enter-
ing.) One normal human-sized character will fit
- safely - on a black square. If the characters
hustle their buns to leap onto a square, they will
be safe when the ceiling descends en masse one
minute later. The hole in the ceiling above a
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black square on the floor means the character on the square will not be crushed.

The ceiling retracts. Anyone who wasn’t on a black square beneath a hole in the ceiling
isnow flatter than ... well, if his friends want to take him home for burial, they’d better have a putty
knife to remove his remains.

Now, the fact that there were individuals on the black squares means the trap is still set.
One minute later, the ceiling will come down again, perhaps with a slight warning click justto give
the characters a chance to scramble for safety again. However...

This time there is one less safe square than there was before.

This “unsafeness” can be relatively kind (a pit opens beneath the character’s feet, and he
or she plummets to be captured below in a slave holding pen) or the “unsafeness” can be
thoroughly unkind (a pillar slams through the open area, crushing the in-hapless-itant of that
square seconds after he or she thinks safety is assured). Either way, give them a moment to scream:
it’ll get the others excited.

If theroom is large enough, it could take atleast 2 or 3 slamming ceilings before the fastest
sprinter can reach the other side. Rooms that large can be awkward, so covering the floor of a
smaller room with a layer of sand over harder rock can slow the delvers down. Sand is devilishly
hardtorunfastin, anditis the logical result of a ceiling smashing down on rock over a long period
of time. The painful result of getting caught off a black square would be slightly mediated, but
probably not enough to keep body and soul together. Besides, sandy wounds are always a bother
to keep clean.

Of course there are other ways to coerce the characters into remaining a little longer. Try
dropping a little treasure down on each survivor’s square. The treasure gets better and better the
longer the characters remain and take their chances in the room. Or hide the exit door. That’s
always good for an extra round of scrambling,

Ben really can’t leave well enough alone, either. The final “gag” in this room won’t work
more than once, but perhaps it will offer a place for the inventive to add small changes with each
encounter. At the exit of the room are two levers, one on either wall well away from the door.
Anyone curious or foolish enough to pull one of these levers finds they both do the same thing:
the floor tilts away from the wall and dumps the characters down into the slave holding pits
beneath the main floor.

weicome to
e Slave Pit.

Nowget'fb’
- RAWork. Now!

Mike Stackpole, like Ben Curtis, has a fiendish fascination with Musical Chairs and the
implications it has for a pack of delving characters. Odd Man QOut offers characters a chance to
show their greediest, most selfish sides - and a chance for the good-hearted (if any) to catch them
at it. This is a room set to induce serious role -playing; give the players room and time to do so.



The characters are introduced to this room via a chute that seals up behind them. The
rooms appears to have no exits, and ordinary searching will find nothing. Even magical searches
will prove fruitless. On the wall are a series of pictographs which show: a copper coin with a hole
init, an unusual dagger, akey, a smallrock, a peacock feather, an intricately knotted piece of rope,
asmall featureless box, a scroll, and a twig. At the end of this odd sequence of items are the words
“is freedom.”

In the center of the room is a large plain table. On the table the characters will find a
number of copper coins with a hole. There are as many coins as there are characters - almost.
Actually one character will find himself without a coin: if there are ten characters there are only
nine coins on the table.

Eventually all the characters, but one, will take up a coin. After all, nothing else happens
until all the coins are gone. When the last coin has been taken, all lights extinguish for a few
seconds. When the room is lit again, the character without the coin is gone, and on the table are
a number of unusual daggers... again, short by one of enough to go around.

Ideally the dungeon master should provide enough unique zype items so characters will
be eliminated down to just one person - just one character should be able to acquire every single
item shown on the wall. Thus, depending on the party size, the dungeon master will have to add
or subtract from the total number of items. If there are only eight characters in the group, there
should be only seven types of things.

The fact is, it only requires the key to
leave the room. If the key is the second or third
item offered, all the bad consequences that
follow can be considered the delvers’ own
fault. When the keys are picked up and the room
goes dark, a small, inconspicuous keyhole
appears on one wall. Any key holder who finds
it can use his or her key to open the portal and
pass through to whatever else you have in mind.
But if they searched the room at the beginning,
are the characters likely to search it again after
each companion is eliminated? Bluntly, no.

The characters will try all sorts of con-
tortions to avoid being eliminated, from stab-
bing one anotherin the back (and you wondered
why daggers were the second item to appear on
the table), to two characters holding onto the
same object. In the first case, shake your head
and say tsk, tsk . In the latter case you could
randomly decide which person holds the bigger
half. Give no clue to anyone, victim or survivor,
as to the fate of those who disappear.

The game masters’s judgement must be
called into play now. There may be individuals
who stepped back and said “No, you take it, I'll
pass.” (Obviously a social deviant under the
influence of mind-warping drugs.) There may
be greedy, vicious characters who have slain -
their companions for their chance at the free-
dom offered. At the very worst, one character
hashogged all theitems, leaving any number of
his friends standing around empty-handed. Aside
from that, however, reward the generous and
good-hearted (because they are easy marks you .
can get later) and chastise the mean and selfish.
How to tell one from another? Chances are that
the generous and self-effacing are the first
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eliminated - via a special teleport they’ve joined those who run this room, watching the back-
stabbing and jockeying for those special treasures that seem to mean freedom - or death. In other
words, the characters can watch their adventuring companions sink to their lowest level, or rise
up to high ideals. It is sure to be an eye-opener!

If the characters still want to associate with their erstwhile companions, you can reunite
them when the last one(s) exit the room. If everyone has been miserly, teleport the characters out
to holding pens. Your local Circe can probably find some suitable animal form to house their
wretched little minds, or you can put them to work in the potato farms on your bottommost level....

This next trap is another that can turn the most destructive forces inside a dungeon against
each other. I refer, of course, to the adventurers themselves. The bizarrely diabolical Victor De
Grande has designed a bizarrely diabolical room trap which he says has been Serving Delvers For
Years. I can just imagine...

The delvers fall into this room through any pit-and-chute arrangement the GM feels is
suitable. The group should arrive not much the worse for the wear, and find themselves knee-deep
in water. This wet room is bare to its metallic walls, floor and ceiling. The only feature is a
beautiful chandelier hanging from the center of the ceiling. A minute after the characters drop in,
a steel panel slides down over the chute by which they entered the room. Immediately thereafter,
a steel panel slides up on the far wall, revealing an unfastened door set above the water level. The
party is free to take this opportunity to walk out.

The one reason they might not leave instantly is that even casual study of the chandelier
reveals it has a gorgeous diamond as its central finial. The diamond radiates a bit of magic, thus
increasing its potential value. The usual tricks to knock such a thing loose are of no avail; only
by grabbing and twisting it will the gem come free of its setting.

That’s when the fun begins.

A steel panel slams across the far door and the chandelier crashes into the flooded floor.
The metal walls and floor begin to heat up, raising the water to arolling boil within three minutes.
Everyone will feel rather uncomfortable as they start to cook - everyone, that is, but the person
lucky enough to be holding that diamond in his hot little hands. The fortunate person will be
totally immune to the heat, and will also be unable to imagine surrendering the gem without a
fight. (Lest the heroes in fancy armor believe their EIfMart Blulite Special underwear will protect
them, remind the foredoomed characters that their lungs may not be able to handle the searing
steam.)

The room will remain heated, and the doors sealed, until all the water has boiled away or
until there is only one person alive in the room. The cuisine brought out of this room is tasty and
done to a turn. Even old dwarves come out juicy!

How to avoid the trap? By passing though the room without disturbing anything.




Intra-party violence has its appeal, but confusion can lead to squabbling just as easily. I
Mike McClymont has devised a convenient way to confuse those delvers who would rather keep Room Traps
amap than plunge their arms to the shoulders in heaps of gold. These people will find themselves
in The Double Trouble Trap. — NOTES —
The adventurers wander into a brightly-lit room that seems fairly normal as dungeon
rooms go - perhaps a treasure chest sits in the corner to serve as bait. Once the group is all in, the
door shuts and all lights in the room extinguish at once. I favor a gust of dusty wind at the same
moment, in order to get every character to shut his or her eyes just for a second.

During that brief moment, the characters are all teleported to a different room, otherwise
identical to the one they left. The lights come back up, and it appears to the party that a particularly
vicious monster or group of monsters has been teleported into their room, hungry for delver-filet.
Assuming the characters can dispatch these guardians, they may loot the treasure and exit the room
- only to become slowly aware that the room they left is not the same as the room they entered.

Since it is strictly a one-way teleport (deeper into the dungeon, I trust), the delvers’ work
will be cut out for them - or cut out of them - before they can return to the surface.

For another trap which is not just
as it appears, we turn to Brent Jones’
design. This one is targetted for those
characters who want to plunge into more
gold than they canimagine - even if they
can imagine quite a lot!

Greed is the motive for many
adventurers, and all of them harbor the
secret dream of swimming in a sea of
gold coins. All That Glitters Is Not
Gold may fulfill that dream - and tum it
into a nightmare.

The trap is set in a room with a
veritable carpet of gold coins in it. Most
of the coins are weoden slugs painted to
look like gold, with real coins sprinkled
among them. The coins rest on a glass
floor. The glass will sustain the weight

of the coins, and approximately another 75 pounds. The glass floor is over a pit 20' deep; the pit
is filled with water and voracious finned nasties.

Adventurers who poke and prod with spears will find there is a floor there beneath the
coins. Stepping into the room to scoop up coins will cause the delver to break through the glass
and sink below. The wooden coins will float and give the impression that the adventurer has
merely vanished into them. If the character cannot find the hole he fell through, he will drown or
have to deal with the toothy fish trying to eat him. And when he goes looking for that hole in the
glass, ah, don’t forget those very sharp broken edges!

A good room trap is often replete with special effects. The next several traps all feature
some special effects which, when combined with the party’s childlike sense of wonder, produce
some very deadly results.

Sunlight makes my skin itch, moonlight isn’t bad but gemlight... it’s second only to the
glow of a burning village at midnight in my idea of pleasant illumination. Charles Manson offers
this touch of Gemlight to shed some light on the consequences of greed. Sticky-fingered delvers
are advised to take heed. This room trap makes a good cap-room for the very apex of a wizard’s

tower, though other locations will work as well. .
collection
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\ The room is square, hung on every wall with floor to ceiling tapestries. In the center of the
room is showcased an ornate piece of whatlooks like sculptured glass, exquisitely crafted. Itcan’t

ROOM Traps  be broken orremoved. Its beauty is enhanced by the rainbow of colors that fill the room. This light
— NOTES — comes from an enormous prismatically cut diamond suspended close to the wall, in front of a tiny
parting of the draperies. The diamond sparkles more brilliantly than any leaded crystal prism,
filling the room with color and light.

|

. et Lod, Flamable
o R Rugs
%% Goreton: i
collection 7% i S -
pg 202 I )

TF pg 8

Close examination of the diamond and
the wall behind it reveals that the diamond is
suspended before a small hole. Sunlight enters
through the hole, channeled there by magic no
doubt, to keep light there at any time of the day.
The sunlight strikes the prism and disperses to
beautify the room and the lovely glasswork
statue.

What delver can resist taking the dia-
mond? Especially if he or she was frustrated by
the intractability of the glass sculpture? Any-
way, diamonds are easy to exchange for coin of
the realm.

When the diamond is removed the sun-
light spears into the room, striking the glass
statue. Its curves are those of a magnifying
glass, focusing an intense pinpoint of light on

- the tapestries on the far wall. Since the tapes-

tries are made of a highly inflammable mate-
rial, the room quickly becomes an inferno.
Pity....

It’s Amaze-ing is a room trap that will
use up a substantial portion of your real estate,
butif a character springs this elaborately simple
trap of John Olsen’s, neither he, she nor many
(if any) of the characters’ companions are likely
to bother you in the future. They will curse and
laud your diabolical cleverness as they gurgle

~ their last.

Characters are relatively blase’ about
the mazes they occasionally encounter. This
one is unlikely to excite, until later. It is only
reached after the characters have traversed a
very long flight of spiral stairs. At the boftom of
the stairs is a cavern, low-ceilinged but quite
wide and long. The cavern is filled with a maze
constructed of very thick and sturdily-made
brass and steel latticework dividing the stone
walls every ten feet or so. This gives tantilizing
glimpses of the depths beyond the next corner
to lead the delvers on. If you like, add some
small enclosures (but not complete rooms) with
trapped treasure chests, unruly wandering
monsters or other things to keep the adventurers
occupied and unaware of the trouble they have
dragged themselves into. Make sure anything
you want to recover is waterproof.
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The exit of the maze leads to another circular flight of stairs, this one enclosed inside a
tower. Itrises only a third of the height the delvers climbed down on the original staircase and ends
in a small room at the tower’s top. The room has one section of wall made of clay.

The clay wall has three large scintillating gems set in it. The gems are not magical. In fact,
although casual examination indicates they have considerable value, the gems are only finely cut
glass and gem paste: convincing frauds. The scintillant glow is because there is a very large, clear
lake on the other side of the wall. The water transmits shimmering sunlight to the gems, and the
gems pass this glow onto the greedy delvers’ eyes.

Some silly person will remove one of the gems, for the stones pry free easily. As soon as
one gem is removed, the seal holding back the lake water is broken. The water will rush through,
shredding the clay wall in seconds, and flow down the tower into the maze (sucking the characters
after it on a bumpy ride down the stairs). If they climb back up, after the lake empties, they will
discover a metal support lattice washed clean of clay by the water that prevents them from leaving
through the dry lake bed.
The flooded condition of the maze - now the metal lattices make sense, no? - makes it
impossible to traverse. Unless the characters quickly grow gills or can otherwise breath water for
the two or more hours it would take to get through the maze, they will remain for the rest of their
pitiful and wet lives as your guest. ,
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Todd Shafritz is the party responsible for No Strings Attached - and a wild party it must
have been, too.

The delvers enter a rectangular room from the only entrance. On the far side of the room
is an enormous diamond of incredible value. The gem is easily 5' high. The only barrier between
the delvers (now disgustingly drooling all over themselves, of course) and the diamond is a wall
of a great many closely spaced, very taut strings. The strings disappear into tiny holes in the wall.
The only magic to be sensed in the room is that which prevents the use of any spells of
teleportation.

There is enough string to hold up a 5 ton boulder. The string passes through the wall,
through a sequence of pulleys, and attaches to just such a boulder. Though it seems there are many
strings, in reality there is only one string supporting the boulder’s incredible weight. The boulder
itselfis attached to the slab of rock which serves as the ceiling over the main room by a heavy cable
threaded through a sturdy pulley.

Cutting just a single string is as good as cutting them all. The boulder crashes to the ground
beyond the walls of the room and pulls the ceiling slab to the side. Above the slab are many, many
gallons of oil kept at near boiling temperature. (Building this trap near a friendly neighborhood
lava vent for easy heating can save you thousands of gold pieces in utility charges.) Deep fried
delvers, once they are shelled and cleaned, are excellent. An added joy is the look of terror frozen
upon their faces when they watch that one string go whipping in and out of all the holes and they
realize how big a mistake they just made.

Just Cut the é,J* feuticoo it
strings and get o .--
that diamond, you R L

knuekleheads !

Ed Heil says he’s only 14, but the complex deviousness evidenced in his Obvious Trap
leads me to wonder if he means “years” or “centuries.” I’'m inclined to assume the latter since
convoluted thinking like this requires endless years of study or a memory spanning the last dozen
incarnations.

The party of characters enters a 10 x 10' room to find a fist-sized gem (or other desirable
item) on a pedestal in the center of the room. Attached to the opposite wall is a gigantic hammer,
positioned so that it is “obvious” that the hammer will crash down if anyone touches the gem. It
will certainly shatter the treasure and thief alike into at least a trillion pieces.

Aha! think the clever delvers. The dungeon master has forgotten that we can stand to one
side and loop the gem from the pedestal with our rope!

page
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But there are unseen facts relevant to the situation. 1) The entire floor is a pivoting plate
supported by a very strong spring. The balancing shaft runs from one side of the room to the other,
directly under the pedestal. The weight of the party (unless truly monumental) is not enough to
tilt the plate. 2) The back half of the ceiling is paper-thin and disguised to look like a normal
ceiling, A trap door would work as well, but it must move easily and swiftly. Behind the false
ceiling is a small room with spiked walls or hungry dungeon denizens willing to work fast for a
bite to eat. 3) The front half of the main room has a deep shaft filled with something nasty. Dredge
your imagination for whatever’s suitable: lava, piranha, acid or Donny and Marie tapes]

When the gem is moved (by whatever means the delvers decide are prudent and safe) the
hammer does not swing down. After enough of a delay for the delvers to think themselves safe
and grab the gem (a whole second or two should be sufficient) the hammerhead falls to the floor...
all several half-tons of it. This is enough to tilt the floor, with a vengeance. Anyone in the back
half of the room is thrown up through the false ceiling and anyone in the front half nearest the
hammer is dumped down into the shaft. If the hammerhead rolls after them, in addition to causing
more damage as it falls, the floor will snap back up in position, trapping the characters.

Some adventurers make outrageous claims as to their main profession - they don’t loot
tombsand slay troglodytes, they’re musicians. Todd Miller has designed aroom trap which snares
these would-be minstrels with a catchy special effect, and the result is Music To My Ears.

The bait to this trap is a beautifully crafted lute, decorated with gold inlay, studded with
winking gems and equipped with platinum strings. Doubtlessly the characters faced sharp
difficulties before coming to this place, and even in this room there some minor (and silent)
obstacles to overcome before the would-be virtuoso could lay hands on this princely instrument.

One good strum across the platinum strings by the arrogant bardling, and the acoustics of
the carefully-designed room will make him wish he’d never twanged a note of music in his life!
“In tune” with the lute, the walls of the room amplify and distort the sound, creating good
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WHAT A CHE AP TRICK! vibrations that sound like hundreds

of gongs resounding on either side
of one’s head. It will be several
minutes before the lute’s lastrever-
berations die away. At that point
not only will all the adventurers in
the room be temporarily deafened,
but all the tunnel inhabitants will
know exactly where to find easy
pickings. What else is the dinner
gong for?
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Todd has designed a sec-
ond room trap which is both cun-
ning and deadly, and astonishingly
simple in execution. And “execu-
tion” it is, so use Sweet Dreams
sparingly, or as alast-ditch effort to
guard some worthy treasure.
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In anormal-looking room, the doors seal and lock behind the characters. The GM can make
the door-closing triggered when a pressure plate is depressed, or when a chest is opened, or when
any other bait is taken into the room. When the door (or doors) have been sealed, narrow wall
sections pull away, exposing grills. Through the grills pour hundreds of gallons of water. It takes
very little time for the water to nearly fill the room, during which time the characters will probably
be rapidly shedding their heavy weapons and armor, not wishing to drown, dragged under by the
armor’s weight.

The water stops rising when it is perhaps a foot or two from the ceiling. Feeling very
fortunate, the characters may celebrate briefly, grateful for the breathing space. Given alittle time,
they may be able to figure some other way out of the room.

But they are not granted the gift of time. One by one they drop off to sleep. In water this
deep, sleepis not the healthiest thing an air breather could choose to do because his breathing reflex
will still make his lungs work. Of course, under water his lungs will fill with water and he will
d}rlovi'(n. aﬁlf(ter a half hour or so, clean-up crews can drain the water and release the bodies to the the
shark tanks.

Up by the ceiling, obviously, are gas jets. Any vaporous sleeping agent will do the trick,
from ether (which is smelly) to clean natural gas (which is colorless, odorless, and tasteless - the
usual smell associated with natural gas is an additive for safety’s sake).
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If you find this trap too deadly as a snare to slay the entire party, consider making this \
a pit trap. One person falls in, the pit seals at the top, and when the water enters from the

bottom the result will be as dire. Or you can simply wait for the character to go unconscious Room Traps
and drag him out to awaken in your holding pens. Of course if you modify the trap so it only — NOTES —
picks off pieces of the party you will have something truly ingenious for the survivors to look

forward to...

Dungeon keepers frequently go to an incredible amount of work, effort and brain-
sweat to develop interesting and usual encounters for the fools who would traverse their
meticulously designed halls. The next two traps are designed to separate the wimps from the
heroes.

Maxwell Roberts has developed The Vacuum Chamber to catch those craven
delvers who peek into a room and, if they fail to understand it instantly, nervously flee rather s o
than explore. Here, if they take a peek, they’re committed. Rubber walls are optional.

A vacuum pump is kept in working order by monsters with strong backs and weak
minds (captured delvers for example); the pump sucks most of the air from this room. The
room has only one door which opens inward. When the delvers cautiously release the strong
spring-catch, the door flies in and the characters are drawn in after!

If the suction is unnaturally strong - dwarves at the pump - Maxwell offers his favorite
encounter once the characters enter. The opposite wall is made of white phosphorus. The
delvers are flung against the wall when they fly in and get covered with the stuff, if not
actually embedded in the wall itself. As the room has suddenly filled with oxygenated air
from the corridor beyond, the phosphorus bursts into flames...
collection
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With Wimp’s Revenge, Chris Alexander reminds us that not all who wear the title
“hero” deserve it. Too often a smaller, weaker character (even stupider than his tormenter)
is bullied into taking risks for which the “hero” takes the credit - and the goodies.

A 15'long corridor comes to an end in an open doorway that leads into a large room.
The room is bare except for a large, ornate, enticing chest on araised dais against the far wall.

True to his style, the “hero” will send in the wimp to investigate, while the “hero”
remains a few feet outside the entrance where he or she can see what happens.

When the brave but bullied wimp touches the chest, the entire dias rotates, swapping
the wimp and the chest for - what’s waiting on the other side. At the same time as the dias
rotates, a steel plate shuts off the corridor behind the “hero.” This forces the character to prove
whether or not he wears the title honestly. Of course, if the corridor is clear and the “hero”
runs away, he leaves no doubt as to the veracity of the title!

What'’s waiting on the other side of the wall? A very big ogre with a very big club
might give our “hero” very big trouble. For variety, a keg of explosive material (fuse
activated when the dias turned) could be promising if there’s a whole party of “heroes” hiding
in the corridor.

What about the wimp and the chest? If you’re kind hearted (fie!), put some legitimate
treasure in the chest. However, an easy exit from the dungeon, even empty-handed, would
probably be best.

In many species, one finds the female deadlier than the male. This is also true of
humans, for females of the species are far nastier in their way of doing “business” when it
comes to murder and mayhem. Like a black widow spider, Laurel Goulding lays a trap that
forces characters to bide their time, or pay dearly for their impatience. In The Delver Steam-
O-Matic the adventurers are presented with a “standard” dungeon room ten feet square. The
solitary door shuts and seals with a slab of steel and stone once the delvers enter.



I
The characters should instantly note \
the floor on which they stand is unusual - it is
made of thick glass and contains hundreds of v Room Traps

holes three inches in diameter. Water is vis-
ible below the floor. Across the room from
where the characters entered is a lever.

— NOTES —

If the characters are content to wait
patiently, doing nothing, the main door will
open again of its own accord after one hour.
If the characters play with the lever, they will
not have a contented wait.

The lever opens the floor of the water
pit below the glass, and dumps all that water
on a live lava flow. An incredible amount of
superhot steam is produced instantly and it
greedily hisses into the room through the
holes in the glass floor. I recommend adding
a little salt to the water for flavoring; drawn
butter is superior for those armored cretins
who have been boiled like lobsters in their
own shells.

And if the delvers do not trip the
lever; well, the time they’ve wasted can be
spent gathering a “dinnerreception” for them
when they leave through the only available
door, the one they entered through.

Of course, most characters will avoid live steam like the plague, but the idea of a warm
bath after a long day in a cold, damp dungeon complex is something few can resist. What
better than a sauna, for example, to burn the cold from chilly bones? Well the Mad Doctor,
Paul Ronkas, has devised a ghastly room trap called Sauna that warms my heart, but will chill
the delvers’ blood.

This room trap could be a deceitful shelter in artic wastes or simply a magical room
in a cold, dank dungeon. The adventurers discover an elegant public-style bath, about 10'
across and a full 30" deep. It is heated to just the right temperature by an underground hot
spring. Anyone entering the water will shortly discover two things: while they are in the water
they are gifted with the ability to breathe water (wouldn’t want any accidental drownings
here, would we?); and on the bottom of the pool they can find scattered coins, gems, weapons
or whatever treasure you see fit. A very observant swimmer might notice there is no wood,
cloth, bones or other organic material - just glass, stone or metal. Delvers may also notice
small, helpless snails throughout the pool, busily cleaning algae growing in the tepid waters.

E)
ElElE]

Swimmers remain pleasantly comfortable for about ten minutes after the first person
enters the pool. That should be enough time for your average delver to discard his aimless
paranoia and hop in for a good hot soak. When the ten minutes are up, the hot springs stop
flowing into the pool, and the water immediately gets colder - much colder. If the water-
breathing delvers (remember the “gift””) swim quickly up from the bottom where they’ve
been gathering goodies, they’ll find an ice crust already formed across the top of the pool; the
crust gets rapidly thicker.

Those who remained out of the pool won’t be able to shout warnings to those below
theice. Those who choose to just soak their feet should be up to their ankles in ice. The delvers
below the water, after their initial panic, will probably settle down and wait to be chopped
out. After all, they can breathe under water, right? collection
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Right. For another five minutes.

Five minutes after the ice covers the pool, the first person into the water can no longer
breathe water. His buddies underwater with him can only watch him drown, knowing their
own fate is creeping up behind them. Of course, with the speed the water is turning solid, they
might freeze to death first.

If some party members remain outside they can work at chopping or burning a hole
in the ice with some hellacious spell. But unless the spell or the ice chopper is powerful, it’ll
take time. And time is something the swimmers are notably short on.

If the worst occurs, the snails will clean up afterward. They won’t get everything,
though, because even the most voracious snail has no taste for metal, stone or glass...

If the ice-crusting water isn’t to your liking, you can be equally diabolical by making
the water-breathing spell permanent after about ten minutes. That’s “permanent” as in “fish”
or “snail” - either a full transformation or perhaps the swimmers simply discover that
breathing air will suffocate them as it would a fish.

If this room (in its basic form) is located deep inside a monster-populated dungeon,
and you're seeing to the monsters’ health and welfare, dispense with the snails. Stack some
fishing poles, gaffing hooks, and large spoons nearby. Several hours after the delvers have
“investigated” this room - or whenever feeding time rolls around - turn the hot springs back
up to “Simmer” and provide your chilly monsters with a good hot meal... Soup is good food!
Come ‘n get it!

The Mad Doctor isn’t content to make the dungeon monsers fat and lazy with home-
cooked meals. For another homey touch, he designed this Spin Cycle room. Wash ‘n wear
delvers, take note.

To inital appearances, this room is a simple one: circular, about 30" in diameter, with
justone entrance. At the door is a narrow pressure plate, difficult to detect. When first stepped
on, the trap is set. After one minute goes by without 100 pounds or more weight on the
pressure plate, the doorway shuts and seals flush with the wall.

The room then begins to spin. It rapidly gains speed, and centrifugal forces pull the
dizzy delvers to the wall. Delvers crushed against the stone can move along the wall (up,
down, sideways), but only the strongest will be able to battle their way to the still center of
the room. Of these, only the most agile will be able to stand.

These same strong, agile folk will,de facto, also be the least fortunate. After the room
has reached top speed, the floor splits and drops away. Those characters plastered against the
wall are safe, but the heroes will find themselves treading air over wall-to-wall sharks,
piranha, alligators or whatever slimy, toothy horrors lurk in your imagination.

So the heroes are aquasnacks. What about the others?
When the floor splits and falls way, the ceiling slides off to the side. With centnfugal

forces holding them securely against the wall, the delvers can climb to safety. Which they’d -

better doin a hurry, because the room now begins to slow down! If they tarry, they’ll join their
stalwart buddies in the drink.

Up at the top is aroom of an upper level. I suggest you populate it with less fishy, less
massive, but no less hungry, inhabitants. After all, the adventurers will be very dizzy and
commensurately less capable of putting up a good fight. And even the little guys have to eat
sometime.

It’s possible the last room trap would be better entitle “Fish in a Barrel,” but for all
its rampant overkill and aura of unpredictable violence, I venture to say it’s capable of
catching more than a few curious characters.

page



Delvers, you see, just cannot keep their hands off other people’s toys. Often this
means the delvers themselves become toys for someone else’s amusement. Drew Deitz’s
Shooting Gallery goes to unthinkable lengths to give the delver exactly what he or she
deserves for fooling around with this trap.

This trap can stand alone, but it is worth being the centerpiece of some long dungeon
room. In appearance, this trap seems to be a podium with three buttons and a lever on it. A
crossbow mechanism points down the length of the room to a target at the far end. (Having
ataunting goblin-head in the center of the target would not be amiss here.) Close examination
of the podium reveals that the buttons and the lever have labels: the top button (green) is
marked Srart; the middle button (red) is marked Fire; the bottom button (blue) is marked
Stop; and the level is marked Up above and Down below.

Slight movements of the lever seem to adjust the crossbow’s aim. Squeezing the lever
shoots the bolt out of the crossbow. Pushing the green button reloads the crossbow - at least
the first time. ‘

Everything and anything else the delver could do will increase that delver’s famili-
arity with pain. At the delver’s feet is a pit (if he or she is standing normally at the podium).
Pushing the green button twice in a short time will release spikes in the pit that will explode
upward and impale the delver’s feet on 6 inches of triangular steel with small holes about an
inch below the tip. Pushing the blue Stop button causes needle sharp spikes to come out from
the base of the podium, at a right angle to the floor spikes, and shoot through the delver’s legs
to lock within the holes in the floor spikes. If the lever is roughly jerked down, as might
happen when a character was in a spasm of agony, the spiked floorplate will drop away and
deposit our victim in a pit where he might face more spikes, or the plate locked into his feet
might drag him beneath the surface of a stagnant pool of water.

Oh, and the “Fire” button marked in Flaming Red warning colors. If the delverisn’t
fireproofed, there will definitely be claims made against his accident indemnity insurance.
Small openings appear overhead and around his feet. Jets of oil spurt out, igniting just as they
leave the spouts.

A tad long on overkill, but how else can we train characters to keep their hands to
themselves?
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Corridor Traps

Perhaps I was a tad harsh when I suggested the old saw, “Good things
come in small packages,” was a lie. Small, after all, is a relative term and can
be usedto describe anything froma “small” weaponlike a stiletto to a “small”
disaster, such as two empty seats on a wagon full of wizards going off a cliff.
And a “package” is merely something that contains an item or items.

A corridor, therefore, could be considered a “small package” of sorts.
Ifyouthink about it, it is often filled with delvers more tightly packed than ten-
pins. If they thought of corridors as anything more than a way to get between
one treasure room and the next, they’ d never consider cramping themselves so
into such a tiny box.

So, “small packages” - corridors - can contain “good things” -
delvers.And, as another proverb hasit, to all “goodthings” mustcomeanend.
Herewith, then, are the corridor traps.

collection
pg 213

TFpg 19




—l
7

Corridor Traps

— NOTES -

collection
pg 214

TF pg 20

Pits are the foundation of many good corridor traps, so I chose to make pits the
foundation, the firm beginning, of this chapter.

Pits can be too common, too easy to circumvent. Adventurers all train so they may
leap vast pits with a single bound. The invisible wall midway across the pit has become so
common that a delver would sooner slit his own throat than attempt a jump without checking
for such an impediment.

Quasimodo’s Lament by David Steven Moskowitz is the first of two traps that
infuses new life into the old pit trap. This pit blocks a corridor, as usual, and is completely
visible and obvious. The difference is that the ceiling of the corridor slants down, reaching
a height of four to five feet above the pit. Tall characters will have to stoop just to approach
the pit. As simple as it seems, the jumpis anything but simple. Most characters will not realize
that leaping a pit requires height as well as distance. They should become aware of this fact
halfway across the pit, when they run into the ceiling.

Of course the pit can be filled with something vile or not, at your discretion.

No Toll, No Life is the second of the new generation of pit traps by David Steven
Moskowitz. Once again the primary obstacle to the adventurers is an obvious pit. Across the
corridor, about a foot in front of the pit, is a barbed steel bar running parallel to the floor,
neatly bisecting the corridor. In the wall on the right is a chute. Over the chute is asignreading
“No Toll, No Life.”

The barbed bar will prevent any character from being able to leap the pit with a
running start. Most characters will begin to dump gold or jewels into the chute to get the bar
to retract. The amount of wealth needed to remove the bar is up to you; I favor a round 25%
of what they have plundered to date, or some bothersome magical item like a sword (can you
imagine it?) that detects traps.

A delver’s life is one of grueling indecision. To act quickly may mean salvation or
death, and sometimes is worse than taking no action at all. Taylor Deupree’s The Path of
Indecision will add to the delver’s measure of indecisive grief.

This pit trap is sprung like any ordinary pit - tripwires, pressure plates, or dumb bad
luck. The only unusual factor is that the pit is exceptionally deep, and well lit enough near
the bottom for the character who falls to see clearly the spikes and blades waiting hungrily
for him at the bottom. The stink of magic will be apparent.

The magic is the illusion of spikes and blades, plus a triggering spell which, if
somleone seeks to dispell the illusion, will create real spikes and blades of real, nonmagical
steel.

Of course, for those without magical skills, the fall will not end on spikes - they are
onlyillusory after all. A bed of feathers cushions the fall, and an open well-lit doorway entices
the characters much, much deeper into the bowels of the dungeon where sterner fates await.

Rich Bourgeois has submitted a pair of particularly cruel and vicious traps. He
evidently has a fascination with pits and spikes, as they are the furnishings of two corridor
traps.

I'was told, once, that what separates you humans from the beasts is your use of tools
to do something easily accomplished by brute force. That judgement may be a bit harsh. As
Rick Bourgeois proves with his Impaling Pit, tools can accomplish the task with finesse.

The hapless (and soon to be deceased) character begins his own downfall by stepping
on a pressure plate seconds before he plunges into a hidden pit. Pressure on the plate severs
a wire, yet prevents the weight on the other end of the wire from falling. As the delver steps



forward and falls into the pit, the weight is
released. As it falls, the weight draws a sec-
tion of flooring across the pit, making it seem
as though the delver has been swallowed up
by the floor itself.

The fallen delver finds the floor of the
pit a curiosity in that there are one-inch
diameter holes all over it. Steel spikes slowly
grow out of these holes, rising toward the
roof of the pit. When the first weight fell, it
also severed a line that released two other
weights, gently counterbalanced, that would
raise these impaling stakes through the pit -
and through anything in the pit. Death should
take about 30 minutes.

Movable corridor sections are a tried
and true friend to all dungeon masters, and
Rich designed The Pivoting Pit with this
firmly in mind. Chances are fair the nosy
delvers will be punctured twice on the same
set of spikes: double duty! Be sure to put this
trap on a level well below ground level.

A corridor at least 30 feet long termi-
nates in an ordinary door. The corridor is
otherwise featureless. However, when the
majority of the party passes the pivot point in
the middle of the corridor, all 30' of corridor
pivots down, throwing the entire group head
over heels toward the door.

Unfortunately for the adventurers, the
door is only a replica cunningly painted on
thin cloth shim. The delvers will rip through
the cloth and have an intimate encounter with
the bed of spikes waiting behind.

Okay. But Rich isn’t content to let it
goatthat... asure sign of a properly devious
mind in a trap-designer.

The corridor, now locked in a vertical
position, provides access to a room on the
level above (best left accessable in no other
way). Those who survived the short 15' fall
(and some will, most likely) can devise what
mbe(:)ans they will to climb 30" up into the room
above.

Opening the trap door will be a disas-
ter. The room above is full of rubbing alco-
hol. When the door is opened the liquid will
rush out under such pressure that anyone
climbing up will be knocked back down onto
the spikes. And even if someone manages to
hang on to a rope and not fall back on the
spikes, all that alcohol is bound to sting worse
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than a Mantichore in the spike wounds earned earlier!

Mad doctors have always played my favorite parts in late night movies, and Dr. Paul
Ronkas is apparently one of the original models. He’s created some of the most grisly traps
in this tome. The Sucker Sucker is possibly the most gruesome of all, and a novel use for
the ordinary spiked pit trap.

The trap appears only when it’s encountered: a fairly typical ten foot square pit,
hidden by illusion or paper-thin covering, with a self-closing steel plate for alid when sudden
weight hits the bottom of the pit. Instead of massing bone-breaking, skin-shredding spikes
that the bottom, however, the floor of the pit is carpeted with tiny inch-long hollow needles,
something like hypodermics. When a delver (or delvers) clumsily blunder into the pit, the
same switch that closes the lid also releases a heavy block underneath the pit floor. The block
pulls away (the floor, with its needles remaining), creating a slight vacuum that increases in
suction as the block falls. The effect of the vacuum will be to start drawing the victims’ blood
and other vital bodily fluids through the needles and into the cavity below. The sheer number
of needles will also make it difficult for a desperate delver to move; the suction will hold him
in place unless aided by someone else in the pit lucky enough not to be stuck.

The block eventually uncovers a small hole in one wall, allowing the blood to drain
into a large catchbasin in the opulant lair of an ingenious (and very lazy) vampire. This
draining will release the suction on the victims(s), but by then they will probably be feeling
too “drained” to care.

Of course, any substantial armor will defeat the tiny spikes, and allow the encrusted
hooligan to help his buddies (if any). But there’s still the problem of the covered pit, and for
neatness’ sake, there’s probably something on the way to clean up what’s left... something
big. And hungry. And unlikely to take argument from its food very politely.

Brent Halverson has devised a pair of pits sure to increase caution in the most careless
adventurers.

Some traps are ingenious, devious and twisted, but Brent maintains The Simpler,
The Better. In an ordinary chute trap in an ordinary corridor, don’t put ugly spikes at the
end... make the floorresemble a cheese grater. For a midnight snack of delver nachos (preheat
oven to 4500F, cook for 7 minutes), nothing could be better. You could even include a small
slicer running through the center. What slivers off you can put on canape’s for those more
elegant monsters who can appreciate the artistry of delvers sliced like radish curls.

And at the bottom of the chute? Salt water to “soothe” their wounds would be
appropriate...

For his second pitfall, Brent gets considerably more elaborate. This pit-full of doom
iscalled Button, Button, Who’s Got the Button? and again, the delver brings about hisown

grief.

In its simplest form, this pit could be just an annoyance. At the bottom of an ordinary
pitis a teleport pad. Its mate is on the ceiling directly above the pit. A character only has to
almost touch the bottom plate to be teleported up to where he almost touches the top plate.
Hefalls until he almost touches the bottom plate and is teleported up again... you get the idea.
Most importantly, the character never touches any surface, so he continues to fall faster and
faster, just as if he were going down a bottomless pit. Eventually he’ll reach his maximum
air speed, probably something around a respectable 120 mph.

You can just let it go at that. Eventually his friends should manage to get him out of
the cycle. However, if you want a character to be the instrument of his own destruction,
provide a way out. Open a panel on the side of the pit after the character has reached a healthy



speed. This panel should be down low, where only the “falling” character can see it. Behind
the panel are four buttons. Give him another fall or two to think about it. Unless his friends

have a better solution prepared, the plummeting character will eventually push one of the
buttons as he flies past.
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Button Number One will in fact save the delver by casting a spell that will slow him
and stop him at floor level where he can step free. Button Number Two simply shuts off the
teleport pads about two seconds after being pushed. That should be enough time for the
character to teleport up to the top of the shaft for his last fall. Button Number Three will
cause a bed of spikes to rise up through the teleport pad (although you could combine Brent’s
previous suggestion with this one by tilting the shaft into the grater chute). Of course, the
teleport pads keep working, which keeps the falling character “coming back for more.” Ouch.
Button Number Four is my favorite, but I have a weakness for Delver Julienne. A grid of fine
wire pops across the pit above the teleport pad on the bottom. Shouldn’t this stop the delver?
Well, no, because the grid isn’t all that fine, and the wires are covered with diamond dust so

they achieve a truely Razormatic* cutting edge. The, uh, sauce resulting after just a few
teleports is just right for pouring over elf ears flambe’.
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Delvers have numerous wily precau-
tions against the pitfalls they face, probably
because they face so many. Some pits are
simple, some are complex, but Leonard
McRoberts’ pit of Rat Rations probably
rates as one of the bloodiest.

A character falling into this pit -
through whatever cause - tumbles into a
forest of slim steel poles that extend into the
pit from the sides. A victim might try to hang
onto the poles, but not for long. Not only are
the poles covered with countless curved ra-
zors, but the poles themselves rotate and are
hooked into the wall on something like a stiff
ball-and-socket joint. Thus, they give gently
under a person’s weight. Gaining purchase to

try to climb out will be exceedingly difficult. Any movement will draw blood and shift the
character slightly deeper into the tangle of poles.

The shreds that reach the bottom are cleaned up by the family of rats that inhabit the
narrow sewage drain running below the pit. Very tidy...

Many are the pits of peril a delver will face during his short life. As with the pit above
most are mortifyingly simple in construction and really offer nothing in the way of suspense
before they deliver the coup de grace’ to the delver unfortunate enough to have stumbled into

them. Chris Crotty’s Pits and Pancakes, on
the other paw, anticipates the delver and hits
him when he feels he’s well out of danger
with a trap complex and expensive enough to
have been built by a defense contractor.

Coming upon this trap the characters
walk over a covered pit disguised to look
exactly like normal floor. The pit cover is
solid under their weight, and unnoticeable.
Besides, the characters will have focused
their attention on the immediate problem
before them: a deep, visible pit which you
may fill with more than spikes if you wish to
make the party absolutely paranoid.

After appropriate precautions have
been taken (to insure safety), one character
will cross to the other side of the pit. Once his
or her full weight (atleast 50 pounds or more)
trips the pressure plate on the other side, the
bloodbath begins.

First two steel plates swing down
from the ceiling, hinged right above the vis-
ible pit’s nearest edge, to meet snugly and
pulp characters standing there. The plate
swinging down through the pit area is longer
than its companion and it hits a button set
inside the near pit wall that releases two
mechanisms. One is a spring beneath the
pressure plate (below the character who crossed




— e
the pit to start all this). The spring catapults that character back into the open pit. ~

The second mechanism opens the “floor” over the enclosed pit, where the rear guard Corridor Traps
of the party has been standing. Even as they thank their lucky stars they were not involved — NOTES —
in the carnage before them, the floor opens and dumps them into the previously hidden pit.

Instead of filling the pit they fall into you might drop a horror upon them from the area opened
up when one of the ceiling plates swung down. Even if you elect to let them fall unharmed,
the adventurers will have a difficult time crawling out of the pit and then getting beyond the
steel panels blocking the corridor before them. It’ll keep ‘em off the streets for a little while...

Brannon Moore is a trap designer who enjoys a good double-think double punch to
do in delvers. The next three traps will put an extra twist on a character’s thinking - or failing
that, a twist in the character’s thinking apparatus.

Brannon’s first corridor trap proves he is, in fact, a reincarnation of a troll. It’s a pity
to find such a noble spirit trapped in a human body, but I am gratified to see it making itself
felt with a trap like Going Up?

The delvers, traveling a corridor, find themselves walking up a 45degree slant. Soon
it levels out into a landing about 20' long and 10' wide. At the end is a door. The most
disturbing thing is that the roof of the landing is covered with spikes.

Once the door is fiddled with, a portcullis slams down, cutting off the landing from
the sloping approach corridor. The landing begins to slowly rise toward the spikes,
inexorably. Anything used to brace against the roof and landing will be shattered or
destroyed. As the landing gets within a foot and a half of the spikes, the portcullis springs up
and an avenue of freedom presents itself. Adventurers may scramble for safety onto the
sloping corridor.

1 Unfortunately, the floor of the sloped
corridor is now a bed of rollers which will
accelerate adventurers toward the diamond
dust wire mesh now strung across the end
of the slope. Monsters may be waiting for
fresh delver filet on the other side.

And if the characters had not dived
from the landing? Since the landing stops a
foot away from the spikes, only the chub-
biest would be endangered. Patience is a
great virtue...

HehCannDo, has to be one of the more * _
technically exacting traps in this tome. '
Here he brings his double-think to a high
state of refinement. What adventurerimag- n

ines there could be any trouble if he does

exactly what he just saw his buddy safely

do? Precautions seem unnecessary, but doom

comes as swiftly as ever.

Brannon’s next example, Anything

Swihew s
2 3

The characters come up to a section
of corridor bisected by a pit containing
boiling oil. Beyond the trap the corridor
slants up at a 60 degree angle, with the first
15' of corridor paved with rollers like roll- collection
ing pins. The corridor continues its upward pg 219
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slant another 20/, then levels out again.

The delvers swiftly discover that the rollers will not turn. In fact, the rollers are
blocked. The first character scrambles up the slope; at the top, he hits a pressure plate that
removes the blocking mechanism. Now the adventurers on the rollers will find them rolling
freely, sliding anyone back into the boiling oil. The careless followers will pay dearly for their
presumption of safety.

Brannon’s last offering, Roller Derby, also catches the cowardly second in line while
allowing the brave first to pass unscathed. If Brannon has a fault, it’s a fixation with rollers,
but the result makes that easy to overlook.

The party finds the corridor blocked by two rolling cylinders. Each cylinder rolls
toward the other so anything landing on them will be sucked down between and flattened. A
coin tossed onto them will vanish between and reappear all squashed and thin below the
cylinders. The characters will laugh about not wanting to end up like that, and on the surface,
it would appear that they will not because the cylinders are only 5' across and rise 3' off the
floor at their highest point. Itis an easy jump at the worst of times.

When the first character leaps over the rollers, though, he lands on a pressure plate
that drops an invisible wall down from the ceiling to just about a foot over the rollers. As the
next character leaps, the wall stops him in mid-flight, and the rollers press his suit of armor
very nicely, and without starch in the collar!

If you really want to be nasty you make the first character set the pressure plate, and
the second character activates it when he lands. The plate springs up and dumps anyone on
itback into therollers. A tad crude, perhaps, but getting the characters who believe the danger
is behind them just proves there is no statute of limitations on the offense of believing you
have outsmarted the dungeon master!
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Traps that pick up after themselves are a pleasant reprieve for those weary ogres and
goblins who have to re-set pressure plates, re-fill oil kegs, and change the water in the kraken



tanks. Ed Heil’s Wringer is
fittingly tidy, even though he
shares Brannon Moore’s fixa-
tion with rollers!

Nosy delvers discover NIRRT

atrapdoor which, while small,
can be wrestled open with a

little leverage. Below the trapdoor is a short shaft - . - . .

almost like a one-person little room, featureless.

When a certain amount of weight (more than
afew coins, less than an average delver) is dropped
to the floor of the shaft, the floor splits. The delver
drops through to where two rollers meet; the cylin-
ders are covered with short spikes that interlock like
gears. The central pivoting shafts of the cylinders
are delicately balanced - any weight unbalancing
them causes the rollers to turn with liquid ease. The
shafts have a little room to “give”, so the spikes
catch on the poor fool that unbalances the cylinders,
and that character is “put through the wringer!” A
pit below holds the mangled remains of former
passers-by. The pit is very deep indeed, and there’s
probably something surviving on the occasional
feasts that drip down from above....

Brandon Corey has to be the most malignant
mind ever to survive electro-shock therapy. His
Leveraged Dropout is a trap that uses sound prin-
ciple to get down to the business of puncturing over-
inflated egoes. Everything is so simple, nothing
could be amiss, could it?

The party finds themselves in a dark, dis-
used section of a dead end corridor. Curiously they
spot monster tracks in the dust on the floor and after
they clear away wood, iron bars and other refuse
they find a trap door set flush with the floor. It has
a big steel ring in it and the whole thing looks very
heavy. The hinges are set in the edge leading back
down the corridor and no one can tug the door open.

But delvers are a cunning lot. Two of the
strongest grab a steel bar, jam it through the ring and
after setting a fulcrum, up proceed to lever the door
open. The rest of the party stands near the trapdoor
to surprise whatever is waiting below, and the
heroes on the bar announce they can feel the door
giving way!

When the trapdoor is wrenched open two
things happen immediately. A small, bright explo-
sive bursts at the door with enough light and smoke
to temporarily blind everyone in the corridor. At the
same moment a trap door opens beneath the feet of
the men operating the lever. It was easy to place
because, given the material at hand to work with,
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there was only one place they could stand to lever open the door. Once the heroes have fallen
into the pit the trapdoor beneath them swings back shut so when sight returns to the rest of
the party they will wonder where their friends have vanished to!

Brandon suggests you also add a “Jack-in-the-box” creature to spring up out of the
open trapdoor, but making it look like a nurse with a hypodermic needle probably does not
fit most dungeons. Certainly something crawling out of the opening would give the party
something to think about, and would garner you the time to haul their captured companions
off before they can even begin to search for them.

Let the delver curse his own childish stupidity. That’s the philosophy behind Charles
Manson’s Slayground Ride. As a detour, it’s a straight shot to the lower levels. As a trap,
it’s a do-it-yourself delver dicer.

A delver thinks he’s entering a room through an ordinary door. When the handle is
turned, however, a large section of the floor slides away, and zip, the delver slides down the
chute.

Halfway down are handholds. An intelligent delver (could one be found) wouldn’t
take a favor from a dungeon master. Since intelligent delvers are ararity, the delver will grab
a handhold as he or she goes by. Alas, the handle breaks away instantly, releasing the catch
holding back a veritable forest of razors that pop up along the lower half of the chute.

At the bottom of the chute, be sure to supply a thick pad of cotton batting to soak up
the blood. It can also cushion the fall for those bright folks who leave the handles alone, and
don’t take favors from strangers. (And most dungeon masters are unequivocably strange,

As long as we are on the subject
of strange, Maxwell Roberts offers a
strange doom with The Amazing Elec-
tric Hero, a nasty test for those adven-
turers who seek to emulate Tarzan.

The party is fleecing something
large or numerous and horrifying when
they come upon a lava-filled chasm. Those
who can fly probably will; those who
cannot will have to consider using the
series of ropy cables suspended from the
ceiling far overhead.

The first brave delver finds the
cable is made of metal. If you feel cruel,
and want more death from the same trap,
grease the cable liberally; the pointman
will almost certainly fall to the lava bed
below. Such elaborations are not reaily
necessary though, because when the delver
grips the second cable, he or she finds all
the cables are charged with electricty. By
completing the circuit with his body, the
character is severely jolted by the elec-
tricity. If he survives that (and can actu-
ally make his hand let go - a possible
problem in an electrical “accident” like
this), he’ll find the third cable is oppos-
itely charged again, and so it goes with

the remaining cables across the chasm.




Of course, if the char-
acter actually makes it clear
across without muscles spasms
that plummet him to his death,
then the potential of the cur-
rent must not have been very
severe. This trap can be merely
discomforting, or decidedly
deadly, all depending upon
how much juice you pump
into the system.

There are countless
ways to slay adventurers, from
the complex to crazy and back
again. However, subtle stresses
can be more satisfying than

bludgeoning characters with obvious fates. The next several traps are bewilderers and
confusion-makers, and the effects on a party can be more fun than a barrel of hobbits.

The Click Plate, by Brent Jones, is not at all deadly in and of itself. It will, however,
make many other traps more difficult to avoid.

This type of pressure plate is located randomly through the corridors and byways of
a dungeon. When trodden on, the plate produces an audible *click*, perhaps no different
from any other pressure plate that isn’t kept properly oiled. Enough of these Click Plates™
will have the party flinching and wincing in confusion and paranoia, like sheep around a
shepherd periodically crying “Wolf!”

When they least expect it, the adventurers find a pressure plate that clicks. And

activates a real trap, for a change....

Adventurers who
carefully map dungeons and
strongholds are an abomina-
tion. They always know
which way is out and are
never easy to trap far from
safety. Revolver, by Joe
Formichella, provides a
simple way to confuse and
disorient such characters.

The trap is activated
by a pressure plate set in a
very long hallway. The first
time the plate is stepped on
it causes an imperceptable
counterclockwise rotation of
the entire hall. At the end of
the corridor, the delvers will
locate a secretdoor designed
to look much like the other
dungeon walls. This door
should lead into aroom with
something to entertain the
characters, but not kill them
all, After all, your entertain-
ment is just about to start.
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Leaving the secret room behind (the only entrance or exit is into the revolving
corridor), the characters now discover the other end of the corridor appears to have been
sealed off. As they head back toward the sealed-off corridor, they will hit the plate again, and
set it, moving the corridor counter-clockwise again. Once more the party’s eagle-eyes can
find a secret door, but it doesn’t lead out of the corridor via the route they entered. It leads
to another room, with more “entertainment” for the adventurers. Once cleared away, the
characters will have few options but to troop back to the other end of the corridor. The
corridor rotates again, there’s a third room behind yet another secret door.

This sequence of bouncing back and forth between hidden rooms will stop after a
fourth, fifth, and sixth room, totally disorienting them with the paradox of what appears to
be three rooms in one. If these rooms offer other exits, the party may never know at what angle
they’ve gone. And imagine their problems if one Revolver corridor leads to another, and
another, and another....

Subtle modifications in reality like the Revolver corridor are likely to go unnoticed
by characters at the best of times. If the delvers have something else to think about (like
walking down stairs), the effects can be even more graphic. Wayne West has exploited this
face with his simple admonition, Speed Kills.

The delvers begin to walk down a long flight of stairs and do not notice that the stairs
begin to move, almost imperceptibly at first, like a modern escalator. A markedly plain wall
will disguise the real movement, which does not need to be terribly fast to begin with. When
they reach the bottom, the characters will be moving faster than they imagined and will lose
their footing on the landing. This can be augmented with a little oil where they step off.

Just a little extra speed would be enough to make them all crash together. And it will
give them a good taste of what their “always drawn” weapons can do.

- .
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A genuinely rotten corridor trap was devised by the insidiously clever Mark O’Green.
While things are not as they appear, this trap will do more than confuse the delvers. Nobody
will be rushing up to answer the question of Who’s On First?

This corridor trap will work best if the party is pressed for time - as in being chased
by your favorite nasties. Turning a corridor, the unfortunates may notice numerous long slits
at various heights along both walls. Each slot contains long knobby staves something like
over-long, too-thin baseball bats mounted grip to grip on a central spindle. Any movement
in the corridor will start the spindles turning, filling the corridor with dangerously whirling
staves. If the party has a hostage (you could supply one), the group may throw the hostage
forward to test the punishment - or some brave fool will try to wriggle his way through on
his own.

As soon as anyone makes contact with one of the thick poles, they will find the wood
is friable - rotten clear through - and it does little or no damage as it breaks.

So off the party goes again, hot-footing it to the far end of the corridor, breaking off
the poles as they go. However, because there is not as much weight to spin as before, the
spindles will speed up. Centrifugal force will release the joined razor-sharp blades, which
slide out of the broken ends of the poles and into... let’s just say that the characters in the last
half of the party had better be “on the ball” at this point!

Even more destructive is
the next trap. Action-adventure
movies not withstanding, great
juggernauts of stone rolling to crush
our erstwhile heroes makes for a |
heart-thumping adrenaline rush. ‘
Greg Fisher’s Coney Island Ex- |
press will provide this thrilling
experience to adventurers of every
stripe, though I doubt if the un-
grateful boors will thank him for it.

A dark side corridor of
roughly finished stone branches off
the main tunnel. Something entices
the characters to explore this side
passage: a chalk-mark of an arrow
pointing down it, or a slithering
rustle, or a choked-off cry of a
missing party member. Footing is

precarious here because there is a 6o
fairly long downslope which,

maddeningly, some thoughtless architect neglected to provide stairs for. Still, it is no slick
slide, and all but the clumsiest should be able to negotiate the slope without coming to harm.

Some distance down, the corridor levels off and the wary will notice a trench cut into
the center of the passage floor. The trench s perhaps two or three feet wide, and equally deep.

Observant eyes will see the tunnel floor and the trench then begin to rise back to the main
level.

At about the same time as these features are noted, the characters will hear an earth-
deep rumble from back the way they came. If they left their cowardly friends up in the main
corridor, those nervous nellies will see an immense stone cylinder crash through the “wall”
opposite the entrance of the side corridor (the “wall” is false and thin, and does not slow the
juggernaut in the least). The stone tumbles into the corridor, picking up speed coming down
the slope. By the time it reaches the bottom, it is going dangerously fast.

If the delvers are quick-witted, they will see the trench is the only possible haven. If
they are equally quick in action, they’ll reach it in safety. If not...
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The stone’s momentum carries it to the top of the rising slope beyond. There it meets
a series of catchnets which slow, stop, and reverse it. There is also a ratchet which releases
the gear works holding down the floor of the trench. When that catch is sprung, the floor of
the trench rises up to the level of the rest of the floor, with agonizing slowness, and just in
time for the stone cylinder to return!

Running, flying and fleeing - upslope - is the only route to safety as the stone rumbles
back through its appointed course. The stone will have an easier time going up the incline than
the adventurers will, but what a heart-clutching thrill they’ll have if they make it safely over
the top!

What is it that everyone needs, everyone gives, everyone asks and that very few take?
The answer is Advice. Taking Wally Blunder’s advice to Duck! in this trap may save a life,
at the expense of one’s dignity.

Characters are walking down a simple corridor when a loud voice cries out “Duck!”
At the same moment, the top quarter-inch of the floor turns into a very smelly, sticky, but
essentially harmless sludge. If the characters just stand there, nothing happens. If they throw
themselves to the floor, they get up again looking pretty silly, to say nothing of smelling like
analley cat’s leftovers. Inamoment or two later a large duck flies past. (The party could shoot
it down for a duck dinner, if they aren’t too angry.)

Verse

When the players have stopped groaning and grousing about the GM’s warped sense
of “humor,” the characters again hear the voice cry out “Duck!” This time a large wooden
bar comes flying out of one wall about 4' above the floor. It swings across the corridor,
bowling over anyone who didn’t duck. They’ll be knocked down into the muck with their
cautious friends, but not seriously hurt even though the bar moves with enough force to knock
down even a fairly large, strong character.



After everyone stands up, gets themselves in order, and prepares to move along, the
voice yells even louder than before “DUCK!” This third time the bar swings back in the other
direction, and more dangerously: the back side of the bar is braced with sharpened metal
blladeil.l The GM can have the bar move with enough force to cut a character in two, or just
slash the slow.

And the Gamemaster should carefully consider the strength of his relationship with
the players before uttering the final remark by the voice: “Well, I gave you three warnings...”

Dungeon hallways are occasionally marked by unnecessarily ornate or just peculiar
examples of the mason’s handiwork. Strange stonework is all the warning offered delvers
who wander into The Stairway To Mortuary, a fiendish design by Greg Fisher.

In a normal corridor, a short flight of steps leads down to a level about 6' below the
original level. A few paces ahead, an equal number of steps return to the original level.

About halfway down each side is one step doing double duty as a pressure plate. The
first time it is stepped on, the trap is set. The third time itis stepped on, the trap is sprung. Note
that stepping on the trigger steps in any sequence will do - two steps on one side and one step
on the far side will trigger the trap as easily as three steps on one trigger.

As the weight is removed from that step, two steel blades spring out to meet midway.
They’1l be about 3"above the lowerfloor level and will cause grievous disfigurment to anyone
caught in between.

Who’s caught there? If three characters are moving single file, the blades should catch
the leader about waist level, the second in line at the knees, and the trap-tripper through the
ankle. Note that if only two characters walk this section, the trap will spring when the lead
character first steps from the trigger step on the opposite side of the dip. Then the lead
character will lose an ankle and the follower will become sensitive to Short People jokes.

Characters will be on their guard in a corridor with any remarkable features, so
Leonard McRoberts’ next corridor trap, Step and Slide, will have to be in the proper
surroundings. I recommend this as an entrance to an underground adventure so the trap may
be found in a wood-floored ruined chalet or something equivalent.

The corridor is floored with 12" wide parallel strips running from side to side throu gh
the corridor. The strips can be wooden planks, square-edged tiles, or even very regularly-laid
stones. The characters can test the corridor through much of its length without finding
anything unusual. However, there is one strip which will give way, swinging down to expose
arazor-sharp edge crossing the corridor. The release of that strip will throw a gear releasing
all the strips throughout the corridor, both in front of and behind the triggering strip. All the
strips will swing down and expose their razor edges.

Some of the characters will stumble as footing becomes precarious, but even the
fortunate and agile may not be able to remain unscathed. After all, simple pressure against
asharp blade may not cause a wound. When a blade is dragged across a surface, that’s when
ablade cuts deeply.

Therefore, a few moments after all the strips have turned sharp-side up, one side of
the corridor tilts down sharply. The characters all slide down the length of the blades, under
the corridor wall, and into whatever collection area the GM has devised.

Laurel Goulding offers another trap of the “step and die” variety which is also
dependent on decorative flooring. That Sinking Feeling is enough to make the strongest
heart falter. The wrong step will have the mightiest hero on crutches for good.

The characters come to a section of corridor (or even a complete room) floored with
neatly set, decorative tiles, each about 12" square. Many of the tiles are perfectly safe to step
on. Quite a few, however, are not. Stepping on one of these randomly-placed tiles will be a
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disabling experience. The trapped tile sinks about 5" and two of the surrounding tiles snap
shut around the character’s ankle. The enclosing tiles could be razor-edged, of course,
although making them stone or blunt metal would be enough to make Major Macho Hero
limp around on a smashed ankle for two or three weeks at best. And placing this trap right
before a room where one has to jump from pillar to post, as with our opening room trap, can
make for lots of fun with a broken ankle.

But stairs remain an excellent focus of fear. Instilled in most children is a wariness
about stairs, and an equal wariness about tools left lying about. Leonard McRoberts has
combined these two concepts and produced A Household Accident.

Passing along a corridor, the characters come to a flight of stairs leading down. As the
lead character approaches the first step, he or she trips a pressure plate. This releases a catch
below the stairs and the footboards of the top eight feet of stairs swings over and back - like
when one steps on a rake, and the handle flies up to strike you in the face!

Brian Hammond also takes advantage of household dangers, bringing to light The
Troll Co. Retractable Blade Trap, which he says shaves as close as a blade... The design
of the trap is simple: the first character in line trips into a hidden pit without warning. This
triggers the section of the floor on the other side of the pit into flipping completely over,
assisted by a spring-loaded release, on top of those who are coming behind.

Where do the blades come in? They flip out of the flooring tiles as the floor section
begins its downward swing, impaling and slicing anything in their way.

The final trap in this corridor section is a perfect example of how a trap does not need
tokill or be expensive to be effective. Julie Hoverson, who actually solved the cypher in Traps
Too and wrote to my minions in that code, has provided Shuffle and Deal With It to help
all of us get more blood for our gold with a very simple plan.

The party rounds a corner or enters a small room - either will do so they don’t have
a clear view of the corridor behind them - and the lights flicker or some other sign is given
to the characters that something is wrong. When they look back the way they came, they see
the corridor has changed, a new intersection is revealed, and their compasses tell them they
are heading in a different direction than they thought they were.

But all this teleportation must be expensive, right? It would be, but the party has not
moved an inch.

Back up in the corridor the wall has been shifted back about 12' to reveal a new
intersection that was not there before. In addition a huge lodestone has been unshielded to
totally reorient the delvers’ compasses. With just a few of these sliding walls strategically
placed through a tunnel complex you can have the delvers traveling around in circles and
hunting for an exit in an area totally away from where it really is.
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What does one say about doors? Portals from one place to another,
characters are either exceedingly nervous or contemptuous of these thin
barriers and the real estate nearby. I can only hope the following Doom Doors
make contempt the less common response. With these gems in place no one need
ever hang a “No Solicitors” sign on a door again.
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I begin this chapter with a trap that is ingenious in its implication and sincerely horrid
in application. Brent Halverson has designed the Beware of Dopplegangers door to
accurately face the delvers with a puzzle and a threat they’ll be dying to defeat. And really
all they’re fighting is themselves....

The delvers find a door. It can be anywhere, although it doesn’t actually lead much
of anywhere. Somewhere rather low on the door is scrawled “Beware of dopplegangers!” in
what looks to be dried blood. A dying delver’s last message to those who might come after?
Doubtless. If the delvers are actually warned off, well, better luck next time.

However, if they open the door, they face a pitch black void that no light penetrates.
There would definitely be a sense of magic, for a few feet inside the doorway is a teleport
plate. A delver enters with all due caution, and poof! He reappears in the vicinity of the door
among his erstwhile friends.

Three things are relevant: 1) the void and blackness are intense enough that the abrupt
return to a lit corridor will somewhat blind the character; 2) it is the nature of the void to
briefly scramble the character’s auditory mechanism, meaning his friend’s voices sound like
orcish grunts and dire threats; and 3) a thin voice, as from a considerable distance, cries out
from inside the void, “No! That’s not me! Don’t let ‘im fool you arruugghhhl!” Handing the
player of the unfortunate character a note that reads, “The figure in the corridor is you, now
you convince them you are you, without showing them this note.” is all the proof the other
players will need that he is indeed a doppleganger!

With a formula like that, you should get a pretty good fight. And just for yucks, the
second or third time the teleport plate is activated, you really could capture the real character
and send out a doppleganger. If they keep shoving in characters, they deserve it.

Diana Harlan claims it’s elvish blood in her background, but she’s a troll-hearted lass
down deep inside. Diana’s Upsidaisy-Downsidaisy will have delvers pushing up daisies.
Definitely.

Prepare the delvers for this

ahead of time by given them object
lessons against opening doors vio-
lently. When they’ve got their man-
ners back, spring this on them - it’s
activated by someone touching the
door handle in a normal fashion.
When the handle is touched, a
pair of magical plates “turn on.” One
plate is at the delver’s feet and the
other is overhead. The area in a ten
foot square in front of the door is
transformed by a heavy reverse grav-
ity field. Anyone standing in the area
will fly up to the ceiling, and break on

through the thin balsa shim that just
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looks like ceiling. His flight ends
against the spikes in the real ceiling.

When the false ceiling breaks
away, a catch releases and a second
bank of spikes slides forward to block
the opening. The reverse gravity field
shuts off, and the flying delvers hasa
“punctuated” landing on the lower
spike bed.




For especially nasty dungeon masters - are there any other sort? - add a hungry
monster or three, and dose the spikes with a mild paralysing poison....

The next trap also requires a relatively normal approach to the door, so the placement
of Charles Manson’s Heads Up! is of crucial importance if you don’t want the paranoid to

easily circumvent it.
Place this door at the
head of a deadend cor-
ridor, with the corridor
not significantly wider
than the door itself.

HEADS LP
LADDIE/
UH OH...

The door has no
handles or other fixtures
by which to open it. On
the right hand wall,
however, the delvers see
a small button with the
label “Open” on it.

Pushing the
button will open the
door. It drops out into
the corridor like a draw-
bridge, crushing the
simpleton who pushed
the button.

On the other
hand, how simple can
250" of door be? Such
massive portals usually
decorate the very en-
trance of a tunnel com-

plex, or indicate something Very Large Indeed lives behind it. Characters who only antici-
Batc troull):}e after they pass through the door are fair prey for Caroline J. Maher’s The
owner Door.

Joe and Jane Averagedelver (of the Soggybog Averagedelvers) whip out their trusty
ropes to help them open the massive door with its latches/knobs/knockers placed too high to
work in any ordinary fashion. After all, the portal has been examined for smaller entrances
(and there are none), and the hinges indicate the door swings outward.

The hinges are false. When the delvers pull, they’ll find the door is only propped up.
Numerous spring-loaded bolts, triggered when the door moves an inch or two, slam into the
top of the door and substantially increase the rate of its fall. It will be a very speedy delver,
orone who teleports, who escapes getting flattened - the latches will smash into the dooritself
on impact, so there is no breathing space under the door after it falls.

Putty knives should be issued to the clean-up crew.

Lovers of practical jokes will appreciate this trap, so simple as to be beyond the
expectations of the average delver. Charles Manson reminds us that The Bucket Over The
Door has all the potential of a joy buzzer or a squirting plastic flower... and when is a door
not a door?
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In simplest form, a door left slightly ajar provides the balance for a bucket full of,
well, take your pick. The variations are endless. Ice water in a damp, cold dungeon may be
unhealthy without being devastating. Fine glassy sand would get into the joints of armor, and
under and into everything else. The itching and grating would be maddening, if non-fatal, but
nothing to brag about back at the tavern.

Brine is another annoyance. Cold, and wet now, and outrageously itchy and
uncomfortable when it dries in one’s clothing. A nest of red ants or a bees’ nest inside the
bucket could have unpleasant consequences - more people die each year from bee stings than
from snake bites! Bright yellow dye would be laughable and might damage spell books; Eau
de Comestible Monsterum could be dangerous, and plain old skunk oil would be enough to
disband the party.

Naturally, more viscious options are available, from acid (in a glass bucket) to a
bucket full of mercury. What’s so nasty about mercury? Well, it’1l be tough on the digestive
system of anyone who swallows some, but more importantly, it’ll thoroughly coat anything
they have that’s made of gold, like gold coins for starters. There’s no decent way to unbond
mercury from gold, so the characters will have a sack full of coins that look suspiciously like
fake goods. Then there is the old stand-by: a bucket full of lead-heavy rocks could cause a
concussion or three.

Of course even a mildly suspicious delver might think to look up when encountering
adoorthatisnotadoor. (Becauseit’s gjar !) The doorcan be left closed. The same assortment
of exasperating annoyances can be kept in a reservoir above the door to spray out when the
door is opened more than an inch or two!



Laurel Goulding provides yet another dreadful destiny for delvers in the unusual
portal called The Bookcase Cliche’. She may have seen too many movies, but this trap is
treachery incarnate. Not designed for the depths of a dank and dreary dungeon, this bookcase
could be the main secret entrance to a tunnel - just to start the party off on the right foot.

The Bookcase Cliche’ looks to be just that: a swiveling floor-to-ceiling bookcase of
the sort one generally sees in old movies. Torches are conveniently placed on either side of
the bookcase, and twisting either one of the sconces will cause the bookcase to make a very
fast 180! turn on its platform. Perhaps the delvers will catch a glimpse of a passageway
behind. An identical bookcase - previously the “back” of the other one - now rests where the
original was.

The obvious solution is to get onto the platform and then have the torch sconce pulled
for you. Easier said than done, but undoubtably the cunning characters will find a way.

Unfortunately, the second time the bookcase is activated, without a safety switch
known to the book’s owner being thrown first, one half of the “bookcase” sprouts spikes just
before it pivots in the middle directly onto the other half,
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A little less vicious, but with a similar result, is this next trap. From the frozen wastes
of Alaska to the foggy streets of London, John Longenbaugh is making sure no delver is safe.

The Door of Manners is an object lesson in politeness. If the door is opened
normally, by turning the latch, nothing untoward happens; arod assembly is engaged and the
door operates in the ordinary fashion.

If the door is kicked in, however, the trap is released. A hinged panel set with spikes
has been concealed in the wall. Unless the rod assembly is engaged, the panel will snap around
from the hinge side of the door, driven by a powerful spring, to clobber the kicker and anyone
else standing nearby.

John Olsen is responsible for this door trap, A Slipshod Operation. The intrepid
adventurers find a strong wooden door sign with a sturdy doorknob and lock. The door bears
the carefully lettered sign “Authorized Personnel Only.” This, of course, has no power
whatsoever to stop the characters, who now want nothing so much as to find out what’s on
the other side of the door.

They can fiddle with the lock all they want, and even normal magical means to unlock
doors will fail. This will probably just whet their appetites. When someone finally gets
exasperated enough to try to bash the door in by throwing his weight against it, or kicking it
in, then things get really interesting.

Door Traps
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The floor immediately in front of the door is mounted on rollers, allowing the floor
to suddenly slide back. Underneath the flooring is a very deep pit with - well, whatever you
like to keep in very deep pits. Whoever was trying to force the door will probably plunge
straight to the bottom. At best, he or she will be clawing at the doorsill with fingertips, while
toes clutch helplessly at the other side of the pit.

How does one get through this door? Well, itdoes say “Authorized Personnel Only.”
Authorized personnel have keys.

Mark O’Green has concocted a trio of doom-doors which will incite fear and
frustration in almost any red-blooded delver - especially when it’s his red blood that’s leaking
all over the floor.

The Windmill is the most elaborate device dredged so far from Mark’s
fiendish imagination. With a little experimentation, even the dumbest delver will discover the
door slides to either side, out of sight of the wall. Someone gives the door a good shove, the
door slides away, and the first character steps into the doorway - just in time to catch the next
blade rotating through the door from the other side.

The “door” itself is one of four sharpened blades on a windmill-like arrangement,
with the hub of the wheel high above the door. Moving the door either direction severs a wire;
the wire was preventing a weight on a rope from falling. The rope was wound around the axle
of a wheel. As the weight falls, the rope causes the wheel to whirl, spinning the blades faster
until the rope plays out. The blades slice through the doorway, catching anything in its path
and slicing it neatly in two.



For added nasty effect, you have the weight turn up and down on the axle like a yo-
yo, periodically reversing both speed and direction. Eventually it’ll come to rest again, but
not before causing some small difficulties to the adventurers.

Mark’s second offering is a good old standby he calls Buster’s Facade, Although my
previous collections of traps certainly have nothing to do with the rampant paranoia of
modern dungeon delvers, few characters are comfortable opening doors from the front. They
cluster to either side of the door, cringing as one foolhardy soul gingerly twists the door’s
handle.

This in mind, Mark dedicates this trap to the memory of that famous old comedian.
When the handle is turned the entire wall around the door falls out onto the party. Only the
person with the handle in his hand - and the stupid look on his face - will escape unscathed.
He’ll also be a real “hit” with any surviving party members!

Tarbuddy is Mark’s last trap, another famous “stuff inside the door” trap that has its
beginnings in a childhood story. It’s very good at catching the child-minded delvers.

The insides of this thick door are filled with exceptionally sticky tar-like adhesive.
The door-kickers will get their just desserts when they sink into it up to their knees. Just ask
Brer Fox. And keep it at the right stickiness: it should be rather hot.

M i k e
Stackpole must have
heard the same story
back when he was a
child (millions of eons
ago), because he pres-
ents characters with A
Sticky Situation.
Here, the door’s exte-
rior face is covered
with a transparent,
sticky substance that
will go unnoticed -
until it is touched. A
character placing his
ear to the door to geta
clue to what is going
on beyond will find
his ear firmly stuck.
Placing hands or feet
against the door to pull
free will probably
work, but hands and
feet will be stuck. The
door is egalitarian:
anything touched by
it will get firmly at-
tached.

If you’re cold-hearted, provide a solvent for the adhesive. It’s kept in the room
beyond the door, agonizingly just out of reach of someone stuck to the door...
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Adventurers take up their trade as much for the great stories they can tell as for the
loot they hope to acquire. Laurel Goulding’s Ear’s Looking At You Kid will not provide
that satisfaction to the delver who is caught by this trap. Place this door in front of your
barracks, or some other place where the monstrous inhabitants are likely to be having a noisy,
friendly game of poker or Black Brontosaurus when the adventurers stumble upon the closed
door.

The door seems quite normal. However, when a character presses his or her ear to the
door to listen, ear, hair, and perhaps some lightly-placed fingertips will be stuck to the
covering sheet of very strong adhesive. A guillotine then drops, the blade perhaps a half-inch
from the door. It'llbe a very close haircut, and the character at the door will only be buying
half sets of earrings in the future.

As a favor to the natural inhabitants of the room, the dropping blade could also ring
a warning chime inside. It’ll give your guards a few extra moments in which to tot up their
winnings and gird for battle.

And remind your monsters to be considerate of the poor character who was maimed
by the door. I instruct my ogres to pound the delvers on the “good” side of the head until
everything is evened up again.

The final door trap comes to this tome courtesty of Brandon Corey. He’s very used
to people bursting unexpectedly into his rooms up at the Home....

Brandon claims this trap was designed to deal with the adventurers who burst through
doors, two crossbowmen slipping in to each side of the door, ready to destroy anything
lurking within. Swatting SWATters combines Brandon’s intimate knowledge of rooms
with rubber walls and his unique grasp of theoretical physics.

Outside the door is a section of flooring nearly the same size as the door; this flooring
covers a pit. The slab also extends under the door into the next room, where the opposite end
of the floor section is heavily weighted.

When the door is torn from its hinges by an adventurer’s puissant kick, a pin is pulled
loose and the weighted end of the slab rotates down into the pit. The outside end of the slab
rises, propelling the kicker into the room, and sealing the doorway.

The two crossbowmen who dashed into the room just ahead of the kicker discover
rubber bumpers occupying the same space where they had planned to be. The crossbowmen
rebound, collide with one another, then drop into the pit with the kicker.

The party is now cut off from their fellows, who are left to whatever fate you deem
suitable.
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Adventurers are a very curious lot. Instead of settling for an honest trade, they head
off into dark and forbidding - though not forbidding enough - places that really are quite
foreign to them, in search of wealth and excitement. Excitement we give them, in brimming,
gory buckets full, and wealth we hand over all too freely, but for most delvers this type of
diversion quickly grows boring. Ho hum, another tenorcs slain today, and four thousand gold
pieces in gems. So, did anything exciting happen to you today?

But even the most jaded delver - magically inclined or otherwise - smiles when he
comes across anitem. His heart quickens at the sight of an elixir, and his pulse pounds in his
ears when he sees a magic sword or a jeweled ring. Items are unique and remarkable. They
are worth much more than the value of their parts. They are treasure!

They are also the traps the delver willingly, and greedily, gathers to himself until they
take action and destroy him.

Iim ' Traps
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Ibegin this chapter of trapped items by directing the GM’s attention to those delvers
who read. This skill apparently has nothing to do with innate intelligence, as evidenced by
those characters who will fall for some of these incredibly simple traps.

Ryan Scott leads off with Read the Label, which is as effective a trap as any in this
collection. This trap is centered around a chest. On the chest is bolted a big sign which reads
“Do Not Open Chest (details inside).” Prying off the top layer of the sign would indeed reveal
the details of the poison gas trap inside the chest. Many adventurers will end their careers as
they open the chest trying to discover the secret to the joke. It gets them every time.

Perhaps it is the ingenuousness of literate delvers that traps them: they actually tend
to believe what they read. Chris Alexander takes advantage of this trustful attitude with the
deviously surprising Poison Surprise.

This trap would best be found as part of a minor treasure/reward thatincludes a variety
of other items. The delvers find an ordinary vial such as poison typically comes in, and there’s
even a label with “Spider Venom” neatly calligraphed on it. To all appearances, it is the
ordinary paralysing venom which Stetson-hatted spider ranchers provide the City apothecary
for use by dungeon delvers who like a little extra “edge” when facing denizens of dark
dungeon demesnes.

Of course, it isn’t. Instead of paralysing spider venom, the vial actually contains
highly concentrated spider adrenalin. Be sure it is a big monster hit with a blade or arrow
carrying this “poison;” the monster will speed up into overdrive instead of becoming
paralysed! It’1l hit twice as fast instead of twice as slow, and do commesurately more damage
to the poor stooge who fired up its afterburners!
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Of course, dungeon monsers are a tough breed. They’re able to handle injections of Item Traps
this adrenalin in moderate quantities. If, however, a surviving delver thinks to use the — NOTES —
remaining Spider Adrenalin on himself, he could be in for a second surprise, especially if he
overdoses himself (easy to do). When the concentrated adrenalin hits his system, the delver’s
heart will beat harder and faster than it ever has before. Blood pressure will climb, putting
a tremendous load on his circulartory system, and especially the small, delicate blood vessels
of the heart and brain. Rending claw or talon isn’t necessary if the delver gives himself a heart
attack or disabling stroke.

Although Chris misleads characters with his little vial, Matt Willson takes the idea
one step further: offer the characters the entire contents of an alchemist’s laboratory (after
they have faced suitable resistance). All the pills, potions, and vials have carefully lettered
labels identifying them as “Smarter,” “Quicker,” “Invisible,” or things like “Black Destruc- i
tion,” “Death,” and “Endless Sleep.” Matt will soon have all the characters asking, What Are
The Ingredients, Anyway?

“Smarter” pills cause immediate heart failure, “Invisible” clots all the blood in one’s
body, and “Quicker” dissolves bones - just for examples. Many of the more deadly sounding
items, however, are anything but. “Death” pills make a character smarter, “Black Destruc-
tion” increases strength, and so on. But just to keep the uninformed from being too cocky,
any of the items with a deadly label which are packaged in blue bottles (say 25% of the total)
are just what they say. “Endless Sleep” potion in a blue bottle will indeed cast the imbiberinto
never-ending sleep.

In fairness, provide the alchemist’s notes
behind a well-concealed hidden panel (like The
Bookcase Cliche’ back in the Doors section of
this book) somewhere nearby. These notes should
contain a key to the “mis-"labeling of the bottles
and vials. If the characters take the time to find
a key, they deserve not to discover the bottles’
contents the hard way.

Vending machines are certainly an anachronism in the dank tunnels explored by
sword-wielding warriors and mad-eyed mages. If that sort of anachronism is bothersome to
you... well, how in the world can you have any fun at all? Loosen up a bit! These two
machines are definitely for fun - since playing with characters’ brains from the inside out is
my idea of a good time.

Rick Loomis brings up a particularly trouble-making item with his Sweet Drink
Machine. Far back in some dreary hole they’re exploring, adventurers discover a tall rectan-
gular box, brightly colored. Mages, mad-eyed or not, will announce that an aura of arcane
magic surrounds this bright red and blue thing. (Legend has it that some of these boxes are
red and white, while others are green and silver. No one reads the language the words are
written in, however, so what these different colors mean, no one knows.)
The box has a number of large buttons, a slot the size to take a coin (and a painted
arrow pointing to the slot), and a small niche near the bottom third of the box. Any coin of
any denomination can be put into the coin slot. If the button is then pushed, a paper cup drops
into the slot (usually right side up), and the cup fills with a foamy brown liquid. (except in
the case of the green and silver machines where the liquid is clear.) collection
pg 239
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There is no magic sensed from the cup or its contents. Appropriate tests report it is
definitely non-poisonous. Someone who drinks the liquid will find it tastes sweet, cool and
refreshing.

An hour later, the character has a sudden flash: he MUST have another drink from that
machine! Neither water, ale, nor any other drinkable satisfies the craving. In short, the
character is hideously addicted to the vending machine’s drink. Unfortunately, even if the
party thought of it, the character will find the drink he brought along with him goes stale, flat
and is unsatisfactory in a very short time. If unable to get back to the machine the delver will
first experience headaches, twitches, a ravening thirst, blurred vision, and be very nervous.
More serious complications follow...

Speaking of following, Rick suggests that it may prove amusing to have the machine
follow the character(s) who drank from it. This can be awkward if the delvers want to godown
a passage too narrow for the machine, and if it follows too closely, it could interfere in
combat. I wouldn’t recommend letting the machine follow a character outside the ruins/
dungeon where it is found - unless you want to provide that character a sinecure back home.

If you must have a cure for the poor player, I would suggest a pilgrimage to some
distant shrine, which forces the character to haul the machine over hill and dale. Once he
reaches the shrine he undergoes a three day ritual that involves fasting, praying and doing
certain things with branding irons that I won’t mention for the sake of delicacy. And when
he’s finished with all that, and free of the habit, the shrine’s monks direct him to carry his
machine out back and to put it with the thousands of other machines just like it...

The machine is insidious and subtle, waiting to strike. Every hour on the hour, the
character must have another drink from the magical innards of the machine. Any coin will
buy it - but it must be had. Here, kid - the first one’s free...

Delvers are heavily into material acquistions. Whatever they have, they want more.
Why else should they go out grubbing in dingy holes? Tom Quaid offers The Vexatious
Vending Machine for those acquisitive characters who have more money than sense; I
applaud his means of retrieving some of the cash stolen from the treasure vaults of somebody-
or-other’s esteeemed ancestors!



The boxy vending machine - make it as big or small as you like - definitely contains
magic. The magic apparently exudes from the weaponry, armor, wands, scrolls and sundry
other peculiar items that are lovingly displayed behind a thick sheet of crystal or glass. Each
item is numbered, and there is a bank of buttons on the side of the box which apparently
correspond to the numbers on the items. A slot in the side of the machine says “Insert Coin
Here.” A hopper large enough to catch any of the items is near the bottom.

Avarice blossoms in the delver’s heart. How to resist? A coin goes into the slot, the
button is pushed - the gem-hilted glowing sword does not pop down into the hopper. Well,
there are no prices listed for the items - perhaps one must insert more coins. More precious
metal dribbles down the chute, but sadly the desired item is never released. So push a button
for something that looks less costly - no luck. Look for a coin return?

No Luck.

The coins are gone. The main magic on the vending machine is that all the pounding,
beating, kicking, magic and explosives applied to it will not harm it or convince it to
regurgitate its coins or bait.

If you suspect the characters won’t fall for this machine, set it up in the space formerly
occupied by your local dungeon smith and sword-maker - you know, the one who did decent
work for the adventurers in the past. You should be able to convince them the smith has
merely automated his establishment.
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While not a vending machine, the next trap definitely qualifies as a great peculiarity
- which is why linclude it in this chapter instead of in with the Room traps. Occasionally, a
designer of traps will go to substantial lengths to offer the obscure and the arcane. Such s the
Sasquatch WDB trap, submitted for your consideration by Brent Halverson, with assistance
from Monty Liebrant and Stanley Rutledge. Little is known of the secret rites of the Siberian
sasquatch - and Brent, Monty, and Stanley know more than most (possibly more than they’re
telling)! If your tunnel complexes aren’t presently inhabited by Siberian sasquatches, then
Caribbean sasquatches - those with very little fur and good tans - will do as a substitute.

These rare beings are known to build tall spires in secluded rooms; the spires are
threaded like a screw. A sturdy cable rope is wrapped once around the spire, and at either end
of the rope is tied a 50 1b. bag of dirt. At the single entrance (quite wide and high, of course,
to admit two or more sasquatches standing shoulder to shoulder) a pressure plate starts a
round platform spinning at the base of the spire. The platform winds up the spire, spinning
faster and faster (up around 150 rpm). When the rope and the attached bags of dirt reach the
top of the spire, the whole whirling mess goes spinning off toward the entrance. Now, when
there are sasquatches at the door, they know what’s going on and catch the bags (though quite
a feat it is considered the proper thing to do when visiting)!
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ﬂ The unitiated - and ill-mannered - will be caught by the whirling dirt bags (WDBs).
Item Traps The bags and rope will wrap around like an enormously oversized bola, and quite probably
— NOTES — break a spine or two. To add insult to injury, the bags may break, burying the delvers under

a hundred pounds of dirt. So gratifying to see a nice, peaceful delver’s grave...

: : Trapped items that are apparently good weapons are daily fare for dungeon delvers,
but still they cannot easily refuse a free weapon. Offered now are several traps masquerading
' ' as delvers’ favorite toys.
Two minds that think alike are Mike McClymont and Billy Leslie. Mike developed
The Sliding Sword, a blade that will work perfectly well until it is used to thrust instead of
slash. When used in a thrust, the blade slides out the back end of the hilt to impale the person
wielding it.
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Billy created its companion, a dagger he calls Reversie. Because it is not as long as
the sword it cannot hope to impale its user. Instead, when the blade sinks in through the hilt,
its opposite sharpended end slides up the character’s wrist. What a pity, if either the Sliding
Sword or Reversie were to take effect when the blades had previously been poisoned...

Billie Leslie provides another variation with
his deadly dagger Backfire, a moderately sound-
looking item with a fair gem decorating the hilt. This
dagger, too, will backfire on first thrust. A cluster of
sharp poisoned needles pop off the gem capping the
hilt; the needles expand like the ribs of an umbrella.
One of the needles is sure to prick the user’s wrist.
There the skin is thin, rarely protected, and has lots of
nearby blood vessels to carry the poison straight to
o/ where it will do the most good.
collection V¥
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Justin Levitt contributes a lovely weapon with an esthetic touch in his Deadly Work
of Art. In some appropriate location - an armory, perhaps - characters find a particulary
beautiful, finely-crafted, all-metal spear standing alone. It shimmers with mild magic,
enhancing its attraction.

Actually, the magic has another purpose. Whenever an orc comes within 50', the spear
calls out in a very loud voice, “Hey, you, Fatface!”

So? The character appears to have insulted a fumble-footed dungeon monster, right?
He’d probably do it by choice, if he’d known the critter was there. And if a fight comes about,
no big problem with a nifty new magical spear in hand, e¢h?

The nifty new magical spear is made of glass, thickly coated with metallic paint. It
will shatter as soon as it’s used, harming no one - unless you consider being instantly disarmed
while facing an angry, insulted, “fumble-footed” dungeon monster to be harmful...

wﬂ»wwMva»'
JMMMWWW

ik

MWWMWMA

Mlu“ i i uu)"ﬂt i

But Justin’s sense of esthetics doesn’t stop with an objet d’art like a fine glass spear.
Jewelry is also within his purview, as his Ring of Doom clearly shows. He brings the concept
of liquid crystals a new perspective.

A ring is found, probably among some other treasures, with a large, lovely diamond
glistening in the setting. Obviously valuable, nothing untoward happens until or unless the
ring gets wet - if the characters take an unexpected dip in a watery pit, or after a long and
difficult fight makes his hands quite sweaty. Then the ring abruptly shrinks at record speed.
The character will have to find a spare digit if he or she wants to count to ten when it’s
finished! .
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In case the character won’t fall
into wet holes, or manages to avoid strenu-
ous exertion, he or she may still take a
jarring fall. A sharp rap will shatter the
“diamond,” which proves to have been
hollowed out and filled with water. It
contains, in fact, just enough water to
make the ring do its grisly work.

Another digit devastator is Bran-
non Moore’s Ring Around the Finger.
The ring is strongly magic, and if you
favor giving them a fair warning, leave
one half of a dead bug in the box where
the ring is found.

The ring is a one-way teleport band which only activates periodically - say, once an
hour for just one minute. Anything inside the ring - like a finger joint - is delivered to the
Keeper of the Finer Fingernail Collections.

If the ring has some other, more useful magic power (accessible only while being
worn, of course), you can probably hook the character into keeping the ring in use while
occasionally losing his fingers in the process (since the ring is not all that regular in its cycle).
Loss of fingers implies loss of manual dexterity - a serious problem to a mage, to say nothing
of the obvious limit to the number of digits a character can sacrifice.

And if your characters have magic enough to regrow the digits after they are lost,
consider expanding the ring and letting them use it as a circlet...

Strange minds devising deadly devices can be found anywhere. Start by looking in the
mirror, but stop at no sea shore. Trollish hearts trapped in human bodies have spoken up from
both side of the Atlantic, and now Jos Valdman offers his masterpiece from Down Under.

This lastdisabling ring is The Ring That Won’t Let Go. Again there is magic, which
might entice someone into putting the ring on since there is nothing unusual in its looks.

The ring might feel a bit uncomfortable, as if it were knobby on the inside. A wary
character will pull the ring off and find, much to his dismay, that most of the flesh and sinew
onthat finger comes withit, as if shredded by hundreds of tiny cat’s-claw curved razors inside
the band.

The magic prevents the razor-sharp barbs from being seen, and lets delvers slide the
ring on in one direction - but not off the other way.

From trapped jewelry, we progress to the trapping of certain other items of apparel.
Somewhere amidst a treasure trove, or perhaps just in the back of a forgotten closet, is the
place for Dorothy March’s Acid Boots. This trap threatens the delver with the very thing he
fears, something you humans call poetic justice. How “fitting.”

The boots are nicely crafted and very comfortable. A label sewn into the lining near
the top proclaims the boots to be made from the finest basilisk leather, completely acid-proof.
A worthy treasure indeed.

Between the sole of the boot and its inner lining (which is not acid-proof) is a thin
bladder made from the stomach lining of the poor basilisk who gave its all to make the boots.
The bladder is, of course, acid-proof and contains a quantity of the most powerful acid known



to man or troll. The bladder is removable and
is present in the boots for salesmen to remove

and pour on the boots to prove the claims on
the label.

The bladder, being slightly flexible,
will not burst under the impact of normal
walking, but when the wearer takes his first
few running steps (increasing the pressure on
the bladder from just his weight to four times
his weight by running), or - the gods forbid! -
jumps any distance, the bladder will burst in
each boot. The unfortunate delver now finds
himself standing in a small pool of acid -
neatly confined by his acid-proof boots - and
he will be in a desperate hurry to get them off
before his feet disappear entirely.

Of course it would be an excellent
time for the delver to discover the thing he is
running or jumping away from is the boot-
basilisk’s mother...

Dorothy March also understands that
magical armor is an item much prized by
adventurers who have serious respect for the
integrity of their own skin. Thus, her Armor-
dillo will probably be snapped up as soon as
someone lays eyes on it. Such a character is
another victim of poetic justice.

The suit of fine scale mail practically screams that it is magical; even the most cursory
inspection will reveal that its power in the arcane is considerable. The armor should have at
least one power which can come in handy in the dungeons for which it is designed: if you have
a watery theme, the armor allows the wearer to breathe underwater; if people traipse around
in the desert, the wearer stays clean, cool, and immune to sunstroke. Whatever this polishing

touch is, make it worthwhile to the adventurers. Remember, you’ll get back out of this what
you put into it, and more.
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The insidious thing about this armor is that a curse underlies its special abilities. Once
donned, the armor will graft itself onto the wearer’s body and transform him or her - slowly,
so the character has time to think about it - into an armadillo. A large, magically radiant
armadillo that breaths water (or whatever), but in the end, just an armadillo, plain and simple.

The rest of the party will have to come up with a collar and leash, or your tunnels will
have a new “wanderer.”

Doug Chasant delivers up the deadly simple (and simply deadly) Ejection Seat for
those characters who think more with their hinder parts than with their brains. The item in
question is an ornately carved throne which must be approached by going up two or three
steps. The throne is much decorated with reliefs of flying birds and other airborne creatures.
An inscription on the throne reads “Whomsoever sitteth upon this throne will gain the power
to fly.”

When a character walks up
the steps to the throne, a measuring
device gauges his or her weight. When
that same weight is lowered into the
seat of the throne, the trap activates.
(This subterfuge prevents a wily delver
from dumping his petrock on the seat
just to see what happens. Also, if
weight remains on the steps, nothing
happens, so his companions will have
to stay back.)

When the trap springs, the
ceiling splits open and the seat of the
throne catapults the character into the
sky blue yonder. Unless the character
already has the power to fly (in which
case, why take a seat on the throne?),
it will be a long, long way down,
during which time the delver can
practice missing the earth.

You may need to add guard-
ian monstrosities so the delvers don’t
think they are granted the chance to
sit on the throne too readily.

British trap designer Maxwell
Roberts comes from a country with a
long history of king and queens, so
his Royal Collar is a fitting tribute.

The delvers enter a room where
several skeletons litter the floor.
- . | Against the far wall is a skeleton

*.. .| chained by the necktothe wall;onthe
\ skull rests an elaborately worked and
) quite expensive looking crown.

- 5 Bifatmmic eaditnntad The character who takes the
: crown (whether he puts it on his head
or not), immediately switches places




with the skeleton. He is now the one chained to
the wall by the neck, with the crown securely
resting on his cranium. Since the chains are
deeply set, and undoubtably crafted by your
courteous local adamantine dealer, the charac-
ter could be there quite a long time. And if the
crown-snitcher is the typical bull-necked bully,
he might even have a little difficulty breath-
ing!

Naturally, any spell designed to shrink
a person would provide a safe way out of the
trap - so you might instruct the adamantine
dealer to engrave a warning that implies, true
or not, that such a spell would shrink the collar
first, and not the person. (While not the truth,
no one said we had to be totally honest all the
time, did they?) If such magic isn’t available,
finding a person whose head is smaller than the
collar is a practical alternative. But you cer-
tainly don’t have to suggest it.

If the characters are still seeking to emulate royalty after the last trap, Privileged
Information is waiting to enthrone the arrogant. Elija Dixon and Scott Rogers have conspired
to trap adventurers who pride themselves on their brains.

The trap is set in “The Throne of Knowledge,” a high-backed chair created of
obsidian and inlaid with gold, silver, and ivory. If the party can avoid trashing it for the loot,
a character might sit in the throne. When he does so, he is immobilized and his head begins
to swell (an affliction common enough among delvers and game designers). The character’s
mind is bombarded with all sorts of information on high-speed dump; if he is not pulled off
the throne within 10 seconds, his brain will “explode” or burn out from too much knowledge.

To be on the safe side, the precise amount of time needed to burn out a brain might
be linked to the character’s original brain capacity. In other words, idiots would blow up
faster than geniuses. And what if a character is pulled off the throne in time? You could make
all the information date from when the throne was last used by someone who could add
instead of just draw information. Court gossip from 1000 years ago might be interesting, but
it probably is not going to be much use now.

Equipment can be trapped to good effect. Characters are occasionally constrained to
climb steep mountainsides and sheer cliffs, so they tend to be familiar with the art of
mountaineering and the equipment that goes with it. Matt Willson has conceived The
Poisonous Pitons to take advantage of this. If the characters find pitons, hammer and rope
aspart of a “treasure” shortly before they require them, they’ll consider themselves fortunate.
It’s such a pleasure to raise hopes just before dashing them...

Most of the pitons are perfectly sound, but a number of them are hollow and filled
with poisonous gas. Although their weight seems normal, these special pitons are brittle and
the first time they’re struck with a piton hammer, they’ll shatter and the deadly contents will
puff out. Since the only safe way to pound in pitons is to work with them close to eye level,
and since even heavily armored characters must breathe, the result is quite horrible.
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A variation on this theme is to have
the special pitons with a slow acid core.
When pounded the glass capusule con-
taining the acid is shattered, and the acid
slowly weakens the piton from the inside
out. A piton that once took weight is now
flawed, and will make climbing a true
adventure.

Most characters either take first
aid for granted, or ignore it entirely. This
should not be so - a delver should be
educated in the ways of bandaging wounds
to speed recovery and ease pain. Then
springing David Steven Moskowitz’s
Painful Aid will make the education a
mixed blessing.

Set up the delvers in advance of
their need for it. A wandering vendor
could sell these bandages just outside the
tunnels. With a sufficiently hearty sales
pitch, the characters will part with a little
cash to safeguard their blood and bones
later.

Perhaps some portion of these bandage rolls are actually “as advertised.” But if the
vendor is in league with the dungeon denizens, these could be a serious annoyance at the worst
possible times. Variety is the key.

Imagine, if you will, a delver wrapping a slashed forearm with a bandage that, once
exposed to moisture (i.e. blood) hardens. A dagger won’t cut it free and so the delver might
loose use of his arm. (On the other hand, this makes fine modular armor, once they figure it
out - so don’t provide a great deal of this type.)

e




Or consider the sticky problem of putting on a bandage with a quick-acting adhesive.
Wounded delver and helpful friend would find themselves too tightly wrapped up in each
other to gainfully search the dungeon for a solvent.

And of course the most rotten thing to do is coat the bandages with contact poison or
venom that must enter the bloodstream to be effective.

Charles Manson’s Interdimensional Book of Magic is sure to catch the eyes of the
greenhorn magic-users who can’t resist the urge to pole through the weighty tomes of their
betters. Even more experienced sorcerous types succumb to the temptation to check out the
latest magical experiments of their peers.

The book is definitely magical, and it definitely does deal with interdimensional
magic. It must be read one page at a time, starting at the beginning. The first few pages are
just conventional nattering about the subject, nothing even the rudest tyro couldn’t have
picked up long since. However, when page five is turned, the book’s true nature is revealed:
itisitself an interdimensional object, rather than being a book about interdimensional magic.
Five steel spikes shoot out of the book from this nether dimension, spiking the nosy neophytes
and putting a permanent end to his rude inquisitiveness. Thus, it even fulfills the implied
promise of teaching a mage how to exit from this plane of existence...

Now we come to the magical deviousness of Steve McAllister. Steve is unquestiona-
bly one of the subtlest minds on this planet, and the traps and tricks he has devised to dismay
delvers over the millenia have probably caused more players to rip out their hair in frustration
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than any other dungeon master, ever. His Magic Gems have a nearly Zen-like simplicity.

The party locates a small treasure trove
of gems in some out-of-the-way location. The
greediest delver reaches out to collect his just
reward - and disappers. An eagle-eyed com-
panion might notice one more gem lying on the
floor. Like all the other gems, it too is magical.
If a companion picks up that newest gem, he
toodisappears. There’s yet another gem on the
floor, also just as magical.

Yup. It goes on indefinitely.

Magic Gems turn characters into magic gems that turn characters into magic gems
that turn characters... but you get the idea. If treated as a powerful curse, the party might
eventually be able to retrieve a lost character. But even with the most careful handling, get-
ting a gem-character to a place where the curse-dispelling could occur might leave the party
withmore gems than characters. And as for cashing them in? A shopkeeper or moneychanger
who has been transformed into a gem would have a hard time giving fair value!

These next few item traps range from the sublime to the outrageous, and occasion-
ally are both simultaneously. Don’t be fooled by the foolishness; some of these traps can be
the most humiliating of all to those adventurers dim enough to be caught by them.

Evil simplicity is the crux of some very effective and clever traps. With The Nothing
Box, Marc VunKannon has dispensed with the elaborate clockworks, vile chemicals, and
twisted mechanisms favored by many trap designers. The box is the inevitable chest

somewhere in an inevitable room. On the chest is pasted a notice which reads: “There is
Nothing in this chest.”
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Such a disparaging statement is the greed-beacon for the average delver. He won’t be
fooled by such an old trick, no siree! With commendable industry, the character struggles to
open the chest - and in fact, it is considerably more difficult to open than it appears. That
should merely whet his appetite for the valuables he expects to find inside.

Surprise, surprise. When he finally does wrestle it open, he finds the box really is
empty - mainly because it is an interdemensional gateway to interstellar space. The suction
caused by the room’s air rushing through the box into the void will usually draw any loose
items, and possibly a few loose adventurers. (If the fool bashed in the lid, your clean-up crew
will have some difficult work cut out for them. Then again, there won’t be anything to clean
up for a long time, will there?) If the lid was pried up, it will shut again, when the delver
holding it is sucked out into the endless chasm. The small amount of air in the box when it
closes rapidly evacuates, and once again the box contains... Nothing.

Little attention is paid to the truly vulnerable parts of the average adventurer - by
which I mean his mind and his ego, of course. Mark O’Green’s Soprano Chest effectively
plays with his mind while it crushes his ego, among other things.

The chest in which this trap is set looks normal, like the previous trap. Also like the
previous trap, the lid is incredibly heavy and difficult to lift. As the delver huffs and puffs,
and eventually pushes the lid over, he will discover that the chest is itself on a pivot. As the
weight of the chest beings to topple backward, a plank from the floor will also rise sharply
(something like the unweighted end of a seesaw) and will catch the delver amidships.

You'll want to consider putting a monster or other threat in the pit where the chest had
been. I, however, favor the idea of having a mirror there to show the character how foolish
he looks gasping like a fish...

While a trap like those
above feature a traditional chest
in traditional settings, there
are some traps which, while
simple, are best sprung in
elaborate surroundings. Such
is Matt Willson’s Pillow of
Mung Lung. I recommend a
place deep in your tunnels,
defensible to a delver’s eye,
and with all the trappings of
sybaritic luxury and relaxa-
tion. A temple complex, per-
haps, with the unearthly priest-
esses ready to tend wounds,
offer refreshment, and allow
the weary adventurers a good
safe night’s sleep. If you give
the temple an Oriental flavor
you could even call it the
“Temple of Mung Lung” and
no one will ever know the
difference.



The trap is pathetically simple: all the pillows on which the adventurers mightrest are
filled with Rabulus mungum fungi spores. When a character rests his head on a pillow, the
microscopic spores puff out, too small to see, but easy to inhale. The spores will infest the
character’s lungs - but they do it slowly. Chances are good that when the character wakes the
next morning, he’ll have no symptoms more discomforting than might presage a head cold.
However, by nightfall, he’ll be collapsing, cyanotic, strangling, and soon dead. Even before
he gets that far gone, he’ll be short of breath (a problem for someone having to fight his way
out of a dungeon), and slow to recover from exhaustion. Add the aura of a curse that is
rumored to take out those who venture into the dungeon’s halls, and this Mung Lung

infestation is a means to make it seem true - without connecting the unearthly inhabitants to
the characters’ demises.

Unearthly did I say? Of course: they don’t breathe. |©

In keeping with my chosen theme of discomfort o
over death, it’s a pleasure to offer Brannon Moore’s
The Key To Pain. The delvers come to adoor with a big oh
brass handle and a keyhole that resists the best efforts of

the lockpickers. However, even cursory investigation € 2. .92 O G
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will turn up a panel nearby. Behind the panel is a glass globe containing swirling mists and
a jeweled key. Breaking the glass sets off no alarm and the delvers will discover the key is
a perfect fit for the lock. When the key is turned, however, it begins to spin at an incredible
rate of speed, scraping flesh from the thumb and forefinger of the character unlocking the
door. Wait until they try to collect a Purple Heart for that “battle wound!”

Matt Willson is a trap-designer with an evil mind. (He bought it at an odd boutique
in Denver.) Using this mind he discovered that “the only thing worse than a brutal warrior
is one with A Plaid Thumb.” Silly? Doubtless. But picture a 6’7" warrior with the ability to
lift 49,764.112 pounds who has to walk into taverns and explain zhis...

As found, the item is a plaid
sphere about 6" in diameter. It exudes
magical vibes; eventually someone
will pick it up. When that person does
s0, his or her thumb sinks all the way
into the sphere. Itis physically impos-
sible to remove, break, melt, paint,
bleach, bend, or destroy the sphere -
although thumbodectomy remains an
option for those who don’t care to
hold anything in that hand ever again.
(Limbs cut off and then magically
regrown still have the color problem.)

A glove can be constructed to
mask the disfiguration, but it will still
look like the character has a tangerine
stuck on the end of his or her thumb.
More insidiously, if the plaid area is
not exposed to light regularly and as
much as possible, the discoloration
will start to spread further. The plaid
will creep up the arm, around the
neck, across the face,down the chest...

suffice to say that it gets more and more difficult to disguise. Regular and prolonged exposure
to sunlight will cause the plaid to go “into remission,” although it will never cover less area
than the character’s swollen thumb.

It’s an interesting exercise in role playing, one hopes, or at least good for a laugh. If
the former, you could start the rumor that if the character can locate the (far distant/proba-
bly hostile/virtually unknown) clan whose tartan it is, the plaid can be removed through some
extensive and adventurous ritual. Of course, the clansmen might not understand why the
character would wish to disavow connection with their noble people. And the clan’s feud-
foes might want to remove the tartan in their own way...

Another trap whose main purpose is to teach humility is Brent Jones’ Barbells of
Death. Its secondary purpose is to substantially weaken the party by challenging the pride of
the strongest member.

The group discovers a room with weights on bars, as if for weight-lifting. With a sly
word dropped here or there, the strong characters can probably be goaded into testing their
prowess by pumping a little iron. There are two catches: 1) the weights are easily ten times
heavier than the labels indicate; and 2) every bar is coated with a strong, fast-acting contact
adhesive.



The result is that the mighty character, having attempted to lift a weight he cannot
possibly lift, is trapped in a crouching squat - a useless, embarrassing, and vulnerable
position. The character can move about since the weights turn like wheels, but the weight
absolutely cannot be removed from the bars. Unless he or she can fight crouched over with
sword in teeth, the trapped character will be little more than a pitiable tag-along who’ll have
problems negotiating stairs. This has an incredibly traumatic effect on a delver’s €go, so be
sure to give the problem all the attention it warrants.

Of course, you should provide a solvent for the adhesive. You can even give them
a choice: something expensive, difficult to find and difficult to transport - or something
inexpensive and easy to find, like molten lead.

5686

Someone who has succumbed to The Barbells of Death will have nothing to fear from
Brent’s last scurrilous trick, The Magical Binoculars, since the weight-lifters won’t be
getting their hands on the prize. Everyone else is fair game for this jest.

The magic binoculars definitely should be part of a hoard the adventurers have
worked hard to find, making this “trap” the last laugh of the being who has been ripped off.

The binoculars are made of brass, well crafted, and the
lenses even appear to be of a quality surpassing anything
else available. Best of all, an inscription on the side reads
“Use Magic Binocs To See Through Darkness.”

The field glasses do indeed let one “see through
darkness” but it probably isn’t in the way one expects.
The magic of the binoculars places a smeary black circle
around each eyes of the character who uses the field
glasses - a permanent smeary black circle. Looking

through black circles could be said to be “looking through
darkness.”

This trap is purely designed for fun. If you can
keep the afflicted character from finding out what hap-
pened, the joke can last quite a while. (Plan ahead:
provide a slip of paper for everyone in the party - except
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OI’ Raccoon Eyes - which explains the appearance of the adventurer who used the glasses.)

The final pair of traps in this Items section are a tad grimmer than the traps above, but
are a fitting end to this chapter. They literally get the characters coming and going.

One definition of creativity is the ability to think of the unusual way to do an ordinary
thing. Greg Fisher’s Handy Treasure will force a little creativity from the characters - or
make them pay for the lack of it.

The adventurers locate a chest of stone and steel immovably attached to the floor. It
is solid, making it unlikely that the delvers will breach its sides. The characters will just have
to open the chest in a conventional manner.

Inside they will find some respectable treasure, and a sense of magic. The magic is
like the film of a bubble. The bubble senses anything entering the chest, like a grabby hand.
When the “bubble” is breached, two blades scythe across the top of the chest almost too fast
to see. This usually results in the addition of hand or two to the contents of the chest. The
“bubble” remains active, and anything substantial coming into the chest will be cut in two,
up to and possibly including magical swords and the like.

Aftera hand is amputated, a favorite weapon smashed, and a quick thief discovers she
ain’t quite quick enough, the party may get frustrated and walk out. It’s a shame their
magicianisn’tcreative enough to think of levitating the contents of the chest. Since the goods
are going out, not in, the material will emerge unharmed.

Finally, The Not So Soft Drink by Maxwell Roberts is a means to catch the
adventurers who, when faced with a mysterious potion they cannot identify, simply throw it
into their packs and continue merrily on their way.

The oily potion they discover does not appear powerfully magical, but it is quite
beyond their abilities to identify. When one character finally dumps it into his or her pack,
the group sets off again. Before they’ve gone two steps, a magical sign appears before them.
The sign informs them that the vial contains nitroglycerin. Just watch the delvers try to
remove that pack without jiggling it!

Just for the record - nitro is poisonous if taken internally. And you should always
shake before swallowing. Or after, as the case might be...

¢ (' -
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Things

I have been accused in the past of putting any trap that does not fit into another
category into this final “catch-all” chapter called Things. I think this really does a disservice
to Thing traps. Instead of looking at Things as those traps that fit no other category, perhaps
we should think of them as traps that are not so easily pegged with a label. This difficulty in
easily defining Thing traps makes them less easy to spot, to figure out and much less simple
to avoid.
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Thing traps seem well tailored to let the delvers be the instrument of their own
destruction. I begin this chapter with Brent Jones’ Help! which is exemplary among its kind.
If the characters want to call for help, their careless wish will be answered.

The adventurers find this trap in a room more like an office than your typical dreary
dungeon room. There is a desk at the far end of the room, and a rope bellpull hanging against
the wall close behind the desk. The occupant of the desk is out - certainly not to be seen - but
he, she, or it has left simple instructions on the desktop: “To Call For Help, Pull On Rope.”

Too many delvers think selfishly. In this case, that means the delver who pulls on the
rope assumes he’ll be summoning help - someone to give him assistance, first aid, or
directions to the nearest treasure hoard.

The rope bellpull rises up into the darkness that substitutes for a ceiling. Up in the
darkness the rope winds up over a ledge, and attaches to the tail of a nasty man-eater sleeping
on that ledge. A really good tug will pull the creature right off the ledge and into the lap of
the bell-puller. Neither beastie nor delver will have their tempers soothed by such a tumble!

The delvers wanted to call for help? That’s exactly what they’ll probably be doing
with a grouchy monster hot after them!

Another variation on this theme is Laurel Goulding’s Not Quite Rapunzel. Delvers
who grew up on tales of white knights rescuing fainting damsels in distress will fall easily for
this sucker trap, especially if it’s set up with all the right trimmings. (Some might object to
picking on such “romantic” individuals, but anyone stupid enough to base career decisions
on fairy tales has got it coming. Never see me under any bridge...)

The bold adventurers are confronted with a sheer wall leading up several stories to a
tower window. On the window ledge they see, perhaps, a flicker of thick golden braid.
Visions of childhood fairy tales blossom in their small minds, and they call up sweetly
“Rapunzel, Rapunzel...,” - well, they can call out anything actually, and the braid will twitch,
then come tumbling down. The adventurers can climb up the braid or use their own ropes,
but they will be unpleasantly surprised when they reach the top, regardless of how they get
there. A huge Golden-Tailed Multi-Clawed Short-Tempered Head-Crusher was awakened
when the characters raised their voices, and it can hardly wait to teach them the error of their
ways...!

Laurel Goulding shows a definite flair for adapting tales into wails with yet another
bait-and-switch tactic for those well-read adventurers who imagine themselves to be heroes
of myths and fairy tales. Daphne’s Revenge takes place in a glade (or room that looks like
a glade). The characters discover an enchanted laurel tree guarded by some unfortunate
goblin or gremlin you want harshly disciplined.

After the party has dealt with the overmatched guard, they will have time to notice
the tree has a bracelet around one of its major limbs and a ring on a branch that could pass
for one of several fingers. In fact, the whole tree has a feminine cast about it, and smart delvers
will be reminded of the story of Apollo and Daphne. They’ll soon assume the tree is a shape-
changed woman - and they’ll be quite right. As soon as they dispell the magic, the character
will briefly understand why the woman-tree was guarded.

In her natural form, the lady is a gorgon.
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One garden trap deserves another. Elsewhere in the herbaceous byways of the
dungeons, the delvers discover a gigantic, absolutely gorgeous rose. If they are not totally
creatures of wanton destruction, the delvers will pause to sample the heady aroma of the
flower. Brent Jones’ The Scent of Death will be sprung.

The first delver who shoves his massive proboscis into the flower will find it is an
exquisitely-crafted fraud. The metal petals will close and fasten about his head, forcing him
to breathe deeply of the scent of the flower. If the character is not pulled swiftly from the
flower’s strong grasp - which might cost the character both his ears - the perfume will prove
deadly in a very short time.

Brent Halverson has a businessman’s acumen - also an amazon’s toe and a
politician’s heart - but it is the business sense which fires up his next two traps. Getcher Fresh
Hot Toasties! will allow enterprising freelance monsters the golden opportunity of setting
up a fresh-fried refreshment stand. You don’t need kings, clowns, colonels or arches to go
into the food business, just a way to make food fast!

Permit the cleverest of delvers into the area “behind the scenes™ back where your
monsters live (and presumably come for their food when off duty). A small tunnel - hidden
behind a secret doorway - leads up to a lookout over a cavern where several sleeping monsters
lie snoring away. A spur of rock extends from the path out over the cavern room below. And
on the spur off rock the delvers find a cauldron.

Clearly another party wrestled it this far because it is all set to pour its contents down
on the room below. In factit is still full of hot oil bubbling merrily away. There is even magic
on the pot which a wizard knows keeps the contents of the pot boiling at a steady even heat
- it was once a witches’ cauldron. Even the most stupid of characters can see this
seigemaster’s dream of a pot is ready to wreak havoc on the monsters below!

Thatis exactly what would happen, except for two mid-air teleport fields shimmering
unnoticed: one below the 0il’s probable trajectory, and the other... over the delvers’ ledge,
of course.



If you’ve got your monsters on a
diet and are trying to cut out the greasy
fried foods, substitute boiling water.

Brent’s next business is just the
right kind of encounter for adventurers
who have been sent on a wild goose chase
to rescue a missing prince or princess.
Frog Prince may not be what they had in
mind, but it should keep them occupied.

In a secluded room, or a shabby
tent on the fringes of a bizarre bazaar, the
characters find an old blind man seated
beside a pool or bucket which contains 20
or 30 bullfrogs. A sign nearbyreads “Kiss
A Frog - 5 Gold Pieces.”

If one of the adventurers actually
pays the man (who can tell a gold coin
from alead slug - he’s blind, not stupid),
the fellow produces a net, catches a frog,
and offers it to the customer. One kiss
actually bestowed, and... poof! Anamaz-
ing transformation!

One of the frogs is actually a
prince or princess, although it might not
be the one the adventurers are looking

for. All the other frogs are nasties-of-
your-choice transmuted into froggy bod-
ies - and released with a kiss.

Lest the characters take out their frustrations on the “blind” old man, let them think
about this: considerable magic power is required to transform 20 or 30 vile beasties into
bullfrogs. Is their ire worth the rest of their lives being spent wet, cold and eating flies?
There’s room aplenty in that bucket!

Frogs and toads are such lovely creatures, it’s a shame no one thought to provide them
with fangs! Alas, they’re condemned to be foolishly bloated beasties frequently found in
strange places - which is why the next trap, in their honor, is called Toad In The Hole. Jos
Valdman forces the delver to become a toad, after a fashion, and it will take more than a kiss
to put him right again.

This trap is quite dangerous for the sorry bloke who crawls into it. But since he won’t
obey signs anyway, he should be removed from the gene pool. Because delvers in general

are prone to ignore written warnings, it’s possible this trap could work repeatedly in different
locations.

Over a narrow crawlspace hangs a neatly lettered sign. It reads “Employees Only -
No Entry Without Authority.” Peering in, delvers can see a pale rectangle, as if the
crawlspace debouched into a dimly lit room perhaps 20' away.

Eventually some character will summon his courage and creep in. However careful
he is, about 13 feet in he will depress a pressure plate. It doesn’t have to give much, so he
may not notice at all, especially if he is in armor. The plate jangles a bell, and the bell alerts
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the ogre (orc, goblin, or hobbit-gone-bad) who inhabits the other room. The bell won’t be
heard because the crawlspace doesn’t actually go all the way through. The far end is justa
luminous square (or thick parchment before a candle if you want to fool magick-sniffers).

When he hears the bell, the ogre knows there is unauthorized entry into the crawlspace
- everybody is unauthorized to be there. The ogre leaps to a winch and lever mechanism that
swiftly lowers razor-sharp blades that divide the character into equal sections. Note that
curved blades make the slicing easier...

Should your creeping crawler be encased in endless plates of impenetrable armor, you

have two options. The first is to allow the fellow his miserable life for the expediency of

wearing armor in the first place. He'll still be pressed firmly against the ground by at least
4 or 5 thick blades in a space too small for his friends to assist him. When the ogre finds his
winch won’tlower the blades all the way, he can send his buddies out to harrass the characters
who are trying to help their companion out of his predicament.

If you prefer the short and sweet, use the blades first. If they don’t cut through, leave
them in place to hold your victim still - then lower the optional needle-sharp spikes or power
drill to punch through the ferrous carapace.

Taylor Deupree has conclusively proven that it’s possible to completely frustrate
greedy adventurers without causing them any physical pain whatsoever. Good Things Come
In Small Packages is one of the most potentially aggravating trap set-ups I've seen,
remarkable in its simplicity.

This trap is located in a rather plain side-branch off a regular corridor. The side
corridor appears quite long, and there’s something - perhaps an open chest - at the far end.

However tremulously the characters approach, they find two things: 1) the corridor
has a definite aura of magic; and 2) there is a chest at the end and it is filled to overflowing
with coins, gold plates and flatware, fat ropes of pearls, and much more. The chest also seems
rather large. In fact, by the time they get up close to it, the chest is the size of a 2-story house!
- a fact not in the least apparent from the beginning. From where they stand, the characters
can look up and see a coin balanced on the edge of the chest, and the coin is as big as a double
bed!



It’s quite likely the charac-
ters will devise some way into this
gigantic chest. They will find every-
thing in it commesurately immense.
The very smallest pearl gruntingly
pried out of a pinkie ring is the size of
a head of cabbage.

A character who takes that
cabbage-sized pearl back up the cor-
ridor will find that by the time he
reaches the intersection, the pearl is
as tiny as a mustard seed. If he had
casually tossed it into his pouch, he
might have trouble finding it without
a magnifying glass.

The magic of the corridor
makes the characters shrink. All the
treasure is normal in size, but the
tunnel itself is constructed to fool the
eye’s sense of perspective so it seems
that one misjudged the length of the
corridor originally. Magic cast by
others tends to get muddled in the
corridor: teleporting into the corri-
dor, a character will still arrive as
small as ever; trying to teleport out
with the treasure just doesn’t work.

The characters are welcome
to set up a bucket brigade to get out
what treasure they can handle, but
aside from tiny pearls and gem dust,
they shouldn’thave much luck. Even
the most unbelieveably strong char-
acter must be able to get his or her
hands around an oversized item. Since
belongings also shrink, rope is more
likely to break than retrieve so much

as a fork.

And while the party is lifting GAWDS! IMAGINE
and toting, you should send wander- “
ers along to see how they’re doing... THE OYSTER!

The final “thing” in this chapter is a piece of furniture. Sort of. It’s an uncommon
delver who, when finding a desk, dresser or chest of drawers, can resist the temptation to :
search through it. Matt Willson’s Never Trust A Drawer may not end this uncivilized v
nosiness, but it may slow it down a little. This should allow the more conventional nasties 7
in your halls an advantage to shift the delvers’ gears from Slow to Stop...

The characters locate a piece of furniture which has drawers. It’s handy if the drawers
are relatively numerous and stacked one over the others. The intrepid adventurer gives one
drawer a tug and finds it a little hard to pull open. This should encourage him to stand right collection
in front of the drawer and tug harder. Doing so, the adventurer finds the drawer releases pg 261
suddenly - hard and fast. So do all the other drawers. W
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The drawers are made of steel and are spring-loaded. They will shoot out with
considerable force, crunching kneecaps, smashing shins, belting breadbaskets and ravaging
ribs - at least. If that’s not enough, while the crippled delver lies in front of the dripping
furniture, a heavy poisonous gas may be released. It should sink to floor level - which is
currently nose-level for the erstwhile adventurer - and finish the job.

And that finishes this job ... well almost...



The 102nd Trap

N v

Now, for the fourth time, I come to the point where I must set quill aside after the
arduous task of collating all the traps contained herein. I must say this collection was
somewhat easier to compile than the three that have preceeded. The selection of traps I had
to choose from was very wide, and seldom was an offering abandoned because it was not
useful. My thanks to all the contributors. Without their efforts and labors I should have spent
years, and the total male population of several small countries, in gathering and testing the
traps above.

Before I pass this volume to my aids so they may prepare it for final production I do
want to leave you with a final trap. There is no need for gloves or environment suits this time;
what 1did thrice before I need not repeat again. After all, if I’ve not gotten you by now you’ve
proved your worthiness to share my wisdom.

In many ways this trap has been worked through the pages of this book. It was subtle
in construction and, in fact, many of you may not have noticed it at all. For its foundation it
took my reputation - a formidable base for any trap - and added a hint of harmlessness by
using something you are more than familiar with. 1 clue was thrown in midway through the
book, but the trap itself is yet to be sprung!

Now, turn back fora few pages and look at the skulls. Notice the “seemingly random”
pattern of their distribution. See how they form odd shapes and are spaced differently. Notice
that no pattern is the same throughout the book! All the patterns are unique. What could these
sinster symbols mean?

Humans are inquisitive creatures, and a mystery will hold their attention as a shackle
might hold an ankle. Curiosity burns in them like a hot poker and the very thought of leaving
a clue unsought or a puzzle unsolved makes them uneasy and spurs them on to even greater
and greater acts of stupidity in an effort to prove how smart they are.

So, what is the mystery of the skulls? There is no mystery. The skulls are randomly
placed on the pages in a pattern that is no pattern. Had you but seen the loathsome creature
placing them you would know any sort of complex pattern was beyond him.

My point is this: place objects that seem incongruous or slightly out of place within
your demense. Certainly nothing that might upset the fine thematic balance you have labored
hard to present, butenough to be noticed as different or unusual. Imagine, for example, a wall
painting that depicts the life of a great hero, and suggests a location for his tomb. Adventurers
will look for more clues to piece this puzzle together so they can find the tomb and - instead
of setting up a shrine appropriate to such an individual - loot it. As long as they feel there is
one more clue that will make everything fit together, and that said clue is just around the
corner or over the next hill, they will drag themselves through gauntlet after torturous
gauntlet to find it.

Then again, there might be a pattern to the clues you offer, and the solution to that
puzzle might well lead to worse than they faced gathering the clues.

That is, after all, the way it is with the skulls above.
Pleasant Dreams,

-Grimtooth

,v;,,M

101st Trap
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Pearls of Wisdom

There's a sucker born every minute
-P.T. Barnum

And they die about that fast, too.
-Grimtooth
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THE CASE OF THE "MYSTERY TRAP”

M S

A FEW OF YOU NOTICED THAT THE
TRAP ILLO THAT'S ON THIS PAGE DOESN'T
ACTUALLY ALPFPEAR IN THIS BOOK. SO WHERE
DOES IT COME FROWM? THIS TRAP IS ACTUALLY
USED IN THE T&T GM ADVENTURE: CA7ACONES
OF THE BEAR CULT. | LEN7 THE GOBLINS
THIS TRAF, SO 't SHOWING IT OFF HERE.
CONSIDER IT MY G/F7 TO YOU... e T

The Goblin Pitfall
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ngegggn Figure A. The trap as set. Figure B. The trap as sprung.

TA pg iv



TROLL TALK

'A’\ &

It's been awhile. I thought by now you clowns would have had enough.

AllT get is negative reviews from pinheads and mamby-pamby pleas to

clean up my act. Listening to you humans squawk, you'd think I'd made
the Ten Most Wanted List.

Somebody must be reading me. The three previous volumes of my peer-
less series have spawned a number of degenerate cults, and every once in
awhile a fan letter finds its way to my cave demanding more traps, more
insults, more violence, and more Steve Crompton artwork!
And it has been a while since my last book...

Tough. The Troll marches to the beat of his own drummer. You'll take
what I give you and like it!

While cursing me out one side of your mouth, you've all clamored for
more from the other, and believe me when I say the mere mortals at
Blade and Task Force have not been deaf to your cries. But the Troll
doesn't work cheap, and I've enjoyed my life of semi-retirement, so as
much as the world has needed another TRAPS book, you've all had to
do without. I'm dying for you guys. I really am.

It took awhile, but the publishers finally forked over enough maidens and
mead to get my attention, and the result is TRAPS ATE--Now let's get
one thing straight! This is my fourth book of traps. Everyone bought
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GRIMTOOTH'S TRAPS and TRAPS TOO. There was a third book of traps, but the
less said about that fiasco the better. A couple years ago I gave you TRAPS FORE,
and now you have TRAPS ATE. Clear? Good...

...because I'm sick of all you provincial bozos complaining tha »o0ks aren't
numbered as humans render counting. It's a wide world, you know, and not everyone
counts consecutively. If you human zombies all want to count the same way--four
follows three follows two follows one--that's your business, but don't expect
Grimtooth to shuffle lockstep into oblivion with you!

Right! On to business. Within this volume you'll find all the mayhem you've come to
expect, and not a few good ideas besides. As before, I've provided no feeble "game
stats” for any of my traps--if you want to know how many "dice" damage the Delver-

matic Pinsetter does, then round up some trolls to bowl a few frames and decide for
yourself. As much as it may scare the milk out of you, I expect my fans to do a little
honest creative work now and then, and that means modifying my already perfect
designs to suit your needs. To get you started in the right direction, I've provided
ample note space on each page, and all my traps have a "deadliness rating” in the form
of skulls...the more skulls you see, the deadlier a trap is. So no more whimpering!
Take responsibility for your own worthless lives, and for the way you use my traps!

Long time fans of this series (those few they still allow on the streets) will notice a
chapter new to this volume. With a title like TRAPS ATE, a "Food" section seemed
in order, but be warned! Don't expect trite little recipes for dragon wine or basilisk
pie--that stuff is for girlscouts! This is the real thing, boys and girls, and that means a
collection of traps that either kill you with food or turn you into the same--frequently
both!

So strap on your lobster bib and ask mom for a sharp knife. It's time to take a bite out
of TRAPS ATE. Hold hands and don't get separated, and be sure to sign the release
before you read any further. It used to be I could poison a gamer every now and then
and get away with it, but lawyers are ruining all my fun. In my next volume of traps,
you can expect whole chapters devoted to barristers and insurance brokers, but for
now its hack and slash time!

Screw up your courage and leave your stomachs by the door.
Anyone who faints gets left behind!

--Grimtooth, Somewhere In The Toxic Wilderness

P.S. DO NOT FEED THE MONSTERS!!!

>
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Room Traps )

Far be it for me to lecture you lot on room traps. I've seen the average
gamer’s room, and I wouldn't dare venture inside without a pack of my
mates at my side. As bad as old pizza and smelly socks can be, there isn't
a one of you who couldn’t do without a pointer or two on the fine art of
building a room trap. It isn’t enough to simply smash a delver flat with
a 10,000 pound weight, although it might hold your attention for a
century or two. To build a truly memorable room trap, remember
Grimtooth's Three Rules:

1) MAKE IT BIG! How much can another few squares on the grid
paper cost? Think SCOPE!

2) MAKE IT WEIRD! Never use an orc where a moose will do. Make
sure your victims remember your trap, and have something to tell their
pals when they're killing time up in heaven (or in that other place).

3) MAKE IT VIOLENT!!! No half measures! Crack some skulls! It's
a new decade, and it’s time to make it count!

Got it? Good. Now listen up and watch your hands and fingers.
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I_I
/' fromtheleft wall, the purpose of which is to melt the wax facade on the right \
wall--behind which is a tank of killer wasps. Room Traps

&8 Thus speared, crushed, gorped, and stung, the characters should be about done. Brian
suggests that if anyone survives this treatment, they find the treasure consists of a single
gold coin guarded by something small 2nd gruesome and toothy. Thosc Scots are crabby,
aren't they?

Brian's next room trap is a tasty entry probably better suited to one of Carl Jung's dream
journals than a trap manual, but we're running short of ideas, so what the heck. Tongue
In Cheek should be placed near a location where the characters are likely to be bleeding,
as the trap requires blood to operate. May I suggest locating it near the delvers'
accountant's office, especially if it is tax time? Orcs are nasty, but if you really want to
open a vein, consult the IRS.

At first this appears to be a lavishly decorated room with an intricate red mosaic on the
floor. One wall is perforated by two rows of holes, which should make everyone
nervous, particularly if they've already faced Brian's "Danger Room". With any luck,
the delvers will elect to crawl across the floor to avoid the holes, and that's when the fun
starts!

The floor is actually a large mass of tongues. All together, now...YUCK! The tongues
love blood, and will latch onto any bloody bit of flesh that slithers by. Think of all those
bloody hands and knees, and all those tongues. Hard tokeep your mind on business, isn't
it?

So where is the trap? I suppose that's up to you. Some folks like tongues more than
others, and I refuse to take a stand on such a ticklish subject. It's worth noting the tongues
start to flip like fish out of water if gorged with enough blood, so using the holes to pump
the room full of the red stuff will make for a memorable experience. And remember,
kids--don't try this at home!

Eric Watkins offers the Electric Shark Trap for your abuse. This room is located at the
bottom of a drop shaft, so characters will have to find a novel way of descending to their
own deaths. The floor of the room is littered with treasure--real or worthless, it really
doesn't matter. What does matter is the floor of this chamber is insulated, which will
probably escape the notice of anyone twisting with the greeds from all the loot lying
3 around.

The trap is activated when someone opens the door leading from this room. Metal shears

2
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Room Traps
~ NOTES —

spring across the drop shaft, neatly severing any ropes the characters may have secured behind them
to provide for their escape. Behind the door is a room filled with water, which will quickly flood
into the room at the bottom of the drop shaft. It's unlikely anyone will drown, but they're in the soup
when the electric shark residing in the watery room is released into the chamber. The mechanical
fish isn't very well put together, nor is it insulated, but the occasional 2000 volt electric bursts the
beasts emits should finish anyone floating in the water...anyone not wearing rubber armor, that is.

Wait a second. Rubber armor?!? Exactly what game are you playing, Eric??

No doubt you've heard of the Gnomes of Zurich? Some say they cantrol all the world's commerce.
If you have any gold, the chances are excellent one of the Gnomes has handled it at one time or
another. Isuspect Doug Jacobs is closely affiliated with the Gnomes, if indeed he is not one himself,
I hope Doug is at least on good terms with the Gnomes, as they are going to be very upset for his
revealing the details of their Treasure Sorter.

This is a room entirely filled by a seemingly bottomless pit, on the far side of which is a visible

R AN )

ROPERTY of THE
| A%IAMEﬁlzf JURILH |

treasure chamber. The treasure
chamber is protected by an invisible
wall. Within the chamber piles of
treasure are in full view. The treas-
ure is neatly sorted into piles--gold,
silver, copper, gems, weapons, and
armor each have a separate pile. A
plaque near the edge of the pit reads,
"Property Of The Gnomes Of Zu-
rich".

The pit is a teleporter. Anything
entering the pit will vanish amid a
cloud of magical blue sparks. The

teleporter automatically separates organic and inorganic matter. Treasure is sorted by type, while
the organic matter carrying the treasure (the character) is teleported elsewhere in the dungeon. Doug
teleports the character a respectful distance down the hall. Isuggest teleporting them into the "Lob-
ster Trap” from the original GRIMTOOTH'S TRAPS, but then again I'm cranky.

To complete this trap, after a character vanishes into the teleporter, an illusion of that character
happily looting the treasure chamber is projected on the invisible wall. Hopefully other party
members will take this for a good sign, and elect to enter the pit after their companion, only to suffer
the same teleporting fate.

One last note. Remember the teleporter separates inorganic matter from organic matter. This can
come as a rude shock to anyone with a steel plate in his or her head, or a hand of living diamond,
or a glass eye, or...well, you get the idea. Have fun.

Maybe I'm getting mellow in my old age, or maybe I'm just old fashioned, but it seems to me the
best traps are those that provide some chance, however slim, of a character escaping with life and
limb intact. Don't get me wrong! If anyone out there starts saying Grimtooth has gone softI'm going
to leave their cheese in the wind!

Anyway, dying is easy. Escaping from a trap is hard. Chris Herborth's Thief
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Squasher is an old fashioned type of trap. This is a rectangular room containing
a treasure chest. The party enters through the door in the west wall, while a similar
door in the south wall promises escape. Inspection will reveal the south door is



locked, however, as is the treasure chest. Especially sharp characters might locate the
secret door in the north wall, but will find that it opens onto a blank wall--there is no
room or corridor beyond.

The fun starts when someone tampers with the chest. First, audible clicks will be heard
from the west and south doors. The west door is now locked, while the south door is
unlocked. Next, the treasure chest slowly sinks into the floor. The chest is itself made
of solid wood, so there's no way someone can open the chest and hide inside.
Simultaneously, the north wall begins to ever so slowly inch toward the south wall.
The motion of the wall and the chest are synchronized such that the chest will drop all
the way into the floor seconds before the wall passes above, meaning there's no chance
the characters can use the chest to somehow jam the approaching wall.

Opening the south door just makes things worse. The entire door is in fact a spring
loaded ram which will pulp anyone trying to open it against the approaching north
wall. The only way to escape is through the secret door in the north wall, which itself
now no longer backs up against a wall.

Once through the secret
door, the party will notice

two things. First, the treas-

ure chest has risen from the

pit to resume its original _,
position. Second, the secret
door is of the one-way vari- f
ety--characters can pass
through it from the south, but
itdoesn't exist at all from the
north. Observant characters
will also note the westdooris
once again unlocked. T
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If the party wants to leave now, they are free to do so. I know it hurts to let them get
away, but there are lots of fools in the sea, and you'll have another chance to get them
if you're dungeon is worthy of the name. If, however, the party gets greedy, and tries
to mess once more with the treasure chest they already know is a trigger, then they
deserve what happens next.

No proper trap is without a means of resetting itself. After pressing against the south
wall (and thus resetting the ram in the south wall, if it was sprung), the screw powering
the north wall will operate in reverse after someone mucks with the chest. The treasure
chest will once again sink into the ground to allow the wall to pass above, but this time
thereis noescape. Without the secret door to scuttle through, the party will be crushed
to death by the north wall as it returns to its original position. Try this one and see if
you don't agree a trap is all the more insidious when it offers a whiff of freedom, then
takes it away again.

If arbitrary death and destruction is more your style, try Ian Milham's Ice Cube Lube
Tube. As with the previous trap,a chest provides the trigger, but that's where resemblance
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ends. The trap begins as a round room
with a treasure chest in the center. The
floor is a solid block of ice, which
should make everyone think "trap”, and
at least give them some chance (0 take
precautions about what happens next.

This time, opening a treasure chest
seals off a round room, and simultane-
ously isolates one or more characters
standing by the chest with an entirely
new ring of walls. Shortly thereafter,
the floor beneath the surrounding sec-
tion of walls falls away, dropping any-
one standing therein into whatever
predicament you desire.

s

YO

Those characters thatremained near the
chest now have problems of their own.
The icy floor section rapidly drops
away--only several chains attached to
the ice check the party's fall down a
long tube. A few feet of clearance
between the icy floor section and the
tube allows the characters to see what
awaits. It's a pool of molten lava!lt
doesn't take much intelligence to figure
what will happen when the slab of ice
hits the lava. If the characters don't
have much intelligence, let the edges of
the slab begin to melt away as the slab
drops into the lower reaches of the tube.
You can drop everyone into the lava
and kill them out of hand, but it's more
fun to allow the party to escape through
a series of tunnels branching off from

the main tube.

7

-
-
4

Anyone who has ever lost their chariot keys has experienced the frustration of Jersey Turnpike's Oh There
ItIs Room. Working with the theory of parallel dimensions, Jerscy has found a way to transfer small items
from one realm to another, much to a delver's chagrin. ’

Jersey uses a domed circular room roughly thirty feet across as the location for his trap. The floor of the
room is filled to knee height with a clinging mist. The room is occupied by innumerable invisible magical
sprites. The sprites delight in assaulting anyone who enters the room, doing their level best to steal
weapons, jewels, helmets, and basically anything that isn't tied down from the characters.

The sprites drop anything they grab, and when something drops into the mist cloaking the floor of this room,
it disappears to an alternate dimension. Simultaneously, an object of approximatcly the same mass comes
over to our dimension from some other, effectively replacing the object that was lost.

If a delver loses something of value in this room, they're likely to crawl around in the mist trying to locate
it. With a little bit of creativity, you can have a lot of fun with this room. Say someone drops a magic shield



through the floor...why not replace it with a bear trap ready to spring shut? If you
maintain a list of everything a party loses in this room, you could possibly return those
items during a later visit to this place--or you could continue to torture the characters
with all sorts of odd and lethal artifacts from some other realm. If you aren't certain
how to work one of my many item traps into your dungeon, this is your cue. Oh, and
by the way...if you find my chariot keys, please forward them to one of my stooges

at Blade.

Andrew Bander offers Per-
manent Rope Burn as a
means to foil would-be
Tarzans in any dungeon
party. Place aroom or chasm
placed somewhere in your
dungeon athwart the likely
line of advance. Hanging
over the abyss is arope. The
most obvious way to cross
the chasm is to leap out and
grab the rope, but those who
do are in for a nasty surprise.
The rope is in fact tightly
wound around a barbed steel
cable. The barbs stickupata
ninety degree angle, and the
rope sheath surrounding the
cable is very loose and thin.
The results for anyone trying
to hang onto this horrible
thing should be obvious. If
this trap is placed in a suffi-
ciently dark location, you
may noteven need to disguise

the cable. From a distance, it
will be impossible to spot

the barbs until it is too late. S

Corridor

The Sands Of Time, by Joseph Yeager, isa
classy room trap that properly foreshadows
what will happen to anyone caught in its
deadly embrace. This trap is a two story
room entered from the top through a trap
door. The floor of the upper room is filled
with fine sand, and should seem slippery
and treacherous enough to make the party
feel this sand is in fact the entire trap. Per-
ceptive characters may notice this chamber
is shaped something like the inside of a bell,
but with the floor of the chamber covered in
sand, the exact dimensions are impossible to
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determine. A careful search will reveal a secret door at ground level, behind which is a slick slide
spiraling down. Anyone traveling down this slide will be disoriented, and should have ahard time
determining exactly where they end up. In fact, the slide lets out into a dark bell shaped room
directly beneath the first--aroom which forms the lower half of a huge hour glass. The only feature
of thisroom isarope hanging from a cork in the ceiling. Pulling the rope frees the cork, and permits
sand from the room above to flow into the lower chamber, suffocating anyone within,

While this may at first seem a painfully obvious trap, remember tumbling down the slide will
disorient most characters, and few will understand they are in fact directly beneath the sandy room.
Furthermore, never underestimate a delver's curiosity. Someone is bound to pull on the rope, even
if only to see what it does.

Osborne Lone is a big sports fan, and for years his favorite show was ABC's Wide World Of
Sports. It wasn't so much that Osborne was hung up on figure skating and gymnastics--mostly
he just wanted to watch that ski jumper wipe out in the opening credits. Inrecent years the network
has jerked around Wide World's time slot, and its almost impossible to see that great ski accident
when you want. So, Osbome created the Agony Of Defeat.

This trap is preposterous, but install it in your dungeon and maybe some maniac will give you a
smile. The delvers find a huge chamber artificially frozen by cold spells and captive elementals.
The body of the room is filled by a steep ski slope. The slope terminates in a ski jump--on the far
side of the room, separated from the character's location by a wide chasm, is a warm cave filled
with jewels and gold.

Near the top of the slope the party will find several sets of skis plunged half way into the snow.
If someone were foolish to take a run down the slope, he might just be able to clear the chasm by
going off the jump. Of course, this is an almost certain ticket to death, but consider all those riches
just out of reach in the cave across the chasm. If you want to provide the players with additional
motivation, lock them in this room and create a blizzard. They'll start looking for a way across
to that warm cavern in no time.

The ski jump is safe, provided the characters pack along their own skis. A skilled ski jumper can
even clear the chasm with a good run down the slope. Anyone using the skis provided in this room
isinfora violentend, however. Each ski has a hidden magnetized core of opposite polarity. When
a skier flashes down the run and approaches the ski jump, powerful hidden lodestones on either
side of the slope activate and instantly attract the skis. Depending on which ski is on which foot,
a victim will either suffer a permanent case of the splits, or abruptly helicopter around in the air
and hit the jump running backwards. Either way, you've in for the thrill of victory as your victims
make like Eddie "the Eagle" Edwards.

Jersey Tumpike's Free Fall Room s one of those wimpy traps that plays hob with map mak-
ing attempts and disorients delvers, :

when it really should be busy break-
ing heads. To each his own.

The party finds a normal dungeon room
at the end of a featureless corridor.
Within the room is a sign reading,
"Warning! Room subject to periodic
bouts of anti-gravity!”". The floor is
heavily padded, and the walls are sup-
plied with a number of hand-holds.

Padding and hand-holds? What is this,
Jersey, a filthy pleasure cruise?! I bet
you sanded all the corners off your table




when your baby sister started to walk, too.

Anyway, the "action" in this place is something as follows. Sensible delvers will either flee the
room altogether or ready themselves for a bout of "anti-gravity”. Sure enough, within a few

minutes the door to this room slams shut, and the entire room drops down a shaft to the next level of
the dungeon, although to delvers isolated in the room it may very well seem that gravity has
abruptly gone away.

Put away any images you may cherish of elevators plummeting out of control. Mr. Turnpike, weenie
that he is, has even designed a shock absorbing spring for the bottom of the drop shaft to cushion the
room's fall. The delvers are now free to leave the room through a corridor every bit as featureless as the

one through which they entered, although they will now unknowingly find themselves on anew dungeon
level.

All at once, now...oooh! Scary! I'm sure you'll agree with me this trap is improved by a troll laying in
ambush in the lower corridor armed with a crossbow ready to blow the delvers' fool heads off, 1

My mother kept a meticulously clean house. She was always scrubbing or sweeping or wiping or
dusting, and absolutely every day she vacuumed. For dear old mum, however, the more she vacuumed,
the more discouraged she became. Our cave had a deep shag carpet--quite a luxury, in those andede-
luvian days--and bits of crud and flesh were always hidden in the roots. It wasn't mom's fault. With a
litter of trolls running around the house, we were always dragging some kill or another across the car-
pet, and stuff just got ground into the rug.

Anyway, I well remember mom vacuuming away to beat the band, working up a crimson sweat on her
craggy brow. Every time the story would be the same. No sooner would she cease vacuuming than one
of our pet hellhounds would wander by, stop, sniff suddenly at the carpet, and then eat something too
small for us trolls to see. Mom's vacuuming always brought up goodies from the roots of the carpet. No
matter how hard she cleaned, it only got worse.
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You mightencounter similar troubles should you install Dave Logans' Eighteen Foot Deep Plush Car-

pet Trap in your dungeon. From the door, this room seems trimmed with a deep rich carpet, and it is.
Unfortunately, the carpet is eighteen feet deep. Anyone stepping into the room will vanish amid the
carpet’s roots, there to thrash and struggle along with crumbs and bits of flesh and everything else you

find in a well-used patch of shag. Furthermore, a great section of the carpet extends under the corridor
leading to this room, making it just that much tougher to find one' s way to safety.

A true nerd might
suffocate in the carpet
before escaping, but L L
it's a lot more fun to o
let my mom come in
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conceived of CycloneThe Deadly May-pole. Some of the best traps flow
directly from the subconscious when the mind hovers between dreams and
waking, as this design clearly attests.

A 1all circular room is accessed through one or more corridors. The floor is
vaguely slippery, as if oil has recently been spilled on the flagstones. High up on
each wall are continuous bands of black stone that look something like flint. The
bands are regularly spaced, and run all the way around the room as they march
toward the ceiling. There appears to be some sort of circular depression directly
in the center of the floor.

When anyone enters the room, all the doors slam shut and lock. A tall maypole
then rises from the circular depression mentioned above. Hanging from the
maypole at several different levels are long chains, at the end of which are heavy
steel weights.

No sooner do the characters take all this in than the maypole begins to rotate.
Centrifugal force causes the steel weights to fly up and away from the maypole,
and in short order the chains and weights are whirling around the room perpen-
dicular to the pole. Unless the party hits the deck in a hurry, someone is going to
lose their head.
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When the maypole reaches its top speed, the steel weights are brought level with
the multiple bands of flint running around the room. Great showers of sparks ap-
pear where the weights strike the flint. Then, just when things seemingly can't get
any worse, flammable oil begins to gush from the top of the maypole, showering
everyone and everything in the room. Combine the oil with the sparks and the
lethal motion of the steel weights, and you have a May Day celebration to
remember!



Napoleon Bonaparte revolutionized
the use of artillery in warfare, and
Osborne Lone takes the Little
Corsican's principles to their logical
limit with his Indirect Fire
Skullcrusher Ha Ha trap. Actually,
anyone who has ever stepped on the
blades of a rake or messed around at a
playground has already encountered
this simple trap, but simple designs are
less likely to malfunction, so expect to
nail a high percentage of delvers with
this one.
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From the threshold, this room appears
tobe nearly featureless save for a single
cannon ball sitting opposite the door.
Midway across the room is a low wall
that does not entirely bisect the room.
The ceiling also has an odd arc up and
away from the floor. What the delver

cannot see is the middle section of the floor is actually a teeter-totter. Anyone walking into the room
directly from the door will depress the near end of the teeter-totter, sending the cannon ball flying up
into the air. The odd arc to the ceiling allows the cannon ball to follow a lobbing trajectory over the
wall and onto the head of whoever stepped on the teeter-totter, thus illustrating the essential principles
of indirect fire. Next, we invade Russia.

Fritz E. Voss lives in Nebraska, which is nowhere near the top of the world, so he must have gotten
the idea for his Midnight Sun trap from a dream. I understand Fritz runs a very dark dungeon, so
maybe this is just a good hearted attempt to provide delvers with a source of light but somehow I doubt it.

This long dark room has an entrance at one end and a false door on the opposite wall. Anyone
approaching the false door stands a good chance of triggering the trip wire that stretches across the
floor. The trip wire is very hard to spot in the darkness. Tampering with the wire tips over a bucket
concealed on the other side of the ceiling, and dumps a ball of white phosphorus and oil through a trap
door and into the room. This will atbest produce a weak lick of flame that might hurt someone standing
directly beneath the trap door, but in all likelihood the delvers will figure the trap has misfired.

’
AIR PUMP

FUSE
TRAPOOOR.

METHANE
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While your victims are yucking it up, the real mechanism of this trap kicks into motion.
The flame passing through the trap door will light a fuse that quickly burns across the
top of the ceiling and into a secret room directly above that in which the party is
located. The secretroomis filled with methane. The fuse activates an air pump, which
rapidly fills a canvas balloon inside the hidden room. As the balloon expands, the
methane gas is compressed, quickly causing a loose plank in the floor to break away.

With the plank removed, the methane gas can flood into the room where the delvers
are located. Even just a feeble patch of burning oil left over from the original trigger
mechanism of this trap will be enough to ignite the methane, filling the room with

brightlight and intense heat. It's notquite
so hot as a sun, of course, but most
delvers will be flash fried so quick they
won't be able to tell the difference.

When I was a wee troll, the noble game of
billiards was all the rage, but in the last
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century or so its been impossible to raise
a decent game of snooker. Kids these
days have no sense of what's important.
Instead of hanging around smokey pool

halls and engaging in criminal activities, everyone runs off to libraries and class rooms
and concert halls. What is the world coming to?

Chips White obviously loves a good game of eight ball, otherwise he'd never devote so
much of his dungeon space to the Giant's Pool Table. If giants might use the standing
stones of Stonehenge as dominoes, imagine a pool table built to the same scale. You
can place the table indoors, or locate it in some secluded glade...if you're really
ambitious, consider using a spare plateau as your pool table. The surface should have
six pockets in the usual places, and green felt is recommended for the playing surface.
Really huge tables might benefit from a field of natural grass.

Occupying the billiard field is the standard compliment of one cue ball and fifteen
objectballs. Alsooccupyingthe field, if thisis to be any fun, should be at least one party
of dungeon delvers. How you get the delvers there is your problem. Isuggest you either
teleport them in, or deliver them through one of the many slide traps detailed in this and
other volumes of my spectacular series.

Things get moving when the cue ball hurtles itself across the playing surface and
collides with the object balls, which are of course arranged in the standard diamond
formation. Within moments, colossal pool balls are hurling every which way, bouncing
off one another and the sides of the table, and generally making things hazardous for

the characters.

As with a standard pool set, seven of the balls are stripes, seven are solids, and one is
the eight ball, which is neither a stripe or solid. Different things occur when various
balls collide. When balls of a like variety collide (stripe/stripe or solid/solid), both



explode, sending lethal shards of stone speeding across the pool table. Should a stripe and a solid knock
together, one or the other of the balls will change type, either becoming a stripe or a solid, just wait-
ing for the chance to strike another of its ilk and explode.

The cue ball is the scratch ball, and the only thing really working in the delvers' favor on the table.
When the cue ball hits something--another ball, or a delver, or whatever--that thing disappears.
Utterly. If the delvers are lucky, the cue ball will clear the table before too many balls explode,
thus considerably increasing the delvers' life expectancy.

Itisn't enough to simply duck and cover, however, as there is still the eight ball to be reckoned with.
The eight ball is intelligent, and it will pursue the nearest delver with horrific speed. A smart party
may be able to manipulate the eight ball using bait and switch tactics, maybe even getting it to strike
the cue ball, which would end the menace of the eight ball altogether...but with things exploding and
bouncing every which way, who is going to think of that?

This is a terribly lethal place, and if the delvers have any sense they'll leave. Getting off the table is
tricky if it entirely fills a room, or is positioned atop a high mountain plateau. A desperate delver can
find temporary safety in one of the side pockets, as each features a delver-sized cubby-hole at the
bottom, but when a ball rolls into the same pocket the character will be entombed bencath its great
mass. There's no way for the delvers to get a ball out of a pocket once it has come to arest. I suppose
areally dim fellow might try to knock an opposing ball into the one sitting in a pocket, but imagine
how little would be left of anyone trapped undemeath a ball after it blew up!

The easiest thing for the delvers to do? Die. The second easiest? Stay light on their feet until all the
balls stop moving, or blow up, or come to a rest in a pocket. Good luck.

The Kareem Abdul-Jabbar Memorial Sky Hook Trap by Molly Ringworm is kind of a weak
design, but it is dedicated to one of my all-time favorite humans, and thus deserves a place in my book.
Most dungeons already have a gymnasium in the lower levels, so it shouldn't be hard to include this
well-deserved tribute somewhere in your tunnel complex.

This room trap takes the form of a basketball court completely filling a room. Doors access the court

D

Room Traps
- NOTES -

collection
pg 287

TA pg 15



D _

Room Traps
~ NOTES —

collection
pg 288

TA pg 16

through walls directly under each basket. There is nothing dangerous about the court. If you like, roll
outaball and let the delvers shoot some hoop...maybe even some full court action with a squad of giants
is in order.

After the game, any delver trying to exit the room via the door opposite that through which he entered
is in for a rude surprise. Turning the door knob triggers a spring loaded arm hidden beneath the floor.
The arm will quickly shoot from the floor, gently catch the delver in the palm of its mechanical "hand",
and launch its victim toward the basketball net on the far side of the gym.

Anyone who has ever seen Abdul-Jabbar shoot the Skyhook knows it is the most gentle of shots, and
if the character doesn't panic he'll land on the basketball rim with minimal damage (or even pass all
the way through, if he's tiny enough). Most characters will thrash about as they fly through the air,
however, which will lead to a painful encounter with the backboard. If your victims complain about
their treatment at the hands of this trap, you can always threaten them with the Wilt Chamberlain
Memorial model--the one that reproduces Wilt's powerful slam dunk from the night he scored 100
points in a single game...

M.A. Harris uses air pressure to interesting effect with his Vacuum Chest trap. This appears for all
intents and purposes to be an ordinary treasure chest sitting in the middle of a room. Paranoid char-
acters might notice the doors leading to this room are unusually thick, and in fact the entire room is
air tight.

The chest will prove incredibly difficult to open. The chest is itself fixed to the floor (for reasons that
will shortly become obvious), soany attempts to open the thing will have to take place within the room.
The chest is secured by no visible lock or latch, so delvers trying to open it are in for some frustration.

In fact, the chest acts as a giant valve for an airless chamber located beneath the one in which the
characters stand. The powerful suction of the vacuum is what makes it so difficult to open the chest.
Should the party manage to wedge the chest open just a little bit, the room in which the delvers are lo-
cated will quickly lose all of its air. It is also likely anything the delvers are carrying--and maybe the
characters themselves--will be sucked through the open chest and into the chamber below.

After a few seconds, pressure will equalize between the two sections of the chamber. Depending on
the size of the vacuum chamber, the oxygen remaining in the room could prove too thin to breathe.
By adjusting the size of the vacuum chamber, you can either knock a dungeon party senseless or kill
them outright, at your discretion,

But why, really, should you put off actually killing the party? If you just want to punch some tickets,
sink your teeth into After The Flood, by Chris Hubbard. This trap is obvious from a distance, so if

the party gets wiped out they have only themselves to blame,

Locate this trap at the end of any long corridor. Just past the room's threshold the party will see a
shallow trenchin the floor. On the far side of the trench is a trigger mechanism. Stepping on the trigger
causes a huge section of wall to fall from the ceiling and settle into the trench, crushing anyone standing
there, and ensuring the bulk of the party is now trapped in the room.

The room itself seems featurcless save for a single treasure chest. Alert delvers might detect a faint
humming, as if a machine were operating near by, The machine is in fact a huge fan blade that whirled
into motion when the trigger was activated.

The chest actually sits in the middle of a false floor. The floor can be an illusion, but it less expensive
to build it from thin wood or cloth.The chest is supported by a long column which reaches down to
the actual floor of this room. The column is also the axle for the fan blade, which whirls about just
beneath the falsc floor.
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Anyone entering the room is bound to
make this discovery first hand, and in

the most painful way possible. Aftera e O s

delver or two has been diced by the i SPIN\NI:BLADES

blade, everyone will turn their atten- 3 e

tion to escaping this awful place. : N A

There's no getting past that big wall : A

behind them, so the only exit will ] vy

prove to be adoor in the wall across the ; '{/J L
room...and on the far side of the fan _;\ - WATER [NFLOW
blade. A e

Anyone waiting around long enough
will learn the bottom of this room is
actually filled with water, and that the
water level is rising. The water should
be near the level of the chest about the
time someone figures how to jam the
fan and make it safe to swim across the
room.

Safe, that is, provided the predatory
fish in the water pose no threat to
whoever has to swim across to the
door. And even if someone should B :
make it to the door, all they'll find i ==

behind it is a chute full of sodium, ]
which will produce an explosive I R S e S R
chemical reaction when it hits the 7 Glianyto= 27

water. After the flood, there should be
little left of the party, and all you need
todois replace the false floor to make this trap ready for the next batch of suckers.

Nothing brightens up aroom like a fire. In the dead of winter, when long shadows stalk
across the floor of my cave, I like to hurl a couple elves on the fire and gather the family
around the hearth.

In the old days we used to suck smoke, then some bright boy came up with the idea of a smoke hole.
From this developed the chimney, a terribly unsafe innovation that allows large men in red suits collection
unrestricted access to your home. pg 289

TApg 17



I\‘_

Room Traps
- NOTES -

REE

collection
pg 290

TA pg 18

Bryan James Gregory's Make Sure The Flue Is Open addresses this same problem, although his
target is children who hang their stockings by the fire with care, rather than devilish old Saint Nick.
This room presents a festive holiday scene, including a full size sleigh with a compliment of mock
reindeer. The only evidence of a trap is the huge sharpened metal spike that occupies the driver's seat
in the sleigh. You can load the sleigh with toys and goodies if you wish, but I'm sure most delvers are
far more naughty than nice, and they probably don't deserve any presents this year.

Directly across from the sleigh is a merrily burning fire. A plate of cookies and a glass of milk waits
beside the fireplace. Paranoid delvers might deploy in front of the fireplace and expect some monster
to emerge from the chimney, but no such fun is in the offing. Nothing happens until someone inspects
the fireplace.

When someone stands in front of the fireplace, a powerful magic suction will snatch him off his feet
and bear him up a shaft on the far side of the hearth. The shaft bends up and around the room, passing
through a waiting one-size-fits-all Santa suit hidden above the ceiling, then terminates in a trap door
directly above the spike in the sleigh. Thus the victim is sucked through the fireplace, fitted with a
Santa suit, and dropped onto the waiting steel spike.

But that's not all! When someone lands on the spike, a powerful steel ram is activated, which plunges
the sleigh, the mock reindeer, and anyone standing near the same through the fireplace and through
the wall, where the whole lot crashes into a hidden chamber full of explosives. Merry Christmas!
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Since long before my first book of traps was published back in 1981, corridors have
been dangerous places. I once saw my aunt and uncle come to blows over how they

were going to paper a hall in their cave.

For whatever reason, corridors are dangerous places, and I'm sure I don’t have to
belabor the subject. You can read all about targets being lined up in a pretty little row
in my other books. My only suggestion this time around is that you not locate these
corridor traps in front of someplace you want the delvers to go--like a carefully
constructedroomtrap. Corridor traps arekillers, andif you locate themat every turn,

the delvers are going to take their toys and go home. Wouldn't that be a shame?
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To start, let's reprint an old classic: an entrance trap by Rick Loomis that was first
printed in Wargamers Information in December 1976. Actually, this trap is built by
a critter called a "Fairy Basher", which hangs around the entrances of dungeons,
citadels, and abandoned castles. Fairy Bashers are usually found in groups of 1000,
and they build sophisticated air blowers that will knock fairies and other insects out
of the air and onto the floor. When a Fairy Basher sees a fairy which has fallen onto
the floor, he comes running out of his lair and stomps on the fallen creature with his
big feet, and then eats the remains. Fairy Bashers are very fast: if you kill one, two
more instantly take its place. If the delver tries to carry a fairy into the dungeon in

A N

ENTRY

BASHER
LAIR

& GRATING

his pocket or knapsack, the Fairy Bashers smell it, and run out and start gnawing
at the delvers feet in an attempt to get at the little critters. The amount of damage
done to the delvers feet and legs depends on how much you (the gamemaster) hate
fairies, and how long the delver stands around trying to fight the Bashers off instead
of running away! (The Fairy-Bashers just hang around entrances and do not follow
anyone into the dungeon or castle.)

Molly Ringworm, a very dangerous lady indeed, is the sick genius responsible for
the Jade Juggernaut. This is an extensive trap around which a complete dungeon
level, if not an entire dungeon, must be constructed if it is to be used to best effect.

The first step is to establish a continuous track running all through your dungeon.
The track should run through a series of corridors all its own, intersecting normal
dungeon corridors and rooms as you desire. The special corridor should be of
magical green stone, and the corners must be rounded smooth like a bobsled track.
A foul brown stain of unguessable origin runs down the middle of the special green
corridor.

Patrolling this special corridor system is an infernal mechanical device known only
asthe Jade Juggernaut. The Juggemaut is a vast statue made entirely from one piece
of jade, and all by itself it would be a priceless treasure. The Juggernaut rapidly
swoops along its corridor in a continuous direction and at a constant speed on
hidden wheels--not too fast, but not so slow that an average armored delver has any
chance of outrunning it. Anything struck by the Juggernaut will have several bones
broken, before being ground beneath the statue's base (hence the ugly stain on the
Juggernaut's track).

If you have any sense of style, you'll clue the party into what's happening by having
the Jade Juggernaut flash past one of the intersections with a normal dungeon
corridor. Their curiosity aroused, a dungeon party should pursue the Juggernaut
down one of the green corridors. Depending on where they enter, the party could find
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an exit to some other part of the dungeon, or they might be trapped in a long section
of track when the Juggernaut completes a lap and comes around behind them again!

The only way to defeat this thing is to time the Juggernaut's lap speed from some safe
vantage point. When the characters have come up with a rough idea of how fast the
Juggernaut moves, they can venture onto the track with some confidence, and if they
charge directly into the heart of the Juggernaut's track network, they might just find
the engine's hidden control room before the device laps around and threatens the party
again. Inside the control room are levers and switches that will bring the Juggernaut
to a halt, putting an end to the thing as a menace, and leaving the delvers with the
puzzle of finding a way to carry its vast bulk out of the dungeon and back to
civilization, where it should fetch a hefty reward.

Dave Logans' Statue Trap is designed to snare only one delver at a time, but I can
forgive him because what it does to the character it catches is so absurd. The trap is
activated by a sensitive pressure pad designed to spring itself on the rear member of

aparty. The victim vanishes through a trap door and strikes a teleporter pad, sending

him or her to whatever reward you devise. The motion of the trap door, however, is
enough to rotate a generic stone delver statue into the corridor where the character
formerly stood.

While the features of the statue will not exactly match those of the missing delver, it
is likely other party members will overlook this in their confusion. Doubtless the
party will decide they're being stalked by some creature with the ability to turn flesh
to stone, which will lead to some anxious moments if not outright panic. If the party
really buys this simple deception, and if they hold their unfortunate companion in
high esteem, they might even lug the useless statue around with them for the rest of
the adventure. Ultimately, they may waste perfectly good gold or magic trying in vain
toreturn their friend to his or her "normal" form. If you wantto be really savage, make
the statue a gorgon that has itself been turned to stone, so when the curse is lifted, the

well-meaning party is stoned for their trouble!
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LIKE I'VE BEEN
WALKING FOR
HoURs/

Notevery dungeon can afford unlimited floor space
and infinite depth. Especially in the case of modest
tunnel complexes constructed beneath old castles,
there is only so much room to go around. In this day
and age, with megacitadels growing ever larger,
and giant new dungeons opening at every hand, old
establishments may have a hard time attracting new
victims to explore their mysterious depths.

This really is a shame, as it is usually the oldest
dungeons that have the most to offer. One way to
"expand" an old complex with space concerns is to
provide an illusion of size. Tyrone Shoes' Spin-
ning Spiral Stair is just the thing for desperate
dungeonmasters on a budget.

Locate this stair anywhere you want to hint another
dungeon level exists, without actually wanting to
build the level. For all intents and purposes this
seems a normal spiral staircase, but when the party
travels half way along the stair, the whole structure
begins to turn. The turning motion is subtle and
imperceptible--when the party stops moving, so too
will the stair stop turning. The stair always turns in
the same direction the party is moving, so this trap
works whether the party is moving up or down.

This amounts to a treadmill stair that endlessly
turns under the party's feet. If you carefully syn-
chronize the rotation of the stair with the motion of
the party, the characters will think they've stumbled
upon an incredibly long staircase that leads to
heaven knows where. Eventually the party will
give up in its quest to reach one end or the other of
the stair and retrace their steps, in which case you
should reverse the motion of the stair to simulate an
equally long return journey. The result is the
characters' perception that a separate level of your
dungeon exists where there is nothing at all. 1f you
get lucky, some genius may even try to blindly
teleport to where he is "sure” a dungeon level
exists...and instead wind up in solid rock.

Molly Ringworm is a fine trap designer, but she is
a very ugly woman. As a friend of mine might say,
she could scare dogs off the back of a meat truck.

'That's a shame, because Molly is a fine
- person...which might have something to do with

why Molly titled this next trap Beauty Is In The
Eye Of The Beheader.



Imagine a normal dungeon corridor suddenly intersected by a huge guillotine:
Arranged on shelves lining the walls are the severed heads of incredibly beautiful
creatures of all races and genders. It should be obvious the heads were severed from
the bodies of beings who tried to pass through the guillotine.

While the party is trying to decide what to do, a deep voice speaks from the darkness.
"Only ugliness will I destroy--if you are fair, you need not fear my blade. Step across
the threshold and be judged." The wise thing to do is to run the other way, but if
something suitably important is on the other side of the guillotine (such as the exit
from the dungeon), you should be able to harvest a few heads.

Characters inspecting the guillotine will notice there is a mirror hung near by, and that
the mirror is distorted like something you'd find in a funhouse. The mirror is angled
such that it faces around a bend in the corridor on the far side of the guillotine. Nolight
or image can be seen in the mirror. Some indication might also be provided that the
guillotine is triggered by someone sitting around the corner...right about where the
mirror faces.

Characters tempting the blade will learn that turnabout is fair play. A vicious little
gremlin sits on the far side of the corridor, his finger just itching to pull the trigger on
the guillotine. His standards of beauty are conventional, but he is positioned such that
he can view the characters only through the distorted glass of the funhouse mirror. As
a result, beautiful characters will appear ugly, while ugly characters will appear
beautiful. The gremlin will act appropriately when someone tempts his blade, pull-
ing the trigger on a beautiful character, but allowing an ugly one to pass by...because
beauty is in the eye of the beheader.

Tom Keefer, the scientific genius who brings us the pressurized corridor trap found
elsewhere in this chapter, takes issue with the ubiquitous Glowing Moss that seems
to light so many dungeons nowadays. For whatever reason, dungeonmasters are
loathe to light their tunnels with torches and lanterns, preferring instead to provide
light from a more nebulous source.

According to Mr. Keefer--a physicist at Hilario University in Los Gatos, California-
-the glowing properties of moss can only be accounted for by
radioactivity...specifically radioactive uranium. Uranium in trace amounts is suffi-
cient to cause cancer, but when the uranium glows bright enough to see by--say to the
tune of 10 billion times a safe exposure--Tom assures me the result is instant mutation!
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~ This is a true thing. You can

: look itup. And we're not talking
corri

orridor Traps about a delver fathering a baby

— NOTES — with two heads after receiving a

dose of this stuff, either. Instant
mutation means just that...a
sudden and random change in
the victim's physical form.
Thus, if a dungeon party sud-
denly sprouts odd limbs, antlers,
and leaking blisters, explain that
you don't know what is going
on, unless itis a trick of the light.

How could a TRAPS book goto
press without at least one trap
that does something horrible to
the feet? My first volume of
traps devoted a whole subchap-
ter to "Step & Die" traps! This
volume has but one, but it is
such a ferocious design it should
be more than enough to satisfy
all you foot freaks out there.

Andrew Bander's design could
indeed be the source of Achil-
les' Willies. The trap requires
alarge trigger pad to operate, sO
it is best located in the midst of
> A < a mosaic, or some other floor
MR &322 type that easily hides lines and

' shifting surfaces. This trap also
requires that its victim step di-

rectly onto it to function, so you can improve your batting average by locating
several of these in close proximity to each other.

The illustration pretty much tells the tale with this trap. The downward motion of
the foot pad brings the victim's foot into line with the horizontal blade. A character
stepping full into this trap will have his foot severed. If the victim only partially
strikes the pad, he may still lose some toes before he can fully remove his foot. Don't
forget it will be almost impossible to walk after suffering any sort of severe foot
injury, so springing this trap on someone deep in a dungeon could ensure the victim
never limps out to tell the tale.

It's a shameless terrible old groaner of a pun, and we've all heard it a million times
before, but Rowdy Rhodes' sheer audacity forces me to publish this next trap. I
apologize in advance for what's about to happen.

A party traveling down any normal dungeon corridor discovers an unusual sight.
i Before them rises a fantastic wall inscribe with gold moons and stars. Characters
with scientific knowledge will notice the wall diagrams depict with astonishing
accuracy the movement of local celestial bodies. The wall is a work of art, and the
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region positively glows with magical energy. At the center of this cosmic masterpiece
isahole about the size of a closed fist. When the characters draw near, a ghostly voice
seems to speak from beyond the heavens. "The mysteries of the universe lay open
before me. Within my heart there are no questions, only answers. If you would know
your fate, step forward and have your Palm Red."

It's one of the oldest jokes in the book, but I bet you someone will fall for it. Anyone
inserting their hand in the hole will feel cold and wet for a moment--when the hand
is withdrawn, the victim will find it is stained with arich red paint. Peals of hysterical
laughter will issue from behind the wall, and I have no doubt a similar chorus will
shortly spring up from the victim's fellows. Palm red! What a jerk!

Has there ever been a bigger flash in the pan than Max Headroom? Norm Strange
gives the poor fellow a shot at a comeback with his Max. Headroom, Five Feet trap.
Any corridor can be improved by this simple trap. Hang a sign on one wall reading,
"Max. Headroom, 5' »", with an arrow pointing in the direction of the supposed ob-
struction. Anyone looking down the corridor won't see anything blocking their
path...but that's because the obstruction is an invisible wall! The wall hangs down
from the ceiling such that anyone five feet or taller will walk right into it face-first.
Shorter characters can yuck it up and slap their knees. ’

While many traps rely upon Before. ..

incredible complexity to op-
erate, itis the visual simplicity
of Brian Lawton's Tipping
Corridor that wins this next
design a place in this volume.
This trap can turn any dead
end corridor into a truly dead
end corridor, and you won't
even need torip out a bunch of
walls to make it work.

Lure your victims into the

dead end with any suitable bait--a treasure chest at the far end of the corridor should
do the trick. When the party walks sufficiently past the fulcrum hidden beneath the
corridor floor, the whole corridor tilts down, revealing a secret reservoir of whatever
you like within the ceiling. Bowling balls should do nicely. Even if the characters
survive the initial action of the trap, they may still find themselves entombed behind
the simple sliding surfaces of this design.

After examining M.A. Harris' Rotating Corridor, I am led to wonder if he has ever
visited Universal Studios in California. One of the tour's attractions is a cheesy tram
ride through a rotating ice tunnel. If you're unusually dim, you might think for a
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moment that you were spinning around, rather than suffering visual disorientation
from a moving surface.

That silly tram ride would be a lot more exciting if some of Mr. Harris' design ideas
were implemented. Place thistrap in any circular corridor. There isn't much subtlety
to this trap, but in my mind that makes things just that much more fun. The delvers
will know they've found a trap when they see two steel rings set roughly forty feet
apart from each other limiting access through the tunnel. The rings are connected
by an obvious steel blade...the rings rotate at a constant rate, and the blade sweeps
around and around the perimeter of the tunnel, sort of like a jump rope.

The motion of the blade is regular and easy to time, encouraging delvers wishing to
pass by this thing to make a break for it. The entire length of this section of tunnel
is pressure sensitive, however, and when a delver comes into range, the motion of
the blade becomes erratic--first it is fast, thenit is slow...first it turns clockwise, then

v L ) counterclockwise.  It's
: = tough enough to skip over a
jump rope when it moves in
a predictable fashion, but
when the rope starts going
all crazy, just forget it! Un-
fortunately for the delvers,
and fortunately for you, this
blade is no jump rope. The
corridor should be littered
with hands, feet, and legs in
short order.

Brian Lawton offers In-
stant Mash, a device with
which he is obviously quite
. pleased. His description
positively dotes over this
trap designed to smash
those creeps who have an
answer for everything. I'll
‘ ‘ "M', i step aside for amoment and
“‘“\ ) " Qz’ let Brian take over. Be kind

M\u,o,f’.f‘ ’é

to him. He's new at this troll business, and you know how parents are about their kids.
How come it's always the neighbor kids that are ugly, and never your own? Brian?

"Ahem. Thank you, Grimtooth. And now--my trap!

" At first glance, my trap appears to be a simple corridor with spikes on the floor. ‘Ah, no problem!’ you say.
'Anyone in plate mail can crawl across without being injured.' Notso! The passage is bound by two large springs
and the floor is a trigger. The slightest pressure on the spikes will bring the roof slamming down on whoever
crawls below!

"“Ah! But wait a minute!' you say. 'We can jam the roof and the floor!"

Excuse me. This is Grimtooth again. Did anyone really say they could jam the roof
and the floor? Anyone at all? Well, humor poor Brian. His face is red and he wants
so terribly to be liked. Play along a little, okay? Back to Brian.



"As I was saying...you can't wedge the ceiling. A staff or roofing beam would shatter beneath the terrific force
of the ceiling, showering everyone with splinters. A metal bar is equally useless--it will merely punch through
the ceiling when the trap is activated, doing nothing to save anyone on the spikes.

"Give up yet? You should. Those of you with a sticky head-foot similar to certain mollusks may try to climb
along the ceiling to avoid the spikes. Sorry. Mid-way through the corridor is a loose section of roof designed
to break away beneath any weight, dropping the delver onto the spikes, and a previously unseen trap door! Ah!
Ah! But! But! Some characters can fly, or cling to walls like those sticky rubber octopi the Japanese manufac-
ture from industrial waste! Sorry once more--when the trap door is struck, it pivots around on its fulcrum, and
is released to pursue its victim to the bottom of the pit.

"Ultimately, an enterprising party could shoot a line down the corridor to the door on the farside, then crawl across
like vermin on aratline. That's up to you--I suggest you let the door explode, or have someone open it when the
party is halfway across the corridor, letting the fools sag onto the spikes despite themselves. Take my advice...find
another way in!!"

Thank you, Brian. You can stop sweating now. Someday you might be a troll, but
in the meantime, don't give up your day job.

The enigmatic Norm White isresponsible for the subtle Phantom Polearm Through
The Head trap. A normal corridor is intersected by a narrow two foot wide tunnel.
If the party is not alert, they may not even notice the intersecting corridor. An
invisible plane of magical energy occupies the narrow corridor, entirely crossing the
normal passage. The magic plane cannot be detected unless the party specifically

uses magic to do so.
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Nothing happens until someone tries to walk through the magic plane.
Then...BAMMO!...polearm through the head! Whoever steps into the plane will find
a ten foot pole arm complete with barbed head has passed all the way through his or
her head. Remarkably, the character feels fine. In fact, they will experience excel-
lent radio reception should your dungeon support advanced technology. Receiving
the polearm through the head in no way injures the victim. You can safely think of
the polearm as an unusual set of antlers rooted to the character's head.

The polearm is indestructible. It cannot be removed from the victim's head without
killing him or her, nor can it be cropped down on the sides to lay flush with the
character's skull. The character will have to get used to having a pole through his or
her head. It's not so bad once you get used to it. A dexterous character can even
become a dangerous opponent--by standing in place and spinning in a furious circle,
the character can wield the polearm in a dangerous fashion.

Now is when the fun starts. With the polearm occupying the length of the narrow
crossing tunnel, the character is going to be hard pressed to free him or herself and
continue down the corridor. The ceiling does not provide sufficient clearance to let
the character twist out of the narrow corridor, and it's impossible to turn in place more
than afew inches without the polearm bumping up against a wall. Only magic or brute
force will solve this predicament. The dungeon walls encumbering the character can
be demolished with proper dedication. A teleport spell might also come in handy.

If the victim manages to escape from this corridor, things really get interesting. It's
tough enough to carry a polearm indoors, let alone walk around with one through your
head. The thing is terribly heavy, & it's a real production to fit through stairs. Phone
booths are an ordeal, & spiral staircases are out of the question. Even death is no es-
cape. Where'll you find a coffin big enough to bury someone with a 10’ wide head?
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I'm sure everyone is
familiar with the old
saying, One Orc's Sauna
Is Another Man's Body
Liquid. Brian Lawton
has taken this aphorism to
heart with this trap de-
signed to combine work
and play for your
dungeon's orcs. The ad-
venture starts with a
simple trap door and
frictionless slide combi-
nation--I'm sure you have
one laying around some-
place. Delvers dropping
through the door wind up
on a hot steel sheet, from
which it is exceptionally
difficult to escape (they
were delivered here by a
frictionless slide, remem-

D T Ty

ber?). Slow death results,
as it only gets hotter, and R N
sooner or later the delver E!
will sizzle away to a J ]
. . A
burning little mass of 3= )
oy = :
thick liquid and steam. ag
This byproduct drips N

through a funnel and into
the secret room beyond,
where weary orcs can
enjoy a relaxing sauna
before resetting the trap.

Mike Patton has found a better use for a common gardening implement with his
Delver Mulcher. This massive device is designed to supplement your dungeon's
normal orc patrols. Instead of arming your hard-working guards with sticks and
stones, try this engine of destruction.

This is basically a big cart pushed by a crew of orcs. Supported in front of the cart
is a huge spiked cylinder, designed to slowly turn as the cart is pushed along. In
the bed of the cart are several orc warriors armed with spears.
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This device is best employed in a corridor just barely large enough to house it.
When presented with an oncoming spiked cylinder, characters will either run the
other way (and hopefully into another of your traps) or attempt to climb or spring
over the cylinder. Should someone manage to get past the spikes... ... well that's
what the orc warriors are for.
Stealing Home by Rick Martin isn't especially deadly (rats!), but it is painful,
which is the next best thing. With this trap, the "treasure" is itself a snare. Take
any standard dungeon corridor and liberally coat it with diamond dust. Make sure
the dust adheres to the corridor, resulting in a very gritty sandpaper-like finish.
While your average greedy dungeon delver is trying to figure a way to collect the
diamond dust, tilt the corridor down at about a forty-five degree angle. The entire
party will find themselves sliding into "home" like Jackie Robinson down a
surface that will prove unkind to armor and downright cruel to exposed flesh.
And what is at "home"? Mike suggests a pile of salt, to irritate the myriad cuts
the victims acquired during their long painful slide.
Striding down a corridor is one thing, but ask a delver to crawl through a narrow
passage and even the most heroic will come down with a case of the wigglies.
Octavio Ramos, Jr. offers one possible reason with his Snakes Into Sticks trap.
For best effect, this trap must be located in a low corridor through which delvers
must crawl. In the middle of the
corridor the characters will find a
simple bamboo tube fixed against
the ceiling. The characters can't
see through the tube, indicating
something is within. The tube is
positioned such that it would
command an impressive line of
fire, if it contained a missile
weapon.
Inany event, the delvers are likely
to tap or prod the tube, or maybe
even stick something into it, ei-
ther out of curiosity or as some
feeble attempt to spring the trap. _
So much the better. Sleeping collection
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snake, which will not take kindly to having its sSlumber interrupted. Under normal
conditions, a competent delver could handle a snake without breaking a sweat, but
trapped on one's hands and knees in a low dark corridor, it's a different story
altogether.

Jersey Turnpike says the Corridor O' Flypaper is his idea of a good time, which
has me very concerned indeed. With a title like that, I think Jersey has been losing
too much sleep staying up to watch the Orc fights.

As with most corridor traps, Jersey's idea is most effective if used in an area where
dungeon delvers are running from something. From a distance, this will appear
to be a normal corridor, but on closer inspection the floor will prove to be covered
with regularly-spaced white squares of paper. Even harder to spot is the thin
tripwire located just within the corridor. Of course, if the party is on the move, they
aren't likely to take much note of this, let alone care.

The paper squares are, of course, pieces of flypaper laid sticky side up. Anyone
running through the corridor will pick up several pieces of the stuff on their boots,
and if someone is sent sprawling by the trip wire, they'll be papered from head to
toe. As anyone who has ever seen a comedy from the silent movie era can attest,
it's deuced impossible to remove flypaper from one part of your body without
having it stick to another, especially if you are impatient or in a hurry.

Notwithstanding the humiliation any proud delver would feel after being wrapped
in flypaper, Jersey's design does have a dark side. You see, this is magic flypaper,
and any piece of armor to which it is stuck is temporarily nullified. Think of the
paper squares as little windows through which armor is breached...if a square is
stuck to someone's breast plate, and the victim receives a spear thrust to that
region, it's skewered delver time! Where did the spear come from? Why do you
think I said the delvers should be fleeing something when they encounter this trap,
Holmes?

Brian Lawton makes no excuses for his outrageous puns, but he does offer us a
Tale of Two Pitys, a dastardly corridor pit trap. The party should know something
is up when they see a spiked pit blocking the corridor before them. Directly above
the pit, looking down into its
dark depths, is a genuine liv-
ing eye...the glassy orb alter-
natively rolls and stares,
keeping the party in view.

A living eye in the ceiling is
going to unnerve everyone,
but the safest thing to do is
destroy the eye by blade or
fire. Otherwise, the eye is
going to watch as the charac-
ters try to cross the pit...and
will trigger the spring loaded
ram beneath the spikes at the




bottom of the pit. This will cause the spikes to slam up to the ceiling--but note
the gap in the spikes, designed to protect the eye should it still be alive when the
spikes are activated.

After a casualty or two, the delvers should feel confident they can get over the
pit...but the ground on the far side is a frictionless slide, and anyone landing upon
it will lose their footing and slip into a waiting pit of corrosive acid. If someone
takes areally long jump, they will collide with the invisible barrier hanging from
the ceiling, and then probably slide into one of the pits despite his best intentions.
Flying characters are also likely to run into the invisible barrier.

Should the party avoid both pits, the frictionless slide, and the invisible barrier,
they will find a door at the end of the corridor. Opening the door triggers a trap
door beneath the character's feet, dumping him or her into the acid pit. Behind
the door is...a brick wall. Pity.

With For A Case Of Fire, Drew Deitz puts a twist on the old "I dare you to throw
this lever" routine. This is a good trap to spring on paranoid characters, because
if your victims just sit on their hands and do nothing, then their goose is cooked!

Hitting a pressure plate in the floor activates a thirty second time delay trigger.
Unless the party is very observant, no one is likely to notice a pressure plate has
been triggered. Chances are the characters will be occupied with inspecting a
lever sticking from the wall. Beside the lever is a sign reading, "For A Case Of

Fire, Don't Pull Lever".

If someone pulls the lever within thirty seconds, | e G ATE
the time release trigger is neutralized and the trap s

iS disamled (drat!). K .‘.:Zf:,).‘_‘.‘.ﬂ'..'.'

If no one pulls the lever, walls slam down I r
before and behind the party, and the corridor is :
sealed off from the rest of the dungeon. Simulta-
neously, the whole floor section near the level
plunges down into a hidden reservoir of oil. Hid-
den tubes are also activated, spraying the closed
off section of the corridor with oil. Finally, flame
jets open up from the ceiling, ensuring this section
of the corridor has indeed become "a case of fire".
Remember, he who hesitates is toast!

Like so many little pink humans, Colin Everett
was raised on fairy tales, and one that obviously
made an impression on him was Jack and the
Beanstalk. At least, I assume it was that tall tale
that inspired Colin's Cracked Back And The
Beanstalk trap. This trap is absurd, inefficient,
and a lot of fun --my favorite combination.

Locate the trap at the end of any corridor. Unbe-
knownst to the party, the last twenty feet of the
corridor is actually a plank that extends out over a
hollow section of the floor. From adistance, all the

party can tell is the corridor obviously ends in
some sort of drop shaft.

Fearing a trap, most heroes will send someone
toward the shaft to investigate, perhaps tying a
rope or line of some kind around the brave soul's
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waist as a precaution. A scout should just about be able to reach the end of the
corridor before his weight will cause the floor to sag, bending down something like
adiving board. If the whole party heads down the corridor, the plank bends just
that much faster. As the corridor begins to sag, characters should catch a glimpse
of the bottom of the pit. It is filled with a rich dark earth, and several large seeds
lay on the surface.

As soon as the corridor starts to move, powerful magnets are activated under the
floor, urging the corridor section to sag all the way down to its lowest position.
This will both tumble characters on the moving section of corridor into the pit, and
will activate a contact switch.

The contact switch causes a spring-loaded blade to flash down from the ceiling,

maybe splitting a delver, but more likely severing any ropes a safe member of the
party might maintain around someone snared by this trap. Simultaneously, a trap
door above the drop shaft opens up, dropping a torrent of water into the bottom of
the shaft.

By now anyone on the sagging section of corridor should have lost his footing and
tumbled into the pit. A long fall into rich soil now turned to mud will bruise more
egos than backsides, but this trap hasn't delivered its punchline yet. The water and
the soil mix with the magic seeds to sprout a beanstalk...a beanstalk that grows
with lightning speed up the shaft, through the open trap door in the ceiling, and into
an expanse of solid rock beyond. Anyone in the pit will get a rocket ride atop the
beanstalk, and can look forward to a cracked back (at the very least) when they
smashintothe ceiling. I guess Jack's "magic beans" weren't such abad investment,
after all!

Tom Keefer is part mollusk, as hinted by the prolonged periods of time he spends
underwater. During one of his many scuba diving expeditions through the briney
depths, Tom came up with the idea for his You See A Bends In The Corridor
trap.

Tom uses this corridor as the sole means of escaping from the lowest level of his
dungeon, which lies several miles beneath the surface of the earth. The corridor
is actually a series of corridor sections, each connected to the next by an air lock.
The corridor slopes sharply upward. All doors in the corridor sequence are of the
one-way variety, allowing delvers to travel up the corridor, but not back down
again.

The purpose of the airlocks is to ensure each section of corridor maintains an
atmospheric pressure five times greater than that outside the dungeon. In the first
section of corridor the pressure is the same as that at the dungeon's lowest level,
and each section thereafter subtlety increases the pressure. If the corridor is
sufficiently long, it will be possible to build your way up to a crushing five
atmospheres with the delvers feeling nothing more than a mild sting in the ears.

When the delvers finally reach the end of the corridor and arrive again at the
surface realm, they'll be in for a nasty surprise when they open the last door. A
normal body will be hard pressed to compensate for the sudden change in
atmospheric pressure, likely suffering a case of the bends, a deadly affliction most
commonly experienced by divers using ill caution in rapidly returning from the
ocean floor. Expect nitrogen bubbles to form in the blood stream, exploding in
the heart, brain, and veins. Tom says at least one victim can expect to have his
eyes pop out of his head! While the delvers are flipping around on the ground,



maybe its time to send along an expedition of wandering monsters from your
dungeon. If nothing else, they can collect whatever valuable treasure the party
recovered from the bottom level of your dungeon. After all, a long pressurized

corridor is expensive to maintain, and the delvers can't expect to use it for free!

Osborne Lone obviously enjoys bowling a frame every now and then, or he would
never have come up with his Delvermatic Pin Setter. This trap starts off
innocently enough as a corridor floor abruptly dumps away to a hidden slide,
hopefully netting an entire dungeon party in the process. Afterarapid plunge into
the depths, the slide separates into several different chutes, each of which is large
enough to permit one delver to pass at a time.

The delvers thus sorted, they find themselves dropping down an ever-narrowing

chute, the sides of which draw uncomfortably close. Near the bottom of these

chutes the delvers are bound by constricting steel bands that should neatly trap

legs together and arms overhead. The slides terminate above the business end of

a huge bowling alley. Sticky pads on the floor beneath the slides ensure

any delvers dropping in here will land and remain upright in a tidy
bowling pin formation.
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With the victims lined up, it's time to knock 'em down. Once the word gets around
you should have no trouble recruiting monsters for your dungeon's bowling
league. They very idea of hurling heavy objects at helplessly bound dungeon
delvers should send them running from miles around.

As the victims of this trap will learn, bowling styles differ among monsters. Trolls
bowl overhand, which is deadly enough, but it lacks a certain elegance. For this
trap I think I prefer leaving the bowling in the hands of living skeletons, who can
do little more than roll the ball down the lane--but to delvers helplessly bound at
the far end, what could be more horrible than the deliciously distinct sound of a
rolling bowling ball growing louder, and ever louder, and louder still...STRIKE!!

Remember when slowly revolving Casablanca ceiling fans were all the rage?
Well, Sidney Greenstreet wouldn't dare sit under the fan in this next trap unless
he wanted the top of his head removed. Dan Logans is responsible for the Triple
Trap Tunnel, a terribly lethal corridor trap in the grand old fashion.

The trap is triggered by a pressure plate. Things happen almost too fast to follow.
First, a long blade springs horizontally across the corridor. Dave says the blade
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should travel at 184 miles per hour,
Corridor Traps Zani 1007, b}lt my own tests have spovyn con-
— NOTES — siderably greater velocity is pos-
——eee sible if a properly large spring is
used.

No sooner does the blade strike
home than the ceiling is rolling
away, revealing the furiously rotat-
ing fan. Engineer Dave claims a
top speed of 9,835 rpm for the fan,
but once again I think there is room
for improvement. The ceiling fan
descends to head height. The fan
should rapidly dispose of the upper
half of anyone impaled by the
blade.

To complete the carnage, the hori-
zontal blade retracts justin time for
the pit to open beneath the party's
feet, dumping any struggling bits
of flesh that otherwise might sur-
vive onto the spikes below. The
spikes, of course, are superfluous,
but Dan's alternate name for this
trap is "Overkill", so he can be for-
given his excess.

Everyone is familiar with Wally Blunder's "Theory of Relativity: Everything is
relative, and my relatives are worse than most."” Dan Logans uses this spurious
premise to somewhat more practical effect with his Cursed Comical Corridor.
’ This is a magical corridor approximately forty feet long. An objective observer
can see the corridor is one tenth so high at the far end as at the near, and that the
' corridor narrows to its slightest width all along its length. Travellers through the
corridor have no such objectivity, however, as they shrink in proportion to the
corridor with each step they take. Thus, a character normally standing five feet
tall would find himself only six inches tall (or one tenth his normal height) when
he reached the narrow end of the corridor. Of course, because the delver's
surroundings shrink right along with the delver, it will be all but impossible to
notice the change. Moving from the narrow to the tall end of the corridor returns
a character to normal size.
This trap is not in itself lethal, but it can certainly lead to trouble, especially if the
short end lets directly into the rest of the dungeon. Even puny terrors such asrats
and spiders will now tower above the delvers, who will likely assume they've
stumbled into a giant's palace, rather than realizing they themselves have been
shrunk. Imagine the party's surprise should they find a way to the surface without
returning through the magic corridor, where they will find the world ten times
bigger than they remember it!

We've all seen giant wheel traps before, but Tyrone Shoes puts a new twist on an
* ) old theme with his Wheel of Misfortune. Spring this horror on a party traveling
along any sloping corridor section in your dungeon. The party's worst fears are

realized when a huge wheel appears at the top of the slope, bearing down directly
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You can always let the delvers run away, but that's boring. Far better to point out
the wheel is not quite so wide as the corridor, and that a deft delver might avoid
doom by pressing flat against a wall and letting the wheel roll pass. Armored
characters are likely to take this option, as we all know how hard itis to flee when
clad head to toe in gleaming plate mail.

As soon as the armored characters bail for the wall, their doom is sealed. The
wheel will indeed roll past without striking the party, but the interior of the wheel
is itself a powerful magnet. Armored characters will get stuck to the side of the
wheel straight away, while unarmored characters should lose their weapons at the
very least.

Thus stuck to the wheel, trapped characters will find themselves rotating around
and around as the device speeds down the corridor to whatever doom you devise.
Abruptly reducing the width of the corridor neatly solves the task of having to
remove delvers from the wheel by hand.

Once upon a time, I journeyed the world in search of the meaning of life, and after
a series of incredible trials, I found myself kneeling at the feet of a wise masked
guru. He explained to me that if you could take all of life and bake it in an oven,
you would eventually burn away the falsehoods that interfere with a proper
understanding of existence. After a century or so of slow baking, an extremely
potent and powerful brick would result--and that brick would be professional
wrestling.

Shane Wilson's Body Slam trap certainly hints at pro wrestling roots. Once
again, the trap swings into motion when the party leader steps on a pressure plate,
triggering a spring-loaded section of floor. The trapped floor section slams up
into the ceiling (squashing anyone unfortunate enough to be standing on the
same). This triggers yet anotherrelease, and a trapped section of the ceiling slams
down to the floor, which should finish off just about anyone still standing in the
party...allexcept the leader. While it might prove more cruel tolet the party leader
live with the knowledge he got all his friends killed, Shane prefers to stick it to
him. After the two trapped sections of the corridor have slammed into place, a
spiked ceiling section slashes across the original tngger area, nailing anyone
standing in the neighborhood.
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A pack of scumrepresented by Erik Noble contributed Pinheads R Us, a magical
device that ensures even if a delver escapes its deadly embrace, he won't be half
the man he used to be. In fact, merely having your head shrunk might seem like
— NOTES - a bargain to a victim of this trap.

The trap is triggered when any section of corridor abruptly dumps away into a
fd Lixdd Kixdd  slide. One or more characters will tumble down the slide...it's okay to get the
whole party, but it's a lot more fun to let a few dopes escape, to make sure there's

someone on hand to see what happens next.

Anyone looking down the slide after the heroes who vanished will see a glowing
tunnel that obviously radiates magic. The tunnel tapers away into the depths of
the dungeon, and casual observation will show the tunnel narrows as it drops away
from the corridor. The exact perspective might be difficult to judge, but it should
seem the tunnel is ultimately too narrow for the characters who tumbled into it to
safely pass.

And what of the missing characters? They find themselves in a normal sized room
at the end of the long sliding tunnel. The victims of this trap will have experienced
no difficulty passing down the chute, although they may detect the presence of
strong magic. The only feature of the room in which the delvers are trapped is a
big red button on one wall.

What's going on here? The tunnel is enchanted to shrink anything that falls
through it to a fraction of its original size. Delvers dropping into the chute shrink
at a constant rate as they tumble down the chute...a victim should be unable to
| determine he is changing size, as it will seem to him he is simply falling down a
long slide.

¥5 Characters viewing the chute from the corridor might figure out what's going on,
= especially if they drop something down the chute and watch it shrink. Rescuing
%+ friends from the bottom of the slide will prove difficult, as any ropes or poles
. lowered into the tunnel will shrink, thus requiring an incredibly long rope to
. actually reach the bottom of the shaft. The magic is also one-way...that is to say,
- delvers crawling up out of the shaft will not grow, but will instead find themselves
* but a fraction of their original size. A bad fix, certainly, but it could be worse.

How? Remember that big red button in the room at the end of the shaft? Well,
pushing it restores the delvers to their original size...in a room only a few inches
square. If anyone is peering into the tunnel when some genius punches the button,
. be sure he gets a chance to dodge the pressurized stream of red goo that is bound
: to spurt of the tunnel after the victims are reduced to a pulp. More fun than Old
Faithful, don't you think?

We've all seen delvers impaled on sharp spikes before, but Dan Logans pumps
some new blood into the idea with his Heart of Glass trap. I founc out ata young
. age how sharp glass can be--my daddy hurled me through a plate glass window,
, once.

 This trap takes the form of several very long and flat glass spikes affixed to a wall
at one end of a corridor. When viewed point-on from a distance, the spikes are
very difficult to see...at best, a character might see something shiny in the
darkness. Have something big and mean chase a delver toward the spikes and his
doom is assured. Even when right on top of the spikes a potential victim will be
hard-pressed to notice the danger--until he is impaled on the spikes, and finds he

ngegt;g” has a heart of glass.
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Odd Norm Strange strikes again with Lose The Spock Ears, Clyde, a trap
designed torid dungeon parties of elves, fair geeks, and Trekkies. This trap takes il Lok
the form of two stiff metal rods, at the end of which are vicious metal clamps. The

trap is activated by a pressure plate, causing the two stiff rods to flash down from

the ceiling and whiz past the average delver's head. The metal clamps engage

when the rods reach where the trap estimates the target's head should be located.

The margin for error with this trap is very slight, and it might not work when you

try it, but it's the thought that counts. Your average dungeon delver probably

won't get hit by this thing, but will instead suffer an uncomfortably close call as

the dangerous clamps whiz over his or her head. Elves, however, are a different

story. Where I come from, Elves are taller than the average Joe, and they have

those freaky long pointed ears...just long enough to give the clamps a target. With

abit of luck, the clamps will catch an elf by the ears and yank the little buggerright

off his or her feet, slamming the filthy cuss into the ceiling. Slapped into the roof

by the ears --how is that for a special kindred bonus?!

Rick Martin's Flipside trap probably won't kill anyone, but it does lead to an
interesting problem. Hide a metal section of floor in the middle of a normal
dungeon corridor, painting it to resemble stone. Armored characters walking on

the steel plate will notice a change under foot, but by then it's too late to do
anything but curse.

The metal section of the corridor is hinged, and rapidly rotates around on an axis

parallel with the line of advance. While this will dump some characters onto the

bed of spikes hidden below, armored characters get areprieve. When the corridor

flips to its upside-down position, hidden contact switches click into place, and

current flows through the floor section from two massive batteries. The result is

apotent electromagnetic field that adheres armored characters to the ceiling of the

secret room reveal by the motion of the trap.

Characters stuck to the ceiling can either wait for the batteries torun down (which

takes a LONG time), or they can try to squirm free of their armor...but with a bed

of spikes awaiting below, that could prove to be a ticklish process. Someone

surviving a fall onto the spike might try to disconnect the batteries and thus free

someone captured by the magnet, but I'm sure I don't have to tell you how collection
dangerous it can be to mess with live current. pg 311
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Stephen Fitzgerald's Gas Pit is simple and deadly, and might be just the thing to
install in a dungeon running short of gold from building all the other hideous
devices detailed in this volume. All you need do is fill a corridor to knee height
or so with a thick obscuring layer of gas. This gas needn't be toxic--in fact, if you
really wantto nail anyone with this, it might be better to cloak the true trap by using
a fog machine or pouring water over dry ice.

After you've set up a suitably moody and foggy corridor, dig a pit somewhere in
the middle. Fill the pit with a heavy and toxic gas. The gas will remain in the pit
if it is thick enough, as the swirling fog above should form an inversion layer that
will seal the pit. Anyone walking down the corridor will blunder into the pit, and
probably choke to death before his or her companions figure out what's happened.
Best of all, this trap doesn't rely on any sort of mechanical trigger to operate, so
it's almost impossible for the design to backfire.
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Springs 'N Spikes is Drew
Dietz's contribution to this
volume's door traps chapter. I
liked this trap so much I've
made it an event for this year's
Orc Olympics, replacing the
very silly but less lethal triple
jump event.

This door seems wedged shut,
and the characters should real-
ize nothing short of ramming it
down with a shoulder or fore-
head will get it open. When
struck with sufficient force, the
door--which is hinged on the
bottom--will fall away, and the
delver should land atop it. The
original hinge disengages,anda
new hinge snaps into place at
the top of the door, turning the
door into a primative catapult
when the spring on the far side
of the door engages. The final
result? One hero hurled onto
spikes!

Jon Hancock uses the Heisen-
berg Effect to excellent effect
with his Boojum Trap. This
trap is literally what the charac-
ters make of it. The trap takes
the shape of a simple closed
door that exudes magic. The
door is in fact an illusion. If
someone decides it isn't there,
then it isn't. The trap becomes
whatever the players say it is--
even a heaping chest of gold, if
you feel generous.

You'll have to carefully listen to
your players to get the most
from this trap. If someone says,
"I suppose the door is locked,"
and tries the knob, then the door
is indeed locked. If someone
says, "I saw this in TRAPS
TOO, and I think there's a pit
trap on the other side,” then
make his worst fears come true.
The trap is actually easy to de-
feat unless the players assume
the worst. When was the last
time you met an optimistic dun-
geon delver?



Eric Taylor is responsible for
Draw!, a shabby pun that
should frustrate any party that
takes themselves too seriously.
Eric is almost apologetic about
this trap, seemingly upset that it
only toys with a character's
mind, but I've found human
brains every bit as much fun as
superballs, and much larger
besides.

The characters are confronted by
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ametal door inscribed with the
image of agiant eye. Written R T%GH‘LF
above thedoor is, "Draw your oy
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weapons and show them to me!"
Any attempt to open the door
with force or magic meets with
failure. If someone

follows the door's instructions--drawing a weapon from its sheath and brandish-
ing it before the door--a jolt of electricity will burst from the eye, which will annoy
gveryone.
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The answer, of course, is for each character to physically draw their weapons on
a piece of parchment, then show the drawing to the eye. The eye will blink and
the door will open, after which you can smile knowingly when the party tries to
make literal sense of everything they read for the rest of the expedition. It might
be worth testing the waters with a door marked "Cut your throat." Hey. You never
know.

We've all seen the old routine where someone bangs their shoulder against a
locked door a few times, only to tumble helplessly through to the other side when
that same door is suddenly opened. Molly Ringworm uses this idea to savage
effect with her It's Open! trap.

Locate this door at the end of any hallway. Delvers approaching the door will
trigger a pressure plate in the floor, although nothing will happen as a direct
consequence. The door is stubbornly locked, and will resist any attempt to batter
pastit by force. The door should give justa little, however, toencourage the victim
to keep battering away.

Your average dim delver will figure he needs to take a longer run at the door to
make it give, and will retreat back up the hall to gain some running room. This
will trigger the pressure plate for the second time, which unlocks the door. When
the character rushes down the hall and hurls himself against the formerly
unyielding door, the door will fly open and the delver will hurl across the
threshold...and into the bottomless dropshaft on the other side!

Lee Russell lives in Phoenix, Arizona, a town I affectionately refer to as the
Devil's Armpit. Thus it's easy to understand how Lee came up with her Sweaty
Door trap. This is as much an environmental condition as a trap. In any region
of suitable humidity, wooden doors will swell to fill their jambs, becoming
difficult if not impossible to open. If the party closes a wooden door behind them,
and the room in which they find themselves suffers a sharp rise in humidity due
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to magic or mechanical means,
R : the characters could find them-
"w o | selvestrapped. Lee assures me
... - - they will swelter to death.
- actosi Blade | Having spent a night or two at
Path(Msgic) | the old castle when the swamp
| cooler wasn't working, I can
assure you that isn't a pleasant
way to go!
The next time you want a door
that will Cut Them Down To
Size, try this trap by M.A. Har-
ris. Not only will this trap nail whoever is foolish enough to lead the way through
the door, it also has an even shot at the brave heroes who trail in his wake.

Upon first inspection, this appears to be a standard guillotine door--the door jamb
is even grooved to permit passage of a blade. Indeed, a careful inspection will
reveal a trigger mechanism hidden in the floor just before the door. Feeling that
they've avoided this trap, most parties will carefully step over the trigger and pass
through the door.

The trigger and the groove in the door are intended to misdirect attention from the
true threat. A genuine trigger is hidden just a few strides inside the door, and when
activated the true nature of this trap becomes painfully apparent. A guillotine blade
does indeed flash down from the top of the door, but it's path quickly changes to
send it flashing into the backs of the dungeon party, sawing most normal sized char-
acters clean in half. With your adversaries now reduced to a manageable size, it
should be easy to deal with them as you please.

Swing Shift is another clever door trap from Mr. Martin, although it is unfortu-
nately not nearly so bloodthirsty as his previous offering. This is in fact a false door
fixed into a false wall at the end of a corridor. The door will not respond to a push,
nor will the knob twist or turn, but if someone pulls on the doorknob, they'll get
more than they bargained for.

The false wall and door are attached to the ceiling by a hidden hinge. When
someone pulls on the door, the whole wall swings up toward the ceiling like a
garage door. Simultaneously, a counter-balancing wall drops into place behind the
"door" through which the characters originally wished to pass. In fact, once the
door is given any sort of tug at all, the trap is going to swing into motion regard-
less of what the characters may desire.
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The counterbalancing
wall blocks off further
travel down this corri-
dor, and also reveals
whatever horrific
monsters you've posi-
tioned behind the door.
This is a good opportu
nity to employ one of
your stupider or more
cowardly monsters, as -
having a wall dropped
into place behind it
should provide ample
motivation for the
monster to charge into |
the midst of the party.

Mike Patton offers a pair * 45
of interesting door traps. : S

First is the Guillotine y - T ¥,

Portcullis, a deadly little g ‘/ /} '. ,“\ “
barrier that smart charac- # -
ters will just leave alone. This is a s1mple heavy portculhs remarkablc only in

that it seems constructed of two separate halves, with a brief gap between the

two. The separation, of course, permits a guillotine blade to flash down if

someone tries to lift the portcullis, severing limbs or at least fingers. Mike sug-

gests placing a false winch (presumably controlling the portcullis) in whatever

room this trap guards, to encourage characters to wiggle under the barrier.
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Mike's other trap is the Mock Padlock, a device that can be used on any door,

or even on treasure chests. This is simply a lock containing a wax covered ge-

latinous acid membrane. Anything inserted into the lock--such as a thief's tools, :
or a pesky magic key--will rupture the membrane and be ruined. The lock itself
is false, so while releasing the acid will destroy it, the party will be no closer to

opening the door or chest, but they will have ruined their tools.

This next trap only loosely qualifies for
the "Doors” chapter, but as I don't have
enough submissions to form a "Tele-
phone Booth" chapter, we'll recognize c’;.,::u;,...
delvers must pass through an odd doorto 9%
spring this trap and leave it at that.
Besides, good advice is hard to come by
these days, so when Osborne Lone says
If Cthulhu Calls, Don't Answer, [ think

we should take him at face value.

Locate a telephone booth up against any
vast wall in your dungeon. The phone
willring as the delvers approach, encour-
aging them to enter the booth. Within
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they will find an old fashioned telephone equipped with a crank, external bells, a
mouth horn, and a separate ear piece connected to the phone box by an odd wire.
Anyone bothering to look will see the phone cord is in fact warm and soft to the

touch, and a little bit slimey.

Anyone stupid enough to answer the phone truly deserves what happens next.
Crouching on the far side of the wall is Cthulhu, H.P. Lovecraft's infamous arch
deity. The phone cord is in fact the trailing end of one of Cthulhu's many tentacles.
Answering the phone and holding the ear piece to one's head will alert Cthulhu of
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his prey...and with a tentacle already wrapped half way around his victim's head,
it will be child's play for the great Old One to pull the delver through the wall and
to unmentionable doom.

If you don't want to use Cthulhu, you can substitute any other tentacled horror. I
suggest either an insurance agent or a Mets fan.

Norm Strange offers the Molecular Screen Door as an accessory for any dungeon
door, trapped or not. Your dungeon's monsters will appreciate these in the sum-
mer, when they'll be able to leave their doors open at night without having to worry
about delvers getting in.

The screen door has a light metal frame, just like any normal screen door. The
screen, however, is made of incredibly fine material. In fact, the material making
up the screen is just one molecule thick, meaning it is entirely too small to be
spotted by the naked eye, but it exists all the same. Considering that the screen
material is a tough as regular steel, anything blundering into the screen will be cut
toribbons. Woe to the character that takes a look at the screen door frame, decides
there is nothing there, and then walks boldly through the doorway. Spaghetti.

Ugly John Carver took
time out from designing
the fabled second level of

Top View

DELVER ENTERS
REVOLVING vtmé@ Uncle Ugly's Underground
£ PEEPHOLE :
L % , to provide our next trap.
SECRET The Golem Doorway is a
TROLL prime example of the
ROOM twisted genius that has
made Ugly John one of the

most feared dungeon-

STATUE masters in the land.
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This trap takes the form of a
simple revolving door. The




door revolves in a clockwise direction. The door is only so large enough to permit
one character to fit in each section at a time. While a revolving door might excite
a delver's suspicions, the door is in fact entirely safe.

Itis the wall through which the door passes which the delvers must worry about. One
section of the wall hides a secret room, in which resides a troll with a frying pan and
several clay golems. The troll can view the party's approach through a hidden peep
hole. Making careful note of the number of delvers in the party, the troll readies his
frying pan and takes up a position behind a secret panel. After allowing a delver or
two to pass safely through the revolving door, the troll makes his move, springing
out from behind the panel when the door's revolution brings the intended victim into
position.

I'm sure you're familiar with the distinctive sound of a frying pan striking someone
in the skull. It's a common enough noise around my house. With one blow from the
magic frying pan, the delver is knocked unconscious and dragged into the secret
room by the troll. Simultaneously, one of the clay golems magically acquires the
features of the smitten delver...and strides into the revolving door, to take the
delver's place in the party.

A party passing through the door will know only that they heard an ominous noise,
but they should have no idea of what happened. The golems are very good about
deception, and only a very suspicious hero would notice one of his or her party has
been replaced. Hopefully the party will elect to pass back through the revolving
door. The rotation of the door will protect the party on their return trip, but should
they decide to pass through the door yet again...BAM! Add another golem to the
group! If the delvers are especially dim, you can replace the entire lot of them with
imposters.

What to do with the golems, should you manage to replace one or more party
members? Shame that you should even need to ask. The least subtle option is for
one or more golems to turn on the party when they least expect it, but far better for
them to stay with the group indefinitely, working against them in more devious
ways. Perhaps the clones can lead the party deeper into your dungeon, where they
can activate a more horrible trap the delvers would otherwise avoid.

Not nearly so stylish, but twice as childish,
is Norm Strange's Knock Knock Door.
This is an iron dungeon door possessing a
living mouth and eyes, with a big brass
knocker where a nose should be. Right
about where a person would wear a flower
in a lapel is the door handle...a handle that
bears an incredible resemblance to a daisy.

The door is in fact an immensely powerful
and indestructible magic demon. The only
way to get past the thing is to endure a silly
and tiresome ritual, which should really irk
those boors who think there's no place for
low comedy in high fantasy. The first step
is to use the knocker--only two knocks, in
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quick succession, with initiate the sequence. Ineffect, the delvers must say, "knock
knock".

Need I say more? That's your cue. When the delvers say, "knock knock", the door
mouths, "who's there?", and it's up to the delvers to come up with a suitably witty
response. If the knock-knock joke thus offered is to your liking, the door opens and
the delvers may pass. If you don't care for the joke, give the party a little squirt from
the center of the daisy--skunk oil if you feel forgiving, acid or poison if you don't.
And don't forget everything else you can do with that mouth...laugh, belch, spit,
curse, even vomit! Wow! Fun for all ages!

Another of Rick Loomis' favorites is the Golden Archway. This is a quite
ordinary-looking doorway that instantly turns anything passing through it into
solid gold. A delver walking through becomes a golden statue. If the other party
members try to drag the "treasure” back through the doorway, they will quickly
find out that anything coming BACK through the doorway is turned back into
whatever it was before. A pity. It's great that Pfred, the dwarf, is back with us again,
but all that gold... If the party includes anyone terribly inventive, they may think
of digging a hole in the wall near the doorway, so that something can be put IN
through the doorway and taken out through the hole. (Make it properly difficult).
This works. Unfortunately, the magic of the doorway only works until the item
leaves the dungeon, at which time the item once again regains its previous form.
What a waste of time!
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We're coming into the home stretch now, kids, but I don’t want any of you to nod
off. I kill more delvers that way. It seems that just because someone escapes a
death trap or slays a dragon they automatically assume they are due a reward.
Time and time again heroic chumps greedily accept whatever treasure they are
offered, and time and time again they complain when one of my item traps goes
off to devastating effect.

The message? Delvers are most vulnerable when they're holding out their hands.
It’s like dropping a grenade into the open sack of a angelic trick-or-treater on
Halloween knight...the expression on your victim's face is as much fun as the
brilliant explosion thatfollows shortly thereafter. The next time somefool hollers
for a reward, stick him with one of these beauties.
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We've all seen Michael Jackson
impossibly slide backwards like
Curly Howard on ball bearings,
and with this trap delvers can try it
too. Drew Deitz is responsible for
these Goonwalker Boots. On first
inspection, these boots seem
blessed with some beneficial
magic--maybe they'll make your
run fast, or tap dance like a kobold
on fire. In truth, the boots don't
help much at all. Furthermore,
they are made from the skin of a
living creature, skin which will
sweat profusely after someone has
worn the boots for an hour or two.
This sweat is very slippery, so
unless the character using the boots wears
just one snappy glove, he or she is going
goonwalking!! Results will range from
ridiculous to deadly, depending on when
the sweat kicks in.

The Dribble Lantern is just one of the
many reasons why Tom Keefer is such a
gas atparties. Leave this item lying around
where a dungeon party is likely to need
some light and you'll keep your friends in
stitches!

This looks just like an ordinary lantern.
The flame burns a little low, but it should Holes
seem it might burn a little brighter if some :

oil were added to the lamp. The trap is | Level of
sprung when someone picks up the lantern, ‘
releasing a pressure plate trigger in the base
of the lamp. A timing mechanism is thus J } N

. . . ressure
activated, ensuring the lantern will explode § . Plate

in about fifteen minutes. This will be a minor explosion--hardly enough to dam-
age a hardy adventurer--but if the victim behaves as Tom predicts, the explosion
will prove very deadly indeed. )
Seeing the lantern is burning a little low, a wise delver might decide to add some
oil. This will seal the delver's fate. When the oil level inside the lamp rises just
a little bit, oil will dribble out of the lamp through a series of holes too tiny to view
with the naked eye. Hopefully the oil will drip onto a hand or arm or pant leg before
the leak is noticed, and even then the delver is likely to think the oil leaked on him
by mistake when he refilled the lantern. With the delver thus primed with
flammable oil, an exploding lantern will cause considerable damage. Nothinglike
a human torch to brighten up a party!

Jon Hancock attached his John Hancock to Dangerous Trevor. This is amagical
black sword Jon suggests you locate at the end of some dangerous trial to ensure

the characters feel they've really earned something when they find it. In fact, they
have. Dangerous Trevor should possess several significant abilities. Maybe it



WELL! ITS ABOUT

TIME. WHERE HAVE YoU
BEEN P now... 1 FMVE 4.

provides it's wielder with steel-hard skin, or perhaps it destroys lawy'ers';,'br puts
out fires. Make it something good.

Because, you see, Dangerous Trevor also talks. It talks a blue streak. When first
claimed, the blade will moan and emit pulsing darkness, then speak with the voice
of Una O'Connor, a distinguished character actress from the early days of
Hollywood. For those of you who haven't seen "The Invisible Man" lately, its
enough to note Ms. O'Connor has a very shrill voice. Anyway, Dangerous Trevor
will instantly bond to whoever holds it, saying "About time! I've been here for
years with no fun, nokilling, and oh the dust! It's just murder, I tell you, and those
orcs! The less said the better, and..." And on and on and on, ceaseless, until the
end of the delver's days. The sword will continually nag and criticize the party,
particularly its new owner. The sword so potent the party may wish to put up with
this nonsense, but if Dangerous Trevor is insulted it will sulk, and refuse to fight
until proper apologies are tendered. Have you ever tried to hide with a sword that
continually chatters and insults anything that moves?

Andrew Bander has probably been watching too many David Lynch movies.
Andrew's Sponge Armbands would compliment the Elephant Man's wardrobe,

and would be right at home in
one of Henry Spenser's twisted
nightmares.

This trap appears to be a simple
pair of magic wristbands. The
wristbands are made of porous
material, much like a sponge.
Like so many magic item traps,
once the wristbands are put on
they will prove very difficult (if
not impossible) to remove.

Donning the wristbands yields
no immediate result. The sick-
ening nature of this trap reveals itself over time. Wristbands are of course
designed to absorb sweat. These wristbands do their job very well, but any sweat
they absorb does not evaporate. After just a few minutes of exertion the wrist-
bands will swell to twice their original size. At the end of an average dungeon
delve a victim of this trap will find great pendulous sacks of sweat dangling from
either wrist. Not only does this smell perfectly awful, but having all that weight
hanging from each wrist makes swinging a weapon incredibly tiring, and
precision work with one's hands is almost impossible. Anyone trying to cut away
the swollen portion of a wristband will make a disgusting discovery. The sponge

is not sponge at all, but has instead become flesh!
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diately render any object's mass null and void. Originally developed by a serious
Halfling Hurler, this item has applications well beyond simple sport. Sticking a
pair of these magic goodies onto a halfling makes him infinitely easier to hurl, and
there's no reason your dungeon's monsters can't use them to equally good effect
on all kindreds of delvers. These handles are also useful for carrying prisoners
around, and thus are recommended for use with any of the traps in this manual that
require a pack of subdued victims to operate.

The Soprano Chair is a fifty/fifty trap. It will prove painful to one gender and
devastating to another. The delvers in Andrew Bander's dungeon may sit on
strange chairs without provocation, but to make this thing work in your tunnel
complex you may need to disguise it as a throne. Many societies punish anyone
who dares to sit on the leader's throne--add a secret button or lever to this trap that
disarms the mechanism described below, and you have a throne that will guard
itself.

The operation of this device should be obvious. Sitting on the chair activates a
trigger mechanism. This, in turn, releases a weight beneath the chair, causing a
section of the floor to rapidly strike the victim where the sun doesn't shine.

Nothing good ever comes from hanging around in bars. Who wants to spend an
evening with a bunch of maudlin drunks? Asrumormills, bars are overrated--I get
my best tips at health clubs, hangings, and celebrity golf tournaments. This is off
the subject, but I bring it up because our trap uses a different sort of bar--the sort
that guards cells and blocks doors. Brawny adventurers have no fear of bars,
figuring they can easily bend them into pretzels or funny animal shapes. Markus
Wande's Brittle Bars hope to put an end to this practice. After running across this
item, maybe delvers will give iron bars as wide a berth as that they should afford
to cocktail lounges.

This item works best when placed in the center of a row of normal bars. Someone
wishing to clear a way through a barred window or door will usually try to bend
those bars in the center, and flanking Markus' bars with the genuine article will
improve the deception of the trap. The trapped bars are in fact hollow, and made
of a soft metal such as lead. Thus they will easily bend and break, releasing
whatever you care to hide inside. Markus suggests acid or poisonous gas, but his
dungeon obviously requires frugal measures. In my personal pit, the hollow
interior of the bars leads to a pocket dimension composed entirely of perfect
vacuum. Thus, when a bar s broken, it sets up a powerful suction that few delvers
canresist, and while the diameter of a bar is too small to permit a character to pass
through, itis impossible for a delver to free himself after being sucked against the
opening.

Ugly John Carver and Paul O'Connor have both experienced prolonged periods
of unemployment, and during one such period those great friends decided to
sponsor the world's first Pirate Olympics. The two devised a number of
competitions, among them Parrot Chucking, Peg Leg Gymnastics, and Hooks
Only Arm Wrestling. Alas, the 1980 United States boycott of the Moscow
Olympic games undermined all attempts to sponsor this competition, and the
event never got off the ground.

One idea from that twisted dream remains, however--a savage little competition
called Run, You Sucka! Come to think of it, this deadly contest has almost

nothing to do with pirates, although the boys may have intended it as a means of
entertaining the many prisoners a competent buccaneer acquires in the course of

) —-

Item Traps
— NOTES -

collection
pg 325

TA pg 53



Iitem
NOTES

i

collection
pg 326

TA pg 54

his work. To inflict this trap on a group of delvers you will have to capture them
first, but if you haven't learned how to do that by now, my life has been a waste.
It's also best if you nail victims one at a time with this thing, as two or more char-
acters can usually team up to solve their mutual troubles with little effort.

To begin the competition, strip a delver down to his jock strap and fit him with a
wooden keg full of black gunpowder. Lock the keg across the delver's back with
chains and alock, and make sure the victim can'treach the keg no matter how hard
he tries. Have a troll or some other beast light the uncomfortably short fuse trailing
from the keg and point the victim toward a trench full of liquid one hundred yards
away.

The fuse is short, and the delver doesn'thave much time. There's no way the delver
canreach around behind him and snuff out the fuse, nor can he expect to shuck out
of the harness holding the keg before his time is up. The delver's only chance is
to make a break for the trench in hopes the liquid found therein will extinguish the
fuse. If the delver makes like Carl Lewis, he or she might just make it to the trench
before the fuse burns all the way down and blows the victim to kingdom come.

If someone makes it to the trench, Paul and Ug suggest you show them what a
generous person you are by allowing them to douse the fuse in the water found
therein. I say to the devil with such nonsense, and insist you fill the trench with
oil! One way or the other, it's big boom time!

Jim Palasty is a troll after my own
heart. He, like me, agrees that matri-
mony is important to everyone but the
happy couple. How else can you ex-
plain the next pair of item traps, each of
whichisideally suited as wedding gifts
for youngsters about to tie the knot?

As jewlers are always reminding us, A
Diamond Is Forever-most women are
thrilled beyond words when given a
diamond ring. Jim's ring, however, is
of a very dark variety. It is not the
diamond, but the ring itself, that is the
trap. Once worn, the ring cannot be
removed. Furthermore, the ring ex-
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udes a horrible stench, powerful enough to return the breakfast of anyone standing Item T
near by. While this might improve the smell of your average goblin bride, most em Iraps
common folks will get a quick case of cold feet when this item kicks into action. - NOTES —

Providing a gift for the bride while leaving the groom empty-handed is of course
an unforgivable breach of manners, so Jim devised the Incredible Shrinking
Armor. This is a spectacular breast plate of superior workmanship--just the thing
to complete the formal wear of a proud and heroic bridegroom. The breastplate
fastens in front and back by snapping into place. No straps or buckles of any kind
are visible, and with good reason. You see, once the breastplate is in place, it
begins to shrink, and shrink, and shrink, and...I'm sure you see where this is going.
It's one thing to get tight under the collar on your wedding day, but having your
ribs crushed is worse than having to slow dance with your mother-in-law.

Even the most eager young couple might have a little case of nerves when their :
wedding night rolls around, but if awarded a supply of Rick Martin's Love Potion
Number Nine, the honeymoon should be full of fireworks. Anyone sipping from

a bottle of this stuff will fall madly in love with the next being they see...not a
problem if enjoyed in private with that special someone, but a bit uncomfortable

if used as Rick suggests. For whatever reason, Rick thinks it would be amusing

to have a couple zombies hanging around when this potion is sampled, pointing

out a variety of odd love triangles could result. I'll say...next thing you know, our

happy young couple will find themselves appearing on the Newlydead Game!

Where have you
been all my life? Lets
go fo where we can be
alone togather !/

! YOU TALKING
To Mg 7211
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Ijustcan'tlet go of this marriage thing. You know what happens when you offer
a slim and pretty gremlin girl a wedding ring, don't you? It's like pulling the
ripcord on an life raft. No sooner are you hitched than your bride has ballooned
up into a horrid obese beast. Inside of five years her transformation into a square
bulldog woman is complete, and the only thing left to do is to escort her to Las
Vegas, where she can exercise her grotesque puffy arms and elephantine elbows
by pulling slot machines...while you slink off to watch vaguely attractive forms
bounce across the stage in some sleazy cocktail show. Ah, marriage!

Tom Keefer wisely reminds us that You Can Teach A Guy All You Want, But
You Can't Make Him Any Smarter, alternatively titled Brain Man. Anyone
finding this magic book entitled "The Tome Of Knowledge" is bound to make this
discovery for himself, although probably not before it is too late.

The first time someone reads from this book, you should provide them with a true
and very tasty secret about your dungeon. I know this is like a magicianrevealing
how he does a trick, but there is a method to Tom's madness. Give a character the
first hit for free, and he'll be hooked for life.

In his quest for secret understanding, the owner of the book is bound to return to
its pages sooner or later. This time, provide a slightly less useful but still
interesting bit of knowledge to the character. At the same time, secretly reduce
his intelligence by a point.

When the character returns to the book yet again, provide him with a significantly
less interesting fact, and reduce his intelligence yet again. Although the player
won't be excited about the information you provided, explain to him that his
character actually finds this new bit of knowledge as interesting as the last.

I'm sure you can see the pattern that's developing. Each time the character checks
the book you provide him with a fact duller than the last, but each time the
character is equally interested, because his intelligence is decreasing at a constant
rate. There's only so much you can learn from books, and eventually they get in
the way of experiencing life first hand. If you take this trap to its logical limit, you
will reduce a character to idiocy, but he'll be delighted to experiencc such startling
revelations as learning the sky is blue and that the sun rises and sets each day
Scratch one big brain!

{1
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Speaking of expanding gas bags, consider Stephen Fitzgerald's Spike Bag. This
item should take center place in aroom specially devoted to its operation. Initially
this looks like a deflated football covered with metal spikes. It is in fact a leather
balloon...a balloon that starts to inflate even as the air begins to be pumped out of
the room. In fact, the two phenomena are unrelated, but dim delvers may decide

the inflating leather balloon is to blame for the sudden lack of oxygen. If things
g0 your way, someone might decide to rupture the bag in a futile attempt toreplace



the air in the room...which triggers a savage explosion. You see, it was not air, but
hydrogen that was being pumped into the bag...hydrogen that is bound to explode
when a weapon strikes a spark against one of the many spikes dotting the surface
of the bag. Of course, the delvers could avoid striking the bag altogether...but
they'll either fall prey to suffocation or perforation as the balloon eventually swells
to fill the entire room.

The next time a delver needs to undertake a sensitive mission, convince him to try
a belt of Osborne Lone's I'm Invisible, Nyah Nyah potion. You can either slip
this potion to your victim through an unscrupulous alchemist, or leave it lying
around in a dungeon where a sucker is likely to find it.

The first time the potion is used, it works as advertised. The imbiber is indeed
turned invisible, although he must remove all his clothes and drop his items to be
completely unseen. While the character can see himself, no one can see him. The
potion lasts for about an hour, during which the character can copy all the great
Claude Raines schtick he can remember. After again becoming visible, much to
his glee, the character will see there is enough potion in the bottle for one more
dose.

Anyone drinking this potion develops an immediate immunity to further dosages.
Thus, the next time the character takes a swig of the potion, he will not turn
invisible...although he will think he has. Unless the victim has some friends
around to straighten him out, someone is about to run around naked in public,
convinced he is invisible, while everyone else is certain they're seeing a naked
loon. Try this routine at a court ball or in a dragon's lair and see how far you get!

Chips White is a festive fellow. All the holidays are important to Chips, but St.
Patricks' Day is the most important of all. How else can you describe his trap--
actually more of a curse--called Feel The Pinch?

For this trap to work, party members must specify exactly what type and color
clothing they are wearing before they enter your dungeon. After the adventure
begins, explain to the characters that it is St. Patrick's day. We all know what
happens to folks who fail to wear the green...they get a pinch on the "heiney".
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Hold on a minute. I can't believe I said that. Did I, mighty Grimtooth, the world's
most bloodthirsty troll, make reference to someone's "heiney"? Of all the things
Icould call arump, a sitter, a backside, a better half, a moon, a ham, a bun--I chose
"heiney"! Never in a million years would I turn such a phrase, unless I was
magically influenced by the powers of good. Beware, Mr. Chips White, lest you
feel the wrath of the Troll!

As long as I'm on the subject, what's green, four blocks long, and has a collective
1Q of three? Oh. You've heard that one already. No matter. On to the next trap.

If you want to give an archer fits, stick him with a quiver full of Tyrone Shoes'
Boomerang Arrows. These appear to be high quality magic arrows complete
with silver tips and fletching drawn from some exotic bird. The arrows radiate
magic. A master archer might notice the shaft of each arrow has a gentle but
definite curve.

This trap won't work unless used outside, and even then you've best make sure
yourintended victimis using alongbow. When shot from a bow, these arrows take
off like quicksilver. The archer will be unable to determine where his shaft has
gone, and will likely shield his eyes and search the horizon in vain for a sign of his
shot.

The arrows are enchanted to fly true at incredible velocity until they strike
something, at which point that thing is destroyed. If used outdoors and in suitably
open terrain, the curve of the arrow shaft will cause one of these arrows to fly in
a great flat circle when launched from a bow. If nothing gets in the way, the arrow
will take about a minute to complete its flight...by striking the archer who shot the
arrow in the back of the neck.

Tom Keefer is a dangerous heretic long since marked for termination by the
Dungeonmaster's Guild. Chief among his many offenses is Tom's concept of
Anti-Trap Traps. With this sickening innovation, Tom hopes to turn the tables
on your hard working monsters and trap engineers...by using your own tricks
against them. Gasp!

This is really more a concept than a trap. Tom has a variety of suggestions, most
of them as simple as his mind. The simplest is for delvers to carry a spool of fine
wire and a set of pitons for creating tripwires. By stringing wire across a corridor
at ankle height, delvers might gain an advantage over otherwise invincible
wandering monsters. Tom also suggests rigging "buckets of water, anvils, or
sledgehammers" over half-open doors. I guess Mr. Keefer doesn't distinguish
between the lethality of a bucket of water and an anvil. And they say I'm too
deadly!

Tom's other suggestions are a little more sporting. Himself an avid bowler, Tom's
dungeon parties are never without a supply of bowling balls. By rolling the balls
ahead of themselves, a party might be able to trigger any unseen pressure plates
that lay before them. This I don't mind so much--bowling balls are heavy, and a
pain in the neck to carry around, and more often than not they roll right into the
hands of a troll or two, who then treat the party to an example of trollish bowling.
As revealed elsewhere in this volume, trolls bowl overhand.

For what it's worth, Tom also suggests delvers pack a supply a furry little animals



along on their expeditions. What
you do with them, I'll leave to your
own devilish imaginations.

Scot Sanner offers Shades of -
Death, a pair of sunglasses that -
definitely aren't cheap, no matter
what Z.Z. Top may say. This vi-
cious little item can be introduced
anywhere, although if a monster is

to wear them, it must either be blind
orresistanttomagic. If youwantto

be kind (gad!--theidea!), youcould
even place them on a bust or statue,

to provide some warning of what is

to come. Your dungeon must also support an unusually high technology level to
permit this trap to exist.

This item for all intents and purposes appears to be a normal set of very dark sun-
glasses. They will radiate strong magic, and a cursory inspection might reveal a
tiny design inscribed on the lenses. Actually wearing the glasses, or giving them
a close visual inspection, will turn the delver to stone, however...

...for the inscribed design is an astonishingly life like three dimensional holo-
graphic rendering of a gorgon.

What would a TRAPS book be without at least one mummy trap? Mummies, like
spiders in a forest of webs, have nearly become an endangered species since char-
acters learned how easy it is to dispose of them by fire.

The Shrapnel Mummy is Michael Gittings' attempt to offset the unfair advantage
delvers have built up over the years. I'm in favor of anything that gives mummies
afighting chance...they're about as sturdy as moths, and they move slower than the
U.S. legal system. Anyone wasted by a mummy is a dork.

Maybe this mummy will help turn things around. We've seen exploding mummies
before, but Micheal wraps the volatile core of his mummy with steel shards and
buckshot, ensuring that when this puppy explodes, its going to take someone with
it. For best effect, hide this dummy mummy after a series of conventional
mummies and daddies...you might have to lose a tomb or two of King Tut types
to a pack of firebug delvers, but the explosive climax will be worth it!

Dan Logans' Trap Detec- /4
tion Amulet does indeed § , v
perform as advertised, but
perhaps not exactly in the
fashion a delver would like.
Dan suggests you place this
amulet at the center of a maze
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guarded by a number of pain-
fully obvious traps. Several
of the traps should be sprung,
and the remains of dead
delvers should be at every
hand.

*Wanna Be+? -

has bern
disarmed
Maxter, *

Grimtooth
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At the center of the trapped labyrinth, the characters will find the amulet resting
on a pedestal. An inscription on the amulet indicates it will detect traps, and aid
in disarming the same. The amulet does in fact detect traps, but it also interferes
with the party's senses. The result is that even simple traps will prove difficult to
defeat, as the party will be deluded by the amulet's magic into thinking a trap has
been disarmed, when in fact it is still poised to kill. In effect, a character's chance
of getting killed by a trap is increased ten-fold when this amulet is on hand.

When the last of the party is killed, the amulet teleports itself back to the pedestal
at the center of the maze. Now you know where the remains of all those delvers
came from, and how they could fall prey to such a variety of simple traps.

Imake Andrew Bander's Suggestion Box the last item trap in this chapter because
I want it to make an impression. Considering the incredible number of lousy trap
submissions this volume received, I think I'll use this trap to collect suggestions
for my next book. Like the "All You Can Eat" trap from the FOOD chapter,
Andrew's trap is violently understated.

This is a clearly marked suggestion box. The box is accessed through a door
similar to that on U.S. Mail boxes. When the door to this box is opened, however,
a cannon waiting on the other side blows the head off anyone standing in front of
the box. Now that's my idea of proper editorial form.

collection
pg 332

TA pg 60



OH NO!
SEA FOOD

FOOD Traps

Often neglected by you Dungeon Masters is the possibility of an entire theme by which
your hell-hole can revolve around. An overlying purpose to which all the creepie-
crawlies slither about. Why are all these monsters hanging around? How about for
a quick bite to eat?

I never thought it would come to this, but here I am introducing a whole chapter full
of food traps. I mean, do I look like Betty Crocker to you? If I do, you need help.

Ahwell. Might as well give in. This is what you've all been waiting for. Take all you
want; eat all you take.
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While I'd never write a cook-
book, this manual is called
TRAPS ATE, so I suppose a
few recipes are in order. As a
breakfast treat, Ian Milham
offers a room trap that makes
Delver Pancakes.

This is a vast dungeon room
largely filled by a staircase. A
pressure plate is concealed in
the stairs. When the plate is
triggered, an audible click is
heard. Has there ever been so
simple a sound that has caused
as much trepidation as the
ever-popular "audible click"?

The trap begins with a volley of
crossbow bolts from the ceil-
ing designed to nail characters near the front and rear of the party. Anyone else on
the stairs will shortly have to contend with a spilling caldron full of boiling oil that
is revealed beyond the top step. As if that weren't enough, the entire ceiling of the
room slams down to the floor, crushing anyone standing in the room. Bammo!
Delver pancakes!

It's unlikely anyone will survive this rude treatment. If they do, they will very likely
pack it in when the trap tidies up and resets itself. After the ceiling snaps back into
place, the floor drops away, depositing the fresh delver pancakes onto the hot
griddle below, where they can be browned to your taste. The floor then snaps back
into place, leaving anyone who survived the trap by fleeing out the exit to wonder
what's become of the rest of the party. Perhaps the cheerful odor of hotcakes on

the griddle will offer a clue.

That makes me hungry, and reminds me of the last time I dropped by Mom's Diner
for the All You Can Eat elf special. Icleared a space at the counter and dug into
my first helping of elf. I've had better elf, but at a place like Mom's you go for
quantity over quality. I polished off my first platter in record time, but imagine my
chagrin when Mom refused to serve me a second helping. "You've had your elf-




-that's all you can eat!" she laughed, at least until I persuaded her to see the error of
her ways. Maybe a cheap play on words is enough to shake down the average dwarf,
but with the King of the Trolls it just won't cut the mustard!

All of which reminds me of the next trap, submitted in somewhat cryptic form by
Winslow Condon. In Mr. Condon's semi-hallucinatory writing style I sense a
budding D.H. Lawrence, sorather than try to improve on his submission, I will quote,
"I made up a new trap called All You Can Eat! First the character walks into aroom
and there are a thousand ice cream cones...they are magical, and if you eat one you
have to eat more! So the character kills himself eating ice cream cones!" Bravo.
Short, sweet, and savage. Maybe the next time Mom tries to cheat me out of an honest
meal, I'll treat her to desert at Winslow's ice cream parlor.

The great W.C. Fields advised us all that we should Never Give A Sucker An Even
Break, advice which Tyrone Shoes has taken to heart with his trap of the same name.
This trap must be located in a narrow corridor where delvers can pass only one at a
time, and ideally should be somewhere in your dungeon where delvers have found
themselves separated from the group. Locating this design right after the Ice Cube
Lube Tube trap from the "Rooms"” chapter will do the trick.

The trap is triggered by a pressure plate. The narrow dungeon corridor suddenly
becomes a death trap as metal clamps spring from the walls to hold the delverin place.
Thus bound, the delver is powerless to resist as an evil little gremlin crawls from a
hidden cubby hole. He is armed with a ball peen hammer and an all day sucker.

Fright may momentarily turn to delight when the gremlin shoves the sucker into the
sucker's mouth. After all, itis quite yummy. But remember, you never give a sucker
an even break. No sooner is the sucker driven home than the gremlin goes to work
on the delver's shins, taking care to break each an odd number of times with his
hammer. When the gremlin's work is done, the manacles are released, and the delver
is free to writhe about the floor in agony. If the victim proves exceptionally brave,
you might wish to let him keep his sucker for areward, but you should otherwise take
it away--how are these brats ever going to learn anything, if you spoil them all the
time?

We've seen whirling fans blocking doorways as long ago as my first volume in this
series, but the subtle application of Dan Logans' Devil's Food Processor makes it
worthy of inclusion in this manual. Locate this doorin a section of the dungeon where
no artificial light is possible--either damp gusts extinguish torches, or some minor
magic makes light impossible.

You will, of course, provide light of your own, in the form of a carefully synchronized
strobe light. If you've ever viewed a fan under a strobe light you know it appears
motionless, even through the fan may be spinning. Thus, under the effects of the
strobe, this doorway looks as if it is guarded with motionless fan blades...an illusion
that will be painfully dispelled should someone actually try to pass through the door.
Thousands of delver fries, ready for preparation, courtesy of the Devil's Food
Processor.

Dan has an odd food fixation with doors. Anyone trying to open a door in Dan's
dungeon without mouthing the proper password will find a pit opens beneath their
feet. No spikes or acid or bubbling oil awaits in pit...that would be easy. Instead,
this is the Jello Pit!

Think of it! Imagine being smothered to death in a twenty foot deep pit filled with
tepid gelatin. Imagine if it were lime jello...anyone watching this comedy might
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mistake the jello for some common dungeon slime, and waste his or her time trying
to kill a monster instead of rescuing the victim. And even if the delver does escape
from this grotesque trap, imagine trying to live down the reputation of having almost
drowned in a pit full of jello! Might as well just suck in a lungful of wild cherry,
Jackson.

Tyrone Shoes has got to be hanging around on the tracks with the orc frat boys, or
he would never have learned to play Beerhunter. Dwarves have lately begun
distributing their beer in aluminum cans contained by an ingenious pull tab
mechanism. Beer will keep a long time in such a container, but it is packaged under
pressure, and if you vigorously shake a full can before you open it, beer will shoot
out all over the place.

The idea with Beerhunter is to pick one beer at random from a six pack and shake
it for a minute or two. Then replace the beer with the rest of the cans and scramble
them around. Everyone playing the game selects one beer at random. Simultane-
ously, everyone has to open their can under their nose --someone is going to get a
beer blast they'll never forget, while everyone else gets to laugh.

This contest will test the nerves of any hearty adventurer, especially if he or she is
captured by a gang of rowdy orcs and made to play the game. The game goes on until
everyone is unconscious or comes to their senses...although if the game drags on
long enough, a delver and his orc captors may find they've forgotten what they were
fighting about in the first place!

Trust Chris Seibert to come up with a
meal that will Stick To Your Ribs!
You can use this trap just about any-
where, but it will function best in a
swampy environment, so maybe this is
just the thing to locate in the howling
wildemness surrounding your favorite
dungeon.

Imagine a bubbling bog complete with
dense foliage and a compliment of
prehistoric beasts. Any armored dun-
] . geon party would be hard pressed to
Qatmeal... Because its the rj ght pass through such a region while at full

thing to do. strength, let alone complete a return




journey burdened with treasure and wounded companions. While you can easily
populate a bog with savage goblins who pick off a party with blowguns, why not have
a little fun and create a few bogs full of hot oatmeal?

From a distance, it's tough to tell the difference between quicksand and oatmeal.
If you've taken care to "reward" the party with some item that permits them to
thwart quicksand -- maybe a pair of boots that allow someone to walk across a
quicksand bog -- you can really throw the characters a curve by dropping an
oatmeal pit in their path. This is especially true if you allow a party to outrun a
dinosaur or other nasty by skipping across a quicksand bog early in the journey.
The next time danger appears, the characters will try to escape the same way, and
they'll blunder right into your hands.

While sinking hip deep into hot oatmeal won't kill anyone, it will scald exposed
skin, and it will slow someone who figured he was going to rush past the obstacle.
Dinosaurs also appreciate an occasional variation in their diet now and then, and
coating a delver in oatmeal is just the ticket. If you want to give the characters a
break, sprinkle some sugar and a pat of butter on top of your oatmeal bog -- but I
say let the delvers blunder right into the pit, then chastise them for playing with
their food!

Back in elementary school, I was quite a prankster, so I can imagine what kind of
fellow Norm Strange must have been. I enjoyed fooling my chums with joke gum,
but Norm gives his old standby a deadly twist with his fiendish Choke Gum.

This appears to be ordinary chewing gum, and comes in both regular and spearmint
flavors. After chewing this gum for a few moments, the victim's friends should be
amused to see black spittle running down the chewer's chin. Surmising this is
ordinary joke gum, a good-natured victim might even have a good laugh at himself.

Cheers turn to jeers when the disgusting truth of this trap comes out. The gum, in fact,
rots teeth in the twinkling of an eye--so fast that a victim's teeth will be gone before
he or she feels more than a little numb. Rotting teeth eventually liquify, and the black
spittle is the result of just the first few teeth coming apart. When the rest of the
unhappy chump's teeth fade away, the resulting sludge is as like as not to congeal in
the throat...hence the name of this trap.

Shish-Ka-Delver has
long been one of my fa-
vorite delicacies, and Eric
Taylor offers this inviting
recipe for its preparation.
The only warning charac-
ters have of their impend-
ing doom is a rapid rise in
temperature in whatever
corridor they occupy. An P

ever-popular pressure
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plate gets things rolling.. literally, in this case, as the floor rapidly rolls away into

Food Traps the wall, revealing a fiery pit beneath. A stone wall drops down behind the party,

— NOTES — so escape is impossible, but no one need fear for falling into the fire, as a huge
barbecue spit simultaneously springs from the opposite end of the corridor, neatly
impaling the party along its length. Thus speared and held above the fire, I suppose
you could leave the party to their doom, but Eric suggests hiring an ogre or two to
turn the delvers over the fire. After all, how many times has your Shish-Ka-Delver
been ruined by being burned on one side?

Rowdy Rhodes works in the kill pit at a major slaughterhouse, so I guess we should
believe him when he says If You Knew How They Made It, You Wouldn't Want
To Eat It. Rowdy says with pride that he's a mean cuss with a stun hammer, and
that he expects to move up to chainsaw in a year or so. It's so good to see young

people doing something productive with their lives.

You should front this trap in your dungeon with a fully stocked butcher shop. Meat
is meat when its all cut up, and if no one asks too many questions, the source of this
shop's fine wares won't become evident until it is too late. Allow the party to shop
for tongue and headcheese a bargain prices, and invite them to enjoy a delicious
coldcut sandwich if they have time for lunch. The viands are wonderful--they have
a mysterious and forbidden flavor that sets the senses racing.

Unless the party exits the way they came in, they are doomed...because the only
other door exiting from this room lets into a dark corridor, after which the door seals
and locks behind the party. After the characters advance a step or two, a conveyor
belt activates beneath their feet, and bears them off down the corridor.

The corridor is lined with blades sharpened only on one side...characters can pass
through the blades like swinging doors so long as they go with the conveyor belt,
but should they try to turn around they will face a forest of steel. The blades are the
least of the party's problems.

Still in the dark, the party passes beneath a pair of elevated platforms on either side
of the conveyor belt. Atop the platforms are two trolls accustomed to working in
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THE 101st TRAP. r‘, .

Unfortunately I have run out of ideas for the 101st trap, so there is none in this book.

No, really, there isn’t one.

I’'m serious. Honest. TRUST ME! There is no 101st trap in this book. No secret codes, no clever
poison, no tricky paradoxes. Zip. Zilch. The big zero. Nada. Nyet. Nicht. Nein. Nope. Nuh-uh.

Hey, you got 100 traps. What more do you want from me?
No, it’s not a trick. There is NO 101st trap! Have I ever lied to you?

What do I have to say to convince you? Cross my heart and hope to have to eat Delver Crunchies
without any milk? This book does NOT have a 101st trap.

IREALLY mean it. No deception, deceit, delusion, illusion, fraud, gullery, trickery, treachery,
swindle, dodge, diddle, or surreptitious bogus chicanery.

What, are you still here? Can’t you understand what I’m saying? You are NOT going to find a trap
hidden on this page. There just isn’t one. I haven’t had time, and besides, it isn’t necessary. It’s not
in my contract. It’s not my responsibility.

For the last time, FORGET IT. There IS NO 101ST TRAP!

Ok, ok. Look, if you don’t believe me, you really think there is a 101st trap, and I cannot convince
you otherwise, send a STAMPED, SELF-ADDRESSED* envelope to:

Grimtooth’s 101st Trap, Book Ate
-

c/o Flying Buffalo Inc
- =772 —— PO Box 8467
Scottsdale, AZ 85252

*For those ignorant mortals who don't pay close attention: A "stamped, self-addressed envelope" is
one that has a POSTAGE STAMP on it, and is already ADDRESSED to YOU. If you do not follow
these two simple instructions, your request will be posted on my cave wall for a few days to be
pointed at and laughed at, and then burned in the fireplace unanswered. If you are from some foreign
country where you cannot get a U.S. postage stamp, enclose an international reply coupon. This will

be your ONLY warning!
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A NOTE FROM GRIMTOOTH

t has been drawn to my attention by those of you who

have purchased my second tome of traps that the encoded
message might be too difficult to decipher. Leave it to mere
mortal minds to stumble over the most simple of problems,
and complain when things fail to come easily to hand. I
steadfastly refuse to publish a solution to the code, but the
incessant mewings of befuddled mortals has driven me to
reveal some clues to my code. The price for this solution, as
you will all soon come to regret, will be a third collection of my
top-notch torturous traps!

The code is a simple substitution cipher, where a symbol
takes the place of a letter in your clumsy common tongue.
Those of you intelligent enough to have gotten that far will
nevertheless have detected over thirty different symbols in the
code — more than the twenty-six letters you commonly use.
This is because there are two punctuation marks in the
message, and separate symbols for common two-letter
combinations like “‘th’’, ‘““ng’’, and ‘‘00.”’

Perhaps obvious only to one who is unaccustomed to
viewing your scrawlings, the very code symbols are drawn from
the shapes of the letters used in your written language. An *‘A”’
has a tent-shape, and so do “‘K’’, “M”’, ““N”’ and ‘**X.”” The
other letters were similarly grouped, even as birds of a feather
(or humans of a clan, so to speak).

Perhaps most odd is that no one has complained about the
102nd trap cipher used. It is based upon a common human

(X3

cipher that is almost impossible to break without the key. The
numbers refer to page, paragraph, and a word in that paragraph.
The book used for the code must be one owned by both the sender
and the receiver of the message. Imagine what book that might be. . . .
I trust these clues will not overburden your minds with their
complexity. Fear not, in my next tome of traps (for which T am
deigning to entertain submissions, for all you trolls in human
clothing) there will be no codes. Instead, I’ll have something to

keep your little idle hands busy, busy, busy. . ..
— Grimtooth

-
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~ Since Ihave a few pages left, and we have a little time, I thought I'd show you
~ some of the pictures in my scrapbook. [ Where are you going? You aren't
~ LEAVING are you? I thought not. I'm so glad you want to see my pictures.
- Don't worry, that arm will be as good as new in a few weeks ]

THIS PICTURE?

page 71
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....and playing with my train set one Christmas Eve.
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and spiking the
- second baseman in baseball...
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I am particularly proud of our championship polo team.

collection pg 350




WANE A
Ni(E DAY!

Al -

i

=
g
g

o
=

B oo
=
£
L

g
e

=

o

»

Ah

collection pg 351



IT BEqINS
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AFTER. ALL ...
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“Traps Lite? You didn't really think I'd make it that easy, did you?”
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WARNING

This all-new selection of never-before-seen traps from
Grimtooth's archives has been exclusively assembled,
meticulously edited, carefully scrutinized, and is being
painstakingly presented to fans, fiends, GM, DMs,
and various hanger-ons.

So even if you have ALL the Traps books -
you don't have THIS stuff!



Troll Talk in the 2nd Age of Man

It/S been a while humans, and | haven't missed you a bit. Frankly, I've been busy
selling traps and supplying orcs to some disembodied floating eye stuck at the top
of a tower. He and his wizard partner are a pair of sour men, but their gold was
brilliant enough. Hmm... come to think of it, they haven't ordered anything recent-
ly. Il need to check up on them. Anyway...

So you independent dungeon masters are still out there eh? And you're look-
ing for new and ingenious traps to spring upon the hapless delvers that invade your
strongholds and treasure troves? Well, if the five hundred and five or so traps in
this collection aren't enough to satisfy your bloodlust, | have been persuaded with
enough train-loads of necro-diamonds to throw a few more of my great designs
your way.

Some of these new traps will be from contributors, but just to make this a bit
more interesting, I'll be offering you a few of my personal and never-before-seen
designs directly from my own vast cavern complex. These are the traps that | use!
But this ain't no dungeon or bazaar, just some of my own personal favorites that |
have hanging around. Since this is a special chapter all by itself, | didn't bother to
order them by type. | put them in the order that they appear in my dungeon. So
strap yourself in and prepare to be sliced, diced, embarrassed, and eviscerated.
Keep your hands and feet inside the bars at all times... OR ELSE!

NEW Traps!
— NOTES -
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The Door of Many Locks

page 440

Let's face it, usually the first thing a delver does in a dungeon is check or break
a door. So let's start with a door. | have this one in front of the Troll Mens rest
room on the thirteenth level of my underground lair. (It's best to place this in a
dimly lit area.) This door was handcrafted by Warpmind de Inzane. He's crazy,
but he does good work.

It's called the Gas Door of Many Locks. The door seems to be locked with a
few dozen padlocks. However, a real close inspection would reveal that the pad-
locks are connected only to the door frame, and not to the door itself. The door
is really unlocked, and opens inwards. Of course, seeing all these padlocks will
probably cause most parties to simply kick through the door, rather than pick all
the locks or try the doorknob. The door is extraordinarily fragile, and will shatter
at any reasonably
forceful  impact,
then release a pow-
erful (and smelly)
nerve gas upon the
unsuspecting
would-be heroes.

The gas won't kill
them, but has the
entertaining effect
of rendering ran-
dom parts of their
senses useless for
about 3 hours. Roll
a 6-sided die to
determine the effect
on each delver: 1
will cause tempo-
rary blindness; 2 will
affect hearing, 3 will ruin one's taste, 4 will paralyze an arm, 5 a leg, and 6 will make
someone dizzy and nauseous. Everyone's skin will sting and burn for a few days,
much like a bad sunburn. Nothing fatal - just a little fun to start their adventure.

| call this next one Madame Curie's Memorial Fountain. Sometimes when
adventurers have to first break into a cave or a dungeon, they have to push their
way through muddy hanging roots, or plow through dusty masonry. Once on the
other side of the mess, their gleaming armor and leather tunics are coated with
dust, cobwebs or mud. What delver with an oversized ego will put up with that?

Once they've gone in a short way into the complex, | like to leave a pretty
fountain, lined with a silvery metal and seemingly filled with fresh water so they
can clean their precious possessions. Of course its not just water, this stuff has
a little extra "kick" to it. You see, the water is highly radioactive, meaning it is
contaminated with radioactive isotopes. That metal lining of the fountain is
made of radium. There's not enough radiation to kill them, but two weeks after
their adventure, they are going to get very sick. Especially if they drink any of
that water. If they do that, they might notice their hair starting to fall out after
a few days. Then they'll be sick for a few weeks, however they will recover.
(unfortunately).
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Oh, and if any of those greedy trespassers pry the \\\\\\\ \ \\ ‘ ///

metal lining out of the fountain and take it with them
(presumably they'll think its silver). Well, they deserve
what they get. Carrying radioactive metal around for

weeks on end will get them far more than sick; they!ll
be dead.

///
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Here's another non-lethal way I've created to keep
the party off balance - Portals to Change. Again, this
isn't fatal, but it might confuse some of the delvers
enough to cause them to make mistakes.

How to use this trap: Equip your dungeon with
teleportation portals. Carved on the side of each por-
tal is a different symbol, which is unintelligible to the
party. At first they'll be wary, but eventually they'll be forced to use a portal to
escape a dire situation. Once they see that they are safe, they'll use them whenev-
er they need to. However, what they don't know is that every time they use a por-
tal, it has a different and very slight effect on all who enter it. In one case, a portal
might change all the delvers' eye colors to blue. Another might make all the right-
handed people suddenly be left-handed and vice versa for the lefties. The really
fun portal is the one with that changes all the delvers' gender. In other words if you
were a bare-chested manly barbarian, now you are a bare-chested female barbar-
ian. If you were a bearded male dwarf, now you are an unbearded female dwarf!
This is going to cause all sorts of minor difficulties for the group. For one thing they
all have to deal with the difference in appearance of all their fellow delvers. For
another, the center of gravity for a male and female are different, so they'll be off-
balance and more likely to trip or make mistakes as they adjust to this. They will
also have to deal with how other characters in the dungeon will treat them. That
manly barbarian is now a sexy Amazon and there's no doubt that they'll get flirted
with and ogled in ways they are unused to. And formerly female characters will
have to get used to being treated as rudely and brusquely, the way men often do
when they are away from women. Give this trap a try; you'll have fun watching
them react (and over-react) to their new circumstances. The effect wears off after
a month. When the moon is full they'll return to their former wretched selves.

I've never had too many boat traps in my books, so it's
high time | did another one. Row, Row, Sink your
Boat, by Kenneth Harn is the perfect addition to
earn my Grimtooth Seal of Destruction. Many
times in various adventures, the heroic party is on
the shores of a river or lake and they have to get
across to the other side. Did you
ever notice how there always
seems to be a convenient
rowboat nearby that they can
steal? Time to teach them a
lesson about joy riding in
other people's boats!

At some point in the
adventure, require them to cross
a river or a lake they find a boat.

NEW Traps!
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Row, Row,
Sink your Boat

page 441



NEW Traps!
— NOTES -

page 442

It looks like a perfectly normal white wooden rowboat, tied up to the side of a
deep underground river. The dark waters are too swift and too filled with piranha
to risk swimming across, so the boat is the logical choice. What the adventurers
don't know is that this boat is full of holes, which have been filled and well con-
cealed with ROCK SALT. The salt will dissolve in a moment or two, after contact
in the water, sinking the boat and its occupants. The water is over ten feet deep
and as mentioned earlier, stocked with plenty of piranha. And who says boating is
a bore? Heh heh...

| had some food traps in Traps Ate, but here's an idea | didn't really cover that
was sent to me via courier by Baron Rob "Zamo" Thorpe. | call this Welcome to
the Baron Borsia Banquet. This is a great trap to pull on delvers as they are trav-
eling overland and in territory that they have never before visited. The adventurers
are allowed to stay at a baron's castle far from any town. It appears they are just
in time to enjoy a sumptuous banquet with a large group of well-dressed people.
They seem to be unconcerned about the delvers and in fact, invite them over,
encouraging them to join in. Hungry after a long day's journey, the delvers' can't
resist, and are soon dining on the offered food and drinks, which tastes delicious.

After eating plenty and having an enjoyable dining experience, the delvers are
shown to rooms where they can stay. Late that night, after the party has gone to
bed, they start to feel quite a bit of stomach pain, which only gets worse. Soon the
delvers are foaming at the mouth and doubled up in pain. For you see, the delvers
aren't used to the bacteria that was in the food. It has no effect on the locals -
they've been exposed to this all their lives. But for the delvers they will be sick for
days, making it difficult for them to travel any further. This is a great way to keep
delvers from even getting to your dungeons.

If you want to make things even worse, have the local population be cannibals
who purposely lure travelers into eating this "poisonous" food, so they can have
some new meat to add to the menu.

Another great way to put your players off their stride is to put them in a situation
where they can no longer trust each other. My artist-slave, Steven S. Crompton,
came up with an ingenious idea and it has an "equally" appropriate name. He calls
them Dupli-Cats.

The Set-Up: The adventurers sneak into your typical castle or dungeon.
However, one difference is that the place is populated with house cats. As the
delvers explore, they see a stray cat or two wandering the halls every so often. The
felines seem harmless enough and when a delver is alone or out of sight of the rest
of the party, a cat will try to get close and rub up against the delver, especially if
encouraged to do so.

How the trap is activated: Once the cat rubs up against a delver, there is a sud-
den flash of mystic light. When the light fades there are now two delvers who look
exactly the same staring at each other! One of them is the real adventurer, while
the other is the Dupli-cat. The duplicate delver is wearing the same outfit and gear
as the real delver and even has the same memories, making them almost impossi-
ble to tell apart.

To make matters worse, all the armor, magic items and weapons now have half
the values they did before they were duplicated, For those of you luddites, that
means that if you had a 4d+2 sword, that means the sword is now only worth 2d+1.
A shield that took 30 hits, now only takes 15, and a magic item that lasted for 8



rounds, now only lasts 4. (You can round up numbers for the sake of convenience.)
Both the real and the false delver claim to be the original, and will attempt to

join the rest of the party. Barring that, they can fight each other in combat to try

and assure their place with the rest of the group. (Remember that they are each

half as strong as the original and that all their stats are identical.) NEW Traps!
The Solution? There are only a couple of ways to sort this problem out and dis- — NOTES —

cover which is the real delver and which is the duplicate. One method is they fight

until one is defeated. Typically a Dupli-cat will try to knock out the person they are

copying, then tie them up somewhere safe, allowing the Dupli-cat to join the party

undetected (and thus cause havoc). If the real delver is killed, the Dupli-cat will

change back into its feline form and scurry off, for it cannot continue to maintain

its duplicate form without the original delver being alive.

Look out for Dupli-cats

The other way to deduce which is the fake delver, is to let both of them join
the party and wait and see if someone can "catch" the duplicate delver doing
something catlike. Perhaps it's a subtle movement or a weakness for cat-nip
(assuming they can find any). Maybe they are attracted to milk or stare greedily at
rats in the tunnels. This kind of observation may take some time, so the party will
have to let both versions of their delver join the group and keep a close eye on
the two. As an aside, if you have a dog or a character in the group that's a were-
wolf, they might be able to smell which of the two duplicates is the cat. Given
time, the duplicate delver will find a way to betray the party as the Dupli-cats are
all loyal to their dungeon master.

What better method to spread fear and distrust among the party, when they
know someone in their group is an enemy, but they are unable to easily determine
whom it is? They'll be so busy worrying, they might not even notice this next trap
until its too late.

And speaking of the next trap, I've been using this one for years in my cavern
complex, but never put it in any of the Traps books, Gimme A Light. | got its
design from 1st class Master Wizard Daniel Shull many years ago.
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This trap comes in the form of a long, dark, rounded Gimme a Light

hallway. While in the hall, the delvers will notice that
no form of vision, normal or magical, will work,
forcing them to resort to the use of lanterns,
torches, or light-generating spells. If anyone tries

to detect magic, they will sense a vision-dampen-

ing spell and some small amount of magic might

be detected some thirty feet further down the
hallway, but its purpose will be vague.

The delvers will soon discover that the hallway is
smooth and very shiny, but that most of the light they
create seems to reflect further down the hallway,
due to the curvature of the walls. This hall is actu-
ally a gigantic parabolic mirror and the highly
polished sides reflect all the light to a focal
point at the end of the hallway.

At this focal point is a mystical-
ly powered gem that
absorbs and stores all
the light that reaches it.

Once the delvers
are about ten feet
away from the gem,
there is enough light energy built up in the gem that it can no longer hold any
more. A tightly focused beam of light (modern humans would call this a laser) will
be suddenly released back down the hall, towards the delvers. This powerful laser
beam will bore right though the first three people who are standing in the middle
of the hallway. Party members further back in the group will take lesser damage,
but everyone will be temporarily blinded. It's a really great way to welcome adven-
turers to your lair!

To really finish them off, | usually send in a bunch of specially trained blind
gibbons armed with clubs to attack the group. They'll beat the blinded party in
a wild frenzy of shrieks and screams. As for the charred remains of those that

died from the laser, my gibbons love the taste of cooked meat.
If somehow the delvers survive all this, they can take the gem
and put it to their own uses, assuming they can figure out how
it works without killing themselves.

Don't mess with my Blew Suede Boots. The mad cobbler,
Richard Forster, made these boots especially to leave in my armory
as a "reward" for any that dared to steal from me. These are a beau-
tiful pair of leather calf-high boots, the type used by traveling armies
on the march. To make them even more attractive are the metal
plates over the toe area of the boot. Usually this protects the wear-
er, so they can kick down doors or enemies. These boots are in fact
totally safe until the delver wearing them decides to kick anything.

You see, the toecap is not one piece of metal but two pieces
with a filling of cordite (which is a solid explosive for those of you
lacking in such knowledge). As soon as the delver kicks some-
thing, the boot will explode! Needless to say, once that happens,
they won't need boots ever again.



If you really want to have some fun, make sure there are quite a few of these
boots to be found in one place, so the entire party can have a new pair of explod-
ing boots.

So maybe blowing up the delvers is a bit too messy for you. Here’s a trap
that’s more subtle. After all, how dangerous can things be in a Breathless Escape
Corridor? (If it's in my book you know it's probably not a playground for pixies.)
| found this idea scribbled on a piece of parchment and clutched in the dead hand
of Will Harlan. | liked it, so | built one under Lake Grimtina near my castle. Here's
how it works.

You need a long airtight corridor (perhaps 300 feet long) deep underground in
a wetter part of the dungeon. All the doors are built like airlocks (somewhat like
the one you might see on a submarine). The best way to get them into this is to
let this be the only way for the party to escape the dungeon without going all the
way back to the beginning. Be sure a dragon or balrog - something they can't pos-
sibly defeat - has chased them into this corridor, so they feel that there is no other
way than to go forward.

The Breathless Escape Corridor

As they wander along this tunnel, they see that the metal walls are covered in
rust. There is water dripping everywhere and about six inches of it on the floor.
The air is heavy with humidity. Every ten feet, there are rusty curtains across the
corridor. They crumble at the touch and seem to be made of woven steel wool
(these absorb oxygen as they rust.) If the delvers are carrying flaming torches,
they'll notice the torches flicker and then soon go out (magic spells to light up the
corridor will work fine). They also find large urns leaning up against one side of the
corridor wall. There are hundreds of these and each one is filled with a thin layer
of gold coins on the top and then with a brown powdery substance resembling
sand in the rest of the urn.

The red sand is in fact Pryogallol, a substance that absorbs oxygen from the air.
You could even put the name of this substance on the sides of the urns of you want
to give them a hint. By removing the coins (and digging though some of the urns)
they have exposed the Pryogallol to the air and it is busy absorbing even more oxy-
gen from the corridor. As the delvers start to have difficulty breathing, they will has-
ten towards the other end of the corridor in hopes of getting some air. Finally as
they start to lose consciousness, they get to the airlocked door. If you want to kill
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them off, have the airlock door lead to a small docking chamber under the lake.
Without some form of bathysphere, there is no way out. As the lake is too deep
for them to be able to swim up to the surface.The party soon falls unconscious and
dies from lack of oxygen. If you want to give them a chance to live, let the bathy-
sphere be in the docking chamber and see if they have the intelligence and
enough breath left to get the thing up to the surface. Me - I'd just let them die, but
| know some of you softhearted Dungeon Masters have silly ideas about letting
delvers escape with their lives. Have you learned nothing from me yet!? Ugh...

, While I'm talking about corridors, | might as well give an explanation about the
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lood chutes I've mentioned in my previous books. A lot of creatures in my dun-
geon need to be fed on a regular basis, so | have a system of
pipes and chutes built into the walls of my complex. Most of
the lethal traps have blood chutes installed in the floors or
other places where blood and viscera tend to collect. The
chutes are magically enchanted to attract and conduct all
that blood down the pipes and into the feeding pens for my
numerous monsters.

I'm including a trap | call The Blender as an example of how
my blood chutes work. The delver approaches a door at the
end of a corridor and attempts to open it. Pulling on the han-
dle activates a trapdoor on the floor in front of the door and the
delver falls into the pit below and into the spinning grinders.
The delver is reduced to pulp in short order and then water
sprays into the pit and washes the remains of the delver into
the waiting blood chute at the bottom of the pit.

Don't bother trying to use any of the blood chutes as a
means of escape; they are far too small for any humanoid
larger than a fairy. And even if a fairy got through to the
other side, they would be facing numerous horrible beasts all
waiting for a quick meal.

Sometimes delvers find rooms that have already been searched. Here's a
clever way to keep the adventurers from getting too complacent in such places:
my Chest of Revenge. | obtained this design from Traps Fore contributor Leonard
McRoberts.

In the corner of an otherwise searched room, the delvers find a large open
chest, made of cherry wood with bronze banding around the rim. The chest is
empty, save for a leather bag lying at the bottom. It's obvious the bag has coins
or gems within. All is well until someone reaches into the chest to get the bag...
"SLAM!" The lid comes down incredibly quickly and cuts off the delver's arm or
hand. Sometimes simple-but-effective is the best way to go.

Here's another great item everyone thinks they want - The Serum of Dorian
Grey. People have searched the entire world for immortality since the beginning
of man's 1st age. And this potion will give virtual immortality to whoever drinks
it. But of course there's a catch. After all, it wouldn't be much of a trap if there
weren't one. The small, dark purple bottle is clearly marked in a common lan-
guage with the phrase "Immortality is yours. Drink this and gain 1000 years of
life." It's sealed with wax around the glass stopper on top of the bottle and obvi-
ously it has not yet been opened.



Don't make getting the potion too easy or the delvers
will suspect something. If | were you (what a disgusting
thought) I'd place this as one of the items that they might
find when they've defeated one of my other traps. For exam-
ple, you could make the potion be what they find in the
Chest of Revenge (see the last trap you dolt). But the chest
is just the container for the real trap within the serum.

The beauty of this trap is that the message on the bottle is
exactly what is in the bottle. Anyone who drinks it will (barring
some accident) indeed live to be 1000 years old. However,
they will also look and feel very, very ancient. Their muscles
will atrophy, all their skin will sag till they look like they are at
least 100 years old, their hearing and sight will decrease and
their memory won't be quite as good. Cut all that character's
stats by half with the exception of their health or constitution
(which should go up by 50 percent). You see, they could
remain alive for 1000 years, but it will be as a blind, ancient,
doddering invalid. The question is, will they want to?

Tunnels & Trolls game designer Ken St. Andre recently sent me some traps
that he uses on hapless T&T fans. As the author of the Toughest Dungeon in the
World, who better than he to add a few items to this new selection of traps? Here
are three of them in his own words.

(1) The Exit. After hours of dungeon delving, most adventurers would be
quite pleased to find a short way out of the catacombs. This trap is one that
would be located far underground. The adventurers come upon a reinforced
door marked "EXIT". It is both magically and physically secured - locked and bolt-
ed. But the locks are on the inside with the adventurers, so that is not really a
problem. Sensing for magic will determine that there is functional magic both on
the door and beyond it. That is not uncommon in such a dungeon.

Opening the door reveals what looks like a small empty room with a ragged
hole in the far wall. This is an illusion. In reality, there is nothing but a hundred
foot deep pit trap beyond the locked door, a trap that starts about 2 feet from
the doorway, and occupies most of the room. Taking more than one step into the
room will cause the delver to fall into the pit - a 100-foot drop to a rough and
rocky bottom is likely to be fatal.

There is actually an exit to this room that leads out of the dungeon. It is a shaft
from the ceiling to the surface. As traps go, it is easy to beat. The adventurer sim-
ply needs to be able to fly.

(2) Dead End. This is also a pit trap. The adventurers find themselves in a rel-
atively constricted corridor with a pit about 5 feet wide and perhaps 30 feet deep
in front of them and filling the corridor from side to side. There are sharpened
stakes at the bottom pointing upwards. There is a very faint aura of magic in the
area from beyond the pit - simple functional magic such as a locked door might
emit. The pit isn't very wide. Any relatively healthy person could easily jump
across it.

The catch is that the far side of the pit looks like a continuation of the
tunnel/hallway, but is in fact a stone wall. Anyone attempting to jump across the
pit will impact the invisible stone wall on the other side, possibly injuring himself
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at that point, and then dropping 30 feet to be impaled on one or more spikes at
the bottom. Ouch. Major damage or fatality is expected here.

(3) Goblin Wishing Well. The adventurers come across a fairly large foun-
tain/well. Roughly octagonal, and paved with dwarven stone work, obviously
ancient and in poor repair, the well is full of murky, rather turgid water that bub-
bles once in a while. A crudely lettered sign has been stuck to a nearby wall. The
sign says: GUBLINZ WHIZZING WELL. THROW YUR GOLD INNA WELL TO
MAK A WISH COMB TRU.

Living at the bottom of the well, hidden by the murky water, low light, and its own
natural powers of camouflage, is an enormous cave squid. When it is disturbed by
the splashing of coins or any other objects, the squid will come boiling up out of the
water and attack. It is a large, dangerous, and hungry monster - fun and mayhem
should ensue. (For Tunnels & Trolls | would give it a monster rating of 200.)

If the squid can catch and overcome
even a single adventurer, and drag the
unfortunate person below the surface
of the well, it will retire, cease attack-
ing and drop to the bottom of the well
some 40 feet below the surface of the
water to devour its prey. Its wish (for
supper) has come true.

From time to time the local tribe of
goblins comes by to check on their
pet squid.  They have found ways
to retrieve the undigestible parts of
dead adventurers, thus gaining gold,
weapons, armor, and other such
things as may have been lost in the
well when the delver got eaten. For
double your dungeon mayhem, have
a party of ten to twenty goblins come
upon the adventurers while they are
fighting the squid, and then throw them into the combat as well.

All right, that's it for our famous guest contributor traps. Anything with a pet

Squid belongs in this book. I'll take it from here.

Let's face it: many of you like studying my traps just of the sheer joy of read-
ing about the bizarre and complicated ways that I've found to eliminate the
greedy trespassers many call "adventurers or “delvers.” So here's my last trap in
this collection - especially for fans of Rube Goldberg style overkill. 1 call it
Grimtooth's Calcium Carbide Water Park. | stole this design from Robert Hubby,
a crazed Elven inventor from the redwoods of Xhenxen.

A sixty-foot length of corridor approaches this large room. As they enter, the
delvers will immediately notice a large column of what appears to be exception-
ally transparent crystal. Around the room are a fair number of flaming braziers,
which illuminate the large chamber quite well. The floor of the room is sunken by
several inches, and this depression is filled with gray gravel that looks a bit like
crushed quartz of no apparent value. The gravel will be noticed almost immediate-
ly of course, because the party's footing will be slightly less stable than normal, and



footsteps will make a crunching sound as they walk. No trap yet - wait for it...

The "crystal" column supports a small platform upon which is an iron statue
of me, illuminated by ever-burning torches set in sconces in the wall. The statue
is a ruse meant to lead the party into worrying that it might come to life (too obvi-
ous). Embedded within the crystal pillar I usually place some legendary item of
such great value that few delvers could resist an attempt to get the item. The
glowing sword of Azrael or the magic staff of Merlin are the sorts on items |
mean, but if you know what item the delvers are particularly looking for, this is
the place to put them. Whatever you use, it is extremely unlikely the delvers will
survive long enough to get to their long-sought item. About 30 feet above my
statue, the party can see the blades of what appears to be a large fan, rotating
and creating a circular breeze in the room.

Let the party jump
to conclusions about
the fan and what it
might be doing there.

Let them tie them-
selves together or try
to tangle the fan
blades, whatever they
want. Most likely none
of them will be smart
enough to remove the
flaming torches
around the room. So
long as the delvers
ignore  the pillar,
they're perfectly safe,
but the lure of whatev-
er bait you've put
inside the pillar will eventually lead them to give in and get the item - thus trig-
gering the trap.

The pillar is actually a glass tube with walls about an inch think, filled with
pure, clear water. If their attempt to get to the legendary item inside the column
involves breaking the glass or making the surface of the column disappear, water
will inevitably spill onto the gravel floor below. A loud hissing sound will be heard
from the area where the water hits, followed by a cloud of noxious gas which will
rapidly fill the room - if there was enough water spilt. A few drops would just
make a nasty smell, but more than a gallon and the chance of a small fireball in
the immediate vicinity of the spill would occur if a torch is nearby. Keep in might,
the column contains hundreds of gallons, so once it is broken, water will start to
get everywhere pretty quickly. While the gas is poisonous, that isn't the most
probable cause of the delvers' demise.

Breaking the pillar also releases a large 20-ton stone block that seals the exit

to this room. Anyone inside is trapped in the room and anyone on the other side
of the block cannot get in (unless of course they can teleport).
The gravel on the floor is in fact calcium carbide. In the right form when water is
mixed with this special gravel, the chemical reaction releases acetylene gas (often
used in welding). When exposed to flame, this burning gas can generate temper-
atures high enough to melt through most metals and certainly most people.
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(Before the trap
iS sprung)

page 449



NEW Traps!
— NOTES —

page 450

Any fire-immune delvers in the group (and it has to be IMMUNITY, not just resist-
ance) will find themselves the sole survivors of what happens next.

If the torches around the room are still lit, or if the party is carrying any other
source of fire, they will ignite the gas. If not, they could still very likely die from the
noxious fumes. Just in case though, I've mixed in some metallic sodium beneath
the gravel that will insure that a fiery ignition will eventually occur and turn the
room into a sealed flaming cauldron.

Grimtooth’s
Calcium
Carbide water
Park
(After the trap
is sprung)
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When the fire ignites, the fan overhead (if it hasn't been trashed by the delvers)
will spin faster, driven by the heat of the fire like the roasting-spit turbines in old
chimneys. This will thoroughly spread the burning gas all over the room, making
sure that no one escapes the burning carnage. The flames will also flow out of a
few narrow vents, allowing flame and heat into the surrounding corridor. So any-
one on the other side of the 20-ton block will be exposed to a fast-moving shock
wave of flaming gas. It will be hot enough to spontaneously ignite hair and cloth-
ing, not to mention grilling anyone to a crisp. Your monsters can then enjoy deep
fried delver for diner.

This is one of my rare five skull traps and on what better note than to end this
collection?

A FEW FINAL WORDS...

Well that's all | care to share for now. You've seen enough.

Frankly, I'm surprised you humans have been so interested in my traps. You all
have such short attention spans; | thought you'd move on to other less important
things than the greatest traps in history. But here you still are.

I've given you the means to create the most dangerous treasure vaults, dun-
geons, and strongholds that mere mortals could ever imagine. And now you have
most of them in this huge book. Treasure this tome - it is your encyclopedia of
traps. Use it well. Now go forth and let loose my engines of destruction in your
fantasy realms!

continued on next page



As for me, I'm going on an expedition to find a gold ring of great power.
Apparently two small big-footed hobbs and some kind of skinny goblin were wan-
dering around in the wastelands with it. Sounds like easy pickings. How much trou-
ble can those three be? I'll take my sister Grimtina with me as well. If someone is
gonna to die on this expedition, | want it to be her. The things I've heard that Ring NEW Traps!
can do... | want one. — NOTES -

Now beat it. I've got some packing to do, and you... You have a lot of things
to build for your dungeon. Stop dawdling and get to work.

And no, there isn't a new 101st trap. How can there be? This book has at least
510 traps already!

Grimtina: But Big Brother - there HAS to be a 101st Trap!

Who let you in here? Beat it, sis!

Grimtina: But what about a new 101st Trraappp?. We need one,

NO NO NO! Not this time. Now all of you get out! This book is over, done!

Grimtina: Geez... Okay Okay!... Come on, let’s go, he’s in a bad mood now.
All he cares about is finding that silly old ring. | better pack too, since he wants
me to go. And you should leave. Just go to the end of this corridor and through
the door at the end - that’s the exit for you. Don’t worry, it leads right outside of
my brothers” castle...
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Grimtina: This is MY new 101st trap. Trusting someone you shouldn’t trust and then going
somewhere they recommend you go (like my petting zoo). Anyway, thanks for feeding my
menagerie. I’'m afraid you are the main course tonight. Bye bye....
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Traps Kickstarter Gallery

Here’s some of the art that appeared in the Traps Collection Kickstarter.
Other examples can be found scattered throughout this book.

Grimtooth trying to get the Traps book to be downloadable..

Kickstarter pledgers get to vote on who Grimtooth skewers next.
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Grimtooth decided to take care of the three least favorite characters that were voted on.
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And thus we have the goriest illustration in Traps history - death by microwave!
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A “Who's Who" in Traps Too

By Steven S. Crompton

B ack in the ancient times before everyone
had a computer, artists, writers, editors,
typesetters and graphic artists often all
worked together in the same room - we
called it Productions - and that's where we all
were when we did Traps Too, so there was a
lot of camaraderie and face-to-face discus-
sions about traps and their design and look.

Probably thirty people worked at Flying
Buffalo in 1981. As | drew the book, | start-
ed to draw in victims of the traps that looked
like Flying Buffalo employees. Soon employ-
ees were ASKING me to put them in a trap.
By the time the book was done, | had close to
twenty of us drawn into the book. Below is a
list of names and a little info about them. Many
of whom | have never revealed - until now.

Rick Loomis - pages 1,
19, 37, 43 & 51. He's
the adventurer on all
the chapter headings
pages. Besides the
mustache, the other
clue that it is Rick, are
the "Buffalo" Horns on
his helmet, signifying
the leader of Flying Buffalo. | didn't tell him
at the time, as | didn't want to get fired!

Wally Blunder - pages 4 & 14. Anytime there
was a mistake made at Buffalo, we blamed it
on a non-existent employee named "Wally
Blunder." So | put him in.

Scott Rhoads - page 6.
Not an employee, but he
won a contest to be drawn
into his trap. The contest
was the inspiration for me
drawing Flying Buffalo
employees into Traps Too,
as many of them had sub-
mitted traps for the book.

Steve Jackson - page 12.
Yes that Steve Jackson! He
submitted a trap for the
book, so | drew him in. He
didn't work for Buffalo,
though he did publish Ken
St Andre's Monsters!
Monsters! game sometime

before the first Traps book came out.

Greg Shirey - page 12. He
was a programmer in the
play-by-mail game dept. |
put him in a trap holding an
apple, a reference to Apple
computers.

Dave Hart - page 14. He was a clerk in the
Flying Buffalo store. Wally Blunder also
appears in this illo. The wizard being slapped
is supposed to be the TSR mascot they were
using at the time.

Lee Russell - page 16. She worked in the
mailroom and also wrote the third solo
adventure (Labyrinth) for Tunnels &Trolls.

Larry DiTillio - page 18.
Writer/editor in Produc-
tions. Larry went on to
fame writing for the
Babylon 5 TV Show. He
wrote a large chunk of the
first Catalyst Citybook.

Michael Stackpole - page
18. Writer/editor in Pro-
ductions. A best selling
author and gaming indus-
try legend, Mike edited
most of Traps Too and all
of Traps Fore. He wrote
quite a few of the Traps in
the first two books under a
variety of pseudonyms.
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Lorna Johnson - page 18. She was our sales
rep from the printing company that printed
most of our books.

Deby Cady - page 25. She was in the mail-
room and later was in charge of the Buffalo
store. She lives in Australia now.

Niki Canotas - page 29. She worked in pro-
ductions as a graphic designer and was Paul
O'Connor’s live-in girlfriend. Nowadays, she's
an investment
consultant.

Ed Cooper -
page 29. In
charge of retail-
er sales. Ed
drove a black
Firebird and dated my sister for a while.

Jimmy Walker - page 29. In charge of ship-
ping. Jimmie did a lot of playtesting and
game design consultation with Buffalo and
he wrote the trap | drew him in.

Steve MacGregor - page 29. Head program-
mer in the Play-by-Mail dept. Steve Mac was
one of the founders of Flying Buffalo. He
passed away in the 1990s.

Jason Sato - page 35. Worked in productions
as a typesetter. (A typesetting machine was a
large item that printed text on photo paper
which we would glue to the pages for layout.
Remember, this was before desktop publish-
ing was common.) Jason passed away while
playing a game at the former Buffalo Game
store around 2000.

Steve Crompton
- page 36. | had
to draw myself in
at some point! If
you look close,
you'll see | am
wearing Robin's
outfit (minus the
cape.) Back then
| was “Robin” to Paul O'Connor's “Batman.”
(Metaphorically speaking.)
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Paul O'Connor -

page 48.  That's

Paul, carrying the

burden of Traps. If

you look closely,

you see | wrote the

letter "P" on all the

scales of his armor,

except for the

armor scale over his heart, where | drew and
'N" for his (then girlfriend) Niki. Paul went on
to do two more Traps books, comics and
work on computer and phone ap games.

Chuck Gaydos - page
52. Chuck STILL works

in  the computer
department of Flying
Buffalo. If you «call

Buffalo, he is often the
person with the mono-
tone voice that answers the phone.

Pat Mueller

page 60. She was
the lead typeset-
ter and graphic
designer in Pro-
ductions. Pat had
a major influence
on the "look" of the first two Traps books. She
is now an editor and historian for Scii fan-
dom, including author and fanzine histories.

Gina Crompton - page 74. Gina worked for
a couple of years at Buffalo as a collator, put-
ting together boxed games. | based Grimtina
on my younger sister.

Liz Danforth - (creator of Grimtooth and art
director back in 1982) does NOT appear in
the book. | planned to draw her in, but she
said if | did, she’d kill me - so | didn’t.

Many of the Flying Buffalo Employees went
on to greater glories in game design, fiction,
art, comics, and computer games. Others
went on to get jobs outside of fantasy/ sci-fi
media including becoming lawyers, account-
ants, doctors, librarians and teachers.



My Final Secret Revealed!

o you have arrived at the end of my greatest collection of Traps in the history of man or

troll. You’ve been presented with over 600 ways to annoy or kill tresspassers into your
realms. As my parting gift to you, | will now reveal a secret that has remained unsolved for
over thrity years.

Anyone who glanced through Traps Too certainly knew there was some kind of code in the
back of the book that would reveal some dire 101st Trap. That code is based on the shape
of symbols and the English alphabet. There is an article about that code on page 70 of Traps
Ate, if you want details on that. What I'm talking about is a deeper, more secret message.

Many of you were completely unaware that there even was yet another secret message
within the pages of my Traps Too masterpiece. | suppose | shouldn't be too surprised at
human failings in regards to intellect, especially of the unwashed masses who bought these
books back in those torrid times. The secret was known only to a very few (and most of them
are probably dead by now).

The secret code | speak of consisted of a series of numbers that | ordered my minion artist
to add to his barely adequate illustrations. The code consisted of a series of numbers (for
example 56 - 3 - 3) which would reveal a secret message from yours truly. If you look close-
ly in Traps Too, you'll see these numbers scattered all over Crompton's ink scribblings.
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The numbers in each sequence consisted of the page number in Traps Too, then the para-
graph number, and finally the location of the word in that paragraph. In some cases | added
a fourth number in the sequence - that was the location of a second word in that same para-
graph. At the time | was sure even humans could grasp all that. However few did and most
that tried failed.

Admittedly, counting words in paragraphs is trickier than it looks. For example, if a para-
graph starts on page 10 and continues on to page 11, does that count as the first paragraph
on page 11 or should you skip that and count the first NEW paragraph on page 11 as the
first one? Does a hyphenated word count as one word or two? What about initials - is each
initial a word or do you ignore or combine them in your count? To make it more difficult,
some of the phrases were also scrambled. You get the idea. | didn't make it easy for you
humans to solve my little puzzle.

In any case, this secret has remained hidden long enough. | will finally reveal what until now
has been virtually unknowable. Only a few of your greatest wizards and scholars had an
inkling of its true meaning.

Here then is the secret message translated for your convenience. Keep in mind this is a
coded message and reads more like a telegram than prose...

"THE TRAP IS DESIGNED TO BE QUITE SIMPLE.
DELVERS CARELESS, THINK TREASURE SAFE, YET
WHEN WATER MELTS IT ALL - STRANGE FEATURE
MAGICAL! ONCE TROUBLE WITHIN, THE DEFEATED
ADVENTURERS THEY ATTACK FACH OTHER.
CERTAINLY THAT IS WHEN YOU SHOULD RELEASE
THE NASTY BEAST WHILE THEY TRY TO TRAP HIS
PITIFULLY SMALL BRAIN. FOR THE BEAST, A DRAGON
WILL SHATTER AND BISECT THEM. TO
FERRET OUT THE SECRET PROCESS OF MY MACABRE
CIPHER YOU MUST OUT THIN K ME. BEST TRAPS (ARE)
DESIGNED WITH SUBTLE AND DEVIOUSNESS. THIS IS
THE SECOND CODE. YOU HAVE DISCOVERED THE
FINAL TRAP - HOURS WASTING AWAY!
BYE BYE."

That last sentence is meant to let you know that my 102nd trap was to get you to waste
hours upon hours of your time decoding that message! It did its job for over 30 years, But
who knows? Maybe there are yet other messages hidden within the one | have just
revealed... Now get lost, and remember all | have taught you...
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Grimtooth threatens to kill a beloved childhood icon
unless the kickstarter pledgers meet a pledge goal.
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“There’s nothing like a good irish meal.” - Grimtooth
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A side cavern leads to a series of tunnels and
a secret entrance to the Dungeon of Doom.
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1B pg 72 “Really, all the credit belongs to ME!”
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During the Kickstarter, Grimtooth let the pledgers vote on
who he should skewer on his next update.
A certain purple dinosaur “won” the honor at one point.
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