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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? I 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

W

Foreword

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 Crawl 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.

By Harley Stroh

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 kill. 

* * * 

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



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: I bought the com-
puter so that I 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 I
had in mind back in 1972 when I
bought the computer. If I only
had 100 customers, I could run
everything by hand. But I 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 I 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 I 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. I
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 I didn't
want to hurt his feelings. I figured
I'd take them to Origins, put
them on the corner of the table,
and then when no one bought
them, I could tell Ken I tried. But
to my surprise I sold all 40. So

hey, I can admit when I'm wrong
- I came home and asked Ken if I
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." I 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. I 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. I 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, I
heard from other publishers that it
had been a terrible Origins - sales
were awful. When I discovered
how bad everyone else's sales had
been, I 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

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. I 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 I
missed anything)? 

Paul Ryan O'Connor: I'm pretty
sure I edited Traps Ate and Traps
Lite, too, as a freelancer for Rick,
well after I 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, I 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, I have to thank Liz
Danforth for letting me lead the
Traps project. She handed me
the assignment when I was a
teenager and let me see it
through with minimal oversight. I
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
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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. I 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, I
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, I imagine
that you prefer to referee games?

PRO'C: I suppose I ran games
more often than I 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.
I 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, I 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, I had that
crazy impression that the job
would be all gaming, all the time.

GG: And I 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 I 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 I
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

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: I left Buffalo during pro-
duction of Traps Too, so you'd
have to ask Liz or Mike or Pat
Mueller about their thinking, but
I 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 I think really
made an impact on the series.
The first was that the book need-
ed a "narrator." I was thinking of
someone like the Crypt Keeper
from the old EC horror comics,
and Liz suggested that I 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). I
loved T&T, but recognized it
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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 I 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: I think occasionally when I
was working on a Traps book and
would get about three-quarters of
the way through, I'd get "traps
fatigue."  Really though, I pretty
much loved drawing all the Traps.
The tricky part was trying not to
go too gory with the art. I 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 I 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, I was surprised by
how little Grimtooth actually
appeared, so I added him into
illustrations and the margins to
give him more of a visual pres-
ence. The other thing I noticed
was that some of the traps I had
drawn did not have any people
in them, which tended to make
the traps less interesting. So I
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 I 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. I don't know if it's the
deadliest - but it's the most dis-
turbing - and I drew it!

One last thing I wanted to add
was that although I 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

inspiration for Grimtina) met Rick
Loomis at summer camp. He
hired my sister and I to work at
collating T&T solos and putting
together box sets, back in 1980.
Eventually, I ended up working in
the Flying Buffalo store, where I
met Liz.  I had been taking com-
mercial art classes in high school
and she saw I 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: I 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 I was
just carrying on what Liz started
with Grimtooth, but she says I
took him in a whole different
direction. Grimtooth was her
design and her creation.  As I
drew him, certainly I was heavily
influenced by MAD magazine
and some of the humorous
comics put out by DC & Marvel
in the 1970s. I 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 I used
to talk about all the time was the
Dr. Phibes films and you can see
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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. I
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,
I 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. I 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 I was fairly good, and in
erecting shelving, which later col-
lapsed rather catastrophically!).

Strangely, though, I was not a
substantial contributor at the
beginning of the Traps products. I
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 years
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

o there 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 I saw Rob Carver, if you could
ignore the pointy ears that poked out
from under the fedora.

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

Ever since I 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 I 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. 

S

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. I wanted people
to feel the same way I did, that
the "little Troll" was a guiding
presence. At the time it seemed
like a harmless jest. Little did I
know that, though I 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 I hear that the name "Bear"
stems directly from your love as a
young man of bashing people in
real life? Have I got that right?

BP: Me, bashing people? No! I
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 I have
been "Bear" for over 44 years!
Longer by far than my "given"
name.  I 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.

I once had aspirations of entering
the Society for Creative
Anachronism. I adopted the nom
de guerre of "Bjorn of The Broad
Ax," which was immediately
shortened to Bjorn. As everyone

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, I 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 I 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," I 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. I had an idea that I 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 I wasn't ahead on points after
all. Well, different summed me up so
I chose to go with it.

continued next page
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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 - I did it
all.  None deserve credit other than
me. I suppose the victims, I mean
"volunteers," that died while I 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. I 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 I just
sit for hours watching the adventur-
ers get their comeuppance. We
often bet on how long they'll last. I
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?

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. I 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, I 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" I had stuffed and mount-
ed in the main hallway as an
example! Don't ever call me a

"I 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 I 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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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.

GT: Hmm… I 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? I 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 kill
or keep out the riff-raff, without
losing your precious valuables.

Enough of this prattle - I 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… 
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By Steven S. Crompton

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.  I visited Flying Buffalo to discuss the new Traps collection and to see if
I 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... 

Grimtooth Fan Letters & Trap Submissions

B

Once opened, I 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.
I went through the traps and I 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.)



t various times over the years, the idea of a Grimtooth board game or card game have been
discussed.  Back in 1990 I 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.

I 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, I 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!

A

HEALING
POTION

Cures two hits.

GRIMTINA’S

BIRTHDAY

You lose 

two turns.

LETHAL

TRAP! 

You died!

Go back to

the start.

By Steven S. Crompton

The Grimtooth’s Traps Boardgame?
A Forgotten Concept from the Archives
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This Illustration 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.) 

Traps Cover art Lost & Found
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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.

Grimtooth’s

TRAPS
TOO



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-

W

Traps Covers
around the

world
By Steven S. Crompton
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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.



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 I had helped create
when I was still a teenager. Of course, now I had
become quite adept at Programs like Photoshop
and InDesign, which meant I could enhance and
paint the cover in ways I'd never even dreamed
of in my youth.  I 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 I was concerned).  In the next
few years I 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-
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Grimtooth's Traps - 3rd edition, 2011. 
Remastered color cover with enhanced interior art.

Grymkafts Fallor - Swedish edition, 1987.



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  

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.  I 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.)
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Pieges de Grimtooth -  French edition, 1984.

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

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. 

Fallen Zwoooh! (Traps Too) - German 1st edition, 1986.

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 Italian
(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.

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

Bottom: Grimmzahns Fallen (Traps)
German 2nd edition, 1996.

Cover by Roland Wolf.

Above: Grimmzahns Fallen II (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.
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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.



Above: Grimtooth's Traps Fore - 1st edition,
1986.  Original 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 Bazaar - 1st Edition, 1994. 
Original cover with art by Crompton. 

Grimtooth's Traps Lite - 1st Edition, 1991. 
Original cover with art by Crompton.

Grimtooth's Traps Lite - 2nd edition, 2015. 
Remastered color cover.

Grimtooth's Dungeon of Doom - 1st Edition, 1992.
Original cover with art by Crompton.  
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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, I 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, I had that information on hand,
so I just had to search through all the Traps books in my collection.  I 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 I 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 1st 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

F
By Steven S. Crompton

Grimtooth’s 250,000 Traps?
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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 I 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 I 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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“I’m not really supposed to be in Traps Fore, but I
found this blank page and snuck on anyways.

Don’t tell my Big Brother...”
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W A R N I N G
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!        
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been a while humans, and I 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. I'll 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, I 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 I use!
But this ain't no dungeon or bazaar, just some of my own personal favorites that I
have hanging around. Since this is a special chapter all by itself, I didn't bother to
order them by type. I 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!

It’s
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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. I 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
u n s u s p e c t i n g
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.

I 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, I 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).

The Door of Many Locks
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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. 

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 I 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.

Row, Row,
Sink your Boat
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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… 

I had some food traps in Traps Ate, but here's an idea I didn't really cover that
was sent to me via courier by Baron Rob "Zamo" Thorpe. I 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 
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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.) 

The Solution? There are only a couple of ways to sort this problem out and dis-
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.

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 cat-like. 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. I got its
design from 1st class Master Wizard Daniel Shull many years ago. 

Look out for Dupli-cats



Gimme a LightThis trap comes in the form of a long, dark, rounded
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, I 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. 
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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.)
I found this idea scribbled on a piece of parchment and clutched in the dead hand
of Will Harlan. I liked it, so I 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.

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

The Breathless Escape Corridor
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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
I 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, I might as well give an explanation about the
blood 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 I 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 I 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. I 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.
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Don't make getting the potion too easy or the delvers
will suspect something. If I 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 I 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. I call it
Grimtooth's Calcium Carbide Water Park. I 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 
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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 I
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. 

Grimtooth’s
Calcium

Carbide Water
Park

(Before the trap
is sprung)
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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. 

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 I 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; I 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

Grimtooth’s
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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, I want it to be her. The things I've heard that Ring
can do… I want one.

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.  I 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!



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 I drew the book, I 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, I 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 I 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. I didn't tell him
at the time, as I 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 I 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.  

TRAPS TOO SECRETS REVEALED!

A “Who's Who” in Traps Too
By Steven S. Crompton

B Steve Jackson - page 12.
Yes that Steve Jackson!  He
submitted a trap for the
book, so I 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. I
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 I 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. I had
to draw myself in
at some point!  If
you look close,
you'll see I am
wearing Robin's
outfit (minus the
cape.)  Back then
I was “Robin” to Paul O'Connor's “Batman.”
(Metaphorically speaking.)

Paul O'Connor -
page 48. That's
Paul, carrying the
burden of Traps.  If
you look closely,
you see I wrote the
letter "P" on all the
scales of his armor,
except for the
armor scale over his heart, where I 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 Sci-fi 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. I based Grimtina
on my younger sister. 

Liz Danforth - (creator of Grimtooth and art
director back in 1982) does NOT appear in
the book.  I planned to draw her in, but she
said if I did, she’d kill me - so I 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.
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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, I 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. I suppose I 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 I speak of consisted of a series of numbers that I 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.

S

My Final Secret Revealed!



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 I added
a fourth number in the sequence - that was the location of a second word in that same para-
graph.  At the time I 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.  I didn't make it easy for you
humans to solve my little puzzle.

In any case, this secret has remained hidden long enough. I 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…

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 I have just
revealed...  Now get lost, and remember all I have taught you...

"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 each 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 think 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."
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KICKSTARTER BONUS MATERIAL



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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“Really, all the credit belongs to ME!”TB pg 72 
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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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