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[ 'Editor's Preface I 
Much of the material in this book is drawn from the Mu~ 

Ma11llScript• of the 'Defensivt. Comperufuun of 'Master'E-ngin«r :J{umpfrrey 'Tapper· 
c.oom, which was recently Wlearthed near Ridelstone Cavern in Hengis
shire. 

This volwne represents a translation into modem English and modem 
format of the fragments of Master Tuppercoom's MS which \\>C have 
been able to de.cypher so far, together with annotations by ourselves and 
other present-day users of these devices. 

We feel that there is great need for this type of research at the present 
time. The shadow worlds are in commotion, new shadows are being 
created daily as new players graduate to DM'ing and new gates are 
opened between these shadows. 111e fabric of reality is being stretched 
thin and inOation is rampant. We DMs or ishvaras, each charged with 
maintaining the reeling balance of his or her own shadow-world, face a 
problem similar to Master Tuppercoom's and can well learn from hint. 

The Editors are deeply grateful to Lord Darcy of Upton, Hengisshire, 
who loaned us the manuscript. We would also like to acknowledge the 
cooperation of MuJliversal 11-acling Company in expediting its delivery. 

• So callcx! beoluse of the bright azure color of the boardc; and their 
decorat.ive seashell motif. Some scholars ref er to this book as 
"Master Hru11plvcy's Blue Book" or '711e Bh1e Book of He11gi.st'~ 



I Introduction 

The Philosophy of 
Master Engineer Humphrey Tappercoom 

'!litre art more tftings in lieaven anti tartli., 9foratio, 
'fftan art dreamt of in you.r pliifosopliJ! 

Shakespeare Hamlet 

I 

Master Hwnphrey began, so he writes, with the usual expensive, in
stantly-fatal sort of traps: mas.sive blocks arranged to fall from the ceil
ffig5, chutes leading to pools of acid, magical death-symbols, etc. But, 
when he came to write his "Compau{iunl', he did not mention this sort at 
all except to recommend against them; therefore, in this handbook, you 
will find no crude sudden-death traps, no rays of disintegration, no in
stantly-lethal poisons nor such devices as constantly require expensive 
maintenance, upkeep and - of oourse - the inevitable annoyance at
tendant upon the removal of dee.eased victims. 

After all, as Master Humphrey has observed more than once, "Sae 
fang as t' fools remove t'selves - ev'11 1 ty dae so crippled - tis sae muck 
less as an'ther mus' tend tae." 

Like modem dllllgeon masters, Master Humphrey disc.overed early 
that super-dangers simply breed super-inflated characters to try them 
and the campaign quickly becomes a contest of hardware vs hardware -
or, as Master Hwnphrey phrased it: "T' 'ed[,¥!-wizards a g:Jt 110/ike t' do but 
t' plot t' rob frae ho11est men all dee a11' t' 11id1t toe, meseems. T t' time a' 
payin' a muckle o' honest mages t' cast t' spells an' wards afi.n' 'em, t' 110 
bother t' be l}tardin' nay tJ1i11'for i' be all gone a'payi11' ft' 1J.1ardi11~" 

It was while pondering these considerations, apparently, that Master 
Humphrey acquired ''t' 'talia11 book" to which he frequently refers in his 
writing. (In one reference, Master Humphrey cites the author as one 
'Nie- -lo Mac- - -vel- - ',evidently an expatriate Scotsman like himself.) 

Master Humphrey's solution to these problems might be called 
psychological warfare since his traps are designed not so much to kill as 
to pl.l22le, oonfuse, delay, frustrate and wear-down the nerves with con
stant suspense and unpredictable happening; - until they send whole 
parties fleeing in terror from the dungeon. He reports this approach to 
have been mo.st fruitful and speaks with high praise regarding the traps 



designed with this aim: ''.A quick ro[J.te wlia' find 'is lro11or trinuned an' 'is 
skin pricked close by care o' recko11iJ1& tis no insensr"ble o' 'is coat an' bears 
'imself hither quite readily. 011e o' these 'tis far more worth t' me as Iris ready 
to11g.te doth wag away a dtrd!Jt o' t' same rlU111 (}UI( Wd!ll dead and 1neat f' 
womlS." 

Jn another portion of his manuscript, Master Hwnphrey speaks of 
economics and the waste of killing captured intruders who would be 
'good saleable slavies'. "lf11 he be ca~ a11' kept, /ikew1to a f}XJd capo11, ~ 
may bring forty t' a luuu.lred gold w' 011/y a nwckle o' cost t ' trim th' profit 
Bu4 if 'e be rendered ttp fr on:'.s' 111ea4 'twill nae bring ~'O' coppers on th' 
l11uu:Jred-tveil!1t a11' rl1at be scarce e11ou't'pay fr th' lundi11'. T be sure, keep 
a bit t'feed th' creatures but d' 110 be wastin' good slavies a11d tossin' gold iJ1 
rl1' moat just t' save a bit o' silver." 

Again, speaking of economics and psychology, Master Hwnphrey 
writes: "Y' 110 be 'avi11g t' do 't all t' suit rl1' Queen o' Aroby. F' eW one y' 
put th' real effort ull: a Ila' dozen simple 1u1's ~do 110 cost y' 11u1d1 'U 
sof11 'em good and slow 'em dow11. T11e11 one good ~uz 'II catchy' COilC)!S' 

proper as t' do 110 ken wa ~ 'spect "1 

And, again: "711'y do be proper softi1 up, rl1' be easierf rlz' skniepits. No 
so 11u1cl1 trouble t' handle." 

We have compiled these gleanings of Master Humphrey's writings into 
basic categories for your ease of reference. We have also provided an aid 
to random selection, if desired. We trust these may prove useful in choos
ing types of traps for dungeon and castle construction. 

'Wfiat 6oots it at OTlt gate to maK._t tftftnse, 
:;f.na at anotfier to {tt in tfie foe? 

Milton PARADISE LOST 

An excellent example of economy can be found at the entry to the 
residence or the Graf Posvalski where a simple sign invites 
"Paladins, fighters and others of annoured ilk" to approach byway 
of "the Auld Bridge" above the falls. According to reports, this 
modest expenditure of effort - since the main entrance is other
wise wide open - results in a regular harvest and "keeps the 
kraken fed and happy." 



!Tor 't is tlie sport to nave tlie engineer 
9lois t witli Ii.is own petard 

Shakespeare Hamlet 

Included among the decyphered portions of 'Ifie 'Bfut 'lk>ok..of :Jfengist are 
notes on trap detection and the special abilities of different races and 
occupations in this respect Master Hwnphrey fek that a thorough 
knowledge of his victims was an important preliminary to construction 
and design of traps. "You'd no be tracking a coney ere )QU'd seen a cOliey 
now? Wot gross i11flati011 o' mind, most like wito th' frencli influence by 
w/lid1 th' bn1i11 swells in it's cage an' grown greaJ as a mountain, bri11~ forth 
a mouse o' a malter. Like a' not, y' be setti11' for one o' th' J(jrzg's hart w' a 
smaU bag t' JX>P 'em inn 

JI creative economy is tlie f ue{ of magnifice nce. 
Emerson Aristocracy 

Magical Traps I Trap Spells 
Magic and magically-aided traps are the paivenu of the magicians and 

. clerics. Due to the extended practice of the magical arts, the operator 
becomes sensitized to the presence of magic and thus becomes able to 
sense the presence of traps employing magicks. Those who have long 
experience in dealing with such items, ac.quire a sense of the presence or 
intent which is inherent in the device. 

To quote from the manuscript: "Wot ma1111or of smell or sound or toudi 
is like to reveal that wot is sae well hid is beyond my saying. As may be, th' 
facts!}) beyond our philosophies. One moif!/tt as welJ inquire by wot means 
}-al birds!}) souJ11 'or t' cold and ~tum o' t' spring. 

"Tis 110 c011cem 'ell?, t' wiry o' il Let th' be f pltilosoph~ an' t' ilk, i' be 
enou' t' ken t' 'ow o' it ... a11' 'ow t' use it a11' 'ow t' misuse it. Ay time e11ou' 
o' a cauld eve t' muddle t' wl1ys." 

Editor's Note: For convenience, we have as.surned a base chance of 
5% for a character to detect any trap within his abilities and a 50% 
chance that persons of equal levels of experience might detect 
traps set by each other: see 'fable 6. 0Ne will always as.sume a base 
5% chance of failure, whether this be to detect or to conceal.) 
The use of a "Detect Traps" spell would be a separate case as 
would the use of a "Detect Magic" spell. We must also consider 
whether any form of magical concealment or masking has been 
employed to prevent discovery. 



Thieves and Traps 
Thieves (and Ac;.sas.sins), by virtue of their training, pos.sess a learned 

ability to detect traps. The chances are well defined for nonnal cir
rumstances. But, here, we mention a few considerations: {1) these 
abilities do not extend to magickal or magickally concealed traps, (2) 
these abilities decrease in effect if the trap in question has been con
structed by a thief of greater ability and experience (see Thble 6). Again, 
in the word of Master Hwnphrey: "Wot beaer way t' set a poad1er 'er use 
d1' finest poad1er 'rozuui'!" 

Circumstances, of course, modify the odds. A rogue who is hotly 
pursued can hardly keep as close a watch as the one who has the leisure 
for close examination. We would suggest strongly that the odds decrease 
by 40% to 90% as such circumstances warrant. 

Editor's Note: We would suggest that a thief s chances for detect
ing an outdoor trap would be about 40% less than for a similar trap 
in a familiar environment. 

Monks, Rangers and Woodsmen 
VS Outdoor Hazards 

"Y'ca11 take th' master thief o' d1' entire g.tild and drop 'em in d1'fore,st o' 
Arden a11' lze be as helpless as a babe. hi like, a woodsma11110 be atlti11' 

pzuscs o' th' fancy at the Ball El'ery fox t' 'is 01m hole." 
Outdoor hw.ards include both natural hw..ards (such as underrut 

streambanks, rotten tree limbs and poison ivy) and outdoor traps (such 
as pits, snarc..c; and nooses). 

Outdoor hazards, to those eiqx:rienced in the ways of the greensward, 
can be spotted and detected with no more trouble than a thief spotting a 
·simple trap. Tu the city grown, the mysteries of the greensward are like 
the secrets of the Blue Arcana to a child of tender years. 

Traps and How To Use Them 
Methods of hiding traps are as varied as the traps themselves but these 

may still be e<1tegori7.ed under a few simple heading.<;. Combinations and 
variations of each of t11ese may be used and, as will all mies, t11ere will be 
exceplions. 



Concealed and Camouflaged Traps 
"E'n t' best o' woodsmen do be mOltal enou' t' walk w' tJ.ro feet on t' 

IJ'Oluui Y' do no be prickin' birds w' a pit }i th' ground but birds do no be t' 
prickin' o' }'?it. T simple trap do s1wre a' well a' y' best, 'tis no thing t' 
i!JJore." 

One of the most common methods of concealing a trap is to 
camouflage it. A pit may be hidden in shrubbery or undergrowth or by a 
covering of dead vegetation, grass, dirt or sand A more advanced 
method is to use a semi-solid covering topped with sod and grass or, in 
some cases, small shrubs. 

In some cases, burrowing traps have been constructed where a tunnel 
is dug in from some other area A pit trap may be hollowed out from 
below the surface without disturbing the surface itself and the access 
tunnel then filled to prevent access/ef!!ess or booby trapped fwther. The 
difficulty in discovering each type of trap is exactly proportional to the 
time required to construct each. 

A simple pit may be constructed in a matter of hours, a sod-covered 
pit requires longer and a burrowed trap requires a matter of days or 
weeks to construct. It must be remembered that these are one-shot traps 
and cannot be reset. Also to be considered are the chanre5 that the trap 
may be triggered by other than the intended prey. 

The same considerations apply to interior traps: a trap might be 
covered with fabric and paint to resemble stone and, in this fom\ would 
be easily discovered by dwarves and gnomes. The advantages of 
simplicity of repair c.ompared to the same trap c.onstructed in stone must 
also be considered and weighed against the possibility of discovery. 

1(.pcK§, caves, fakJs, f t ns, 6ogs, atns, anti sliaaes of atatfi. 
Milton PARADISE LOST 

Misdirected Traps 
''.Ay the bkJke is lookin'f a trap, gie 'im one. TIS that nuteh easier t' snare 

y' IQ/J.le by 'other ilk ~he be happy w' wha' 'es- got" 
The best traps are those which the victims enter willingly. Motives may 

be varied: greed, safety, ease or curiosity have all served well in the past 
and we expect equal success using these as bait in the future. 



A case in point - three chests were found with a few gold coins lying 
loose on the floor beside them - suggestive even to the most obtuse that 
treasure must be enclosed within Naturally, the prospective victims are 
never satisfied with the easy money (adventurers are so predictable) and 
inevitably attempt to open the chests - each of which has been con
structed with a simple poison needle, all easily discovered and disarmed 
or removed. 

And, if by some remote chance the discoverers were satisfied with 
emptying only one of the three ... then all would be well. The real trap, of 
course, is triggered only when sufficient weight is removed from any two 
of the chests ... And greed gets 'em every time. 

"Would y' be 'specking a ma~ give 'em m1l 'e looks for. Dien y' take 'em 
for wot 'e did 110 seek May Ila 'e se11Se y' trop a11' use a spell o' 'is ow1~ that 
may well be t' snare by »d yon co11ey be stew, pot an' fire." 

For examples, see Maya And Other Illusions. 

Hazards Placed and Misplaced 
The use of minor hazards should never be neglected. A shallow stream 

or pool of water (even a mere puddle) which must be crossed can have 
any number of traps concealed under the surface. lf the victims are 
required to make dexterity rolls while crossing, the chances of their 
checking carefully are greatly diminished. 

Further, a strong air current (provided by careful ventilation architec
ture) or a sudden deluge (from a trap) can extinguish all oft11e lamps and 
torches, leaving the party prey to any chance misstep or to wandering 
monsters. (Also, after a good soaking of water, allow a 75% chance that 
tinderboxes and matches are damp and flint and steel are too wet to 
strike.) 

"Neer put y' best where any fool can find '.Ay the rogue be 'ming a time 
an' 110 the best o 'f OO(i11 ~ 'e wo11 't be watd1b1' tae close wat else 'e be a geui11' 
in" 



Time Pressure And Traps 
'"E.11 th' best may be diilled by an ilJ wi11d. ~ve 'e time enou' t' be 110 

dwre ta' leave my best beside ~a put th' dii/Jfast o' 'ls' lieelsmi' ~be mine." 
There are t'\\Q basic purposes which a trap can serve in the game. A 

trap can be a time-pressure emergency, just as exciting as a melee: "The 
water has just risen a11other six inches! What are you all doing this 
round?!?!" 

Or a trap can be a rest from urgency - a breathing space - allowing 
players to take their time to solve a challenging puzzle or simply to 
interact with each other in an interesting situation. 

Many of the traps described in this book are of the non-urgent, non
emergency sort But, if you want to convert an non-urgent situation into 
a real emergency, here are some 'Urgency Factors' which can be added 
to almost any trap. 

Urgency Factors 
1) Gas - this could be natural or piped in. Natural gas seepage 

produces several effects. It may result m suffocation or could become 
explosive. If it bums (a "holy flame"!) and the chamber becomes 
sealed, remember it will eventually use up all the OX)gen. 

2) Wit.er rising - this is not unusual in underground situations and can 
occur at almost any rate. This could be caused by broaclllng an under
ground stream or simply breaking through to a water-bearing strata. 
Or the effect could be caused by 'heavy rains saturating the soil - or 
even, in suitable locations, by the rising tides. 

3) W.ills closing - this could be real, effected by some ~ artifice 
- or it could be simply in the minds of the victims, an mduced 
claustrophobia caused by hallucinogens or other malign influences. 

4) Ceiling desa!nding or Ooor rising (or both) - as with (3) above, this 
can be real or imaginary. Of course our own fondness JS for the real 
variety. But we have known adventurers to attempt to disbelieve so 
stroncly ("This can't be happening - I don't believe it!", as if to dispell 
an ilfusion) that they have sometimes fainted - or sometimes ac
quired.~ delusion of 5a;fety (even ~ough l;he danger is real). Spikes on 
!he ~iling are also ruce ... particularly if they are co11cealed by an 
illusion. 

5) liloor sin_king or spikes rising through Ooor - see ( 4) above -
3;11other .ruce urgency factor. This can be especially nice if the floor 
simply srnks, slowly and smoothly, without being noticed until the 
group finds themselves at the botlom of a deep chamber with the only 



exit thirty or forty feet above them - or finds that a new exit offers 
them egress to ... what? Anything! 

6) Monster(s) approaching - some say that the real art of being a 
Game Master lies in being able to create a state of total raranoia in the 
players. Remember, even paranoids may have rea enemies but 
paranoids often have enemies who aren't ... and approaching monsters 
may be quite as effective as illusions (audible or visible) as they are in 
the 'Oesh'. Remember: an unperceived danger is not real ... but even a 
non-existent danger, once perceived, becomes very exciting. 

7) l.>.111131:."t! each round to one or more of the party from: 
A. Cold or heat who ever heard of a dllllgeon with central heating? 

Or, if there is a source of heaS a dllllgeon with thermostats? Either 
extreme can be quite debilitating. 

B. Alignment Shock: this can produce real physical damage or simply 
psychic damage (which can be even more terrifying) and may result 
m death, insanity or ... wet~ the possibilities are endless. Oh, how 
does this happen? Just imagine a lawful-good paladin surrounded 
by lhe depths of depravity and evil ... a veritaole miasma of ills ... 
psychic shock! 

C. Acid - popular but don't overdo it. Small amounts in pools on the 
Ooor can eat away at footgear (and feet) while droplets from the 
ceiling tend to corrode armour and weapons, ruin leather armour 
entirely and make a holy mess of clothing and ac.couterments in 
general ... even if the individuals themselves are not directly affected. 

D. Disease - "a plague on both your houses'!' This is usually a subtle 
danger. Begin with a mild fever sensation and give the players 
minuses for coordination and strenirth. increasing these as the alllic
tion takes its toll. If you're good, it -will take them a while simply to 
figure out that theyre sick m the first place. A trap is a great place 
for a sickness caught elsewhere to suddenly become urgent. 

E. Conshiction - see items 3, 4 and 5 preceding - this can be a 
physical threat or could be insanity or illness. 

F: Poison - Please, leave the "ins!ant fatal" poisons in the apotJ1ecary 
shop where they belong. A dead body is simply an unhappy player 
and slC?wer effects provide much more incentive to get busy and find 
a solulton. See Hemlock, Henbane and Hom>r. 

G. Sensory overload - loud noises, itd1ing sensations, swanns of 
i~sects, blindif!g lighL<;, quivering or shaking walls and ~oor, high
p1tched screecllmg soundc;, low rumbles ... and any combmat1on ... 

H. Insanity - Our favorite! Sec the Insanity 1ltbles. (Oh, yes, if the 
player can cope with the re.c;ulting insanity in an appropriate fashion 
- award extra poinls - this is Fan!asy Role-Play!) 



8) Suffocation - this one is a very primal fear and produces the utmost 
urgency. 1his can occur: 
a By contact / constriction - as by leather armour shrinking or by bands or other constraints slowly tightening or by a noose or snare. 
b. In cl~ chamber - but see also Gas above. 

9) Attribute drains each round on one or more party members: 
1. Strength - this could be temporary (simple exhaustion) or some 

more pennanent effect. 
2 Wisdom - could be brain damage or insanity or simply the action 

of some malign influence. 
3. Intelligence - same causes as Wisdom above. 
4. Charisma - this one has a host of causes and, given the general 

vanity of most characters, is sometimes the greatest threat of all 
5. Constitution - as per WISdom above. 
6. Mana (personal) - usually caused by some maljgn influence but 

could also be caused by circwnstances req~ tlie steady expen
diture of mana points to maintain a protective spell or to cast 
repeated spells. 

7. Mana (artifacts) - see personal Mana preceding. 
8. Ufe en~ (experience points) - this one exceeds even Charisma 

in perceiVed urgency anCI can be caused by an~ from vampire 
plants to m• spells to various spooks ... but don t apply this too heavily, be lei.no in your visousnes.s. 

Notes On Using Urgency Factors: 
1) It is customary to use melee procedures and to ask each player in

dividually each round what he or she is doing. 
2) We Sur£est that none of these effects should happen at a uniform rate. 

Rather, the water should now ro.tsh. then trickle, rising perhaps ldlO 
inches each round; the ceiling sliould drop, scrape and hang unsteadi
ly; attribute drains should take ld3 points, skip two or three rounds, 
take another ld3 points ... First, this increases suspense and, second, it 
heads off argwnents about how long it would have taken the party to 
accomplish something and precisely how many inches the water would 
have risen dwing that time, etc. 

3) Adjusting the rote at which these disasters proceed is an easy way to 
keep the ~ level of the dungeon appropriate to the strength of the party. (See Thne/Tutal Chart) 



Repair and Maintenance 
"Let yon l'Of}le spy a trap i' 1w g.ui repair a11' 'e be thi11ki11 ')OO fool tae 

keep a matter thus. Ccnfoience kills many.,, 
A trap which needs repairs or that has had a temporary, fake sort of 

repair job can be very useful 
First, a "certain-death trap" can be changed to a playable, escapable 

puzzle - simply by having it malfunction! It may have been damaged by 
previous 'visitors' - or simply be worn out or in need of maintenance. 

Second, poor repair can be used to adjust how fast the danger in a trap 
progres.ses: how fast the water rises, how fast the spikes descend, etc. 

Third, it irritates the daylights out of the players to find out that they 
aren't dead after all because part of the trap was fake - e.g., if a section 
of the wall was only plaster laid over a thin sheet of plywood or lathe ... 
This could be a "temporary fix" which no one has gotten around lo 
repairing properly. Or a deliberate swindle by the builder! (''U-110 can 
doubt the secret hid, Under 01eops pyramid, ls that the co11trodor did, 
0 1eops out of several millions?") See Ebenee:rer's Cage. 

One good way to "soften up" a doogeon for a low-level party is to have 
an 'NPC' party of bwnbling hill-giants go through ahead of the players. 
The NPCs can break doors down, bend bars, partially disable 
mechanisms, leave tracks and ropes in useful places, wound monsters 
(reducing the creature's normal hit-points, % to hit, etc) and finally be 
stoned or killed by magical traps, thus leaving their corpses as interesting 
clues. 

Also, some mechanism which was not built as a trap may become 
dangerous when in need of repair (see See-Saw). 

Placement of Traps 
and Other Philosophical Devices 

"Nay finer art there be but a fJJlll/e subtle humor 'ay y' place a trap a11d 
'ay y' set 011' tri~ 'op y' snare. TLS 110 coney tae be cau!f1te11 'op o' COlut 
0 11' 110 hatt be [plte11 'ay t' stair." 

Most novice dungeon masters make one of t\m basic mistakes when 
pL1cing lraJlS. The first is placing lraps with such frequency that the party, 
once they ha\e the feel of the place, will be d1ecking for lraJlS every ten feet 
they lra~I. 111i.<; makes for \ery slow progress and a \ery dull adventure. 



(Be&des, what engineer would be so prolific? Remember, the normal 
inhabitants of the area have to oope v.ith these too!) 

The serond fault is using so few traps that one might as well not have 
bothered (or in placing them where the only way anyone could stwnble 
into one would be by dehberately se.eking to do so). 

The placement of traps is something of a seventh sense developed by 
dungeon masters after time and eJq>erience. However, here are some 
guidelines and suggestions which may help: 

1) Several traps can be placed in a small area which the party is certain 
to pass through while the rest of the level is left relatively free of traps.· 
The high lociiliz.ed concentration will give the party acute paranoia 
which will last for some time. 

2) 77ze dwigeon master should always con.sin/Ct the dungeon from the 
viewpoint of the NPC who built it! Ask yourself where and why that 
person would place traps and what types of traps would be used If the 
d~eon were constructed by thieves, there would be relatively few 
magical traps (unless the thieves were extremely rich and could hire a 
magt; or knew one who owed them several favors). likewise, a 
magician's stronghold would run to magical traps and have relatively 
few mechanical traps. 

3) If the dungeon master is familiar with the people go~ on an expedi
tion, he may~ the dungeon and place the traps with the habits of 
these people in mind Remember, the type and placement of traps in 
their dllllgeons and then use types and locations which they won't be 
expecting. 

*** Waming *** 
Players have a nasty habit of doing what you least eJqJect them to! 

La tktE fJe metfwa ta your maO:ness ... 
... and matiiiess in your metfwi.s ... 



About "Definition of Terms" 
In previous editions, each trap was provided with listing;; for nrne, 

Number, Place, 1YPe, Construction, Function, Miss and Escape. In the 
CWTent, revised, edition, these header listings have been omitted from the 
detailed listings (but are discussed following). 

Instead, each trap has been rated for two elements: the danger or 
lethal extent of the trap and the playability or comic elements inherent in 
each trap or puzzle. 

Symbols 
On the right appears the traditional symbol of danger - the venerable 

Ace of Spaces - used here to indicate the relative danger inherent in the 
trap or situation. 

The symbol on the left (p) is the sigel worn by the priests of Jocus, to 
whom we are indebted for their capable as.sistance in rating the several 
and various traps and situations for playability and/or hwnorous aspects. 
(Jocus, may his mirth be everlasting, is discussed further in 1HE DEUAN 
BOOK OF1HE DEAD - also from Dragon 'free Pres.s). 

Considerations In Rating Traps 
Several considerations which can be applied to the various traps are 

detailed following. 

TIME: Playing time, American time, real time. How long the players 
sitting around the table will be involved with this trap. This does not 
correspond to the internal "game time". 

"You're going through the door? ... Roll dexterity please ... You failed 
it? ... Thke three points damage, a row of spikes just shot up from the 
threshold and stabbed you." This trap would be classified as 'BRIEF' in 
both playing time and game time. It would require only seconds to occur 
in the game world and less than a minute of real time to play out. Even if 
the party discovered the trap and spent time deciding how to trigger it, it 
should not require more than a few minutes of real lime. 

"You're going into the room? ... You notice a strange smel~ please roll · 
your constitution ... Nobody made it? ... Okay, you all pass out and, many 
hours later, you wake up wilh a bad headache and your weapons and 



valuables mis.5ing." This trap would still be rated as 'BRIEF' because it 
does not require more than a minute or two to tell about or to play out 
(even though the characters have spent several hours of game time Wl

conscious). 
On the other hand, a trap like 'Cage of Greed' may require half an 

hour or more of real time while the characters are examining treasures 
and triggering the minor traps in front of each one. If they are actually 
caught in the cage and attacked there by a demon or other monster, the 
episode could take mo& of an evening's play. Thus, this would be rated 
as 'Tlme: LONGJINDEP'. 

NUMBER: Or "number of characters affected'.' Spikes in a doorway 
would affect, at mo&, two characters (if they both tried to get through the 
door at the same time) so the spikes could be rated as 'Numb: 1-2'. 

The room full of knockout gas would affect everyone entering it, so it 
would be classified as 'AU.' or 'ANY I AU.'. 

This factor is important in choosing traps. A trap may be classed as 
'Urgent I Fatal' but, if it only affects one or two characters, the rest will 
have a good chance to rescue them or to take them home for resurrec
tion. 

PIACE: Where the trap mechanism is located This may differ from 
where that characters are when the trap affects them. fur example, a ray 
of light shining down from a jewel set in the ceiling affects people on the 
floor but would still be located as 'Place: CElUNG'. 

TYPE: What type of trap this is in general terms: spikes, pitfall, ray, cage, 
etc ... 

CONSTRUCTION: 'fype of construction required and/or resources re
quired to construct each trap: woodcraft, magic, mechanical, techno or 
simple, skilled, advanced. 

FUNCTION: This may include the function intended by the NPC who 
(presumably) constructed the trap or the intentions of the DM using the 
trap. For example, 'Ebeneezer's Cage' was designed to drown or im
prison people but it will no longer do sq because of damage to the cage 
which has been cheaply 'repaired' using illusion. Thus, the real function 
of this trap becomes 'PUZZl..E I URGENCY I ANNOYANCE'. 

Comic effects·such as sex changes, insanity or practical jokes would be 
classed as: 'CONRJSION I ANNOYANCE'. 



MISS: This refers to the chance of the trap never really getting played at 
all Either the players won't notice the bait or they may not be interested 
in the bait or they throw a Detect 'fraps spell, get a positive response and 
thus decide to avoid the trap - and never know what didn't hit them. 
For an example, see 'Pool of Delusion.' 

ESCAPE: This is the chance for a middle-level party to escape adverse 
consequences of a trap whose nature they know or suspect. By talcing 
appropriate action, this can include triggering it deliberately and safely, 
countering or reversing its effects, etc. 

OMO: An abbreviation for 'Dungeon Master's Option' - meaning an 
element which is left to the discretion of the DM as to effects, extent or 
other factors. 



Passages JllnJ Other 'Ways I 
7'ou can a{ways near me sin9in9 tftis son9, 

Snow me tne way to 90 nome ... 
old song 

The very basis of mo.st adventures is, in one fonn or another, a path -
whether it is the best of the King's Highways or merely a dark, dank and 
dusty corridor in some underground cavem Here, then are a few sug
gestions concerning paths, pathways, corridors and hallways. 

Chantille's Misty Paths ••• These appear to be paths of soft, misty, tr(W}ucent material, providing 
pas.sage acros.s a void, chasm, pit or other dangerous location. Frequent
ly, these appear with branching paths (6+ ld4 paths) of which ld4 
branches (separate roll) will be revealed as illusory only when a person 
tries to walk acros.s them. 

For anyone who uses °Thie Sight' or a similar spell, aJJ the paths appear 
illusory! 

The initial path and all branches will be two feet in width and feel like 
a firm but springy substance - the illusory branches providing the same 
tactile appearance to the initial touch and vanishing only when a substan
tial weight is placed on them ... at which time they vanish entirely, leaving 
the victim without visible (or invisible) means of support. 

The imaginative DM will find methods to make these illusory i)aths 
appear more attractive than their safer counterparts - such as having 
the false paths appear to terminate in locations more attractive or which 
might contain treasures of some sort while the true paths appear to 
terminate in locations of danger or uncertain appeal. 

Compo.sition and appearance of these paths may vary. 



Solomon's Stairs 

This variation on Chantille's Misty Paths takes the appearance of a 
single or branching staircase. These are WlSUpported but normally pro
vide an attractive alternative route past some hazards or danger. Other
wise, the operation is similar. 

Monkish abilities to "slow falls" have no application here! "Feather 
Fall" spells will work but ... they also take time to cast. Ring; of Aying and· 
similar will work unless, of cowse, separate measures have been taken to 
negate these. 

Path of No Return 

This magickal pathway provides a clear and easy passage with the 
outward appearance of a nom1al conidor, hallway or other ac.ces.s. While 
on such a path, the travellers are quite safe - nothing can attack them 
(nor even see them in many cases) while the path may and frequently 
does pass tllrough solid stone, brick walls or other obstacles such as lava 
streams, rock falls, water, purple womlS or wandering dragons. The 
difficulty, however, is that anyone attempting lo retrace their steps will 
find that the path ends a scant five feel behind the last member of the 
party. 



Incidentally note: in many cases, once you enter the pathway, it is also 
quite im~ble - despite appearances - to leave the path by any 
means what-so-ever ... short of reaching its normal destination. 

Such paths rarely lead more than a few hundred feet but, once the 
path ends, there is no trace of the passage followed and the only clue to 
location of the terminus is the apparent direction and length of travel 
'Ilue Sight does reveal the true nature of such a route (but does not 
prevent using it). Spells such as 'Fmd Path', ~, etc will all reveal the 
Path of No Return as a "true and proper route" ... rega.rdles.5 of the 
intentions of the spellcaster (the path is constructed to attract such spells 
within their radius of effect). 

Path of Beguiling •• This is a path which has been enchanted, causing anyone stepping on 
it to be forced to follow it to its conclusion. (Saving throws are applicable 
- treat as a Save vs Spell at -2, saving throws can be repeated every 50' 
of travel) 

A Path of Beguiling may be countered by a 'Dispell Magic', 'Dispell 
Enchantment' or 'Dispell Charm' if the spellcaster is 6th level or higher. 

Edgar's Entrances of Error 

PPP ••• 
This appears to be a chamber with many pas.sages leading out. Most of 

the exits are illusion and some will conceal other traf6. The players 
cannot check all of the exits at once. Thus, they generally tire of checking 
for traf6 and are likely to fall victim to one of the serondary traf6. 

It may be that all of the apparent exits are illusion and that the only real 
exit is a secret door or is also bidden by illusion - or there may be no 
exits except the passage by which the party entered. 

We would suggest that this trap can be further improved if the ap
parent exits are less than ac.cessible. They may be located high up on 
walls where it is neces.sary to climb to reach them or underwater (but 
visible) or across a chasm or pil. 



A third system uses a large number of locked doors, most of which 
lead to shallow dead-ends or may trigger traps of their own. Alternately, 
the only true exit might be through one of the traps. 

"Gee t' fools a dwice ... just do 110' gee wn a g,uJ 'wi." - H. T. 

'Deatl·uttfs in a{{ directions, 
0 {ortf, wfi.at sfia{{ Wt ao? 

Anon The Maze 

The Perilous 
Procrustean Passage 

~~·· 
Procrustes wac; an ancient Greek giant and bandit-dtief who kept a 

special bed lo entertain Wlwilling guests - but he al.-.o insisted that his 
guests fit the bed provided ... and would shorten or lengthen them ac
cording - thus the Procrustean Pac;sage is named in hi.c; honor. 

Outwarclly, this appears lo be a normal passageway of con~ntional 
construction while the trap iLc:.clf can lake any of several forms: 



'JYpe 1) A large block of stone is arranged to drop from the roo~ 
halting suddenly at a height four feet above the floor. Damage varies but 
should be approximately ld4 to 2d6 points per foot of height (or fraction 
thereof) of the individual over 4 foot. Dwarves and hobbits, of course, are 
relatively safe (unless they are wearing spiked helmets!). 

In this instance, a Save vs Dexterity is applicable for 1 '2 damage while 
there is also a 75% chance of a aitical head \\OOlld if the dexterity roll is 
failed. . 
'JYpe 2) In this variation, two blocks of stone project suddenly from 
opposite sides of the pas.sage, reducing the open space to a width of 6 to 
8 inches. Again damage varies but is less than preceAiog, being limited to 
ld8 points total damage in most cases. Paladins, fighters and others 
affecting plate mail, however, suffer an additional ld6 points of damage 
from aushed armour. Bracers of AC 3 or better will reduce damage by 
half. 
'JYpe 3) In this version, a blade or blades sweep rapidly aaclSs the 
~eat the aitical height inflicting ld8 points of damage per blade for 
ld6 blades. 'neat each blade as an 8 HD monster to calculate hits. 



Archer's Angle of Agony •••• 
This trap is normally located at a sharp bend or comer in a pas

sageway and is triggered by the unwary victim stepping on a flooring 
block or other trigger (may be magical in nature) as he rounds the 
comer. When the trap is engaged, 3d10 arrows, quarrels or bolts are 
fired from a mechanism concealed behind a false wall 

A dwarf hobbit or other of diminutive stature is subject to danger 
from only i/2 the total nwnber of arrows. 'Ileat as a 5 IID monster to 
calculate hits for each arrow. Normal armour class applies. 

Variations: The trigger mechanism may not respond to the first trig
gering encounter either due to dust, rust or age or due to a deliberate 
design delay or counting mechanism and, in such cases, there may be 
multiple targets for the arrows. For ease of treatment, divide the total 
nwnber of projectiles by the nwnber of targets but, to calculate hits, treat 
as a monster with hit dice equal to three times the number of targets. 
(The more individuals present, the likelier any given arrow is to find a 
target.) 

Such traps normally fire only once and must be dehberately reset and 
reloaded each time. 

Ebeneezer's Cage 

Ebeneezer's Cage is usually encountered in some low area, near a wall 
and often with a muddy Ooor. The cage itself is a large iron contrivance 
(enclosing approximately 15x15x15 feet) which drops over all or part of 
the party. Aside from being struck directly by the edge of the cage (15% 
chance for 2d8 points damage), Ebeneezer's Cage does not directJy 
cause any harm to the captives. 

The cage is obviously too heavy to lift (even with giant strength). H the 
victims attempt to dig their way out, they should find - near one comer 
but under the mud or dirt - a broken fragment of iron bars similar to 
those comprising the cage. There may also be a skeleton under this 



fragment The sides of the cage, however, appear to be sunk into the dirt 
and muck all the way to bedrock. 

Just ·within reach from inside the cage is a lever which projects from 
the wall at a slight upward angle. If the lever is disturbed, it will fall down, 
fitting into a slot in the wall and both out of reach and stuck. As a result, 
water now begins to fill the entire area, usually gushing from an opening 
in the roof above the cage (see 'Ilmt1Thtal Chart). 

At the top of the cage, above where the broken section of bars are 
buried in the mud, one oomer of the cage is missing but has been 
"repaired" using an illusion (Ebeneezer was a cheapskate!). Anyone 
climbing on top of the cage from outside or climbing up on the inside, is 
likely to fall on enoountering this illusory section of framework. Of 
co~ the trapped victims, once the damage is discovered, may easily 
exit thiough this opening. 

Further, if they have not escaped by the time the ~ter is sufficiently 
deep (assuming they are able to keep afloat or cling to the sides of the 
cage) - they find themselYes simply "f/caling out''! All of which tends to 
irritate adventurers greatly! 

The Kinetic Monster 

Tuchnically speaking, this is not a trap but is an extraterrestrial crea
ture. The kinetic monster is an immaterial lifeform similar to a magnetic 
field which inhabits solid objects. The kinetic monster tends to prefer 
sections of floor or passages or wall where they feed on the impact of 
traffic. These creatures are always hungry and will employ illusions to 
make vi~ march in place while appearing to be walking down a long 
oorridor. 

In many cases, this monster will also provide an illusion of turns and 
branches, oontinuing to cast his illusions as long as the impact of 
footsteps oontinues. However, if the party stops for any extended period 
of time, the kinetic monster may beoome impatient and go looking for 
food elsewhere. Or he may be satisfied after several hours of footsteps -
or if the party catches on and does 40 + 6d10 points of impact damage to 
the floor. 



Kinetic monsters are also fond of inhabiting doors (in hopes that 
something will try to break them open, they hold them shut), shields and 
even armour (giving the shield or armour an armour clas.s of -2) or even 
swords or maces (making them -3 to damage). 

Larger kinetic monsters are known to inhabit and animate entire or 
partial suits of armour, attacking anyone or anything within reach. When 
doing so, the monsters do not inflict any damage (nor do they receive any 
apparent damages from the impact of any weapons, absorbing the 
damages as food) and will continue to attack as long as their victim 
returns the attack. For melee purposes, the larger kinetic monsters are 
AC 10 and 8 HD to hit. . 

Smaller kinetic monsters sometimes inhabit metal cleats on boots (al
lowing the wearer to fall as far as 50 feet without even feeling the impact 
- if he lands on his feet) or small coins (impelling the finder to 'jingle" 
them in his pocket). Others camouflage themselves as veins of gold or 
half-exposed jewels in the rock (they look like gems or metal but are 
absolutely "dead" to all impact), and others inhabit door knockers or 
cymbals (which produce no sound! - however, Save vs Wisdom or 
keep on striking them). 

Kinetic monsters are intelligent, neutral good and have definite ter
ritorial limits within dungeons (usually spherical and may intersect 
several levels). Within a territory, several kinetic monsters may be en
COWltered (a tribe). If an object inhabited by a kinetic monster is 
removed from their tnbal region, he will return home and the object 
becomes normal again. 

Note also: these monsters are quite immWle to all fonns of magic nor 
can they be tamed or persuaded to "accompany" a player. While intel
ligent themselves, they consider the possibility of "SO<alled human 
intelligence" to be an "interesting but unprovable theory". 

"Do 110 be iguoring t ' creatures o' God's green 'rtlz, 
di' cm1 be most kind t' y'." - H. T. 

'Tftat not in fancy '.s mazt fte wantferetf fonJJ 
Pope Satires 



I Stairways 'Io 'Ihe Stars 

~s l was going up tlie stair, 
l met a man wlio wasn't tliere. 
!Jfe wasn't tliere again totfay. 

Oli, liow l wisli lie 'a stay away! 

I 

anon 

Stairways always offer a prime opportunity for traps - and this is 
especially hue of long stairs. But even the use of a single step can be 
effective. Paced with a slight change in leve~ it is a rare character who will 
deliberately say that, as he enters, he is carefully avoiding the provided 
step. This single step can be the trigger for anything/ 

Still, longer stairs are more fun. ... 

WHEEEEE!!!! 

This simple device is a very long stairway leading up to a trap door. 
When players use a spell to check for traps, they will - naturally - find 
the ol:Mous and, nonnally disgusted, will not check further. The act of 
opening the trapdoor, however, causes the entire stairway to fold into a 
long slide, sending the party sliding downwards to the point where they 
began. 

And, with the refinement of Thntalus, once everyone is off the stairs, 
the steps reform themselves with an audible series of clicks. 

One Small Step For An Ogre ... 

PPPP • 
Another variation of the staircase has a long stair (up to 100 steps) 

where a trigger step can be located (using a Detect 'naps or Locate Trap 
spell). While there is nothing to prevent the adventurers from climbing 
the stairs and carefully avoiding the trigger step, there is one small rom
plexity - the location of the trigger step changes randomly at relatively 
brief intervals and, thus, the party is likely to encounter the trigger at 
some unexpected location. 



On one particularly delightful occasion, the party of adventurers in
cluded an ogre who, having earlier chewed on a length of hemp (can
nabis sativa), was more than slightly stoned out of what mind he had The 
ogre found the slide down the collapsing staircase quite delightful and -
finally - had to be forcefully restrained and carried up the stairs to 
prevent him from dehberately lriggering the trap again and again to enjoy 
the ride. 

You Can't Get There From Here 

In another case, one level of a dungeon could only be entered by a stair 
from above and a stair from below. Each staircase, however, incor
porates a trap causing the victims to be pre.cipitated into a chute leading 
directly to the deepest levels of the dungeon. 

To date, no-one has yet reached that particular level of this dungeon -
pity, jt's such an interesting place. 

Puliaps it was rigfit to aissem6{e your Cove 
'But wfiy aid you IJcl( mt tfownstairs? 

Kemble The Panel 



Can I Get There By Candlelight? 

Stair traps can be extremely simple as shown ... or can be extremely 
subtle. For example, in one case, a teleport spell was used to bypass an 
entire floor in a tower. An astute obsexver comparing the exterior of the 
tower with the interior layout would notice the discrepancy but a person 
on the staircase would notice no abnormality where the missing floor was 
~ F'mally, the only way that the missing floor could be reached 
was by resetting the teleport controls elsewhere in the building. (Regret
fully, we can not credit the designer of this trap as it might give away too 
much for those who have not been through his published scenario.) 

Clay Pigeon Pipes 

In this variation, the stair oollapses following any of th~ preceding 
formats but, at the bottom of the staircase, a magic mouth appears and, 
as the party is sliding down, will cast one or more "Magic Mis.sile" spells. 
The number of spells/missiles is dependent on the level of the mage 
setting the trap. Damage is ld6 + 1 per missile, all saves are made at -4 

. ' all armour clas.ses adjusted at + 2 



A Slip In Time ••• 
The party enters a small room (lOxlO) where a ten-foot wide stair 

leads up either to the right or left (This is a landing at the bottom of the 
stair, the wall opposite the stair is solid) The ceiling appears ten fe.et 
above the stair. At the top of the stair, is a door which, apparently, is not 
locked but does not want to open. It will give slightly if people try to open 
it (the hinges indicate that it opens toward the stairs) but a single or 
combined strength greater than 20 is required before the door will move 
... along with the entire wall which is, actually, a large stone block ... which 
will begin sliding dO\m die stairs. 

Note: the block is coated with Pasqualli's Perfect Polish and thus 
moves qwte easily once started into motion. The door, obviously, cannot 
be opened If you wish to be exceptionally nasty, the entire area can be 
enclosed with an anti-magic shell 

Alternate 1 - By The Skin Of Our Teeth 
As the block slides down (see A Slip In Tune, preceding) and the 

party attempts to avoid being crushed, the bottom section of the stair 
drops open to reveal a nine-foot wide pit. The block will slide across the 
top of the pit, down to the foot of the stairs. This leaves the pit open 
behind it and allows the victims to climb out again ... now able to exit at 
the top of the stairs. 

Alternate 2 - Gee! It's Dark In Here! 
As in Alternative 1, a large pit (9x9) opens in the landing, allowing the 

party to duck under the sliding block. But the block stops right on top of 
the pit! Means of escape from the pit are OMO. 

Alternate 3 - Clang ... ang ... g •.• ! ... ! ... ! 
As the party retreats to avoid the sliding block (each must roll dexterity 

to gain a lead on the sliding block), a portcullis will fall in a position to 
. block the sliding weight ... \\~1ich will halt with a loud clang! Those who 

have made their dexterity rolls are safely beyond the portcullis, those who 
did not - become candidates for mince-meat. 



. Alternate 4 - Now You See It, Now You Don't 
At the bottom of the stair is a second trap which will swallow one or 

more party members (on a random basis), delivering them to some other 
location. In the overall confusion, it should be easy to cover the disap
pearance of the mis.sing victims. 

As a further refinement, the mis.5ing party members could find them
selves also at the bottom of an identical stair while neither group would 
know which was in the original location nor which had moved (nor what 
circumstances the others were in). A specialized teleport spell is suffi
cient to ac.complish this without difficulty of explanation. 



Lowrie's Logroller 

This is one of the more fiendishly clever major disaster items when 
properly used and is not so much a stair trap as it is a trap found at the 
top of the stairs and entered via a trap door in the center floor of this 
unusual room. (The trap door is very heavy, thick v.oocl but, on the top 
side, is badly splintered as if spikes have repeatedly been driven in and 
then pulled out again. 

The room entered via the trap door is a long room (about 40' wide, 
100' long) with a curved floor rising twenty to thirty feet at each end, with 
broad, double doors filling both ends of the room. The entire floor is 
badJy pock-marked 

At one end of the room, the doors will reveal a small room, the same 
width as the larger room but with no exits. At the other end, when the 
doors are opened (or either door is opened) a huge spiked roller, 10 to 
20 feet in diameter and the width of the room, is released, rolling down 
the slope (and closing the trapdoor on its first pass), up the other side, 
then oscillating back again. 

When the roller finally comes to a halt, it will be on top of the trap door 
but, if the party has survived this event, another exit will normally be 
found in the antechamber where the roller was waiting. 

One wot do tfl trtatf upon anotlitr 's lied, 
So fast tflty foffow. 

Shakespeare Hamiel 



I 'Doors .91.nd Ot5er 'Dangers 

[ l(no'UI ieatli liatli ten tliousana severa{ aoors 
~or men to ta~ tlieir e)(,its 

Webster Duchess of Ma/fl 

I 

Doors, aocorcling to Sigmund Freud and <Xher interpreters of <h:eam.s. 
hold special significance. They may reveal dark secrets hid from the sight of 
man, forgotten memories or new beginning.5. The poets have chosen doors 
for the symbol of death and passing, inunortalizing them in such lines as 
'wne death and sJulJ the door' or "a door to which I fauul no key'~ 

Doors, in dmigeons, fill the same roles. Behind each lurks the unknown, 
the grim reaper or the treasures of the ages. Doors can be traps, treasures 
or treachery - each door is the symbol of the great llllSeell, each to be 
revealed in its tum. He.re., then, are doors to danger, doors to treasure, 
doors to ... 

Dagmar's Door Of Danger 

PPP ••• 
This will be a large door of any compo&tion (wood with bronze fit
~ iron, stone, etc). It may appear to be locked, unlocked or to posses.s 
no visible lock. It will normally have a latch, latch-string, knob or handle. 
The door, however, leads nowhere as it is built flush against a stone wall 
In fact, any attempt to open the door triggers the real trap - which may 
be in the floor in front of the door or could be elsewhere. 

H the door is located at the end of a corridor, the real trap could be 
located further back along the corridor. Perhaps a trap-door which, 
when triggered, drops the victim(s) into a deep pit of cold water (ld6 
damage from impact, ld2 damage each round from cold). 

This is not an exceptionally dangerous trap if the victim(s) can swim 
(roll dexterity + 6 each round to stay above water, adjust for encumbran
ces: -2 for each point of AC below 8, - 1 for each 500 GP weight carried). 
The real difficulty is how to get out - and the fact that the victims have 
a 90% chance of having dropped anything which they were holding when 
they fell! Never forget how ready adventurers always are with their 
crossbows, swords, etc, when a monster appears - that type of 



preparedness indicates that they must have their weapons constantly in 
hand ... and you can't swim with a sword in fist .... 

An extended exploration of the water (depth is variable, 10 + 2d10 
feet) might reveal empty armour, skeletons in plate armour, shields, 
swords and weapons, pouches of gold, etc. And, of course, this is also an 
ideal location to hide treasures as well as to accumulate additional 
treasures. The player who claims that he didn't drop his sword, shed his 
armour or lose his shield is, obviously, either suffering from terminal ri!JJr 
mortis ... or able to breathe water. 

Incidentally, in one case, the pit was actually used as a treasure vault 
The adventurers found a few gold pieces in the room above the pit, lost 
two swords and a shield ... and mis.sed a 100,00J GP treasure entirely. 

Door Of Endless Waters •••••• This is a discovered as a massive door bearing a number of signs or 
inscriptions warning of dangers or hazards (nature not specified). The 
door is also normally barred and/or chained from the visible side and 
may have a lock or locks, latch plates or other fastening.5, all of which are 
readily acces.sible to the players. (The keys for the locks may be found 
hanging nearby as well). 

When the door is released, it will open immediately - pushed by a 
huge volume of water behind it! Opening the door may also cause all 
other doors in the room to close (and they all open inwards). 

Note: the fore.es pushing the door open are measured in tons. fur a 
door 4'x6' with a solid volume of water pressing against it, the total force 
would exceed © ,OOJ foot/pounds (more than 30 tons!) As the room fills, 
this same force will be holding each and every door out of the room 
finnly closed 

The waters entering though 1.his door do not need to be endless but 
only sufficient to totally flood and fill the room. Everyone within the room 
with take 2d8 points from the impact of the flood waters and anyone in a 
posit.ion to be hit by the opening door will take an additional ld8 points 
(no roll to hit required). 

The penalty for stupidity is llc;ually death - but is sometimes worse. 



Escape from this chamber can be accomplished by a 'Pas.swall' (as
suming the spellcaster can accomplish this Wlderwater) or, more con
ventionally, by exiting through the single open door, the Door of Endless 
\\aters. Such an exit should not be easy - and exa:ssive encumbrances 
should add to the difficulties. Thus, this can be another useful method of 
adding treasures to your dungeon. 

If you would like to provide a treasure, an open Decanter Of Endless 
\\aters may be found beyond the door. Fmding the stopper to close this 
Decanter ... can be a whole new challenge .... 

The Door Of Doors 

••• 1:1"5 item is particularly frustrating to adventurers, appearing as an 
ordinary door of any type or construction. The initial encounter is a door 
which does not differ in any particular from other doors in the area. It 
m_ay be locked or unlocked (OMO). When the door is opened, the party 
will see a small, square room with three other doors (about lO'xl.O' is 
convenient). 



If they enter the room, the first door will close behind them. If this door 
is spiked or otherwise prevented from closing, none of the other doors 
will open. 

If the door by which they entered - or any other door - is opened, 
they will see an identical room ... with three other doors. (Only one door 
can be opened at any time while 'Find Path' spells do not work within the 
room. However, a similar spell cast anywhere in the exterior region will 
be drawn toward the Door of Doors.) 

What has happened: entering the first door has cause the party to be 
teleported to the c.enter of a nine by nine set of identical rooms. If they go 
straight through any four doors, they will find themselves outside of the 
trap ... but ... otherwise ... they can wander for quite a long time. 

For the DM's convenience, we suggest sketching a 9x9 set of rooms, 
beginning the players in the center and tracing their path. If you want to 
be particularly difficult, allow only the outside center square on each side 
to provide a real exit while all other outside doors simply lead back in the 
opposite side (by teleport). 

Alternate means of escape could include "Passwall", ''Plane Shift", 
"1eleportation" (risky) or "Word of Recall". We suggest, however, that 
'!A.ugury", "W1Z.ard's Eye", etc, should be ineffective in this area 

Door Of Instant Opening 
pp pp 

This one fights back. This appears to be a normal door, similar to other 
doors in the region. It appears to be locked Anyone using a "Detect 
Magic" will very definitely detect a great deal of magic. Neither an 
'!.\ugury" nor a "Detect Traps" speU will reveal danger. Attempts to pick 
the lock or break the door will prove futile as wiU a "Passwall" or "Plane 
Shift". Only a "Knock" spell will have any effect on t11e door. 

When a "Knock" or similar spell is thrown, the door suddenly be
comes a mirror surface, reflecting the spell back on the party. For each 
victim in the area of effect, ld6 items will open instantly (bottles, dot.hes, 
armour, boxes, etc). Please note - while the d1aracters may Save VS 



Magic (preventing the spell from affecting body orifices) their equipment 
is not included in the saving throw. 

Aitd, while the party is~ the effects, after a pause, the door will 
slowly swing open (possibly revealing something nasty). 

Door Of Violent Opening •• This also appears to be an ordinary door and may be locked or un
locked as the Dungeon Master desires. If locked, the door will present 
no particular difficulty to pick. Then, when the door knob or latch is 
used, the door will open ... violently! ·· -

The person o~ning the door will take ld6 damage from impact (Save 
vs Dexterity for 112 damage) as will anyone next to him. The door will 
then swing violently shut again! This happens with each attempt to open 
the door. "Knock" spells will have no effect except to cause the door to 
open violently and slam shut again. 

On a sutftf en open ff y, 
'Witli. impetuous recoil antf jarring sountf, 

'Iii.' inferna{ tfoors, antf on tli.eir li.inges grate 
9farsli. tli.untfer. 

Milton PARADISE LOST 

Door Of Great Attraction ••• This appears to be a wood door with brass hinges (no iron or steel) 
and should not be locked. When the door is opened, the area outside is 
subject to an intense electro-magical-magnetic field. All iron or steel 
within ten feet of the door will become intensely magnetized (including 
magical armour). All plate, link and chain mail and all steel weapo~ 
swords, hammers, bolts, knives, etc, will become stuck to all other steel 
items. 



~of Traps &Tric~r ~ 42 

A combined strength of 30 or greater is required to separate small 
items; larger items will need greater strength to separate. A person wear
ing full armour will be unable to move, draw a weapon or extricate 
himself from the armour without assistance. Copper, bronze, siher or 
gold are not affected. 

Portal Of The Mystic Jester 
ppppp ~ 

This is an archway of stone, inlaid with arcane symbols of a silvery 
material A "Detect Magic" wiU find magic but will not yield any addi
tional infonnation. The symbols can not be read by any normal means 
but a "Read Magic" spell will yield various replies of an uninf onnative 
nature, such as: "}~r mudder wetm" am1y boots'; "Y\71ig was here': 
"Gortak's a louse': '711e ttWn llJI the oily boid" or ' 711e Gosstak distims 
the Doskes". 

The portal provides no impediment to pas.sage but each person pass
ing though the portal must tl1en make a Save VS Magic or be subject to 
a random (non-harmful) effect (roll on Random 1llble 3). Effects will last 
10 + ldlO turns and then vanish entirely. 



Portal of Perilous Passage 

This trap can be located in any archway or doorway of any type of 
construction. A "Detect 'frap" spell will reveal nothing. A "Detect 
Magic" spell will show strong magical influences without revealing the 
nature of the magic. All passing though this portal, however, must Save 
vs Magic or be subject to some random effect (roll percentage on Ran· 
dom Tuble 4). Effects are permanent unless otherwise stated. 

P. T.'s Portal 

This trap appears as a large door bearing the insaiption '7his way to 
the Egress". The door may be locked or unlocked (DMO). When the 
door is opened, the adventurers are confronted by a large bird, similar in 
appearance to a huge dodo. The bird will immediately advance on the 
party and will not allow anyone to pass. 

The giant dodo (aka Egress) is actually a pemumeni illusion. It has 
three "attacks": beak (ld3), and two wings {ld6 each). Treat as a 10 HD 
monster with a movement of ro (groWtd only, can not fly) and an armour 
class of -5. The Egress will apper to defend the exit and attempt to 
prevent anyone from passing through the door. 



Any stated attempt to "disbelieve" will have no effect (but DM should 
roll anyway). However, anyone simply walki11g forward to die exit -
"ignoring that silly thing" - will pas.5 freely (and does not take any 
damage of any kind from the Egres.s). 

H the DM desires to be particularly fiendish, the remainder of the 
party could see their comrade "fall in a frenzied attack''! But be sure to 
inf onn the player in question that he has in fact exited SUCce$fully and 
safely. 

'Th.ere 's a suck.,er 6orn every minute. 
P. T. Barnum 

A Door Too Soft •• This door appear ordinary in all respects but can not be opened by 
normal means - even though it does not appear to be locked (or to have 
a lock of any kind). The door itself is constructed of a very soft wood but 
may have been painted or otherwise disgujsed to appear as metal, oak or 
ironwood. It: however, the door takes 3 HP of damage from any single 
blow or other attempt to open fon:ejully, the entire door will explode? 
This does 2d10 points damage to all within 10 feet, those between 10 and 
20 feet take ldlO points damage. 

AJternate One 
AJtemately, the door may be backed with horizonal pungee sticks 

(sharpened bamboo spears spaced several inches apart). Any character 
sma<;hing what they believe to be a solid door will be carried foiward by 
the force of their swing or attack when the door splinters before a rela
tively light force (about 1 HP). Depending on the violence of their attack, 
they have a beginning 75% chance of being impaled on the pungee sticks 
(ld20 points damage). 



Picador ••• 
This trap appears as four identical doors, set side by side in a wall 

Each door bas a trap of some sort attached. The trap.5 can be any sort 
(except for area effects such as gas, water or explosives, etc). However -
only three of tlre traps will be set!. 

All four of these doors lead to a single room ... again, with four 
matched doors ... each with an attached trap ... as before ... Repeat this 
twice more for a total of sixteen doors. The odds of su~ passing 
through four doors without choosing a door with its trap set is /'156! 

The builder of the stronghold used this like a oombination lock. He 
oould oome and go oonvenieotly because/re lmew which trap.5 he had left 
set and which were unset 

Since all of the doors have traps, a ''Detect Traps" spell will not help: 
"Yes, you detect that there is a trap on the door. So?" Since the builder is 
always "changing the combination", prior knowledge of the dungeon will 
not help either. (He may even nwve a small trap from one door to 
another at times.) 

The Bloody Door •••• This appears to be an "ornate black door with a large keyhole but with 
no handle". (N01F.: this is not really a door at all It may have fake hinges 
or no hinges.) 

The keyhole is surrounded by a metal plate bearing a complex inscrip
tion in an unknown, arcane script The "door'' will not open under any 
circumstances. 

A "Detect Magic" reveals intense evil magic! ''Detect Invisible", ''Dis
pell Magic" or "Dispell Illusion" will cause the following script to appear 
on the door: 

1HOSE WHO WISH TO PASS 1HR.OUGH ME 
1HEY MUSf USE MY BLOODY KEY 

BLOODY 'ffiOSE WHO PASS TI-I.ROUGH ME 



A special key is required for the door. When the key is found and 
inserted in the keyhole, the person holding the key will find himself 
suddenly slmmk to the si7.e of a small inse.ct and crawling on the key! The 
same thing happens to anyone who toud1e,s the key while it is in the lock 
(no saves are applicable). 

Once shrunk, the victims are able to easily walk through the keyhole. 
As soon as three to seven people have entered, the keyhole close,s, shut
ting them inside a very l11u11a11oid mouth! It immediately begins d1ewi11g 
on the victims! (The key is spit out at this point) 

The mouth will not swallow until its contents are "thoroughly che\\ed" 
(i.e. are at least 30 HP bclmY zero). Unless the victims can avoid them, 
the teeth do 2d10 HP per round The tongue, of cowse, attempts to force 
the victims into the teeth (the tongue is AC 3, 5 HD). 

From outside, the door is treated as AC 1 - inside, as AC 7 (hard to 
miss!). The mouth attacks as a 10 HD monster, attacking all victims each 
melee round. Fifty points of damage to the back of the mouth will create 
an opening, allowing the victims to escape. A total of 120 HP are re
quired to kill the mouth. 

When a victim touches the floor (on either side of the door), he will be 
restored to normal siz.e. 

One of the nice thing5 about this "door" is, there is no way a "Knock" 
spell can work on something which is already open. (Of cowse, the spell 
could "bounce olf' and alf ect party members: the contents of their 
packs, body orifices, etc.) After the mouth has closed, however, a 
"Knock" spell will work - the door's save is DMO. 

In one dungeon, where this door was the only entrance to the second 
leve~ an additionaJ verse appeared on the door: 

DRIGlfffiND SEEKS MY OLOODY KEY 
BLOODY 11-IOSE WHO PASS THROUGH ME 

Finding the 'Ring of Brightfind' (see 11-IE BOOK OF ARTIFACTS from 
Dragon lree Press), the key, and a magic ruby missing from the key's 
handle - required six hours of playing time and took tl1e players to every 
comer of Lhe first level - before they received the suitable rew·ard for 
their efforts. 



The Golden Door •• 
This appears to be a door, in a frame, standing alone with no visible 

walls or bracing - in some desolate area. The door always opens from 
the east and is visible from the east only. If approached from any other · 
direction, neither frame nor door exists. 

When the door is opened (it swings toward the party and is never 
locked), the same desolate background is visible through it ... except that 
a great pile of treasure is also visible on the ground The treasure can be 
seen only through the open door. 

Anyone stepping throu!/J the door ... vanishes! 
In fact, the door is a teleport set up to catch people for sale as slaves 

and sends the victims to a (very unsanitary) cell elsewhere in the dun
geon. (OMO - the cell door may have been broken by a previously
caught giant.) 

The treasure was, of comse, illusion. 
Players are so trusting sometimes. Tull a player who has just touched a 

painting or stepped on a fwmy disk on the floor, "You just vanished" and, 
very likely, the rest of the party will say, "Oh, well," and do it too, assum
ing that they are going to be safely transported somewhere interesting. 

On the other hand, one DM of om acquaintance simply collects the 
character cards, telling the players that they have just been disintegrated 
Really though, this is entirely too harsh, particularly since the players are 
often following simply to be nice to the DM and to avoid splitting the 
party. 

Besides ... disintegration is a waste of good slavies ... 



1(poms 5tnJ Other Cham6ers 

'To tfi..at mysterious rea{m wfi.ere eadi sfi.a{{ tak_e 
J{js cli.am6er in tlie silent fi.affs of aeatli. 

Bryanl Thanatopsis 

I 

A trap is n<X always isolated in a~ lurking round a bend or hidden 
in some dusty chest. Some trap; nave entire rooms devoted to them and 
here we proVIde a few such traps: 

Altar of Eternal Evil 

••••• 
This appears as a large, rectangular altar of polished black stone -

with four tall black candles standing at the four corners of the stone. 
Each of the candles appears to be lit but is burning with a black flame 
which offers neither heat nor light - neither do the candles appear to be 
oonswned by the flames. 

On the floor surrounding the altar is inscnbed a white rectangle of 
runes - about two feet from the altar in all directions. 

Anyone using a "Detect Evil" or similar spell will or artifact receive ld.3 
poinJ.s damage for each level of the user if they are of good alignment, ld2 
points if they are neutral or 1 point per level if they are evil 

The first person a~ the line of runes, touching the candles or 
making any kind of attack directed at the altar, runes or candles will 
immediately - oo save - appear spread-eagled on the altar, their limbs 
held by invisible bonds. The altar is now unreachable - surrounded by 
an invisible barrier of tremendous strength. (However, the cmuJ/es are 
outside this bamer and are accessible. J 

One mele.e roWld later, the clothing or annour of the victim will begin 
to be ripped open by some invisible agency, splitting their garments open 
along a line down the center of his body. This will require 5 melee rounds 
to complete. 

Following this, a silver knife appears and begins cutting the victim 
open, requiring another five melee rounds to complete and doing 3d8 
points of damage each round 

When this is finished, the victim vanishes! Forever! C.Ompletely! 
Beyond aU recovery! 



Only one means of escape is ~le - by exboguishiog the four 
candJes using Holy Weiler or a Blessing for eac.h candle. As each one is 
extinguished, the victim's corresponding limb is ~ When all are 
extinguished, the victim is freed completely. 

When the victim ttosres the runes, leaving the altar, the four candles 
immediately reignite and the altar is ready for its next victim. 

As we have mentioned previously, we do not approve of th~ traps 
from which there is no pos.5ible escape - and we have been accused of 
this being just such a trap. Please note, however, there is ample oppor
tunity to avoid or to escape from this particular trap and it is a long-Ob
served characteristic of the multiverse that stupidity often results in death 
- a truth which we would not presume to change or challenge. 

:Yet from tliose flames, 
?{,o {iglit 6ut ratlier tlarK._ness r1isi6{e 
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The Room Of Morphius 

•••• This appears to be a long, empty room with only one door entering at 
one end Al: the other end of the room is a large chest A "Detect Magic1' 
will reveal strong magic but "Detect 'fraps" will reveal nothing. When 
one or more of the party reach the approximate center of the room, the 
room will dis.solve and they will .find the~lves standing in a field ... 

And, behind them and speaking in C.ommon, they will hear a soft voice 
saying: "Hello, Dinner." The voice belong; to a large and very ancient 
red dragon He has a hWlgly look on his face ... 

If they survi\e and defeat this danger, the scene will dis.solve into 
another equally dangerous situation, with each success bringing a change 
of scene and a further challenge. 

Thle, all of these are dreams ... but damage from dream combat is real 
and dream death is also. The only way out is to disbelieve and awaken. 

The treasure chest is empty: there is no reward for chasing nighbnares 
(except experience). 



Also, we will suggest that one scene face them with blue-uniformed 
(Yankee) soldiers who are preparing to hang them from a bridge ... 

l fi.aa a tirtam wfi.icfi. was not a{{ a aream. 
Byron Darkness 

One Time Around 

This "revolving room" is more a confusion factor than a trap Use it 
with care! 

Normally, this is a small, circular room with one door. 
Several pa.s.sage.s lead toward this room but all appear to be dead ends 

- except the one which the room's door currently faces. 
Each time the door closes (which it will do unless dehberately held 

open), th05e within the room experience a momentary dizzy sensation 
(but no sensation of motion) - as the room rot.ates and comes to rest 
facing a different (randomly determined) passage. 

It aids confusion if all the passages look similar. 

jt aungeon fi.orri6{e, on a{{ sides rou.na 
Milton PARADISE WSf 

The Living Room 

••• This appears to be a furnished room with two doors in opposite walls, 
windows flanking the door opposite the entry, and a long carpet between 
the doors. The room is furnished with standard fwniture, the windows 
have drawn shades. 

When the adventurers enter the room and step on the carpet, the door 
slams shut behind them! The shades snap open - revealing two giant 
eyes! The far door begins opening and shutting in a manner markedly 
similar to a mouth - and a giant voice can be heard saying: "Get your 
filthy boots off of my tong.1e!" 

At this point, everyone in the room will disappear! 



In fact, this frightening room is just a "random teleport". The monster 
doesn't know what it ~ (nor ~ it send the victims to any specific 
location). It just wants to "make these~ people go away!" 

Version Two 

This appears similar but is not just a "random teleport". It really swal
·iows the victims and tries to digest them! Yeccchhh!!! 

This time, instead of speaking, the rug attempts to pull eve1)\1ne 

throo[ji the opposite door. The carpet is AC 6, strikes as a 12 HD monster 
and has 92 HfK. On a su~ hit, the carpet entraps its victim and, on 
the next melee round, sweeps him through the open door. 

Once lhroufji the door at the bac.k. the victims find themselves in a 
"very slippery hal/waj' sloping abruptly dO\m! (Save VS Dexterity at -3 
or slide down). When several victims have been thus trapped, the walls 
will begin to constrict, forcing the victims down the slope where they will 
fall into a irregular chamber which is partially full (3 ft deep) of acid. 
Damage is 2d10 per melee round for each victim until rescued or dead 

Afte.r the victims are swallowed, the room will "burp loudly' and 
retwn to the state it was in prior to the party entering. 

Richenbach's Special 
(Richenbach's Falls) 

••• This consists of a series of rooms, one above the other. Large portions 
of each room's "floor'' are illusion. Tu actually get "amlSs the room" to 
the treasure cltest, really requires dealing with a "stair-case" of rooms 
with partial floors. The diagram shows a cross-section of this "stair-case". 

The room marked "entry'' is at normal level for the dungeon. It is an 
empty room with one door, which is at the opposite side from where the 
party enters. 
. The second d?Or leads to a simlar room (Room 1) which has an 
illusory chest agamst the far wall, opposite the door. Only the first 1/4 of 
the floor is solid! The solid part is shown by the wide black line in the 



diagram The rest of the "floor" is an illusion. If anyone steps beyond the 
solid part, "You just fell through the floor!" He falls into Room 2 

The other rooms work the same. In Room 4 and Room ~ the back of 
the room is solid and the fronJ is illusion. The treasure chest in Room 4 is 
solid too and may contain some treasure. 

In Room 6 the whole floor is solid The chest in Room 6 is also solid 
and generally does contain some real treasure. 

The "erit" room looks just like the "entry" room But its floor is aO 
illusion. When they go out of Room 6 into the ''erit" room, "You just fell 
through the floor again!" 

This time they are 
teleported back up to the 
real "entry" room and ''f aU 
tlV'OUfir its ceiling" to land 
on its (all solid) floor. 
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the floors and will start lowering ropes to their fallen comrades. A few 
ores on a lower leve~ waiting to cllinb up the ropes, y,oold not be amiss. 

Also see appendiix "Monsters And 'Il'aps". 

Jllntf in tfie fowest tfeep a lower ieep 
Stiff tfireat 'ning to tfevou.r me, opens witfe. 
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Pool of Delusion 

••• This large pool of water is "glowing with green phosphorescence". In 
the bottom of the pool appear a number of statues covered with bar
na~ and with green glowing mos.s. Some are wearingjewehy, carrying 
fancy weapons, etc. 

Anyone going into the pool experiences a delusion that he or she can 
breathe this watent (Sa..e is DMO: we recommend no save for ex
perienced players). Breathing the fluid seems quite easy and effort!~ 

But this is delusion! In fact - the ml/er is nonnaJ, and they are droMi· 
ing! They just don't know it! ld6 + 3 rounds after submerging, the victim 
loses consciousnes.s, drowning in another ld4 + 4 rounds unl~ resaied. 

All valuables on the 'statues' - which are, of cowse, previous victims 
- are tiflU/y encrusted with bama~ and will take ld4 strength rolls to 
pry loo6e. No snatch and grab here! 

Although it is wilikely that a party will "luck ouf' on this trap, it has 
happened at least once. A strong fighter innocently drank a 'Potion of 
Wclter Breathing' of his own before going into the water. He easily 
stripped the pool of treasures and the party left, still wondering how the 
statues came to be in the pool ... and they are wondering still, unl~ they 
ha..e read this book. 

'Wfitnce came tfttse statues, a{{ 
ln jewtCs ana gauas t fie poo{ aaorning 
.Jllna iii tli.est scepterei weapons f a{{ 

'Witfi ft.opts of wea{t fi tfiat littf a-6orninq? 
Anon Satan s Garden 



Jumping Jacks 

fJfJ ••• This appears to be a larg~ low-reilinged room (DMO - blood stabis °'' tlre ceiling!) The floor is paved with~ (5' square) Oagstones. 
Several of these stones are mounted on spr;ng..,. Fifty pounds of 

weight on any spring-mounted stone releases a latch - allowing the 
stone to "spring upw.ml"! Anyone standing on the stone will be smashed 
against the ceiling (damage DMO). Damage from falling off of the 
flag.stone as it rises is ld6 per 10' fall 

The nice thing about this room is that any kind of "Detect 'fraps" 
aimed at the ceiling (where the bloodstains are) will reveal 11othi11g -
since the mechanism is entirely under the floor. If you would like to assist 
in fwthering mis-impressions, some suspicious-looking features might be 
found on the ceiling - perhaps a grill which might cover a magnet or a 
jewel similar to others casting rays elsewhere in the dungeon All quite 
non-hazardous and non-magical. of course. 

Note: this trap can also be constructed by magical means, such as using 
levitation 



I Rave I (jot .Pl 'Trap !for ?'"ou 

9lis f ooa 'Ulas gfory 
'Wfiic/i. was poison to fiis mini 

Jll.na peril to Ii.is 6oay_ 
Taylor Philip Van Arlevelde 
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And then there are those player characters that are ju.st plain a pain in 
the .. J (Your choice of anatomical location.) In some way, shape or 
fashion, these characters have become so well equipped, armomed or 
endowed that they think they can just waltz through your dungeon like 
they were on a cake walk. The.ref~ here is a selection of traps designed 
especially for your favorite 'super-hero'. Used judiciously, these annoying 
charcters will never be seen again. 

Superhero Special 

f,Jf,Jf,Jf,Jf,J ••••• 
We\re all encountered those players who have a briefcase full of char

acters whose lowest attributes are 17's and 18's. This trap (and variations) 
is devised specifically for just such overinflated Super-Hero types. 

This "trap" is really a lair of the minor deamon Inescue, the "Devourer 
of Ovelweening Aptitudes". It may appear to be a huge door, chest or 
other "openable" object. 

This object or doorway is placed where only one character at a time 
can attempt to open it Since it requires a combined strength, dexterity 
and constitution of 48 points to open the object - obviously only an 
inflated Super-Hero c.an do it! 

(Note: Inescue is more than able to thwart any spells intended to 
detect traps or to detect magic if cast by a mage or cleric of less than 11th 
level There is a 10% chance for detection for every level above 10th.) 

Once the door is opened, the Super-Hero is immediately puUed inside, 
usually by "a~ grasping hand" 

From inside, the sire of the interior bears 1w relation to the sire of the 
exterior. The Super-Hero finds himself facing Inescue! Roll for initiative! 



lnescue appears to suffer 
damage from all attacks - but in 
fact he is "totally and completely 
immune to all weapons, either 
physical or magical". 

Inescue's response to each and 
every attack is a sweeping motion 
of his amazingly long single mm, 
He has 65% chance to hit, regard
les.s of annour class or dexterity 
bonuses. Though the victim talces 
no apparent damage and is aware 
of no k>s.5es, each hit in fact sub
tracts ld4 attnbute points from the 
Super-Hero's highest attnbute! ln
escue feeds on these stolen at
tributes and will continue to fight 
Wltil his opponent has no single 
remaining attnbute which is higher 
than 12 Also, for every four points 
lost (total) there is a 1055 of one life 
level (experience level). 

As Inescue feeds, he beoomes 
larger and larger and, when he 
gets an especially fine bite, he will 
drool visibly. 

Inescue can be defeated only by 
a lawful good (DM's decision) 
cleric of 6th level or higher, casting 
a "Protect From Evil" or "Bless" ... asswning that the cleric is able to 
read1 Inescue and his victim. When lnescue is finished with his feast (or 
defeated), he will expel his victim from the trap. 

'Every ftuo 6ecomts a 6ort at Cast. 
Emerson Uses of Great Men 



See-Saw 

••• This appears to be a "flat bridge" aver a moat or river, usually covered 
Mil heavy fog. As the party moves aaos.s the bridge, they notice "odd 
motion". Not exactly "ridcety" - but the bridge seems to ''bauu:e with 
each fOOlslep" - or even bounres sometimes \Wen they are standing 
still.._ 

In fact, the bridge is balanced like a see-saw over a fulaum at the 
center! (Probably because it is "over-due for repairs".) 

On the /IJL.e.nd of the bridge, moving tomurl the party, is a 1Jem,y 
monster (or mu!) whose combined weight roughly baJanas the party's 

:nl.tl we'6"". 
If the party can manage to ke.ep weights equally distributed on bolh 

ends of the b~ they can aos.s safely. Otherwise, the bridge will "tilt like 
a ~saw" and both party and monsters will fall into the moat! 

Recommended size for the bridge is 1fhCl.Y. We suggest that this 
bridge not be well-oiled unless you want an exercise in the mathematics 
of weights and leverages - far better that it should jerk and stick. fur 
major decisions, sketch a clock fare wi1h the bridge level at 9:00-3:00. 
Each major shift in weight toward or away from the fulcrum point should 
cause a tilt of ld4 'minutes' and require a dexterity roll to ke.ep standing. 
When the tilt reaches 8:00-2-00, all characters are prone and rolling 
strength and'or dexterity to hold on. At 7:00-1'00, all will fall off. 

This trap is especially designed for those young magicians whose 
response to every monster encountered is "Levitate 'em and drop 'em" _ 
that much of a weight-change should cause a tilt of2d6 at Iea,q, 

This trap is especially designed for those young magicians whose 
respome to every monster they meet is "Levitate 'em and drop 'em". The 
weight-change from levitating a monster should cause a tilt of 2d6 at 
minimum. 

And if you're fe.eling nasty: when the monster is leviJated, the party's 
end of the bridge "drops out from under their feet". And when he's 
dropped - it rises up to "smack 'em''. Ping-pong!! 



The Black Knight's Cross 

~··· 
This trap is for your indiscriminate hack and slew types who want to 

kill everything they see to gain experienre points. (We do not give ex
perienre points for killing m1jdw1g - only for performanre.) This magi
cal-illusion trap has many phr.;ical forms but usually appears as a harm
less a-eature who will not attack the party. The trap becomes active orily if 
the target creature is attacked. 

This trap affects the '6il!Jk.pa1ty. Each member of the party will find 
him/herself facing a "black-armoured Knight" (actually an illusiori) who 
"holds an ebon sword poised to swing". (hnportant Note! The "Krughts" 
must never be allowed to win an initiative roll!) Each member of the 
party is allowed to attack (treat "Knights" as AC 9) but the attacks do not 
appear to damange the "Knight''. When the ''Knight" strikes back, he 
always "appears to miss" - but sometimes the party member takes 
damage 011~/ 

In fact, the party members are really attacking each other! 
For example: If three players succes.sf ully hit the "Knights" in a given 

melee round, the damage rolled by player #1 is inflicted on player #2, 
the damage rolled by #2 is inflicted on #3 and so forth ... even though 
the attacks of the black ''Knights" appeared to miss. If only one player 
hits successfulJy, he receives his own damage. 



Any person who suc.ces.sfully "Disbelieves" will no longer see the 
"Knights" nor receire damage - but the other players should not know 
this. A1so, an}Qne refusing to make an attack will not be attacked 

When all players have either disengaged or have been killed, the 
"Knights" will vanish and the swviving adventurers find themselves back 
\Wre they were when they triggered the trap ."but will be the \'rol'SC for 
wear. 

These tra~ were originally designed by a 33rd level Druid who placed 
them to entrap humans and others who were wantonly slaying every 
aeature encountered 

Trap-Door Spider 

•• The 'frap-Door Spider has the psychic ability to cause people to falsely 
sense or "detect" a "trap or some other form of danger". 1lt.is is a type 
of of natural protection to discourage acM:ntw-ers from disturbing her 
nest 

If the party tries to investigate or to locate the "trap", the trap-door 
spider will emerge and chatter audibly at the intruders. The trap-door 
spider looks like a five-inch funy spider and emerges from a small, 
silk-lined hole with a trap-door. 

This spider is AC 9 and has 1 hit point However, if the spider is killed, 
the spider's soul will takeover the body of one of the party (75% chance 
this will be the person who killed it - IlQ save is applicable). Inside the 
nest are ~ and the spidec (in the victim's body) will remain on guard 
to protea the nest until the~ have hatched (ld4 days). 



The spider can use all the abilities of the victim (both natural and 
magical) and will resist any attempt to remove the victim from the loca
tion. If the nest or any of the ~ are destroyed, the unborn spiders will 
take over other party members (no save - but there will be 2-4 fewer 
~than party members). The possessed player characters will get a.s 
close to the nest location as pos&ble and curl up into fetal positions, not 
moving for any reason. (If carried away, they will fight - using only bare 
hands - to return.) 

Only when all of the egg5 have hatched will the victim be released. If 
the first victim is killed - or forcefully removed from the nest location 
- the spider's soul will shift to another party member and remain on 
guard 

Only when all of the e~ have hatched will the victim be released. 
Then all of the possessed victims will be released as the spider's souls 
depart. The victims will have a full and complete memory of all that 
occurred while they were pos.sessed 

Clank, Clank, I'm A Tank 

••• This trap is simple but highly effective against overarmoured charac
ters and can be located almost anywhere (underwater is always nice). 
Essentially, this a giant magnet (electro-magic-magnetic), usually located 
in the ceiling. It may have a matching magnet in the floor. 

When the trap is first activated (it may have any sort of trigger), 
evel}\?t1e ~ting plate armour (or splint or chain mail etc) is jerked 
viole11tly toward the mag1el and stuck there! 



The damage resulting is determined by the amount of armour worn -
for evecy ten feet of height, damage is ld6+1 for each armour~ point 
belmv 6. (Thus, a person with an armour ~of 2 and a twenty-foot rise 
would take 2d6+8 points of damage.) Characters not wearing metal 
armour will not be jerked to the ceiling but will 105C any steel objects 
carried (swords, axes, etc). 

After a brief interlude, the magnets will release or reverse! Anyone 
else not wearing armour who is still in the area must save on dexterity or 
be hit by ld6 falling objects (people in plate armour, weapons, etc). The 
armoured victims now falling will take 2d6 + 2 damage per 10 foot drop 
and per armour ~ below six (gravity plus magnetism on fall). 

The nastiness of this trap is regulated by the height of the fall and rise 
(and by choice of extra nasty locations) and the number of times the cycle 
repeats. 

Alternately, the trap could be designed to hold the first victim(s) on 
the ceiling until someone enters the room and tries to rescue them. It 
would then cycle and jerk the victims to the floor. {A strength of 40 is 
required to move while wearing full armour with the magnets on.) 

The trap could cycle once and then keep the victims pinned to the 
floor as food for some non-ferrous creatures {shambling mounds, 
gelatinous cubes, etc - or rust monsters!). 

This trap is guaranteed to make players appreciate the non-magnetic 
qualities of leather armour! 

The Little Leather Suit Trap 

•••• In the interests of fair play, this trap could be combined with OanJc, 
Clanlc, Pm A Tauk to demonstrate the final failure of any type of armour to 
insure perfect safety. Of course, the idea of safety in a dungeon is a bit of 
a fantasy anyway ... 

For this trap, }'OU need a magic mouth above the door to a room. It 
should be set to execute a "Create water" spell when the first (OMO) 
person in leather amiour steps thought the door. 

Next the room becomes wry lWlnn and brightly lit and the heat causes 
the >wt /ea/her amiau to shrink and harden. 

H the armour is removed quickly (in the first melee round), the wearer 
talces no damage. Hnot removed; in the second melee round, shrinkage 



will do ld4 damage; in the third, 2d4 damag~ etc. Also, each round of 
shrinkage will make the armour harder to remove: the attempt should 
require a dexterity roll minus the nwnber of rounds which have passed. 

By the end of this process - which should take about 10 rounds - a 
suit of leather armour will become about the right siz.e to fit a pixie and 
roughly the consistency of rock! 

If the wearer is not able to get out of the armour, they will have to be 
cut out This will take three melee rounds and give him ld3 points of 
damage each round ... i11 addition to the shrinkage damage. 

If the victim cannot free himself within five melee rounds, it will be too 
stiff to remove unas.5isted at all 

Yes - the victim could get killed this way! 

If you want to make rescue difficult - and add extra suspense - then 
before the water and heat begin, the victim is trapped and isolated: the 
door slams shut and an anti-magic shell is activated around the room, the 
doors wizard-lock (treat as 20th level). 



The Fourth Of July Special 

We all have met the superhero type who has garnered so many magi
cal items that they have™> assistants following them with golfbags full of 
staffs, wands and magic swords while a librarian keeps track of the 
scrolls, librams and miscellaneous items. 

"Come into my~" said the spider to the fly ... 
Here then is a room which activates anything and everything.!/ 
Magic items - teclmo weapons - everything does its thing! Right 

now all at once! Pow! Wham! Z.apeeee! 

The enclosure is 100% magic resistant (powered by the magic it ac
tivates). Also it automatically wiwd-locks ... negates teleport spells, etc. 
So long as there is an}1hing magical within, no-one is able to leave and all 
items within will be discharging all of their stored spells, powers or ener
gies in a fantastic fireworks display. 

However - since the room "eats" the magic power released - no 
one can really get harmed by any of this! 

On one occasion, the fireworks were so intense that, at the end of the 
discharge, a small voice was heard to say: ''That tasted fPOd!'~ This has 
never been explained, investigation of this effect having been hampered 
by the ol:Mous difficulties. 



Maya }11.n{{ Other Illusions 

'Tli.i.s worU i.s a{{ a fluting snow 
'for !Man's i{{usion 9ivtn 

Moore This Worla Is All A Fleezing Show 

This type of trap was desil?.ned to catch ~be! characters~' while 
le«ir?g JOw-level innocents w.i1k the same hailS in safety. If ~u'd like to catch 
low-level characters too, then let them find, early in the ~ a scroll of a 
dozen "DispeD Magic" spells. 

"Y 110 be wasti11' y efforts difjj11' a pit f bear iftz y be u11d11' a ~ 
nO'rVf' - HT 

A short table of other suggest.ion5 follows this section. Good luullilzgl 

Bliss of Ignorance 

The point of this trap is, sometimes the truth is scarier than the illusion! 
In fact, this is a room with a glass Door - polished glas.s, totally 

(1'(lJ ispare11t/i11 visible! 
Under the floor is something really scary. like a Pit of Hell with devils 

flying aroWJd 
However, when the party enters, all this is covered by an i!Jusio11 of a 

normal floor. The point is to tempt the party to cast a Dispell Magic or 
Dispell Illusion at the floor. When the illusion vanishes, they suddenly 
find themselves "suspended" above the Pit (or whatever) with no visible 
means of support! Panic!!! 

Also, if you want to be nasty, the devils (or whatever) can now see the 
pony and attempt to attack them. Roll for initiative! 

Here is the illusion we use in Delos to cover the glass floor: 



"This is a large room with a polishe.d marble floor. In the walls are 
sever~ small, gold-plated doors." When any of these doors are opened, 
a shoWer of iJlusOty "gold pieces" fall out! (Save on Dexterity against 1d4 
points damage, because these "coins" are about 2" diameter and heavy! 
You might call it a heavy-duty illusion ... ). The "gold pieces" then con
tinue "rolling around on the floor under their own power'' - giving 
evel)body's feet 1 point of damage per round 

A "Dispell lliusion" cast on the coins rolling around the floor a1so 
dispells the illusion of a floor ... revealing the true danger. Save VS Fear 
or be paralyzed for ld4 rounds, then flee in panic for 1d12 rounds. 

Any individual making their roll to disbelieve will see the same thing -
write them a note. 

Durboraw's Di spell of Despair 

PPP •••• 
This is a small room or a oonidor which you have to enter by climbing 

down a metal ladder attaclied to its wall There is no other exit. The 
room appears to hold treasure or something of interest 

When anyone descends into the room, a magic mouth appears near 
the ladder and be~ shouting taunts, imitating a shrieker, etc. 

If the party throws a "Dispell Magic" on the magic mouth, the whole 
wall vanishes! (It was the result of a "Stone w.ill" spell) ' 

Naturally, when the wall vanishes, the ladder used for entrance is no 
longer supported and will fall to the floor. But, more important, the 
tremeru:lous volume of water which was also held back by the wall ... well, 
you can figure it. 

Let Twenty Pass ••. 

• ••• This appears to be "a stone wall with a golden door''. But when 
touched, the wall/eels "smooth as glass!" No door can be felt! 

A "Dispell lliusion" or "Dispell Magic" cast on the wall dispells the 
illusion of both the door and the "stone" wall ... revealing aglass wan with 
a basilisk behind it! '~tm V.S Stoning!" Got' cha! 



Unstone The Twenty-First! 

•••• 
In this variation on the last trap, a "large boulder" is found in the room, 

half-buried in dirt or rubble. 
This "boulder" is realJy a dragon (or dinosaur etc*) who was stoned by 

the basilisk long ago. 
H your magic system allovvs, a "Stone Tu Aesh" or ''Dispell Magic" 

which is cast to restore a stoned party member can also un-stone the 
monster! "Roll for illiliativel" Got' cha again! 

(*Or if you want to be really nasty, use a cockatrice .... ) 

The Enchanted Forest 

•• The party's way is blocked by a "forest, lake, etc", that does not fit with 
the surrounding area - obviously an illusion. Within this illusory scene, a 
"giant dinosaur" is having a bloody, noisy fight with some smaller 
monster. 

Naturally, the party assumes that both monsters are illusory. 
They are half right. The "giant dinosaur" is illusion. 
But the smaller monser is real. So if they use ''Dispell illusion" or 

''Dispell Magic'', everything will vanish except the smaller monster -
which is now free to attack the party. "Roll for initative!" 



Blind Man's Bluff 

••• In the renter of a well-lit room which is lined entirely with mirrors, you 
find a stone pedestal appears to be empty. However, if you touch the top 
of the pe.destal you can feel an invisible ~ ~ trunk. 

A "Dispell Magic" or "Dispell musion" causes the trunk to become 
vi9ble ... along with the magic Symbols inscribed all around the pedestal. 
EVCl)OOe seeing the Symbols must Save VS Magic or suffer insanity, 
sleep, fear, or whatever they were "Symbols of". 

What makes this room extra dangerous is the mirrors on the walls. 
Since the Symbols will be reflected in the mirrors, it doesn't matter which 
way people are looking when they become visible. 

We also suggest that these Symbols should be carved into the stone so 
that anyone feeling the sides of the pedestal may either notice them and 
be forewarned - or suffer the same effects as if he bad seen them. 

-----

Jf.na, {i~ tfie 6asdess f a6ric of tfi.is vision, 
'Ifit cfou.a-capp 'a towtrs, tfi.t gorgtou.s pa{aces, 

'Ifit so!tmn ttmp{es, tfit gnat g!oht itsdf, 
'Yta, a{{ wfiicfi it infitrit, sfi.a{{ aisso{vt, 

Jf.na, {i~ tliis ins uhstantia{ pagtant faata, 
Ltavt not a racf__ 6tfiina. 

Shakespeare TEMPEST 



And Other Inducements 
More ways to tempt a paJty to cast a ''Dispel/ Mafi.c" or similar spell· 

1) see Random Effects table 
2) a Magic Mouth appearing and shouting annoyances 
3) something which is doing minor damage to the party is suspected to 

be a pus.51ble illusion 
4) the party is attacked by some invisible annoyance 
5) a party member has just been: 

a) stoned d) polymorpbed 
b) blinded e) charmed 
c) enlarged f) levitated 

6) a illusory or invisible object appe.ars to be blocking the pas.sage 
7) as a last resort, a magic mouth can appear and cast the appropriate 

spell (but it's always nicer if the party does it to themselves). 

Also, please consider the possroililies wlren a pmty accidentally dispells 
any of these effects: 

1) enlarge 7) wizard Jock 13)web 
2) hold portal 
3)knock 

8) polymorph object 14) reverse gravity 
9) polymorph creature 15) imprisonment 

4) levitate 10) permanent pas.5W3l1 16) mud to rock 
5) invisibility 11) stone shape 17) snakes to sticks 
6) mending 12) flesh to stone 18) warp wood 

Some of the possible results are: 
1) something drops on the party 
2) something supporting the party drops or disappears 
3) alteration releases: 

a) rubble, dragon manur~ etc 
b) clockwork mechanism 
c)gas 

d) water 
e) missiles 
f) monster( s) 

'Tfie eartfi fiatfi 6u66fes, as tfie water Ii.as, 
;.;lna tfiese are of tliem. 'Wfiitfier are tfiey r1anisfietl? 

Shakespeare MACBEIH 



3/etnloc{ 3lenbane & 3/orror 

.91.n ounce of poison in one pock.:f,t 
.91.nt! a quire of 6aa verses in tfie otfier 

Macaulay On Fredrick The Great 

Several sources have ccmmented at length on the use of ~ns but, in 
briet: the DM who ~ scatters instant contact JX?isoos. poison darts, 
etc is failing to pro\.ide the~ requisite of a~ While these may do 
much fa- Ills kill rate, he will soon \\\:>ndet Why there are net playe.rs 
interested in his dungeons. 

Hey! Someone Oiled The Door Knob! 

pp pp ••• 
Contact poisons can be wonderful traps ... so long as they do not have 

an immediate fatal effect. Ideally, their action should be so slow that the 
\.ictim will not know when or where or how contact occurred. The only 
thing which the \.ictim should be aware of is that they are feeling weak, 
that their dexterity is decreasing, that their strength is failing. that other 
attributes are slowly decreasing. 

The usual first attempt at remedy is a "Cure Disease" which, of co~ 
will have no effects on the debilitating poison. When the \.ictim becomes 
suspicious. then allow them to become aware of characteristic changes in 
skin oolor or of small pustules forming at the point of contact or some 
other confirmatory symptoms. 

Be fair now - there should alwa~ be some chance of a cure, however 
difficult. The narrowly escaped danger (or the almost avoided death) 
makes a much more interesting dungeon than "Oh. you just touched the 
door knob? Gee, sorry but you're dead." 

Even Psychos Ride Semantics 

Often times, the appearance of a trap can be quite as effective as the 
presence of a trap and, if you have prepared the adventurers' minds by 
an encounter (or two) with a subtle danger such as poisoned door knobs, 



then even the mention of a strangely tactile surfare - even if totally 
harrnl~ - can send the party on a paranoia trip. Just don't be too 
discouraging ... and Jet them enjoy their ride. 

Mourning Becomes Euphoria (Or Vice Versa) 

~~~ ••• 
But not all poisons are painful. Au contraire - it is not unknown for a 

most serious poison to produce swprisingly euphoric effects, sending the 
victim merrily to the happy hunting grounds, so to speak. 

With this type of effect, the slow debilitation of strength, dexterity and 
other attnbutes - as with the more familiar poisons - does occur. But, 
the 1-ictim himself is most unlikely to notire since he is "feeling wonderfuJ, 
oouldn't be better, really quite marvelous ... " Right up to the point of total 
oollapse. 

This is similar to the euphoria experienred by a drunk. (Alcohol is also 
a poison - see MONSIROUS CMUZATIONS from Dragon 'Ilee). 

Why Do I Always Get The Love Notes? 

~~~~~ •• 
And it is quite wmecessary for a poison to kill! Much more interesting 

effects are possible and can do wonders for your plot. A note passed to 
a player reading '~)\?fl opened the d1est, .}Ult felt a prick on .}Uftr tluunb 
and ... " and proceeding to detail the effects is so much more useful than 
a hundred poison darts which call for immediate response by the entire 
party. 

If your victim is a competent player (and if you provide a poison with 
interesting effects), then you and your new victim/ally can proceed to · 
drive the rest of the party to discraction as they try to disc.over what has 
happened and how to cure ... or cope with ... their poisoned comrade. 

Or fiave we eaten on tfie insane root 
'Tfiat ta~s tfie rtason prisoner? 

Shakespeare MACBETH 



A Suitably Insidious Poison 

••• A suitably insidious ~ (discovered in the ~ <f some oriental 
black forest by elves, nae doubt) .. cause paranaa. Fbr exam~t; sup
p:re that - instead of inti~· a Victim that he has been poisonea - }QU 
~ him a note telling him ' that there are several~ in the 
party ·- and a oootract has 1 put out on him! (Few adventurers are 
t9tally blameless anyway and the character \Wo ~ no e.nemies has never 
dungeooed BesideS, it inigbt be true! Only the shadow knov.s ·-) 

Alternative One: Turned Gently On A Spit, 
Basted With Herbs 

Perhaps your victim might develop an intense hunger for roast dwarf 
(this can be especially good if he is a dwarf). Due to this, all attacks must 
be made at -3 and all dexterity rolls at -3 until his hunger is satisfied or 
cured Of oourse, it is always up to the DM to decide which cures work 
and which do not ... 

Alternative Two: It's Nice To Be With Friends 

Delayed effects are always nice - some time after the actual contact 
with the poison, give each player a note telling them something unimpor
tant. At the same time give the victim (or victims) a note telling him 
(falsely!), ''You are suddenly surrounded by ores (or vampires, demons, 
skeletons, etc) but they do not appear to be taking any notice of yolL" 

Allow him to think the rest of the party has been altered in some 
strange fashion. (Doppl~ers make a nice impression, too .... ) 

Alternative Three: Suddenly, His Face Began To Change 

Another effect (or simultaneous with any of the preceding) is for the 
victim's appearance to change in some outre' manner. In this case, in
form only the oilier players. The victim should be unaware of this change 
but should be made to alter his behavior to match the effects "observed" 
by the others. For example: 

The victim is told (fmsdy!): 'vrhe rest of your party have developed an 
unbearable body odor and you will have to roll constitution each round 
in order to stay within 15 feet of them." 

The other players are told (llll/yl): 'vrhe victim appears to be changing 
into a giant hairy beast eight foot tall ... " - Enjoy! 



~Of'Traps &'Tri&J: ~ 72 

Alternative Four: The Duke Or Nonesuch 

Delusions of grandeur always add interest (and go well with euphoria). 
Suppose that the victim imagines that he can shoot Oames from his 
fingertips - and sees anything he touches begin to glow or bwn? Other 
pos&bilities include delusions of giant strength, flying. clairvoyance or a 
special sense for the location of traps or magic. See also Insanity Tubles. · 

Alternative Five: On Worlds That Mortal Man 
Had Never Seen 

The victim might imagine that he had suddenly acquired 'IlueSight 
The DM never actually said so, of course. But she did pass the victim 
true notes when the rest of the party were seeing illusions, etc. (Fust stage: 
tme notes.) 

After a suitable interval, the second stage begins: hallucination. Now 
the victim receives notes telling him he sees certain t.hing5 which the party 
does not. But these are private hallucinations - neither real objects nor 
nonnal magical illusions. 

F'mally, in stage three of this aflliction, nothing the victim sees has the . 
least vestige of reality. 

"' 'F y' set any O[Fin' Pard 011' Pard O!Jlin' Peter, 'tis ay nutdi less t'be 
doon. Do no' gie y'sel' efforts }WJ( y'patsies am b' doi11' fy~" - H.T. 



I Spi( es ... 'Bars ... Pro6lems 

Stont wa!!s ao not a prison mali:J 
?{pr iron 6ars a cagt 

Lovelace To Althea From Prison 

'''.But tfuy surt fu{p!' • Dana Schaefer 

I 

Here are a selection of ingenious trap; which, if not prisons, at least make 
poets liars. These are largely dependent on timing fer their best effects and 
slxluld be emplo}ed carefully. 

Birnam Woods To Dunsinane · 

p ~·· 
Usually found in a long hallway, clues are several rows of small holes 

in the floor at each end of the hallway. These may be concealed by loose 
dirt. The trigger is usually located at the midpoint of the hallway. 

When the trap is triggered: At each end of the hallway, a row of spikes 
rise slowly from the floor. When these have reached a height of 3', a 
second row begins rising. And so OIL 

The point is that more rows of spikes continue to appear, growing 
cl05er to the midpoint of the corridor ... ie, closer and closer to the 
trapped victims! At OMO, there may be a safe center area where no 
spikes appear. 

As each suc:cessive row reaches 3' high, the next row appears (with the 
previous rows continuing to rise). Each row of spikes may stop at a 
certain height - or may rise to the ceiling. 

Alternative: A row of spikes spring up at each end of the hall to a 
height of 3'. In the next round, another row sp~ up inside the first, 
continuing until the hall is filled with 3' spears. 

Then the two 01110 rows spring up another 3'! The cycle continues until 
all spikes reach the ceiling. 

" Tis tJUe, a single set o' bars can 'old a man a' well a' dme11, but 't do 
110 lum11 t' be ge11erous_a time o' two." - H . T. 

tfit airtf u{ spring Of woes unnum6erul 
Pope IL/AD 



Delayed Action ••• 
A room with several doors has a line of small holes running in front of 

each door, which will detect as a traps. When anyone approaches a 
doorway, normal-appearing spikes shoot up in front of that door to a 
height of two feet (ld4 damage, Save vs Dexterity). 

4 + ld4 rounds after any one of the door-traps has been triggered, all 
the spikes in front of all the doors suddenly shoot up to the ceiling -
twning the room into a cage! 

Note, anyone attempting to enter or exit as this occurs will take 2d6 
damage and have a 10% chance to be pinned to the ceiling by one or 
more spikes (Save vs Dexterity). 

Cage Of Greed ••• Again, this appears as a line of small holes in the floor. But this line 
runs aU around tlre room, about two feet from the wall. Hung on the wall 
are many treasures! - or inscriptions or something else of interest 

The holes are covered by dirt and often not noticed, but a "Detect 
'Il'aps" will show "numerous traps in the floor of the room". 

When any of the treasW'es are disturbed, a row of spikes in front of 
that item will suddenly and violently shoot up to a height of'Z- 3' (doing 
ld8 damage to each victim standing on or above the spikes). 

This occurs separately for each treasW'e. If the party figures out a 
method of getting at the treasW'cs \vithout being impaled by the spikes, 
the spikes will continue to appear each time a new treasure is disturbed 
ll!ltil five sets of spikes a~e up. Then, when the sixth set is triggered, all of 
t11e spikes - including all not yet triggered - shoot up to t11e ceiling, 
forming a barred cage with the victims inside. 

Anyone in a position to be hit clired.ly by any of the spikes at this time 
takes 2d6 points damage. 

'Ilic rinsunn 'd fr.eaps 
Of misr.r'.< t.reasu.re 

Milto11 PARADISE LOST 



Once A Trap, Always A Trap 

PPP ··~· 
This appears to be "a set of iron bars which once formed a cage" -

now blocking a pas.5age or set in the corner of a room. The bars are 
twisted and bent as if destroyed by a very powerful and very angry victim. 
(Oddities: the "metal" is not rusted ... and it does not detect: as a trap!) 

It appears po.s.sible to go through the breaks in the cage without dif
ficulty. However, when a victim enters the cage area, the "bent and 
twisted bars" begin to "writhe" - and move to seize the victim. 

In fact, this is an "Irontree" - a mutant plant which camouflages ilself 
as ''twisted metal". {That's why it doesn't rust or detect as a trap!) 

Entrapment requires one melee round after the victim enters the 
'cage'. After this, the Irontree does ldlO damage per melee round by 
constriction (no roll to hit required). It is an 8 HD monster and is AC 1. 

When the victim is dead (or ceases movement), a mouth will open in 
the root and the lrontree will try to stuff its prey into the mouth! (Mouth 
is AC 7 and will do 2d10 acid damage per melee round (victim's armour 
class does not apply). Hee/U/Jlpppp!!!! 



: Jl Littb 1{.ay Of Sunshine 

'Young fancy 's rays tfi.e fii{(s adorning 
CoU-pausing caution's {esson scorning 

Burns Epislle to James Smith 

Every darkness should be pierced by a small ray of light, a beacon of 
hope to the weary adventurer. Unforttmately, too often the pla)ers seem to 
prefer to avoid such ra~ ... and such suspicions can not help but bring a 
certain smile to my wicked mind 

Ray-type traps are useful in the e:merne: they require little preparation 
for their placement and may adorn hallways, entrances, stairs and other 
miscellaneous locations - or shine from artifacts such as small JXlt-bellied 
idols, rare gems or magic weaJXlns. 

Note: any pla)er examining a gem may certainly be expected to have a 
light or light-source to aid their inquisition and, if such a gem \\ere to reflect 
a ray of light, is this at all mmsual? 

A Changeling Light 

This ray of multi<0lored light results in its target undergoing a shape 
change (permanent or temJXlrary) and confers the fXl\\ers (if any) as well 
as the aspect of the new shape. Snails, frog5, bwmy rabbits, mosquit~ etc 
are all very nice but, of cowre, are not the only options ·- and a very large 
red dragon in a very small room ·-

A Very Wilted Power 

We suggest a soft green ray oflight for this - the color helps to sooth the 
poor fighter \\ho has just found his ~rd is now softly melting wax·-

'Wfi.at sum 't{ corporea{ me{tei, 
j<}s 6reatli into tlie wind. 

Shakespeare MACBETH 



A Touche' - A Definite Tonche' •• This ray is - naturally - a shocking pink and drains one (1) ability 
point (random or DMO, pennanent or temporary). 

Cool And Cautious 

This cone of blue light operates like a "cone of cold" (save vs Con
stitution or freeze to death). On save, take 10d6 points cold damage. This 
is definitely a chilling effect and far too strong for many parties. 

Is There A Doctor In The House? 

PPP ~~ 
A bright ray of yellow light, this one causes disease. The effects are not 

immediately.apparent and the victim suffers no damage at all for at least 
three rounds (incubation period). After three rounds, pass a note to the 
victim descnbing the initial symptoms and telling them that they are now 
-2 on all attributes (until cured). After ten rounds, the disease is com
municable: any person touching the victim (except a cleric casting a 
"Heal Disease" spell) must Save vs Constitution or develop the same 
symptoms in ld6 rounds. 

You'll Wonder Where The Mana Went 

pp pp ~·· 
This mana-drain ray is useable only in manapoint systems. Lo.sses each 

roWld should average about 5-10% of the total mana available to the 
individual character (see Tunt'/Tutal Chart). 



~of'Trops &'Tri&:!: ~ 78 

Gee! It's Warm In Here! 

This invisible (except to infravision) ray will not damage players bey:md 
a good swibwn (ld4 damage) but it will set ai fire scro~ \mOd sta\eS and 
other wood or paper products. 

What Was That? 

This can be a ray of light of any color or of se\ieral colors. Use ~ere 
that other ray-traps have been employed. This one does absolutely nothing 
... except make the players very very nermus. 

OTHER DEVIOUS USES OF RAYS 

Rays may also be ll'ied with random rcsu1ts rolled on Thble Four (~r
manent Random Effects), T.Wle 11iree (Tumporary Random Effects ), the 
Insanity 'Utl,te, or the PhobiasPhilias Tuble. Also available at the DM's 
oi:fun for eff eds i.s the Random Action T.Wle. Enjoy! 

If you happen to be feeling exreptionally vicious, a ray trap could be 
located at the bend in a long corridor with the trigger somewhere near the 
center of the pa<\Sage. Since the ray shines through the entire length of the 
corridor, it will take time to try to get out of range, either fo1'vards or 
backward<;. 



Rays (or mists or an)thing colar!d) may also pro\'ide a small puzzle. 
After a party has learned the effects of a red ray, a blue ray, and yellow ray 
- put the players where they mmt ~between gang though a purple 
ray, a green ray or an orange ray. See if they can out-guess you as to the 
effe.ct d these ni«ed colcxs. 

fur i.n&ance, the blue (freezing) ray and the yellow (disease) ray oould 
can.line as a green ray that gives the victim a ''highly oontagious oold" •H or 
(if }QU're feeling vicious) polymorphs him into a "giant germ frozen solid" 
(if restored to hwnan form, roll oonstitution three times to see if he survi.'.e.s 
all three system shocks) M• or (tf }QU're feeling kind) merely "freezes all of 
the germs in his body", gMng him a ~ d the shivers ( dexterity-ldS for 
ld8 rounds) but auing any germ-caused disease be may already have. 

Mi.s{u{ 6y fancy 's meteor ray, 
'By passion ariven; 

'But yet tfte {igftt tftat {ea astray 
'Was !igftt from 1leaven. 

Burns The Vision 



I "?£ow 'To 1 rip ~o~r 'Tr~e Yin! Other 'Diversions I 
!Fina out tht cause of this effect, 

Or, rather say, the caust of this tfefect, 
!For this tfftct tftfectivt comes 6y caust. 

Shakespeare Hamlet 

C.Onceming triggers for traps, Master Hwnphrey comments: "T wadd 
be a fair job t' tell ant'~ a snare be tligped but '«?re 'U try t' [!.!(! y' a molt a11' 
passle o' itkas. 17U?Jf! be no way t' ken way' mifiu be i' need o' 'Lily' picky' 
trap 011 'place i'. TIS likewlLO di' auld Welsh rociept f stewed caiey wa begins 
'fest CJJtch y' caiey'." 

The same problem fares us here. Any item which is too specifically 
mentioned by a DM stands out immediately as a sourre of danger. fur this 
reason, a triggering device is often left wtexplained or dismissed as being a 
certain stone in the floor or as being magical And, for the mo& part, these 
remain acreJX<lble devices for the sake of keeping the game playable. StiD, 
if these \\ere the only methods, the result would be a paucity of variety and 
an abomination in the sight of this Dungeon Master. 

One method .is fowid in disguising the trigger device; causing it to appear 
to poo;es an alternative function or to appear as a tre.asure oc tool When 
characters encounter sudi, they rarely feel cause to be wary and approach 
and trigger the trap without hesitation. When a pla}er is thus ensnared, it is 
- in the parlance of Thieves' Cant - "a fair snatch". 

It .is a tradition of gothic mysteries (primarily the ones seen on the late 
late show) that torch holders and other wall fitting; provide means of access 
to secret passages and hiding places for treasures. HO\vever, such'~" 
may also serve to trigger traps and, in this section, \\e offer a few examples. 

Trap of Sinister Choice 

If you use this device, be sure lhat real torch-holders appear as regular 
items throughout the dtmgeon. A sudden mention of something not 
familiar can make even the densest player suspicious. 

fur example, here arc two torch holders, one on each side of a door 
which appears to be locked but has no keyhole. Bolh torch holders are 



obviously movable. The torch-holder on the right, since this is inevitably 
the <>!le chosen first, will trigger the trap of your choice. The left 
("siniSter") torch-holder is the one which will actually unlock the door. 

The variations are almost endles.s: the door itself is a trap, the hinges 
(on the left) are fakes and the door hinges from the top or bottom, 
opening with considerable force and speed (ld4 damage to all within 
target range) - see aJso Door Of Instant Opening. 

Or, each torch-holder triggers a separate trap - unles.s you move 
them both at the same time, which unlocks the door. Etc. 

If there are several doors, the release for each door could be located by 
the opposite door or the door to the left or right In cases such as th~ 
team-work is required: one player pulls the correct door while a second 
player unlocks it by pulling the requisite torch holder. 

For the fiends among you (and surely there are more than a few), each 
door release could also act to release a trap when both the correct door 
and torch holder are pulled The trap could best be positioned where it 
is likely to catch someone other than the two engaged in opening the 
door. A little interpersonal discontent can add life to your dungeon ... 

Come anti trip it as ye 90, 
On tft.e {iglit fantastic toe. 

Milton L'Allegro 



Don't Knock The Lock ••• 
If one may be pennitted to address the scoffers and aitics in advance, 

the following item was suggested by a door to the museum in Santa Fe, 
New Mexico. Except for the explosive trap, the door is exactly as 
described here. 

This is a large door which has a dead-bolt and a very large padlock on 
the surface of the door. (The one referred to aoove is estimated to have 
weighed 15 to 20 pounds.) The padlock is oonstructed with a relatively 
thin front and a thic.k backplate. Any attempt to pick the padlock or to 
smash it wiU result in the detonation of an explosive dUll'f§J in the pad
lock. Damage to aU within a ten foot radius is 2d10, within 20 foot radius, 
ldlO. 

If the padlock is lifted away from the door, a smaller lock is revealed, 
inset normaUy into the door. This seoond lock is the actual functioning 
lock and is protected by the thic.k backplate of the explosive trap lock. 

Now, if aU of this sounds too fantastic, please examine the east door of 
the museum in Santa Fe. 

Pick A Lock, Any Lock •• 
A door with several locks, all obvious. Only one actually unlocks the 

door, all others will trigger various traps or devices. 
The degree of danger inherent in this situation is left to the decision of 

the Dtmgeon Master. The traps may be almost any type of mechanical or 
magic.al trap desired. We su~~ that, for purposes of play, the locks be 
numbered and the function of each decided in advance. 

'Tfty (nottetf anti com6inetf foe~ to part 
:4na eacli. particular ftair to stana on end 

S hakespeare HAMLET 



The Motion Is Tabled 

What is least accessible is often most desired There is no reason that 
treasures must always be within easy and a~ble reach of the players 
and there is every reason for placing minor difficulties between the 
gamester and the goal. 

H a desired item is placed just out of reach and the players start 
looking for means of reaching it, a conveniently placed heavy table and a 
few chairs might appear most opportune. 

Of co~ these might also be the trigger for the very trap which the 
adventurers were expecting to be located where the treasure is. It doesn't 
need to be complex. A trap door which hd been held closed by the heavy 
table might release ahnost anything ... 

Enough Rope 

A knotted cord or rope ladder, hanging from an opening in lhe ceiling. 
is an invitation to opportunity ... especially for the ingenious Dllllgeon 
Master. Details are left lo your imagination. 



Shed A Little Light On The Subject 

PPP ••• 
Thoughlfully provided candles or lamps can brighten a dungeon ... if 

not the hapless player who unwisely lights one. 
The possibilities range from dynamite that looks like candles to 

candles which emit spe.cial fumes or fog') or poisons (see Hanrey's F~ 
or lnsanityThbles). 

By Hook Or By Crook 

The considerate DM will always provide ample convenient 
protrusions - torch holders, stone spws, unused hooks, etc - for the 
attachment of ropes in dangerous localities. H these also serve to trigger 
some more interesting trap ... or break at opportune moments ... 

Tripwires And Trouble ••• 
'Ilipwires are hard to use because of their rather obvious nature. One 

method of employing them is to hide them in a mist Alternately, a visible 
tripwire, just to make things difficult, could trigger a trap when cut or 
broken. A good variation is to allow a mechanical trap to conceal the 
trigger of a magical or high-techno trap. As an example, if the floor were 
damp and the tripwire electrified ... 

Secret Doors And •.• • •• 
Here is another favorite. Players have been known to go to a great deal 

of difficulty to find secret doors and it seems only fair that such diligenre 
and endeavor shouJd be occasionally rewarded ... And we know no 



barrier to the use of secret doors as triggers for suitable traps (see also A 
Door Tuo Soft). 

NOTES: 
It is well to remember that almoot any action can serve as the trigger 

for a trap. 
Also: a trap need not be triggered by the party - it may be triggered 

by some watching enemy. 
Keep in mind as well that many traps may be purely psychological 

devi~ intended to channel the adventurers toward a certain area For 
thic; effect, the triggers should be relatively obvious. 

And, one further method of twisting matters is to have a trap and 
trigger discovered and allow the players to attempt to "disarm" the 
device. But in fact it was already disarmed, so the result of their 'chang
ing the setting" is to ann the trap. 



'Bazaar Of 'T§ 'Bizarre 

Some Cupit£ k_i{(s witfi arrows, 
Some witfi traps. 

Shakespeare MUCH ADO ABOUT NOTHING 

I 

These traps are all of rich, magical construction. They take a 
moderate-to-long time to play and make good tales afterwards. Most do 
no damage and, with the others, the damage is DMO. These are not 
quite so much traps as they are wonders. 

Pasquali's Perfect Polish •• Pasquali's Polish is nonnally used in some area where unwary move
ment can have disastrms results: near another trap, a dangerous drop, a 
sleeping monster ... This "Polish'', when used on a moderately smooth 
surlace such as stone or metal, produces a mirror-like finish that is 
absolutely slick andfrictionle.ss. Even spiderboots, "Spider Climb" spells 
or webs etc cannot get tractionon it 

Any creature who steps or falls on this swface will slide stroigrt aaoss: 
they cmu1ot stop nor change direction until they reach a normal surface 
again. 

When first stepping on thls surlace, the character must roll dexterity or 
fall (1d4 damage and can not rise again until reaching some nonnal 
swface). If they do not fall at first but slide across upright, roll dexterity 
at -3 to keep from falling on reaching a normal swface. 

If the slide is on a slope, damage at the bottom will be ld6 for each ten 
f cet of vertical drop - just as if dropping straight down an equivalent 
distance - completely unimpeded. 

lf Pasquali's Polish covers a large enough area (more than 50' acros.5), 
the victim's momentum may be spent by air friction before reaching the 
far side, leaving them stranded. Once when this happened, the victim 
escaped by shooting an arrow in the opposite dinx:Jio11 lo where he 
wanted to go and the recoil scooted him along quite nicely (tho he took 
ld3 damage when he hit the wall). And then there was a less thoughtful 



victim who, poised on the brink of a chasm, tried to throw a rope "back 
in the direction of safety ... " 

'~wee bit o' spit 011' polish ne'er hmm nay thin~ T do no hwt t' keep 
thin's lookin' nicef y' guests, 110}1{ Y' ne'er be ken whan sumat midtt 'dde t' 
drop in." - H. T 

Harvey's Fogs 

. These fog-; appear suddenly when the trap is triggered (by magical or 
mechanical means) and rover an area of 10,<XX> square feet (lOOxlOO). 
The type of fog is determined by rolling an eight-sided die. 
1) Green, lime-scented fog which produces a rooting, menthol sensation. 

It also causes all sharp pointed or edged objects to become dulled 
(including magical weapons) All become -3 to hit and-3 to damage 
(ie. a + '2/ + 2 sword is now -1 to hit and -1 to damage). Blunt 
weapons are not effected. 

2) A lemon-yellow fog with a sweetish odor, causing the skin to tingle 
slightly. It causes cloth to rot in 3 melee rounds, leather in 6 melee 
rounds. Wood, magical armour and magical fabrics are not affected. 
(But it is well to recall that even plaJe annour is held together by 
leather thongs. Clank!) 

3) A coo~ blue c.olor, this fog has no odor but is very cold There are no 
immediate effects apparent but the party becomes slowed to 112 nor
mal movement for one turn for each melee round spent in the mist. 
During the period, all dexterity rolls are made at 112 and any attacks 
made against the party are made at two attacks per melee round 

4) A soft pink fog with a jasmine scent, this fog produces a drowsy 
feeling. Save vs C.Onstitution or sleep for one hour for every point 
missed. 

5) This orange fog has a sour odor but produces no immediate effects. 
However, ld6 melee rounds after leaving the fog. the victims become 
drunk; dexterity will be 112 normal. Effects last for ld6 rounds. 



6) This white mist, smelling of forget-me-nots, heaJs all wounds (hit 
points - no save). But it also takes away the victim's memory of how 
he took the damage and, instead, gives them some "very pleasant 
memories" of whatever damaged them and "a strong desire to retum 
to it" (Save vs Wisdom at -4). 

7) This looks like a normal, '!Jay fog but smells faintly of smoke. Save vs 
Constitution or sneeze violently for one tum. Within the fog, all attacks 
are at -3. (The sneezing may well attract monsters.) 

8) A light violet fog with the scent of leather. Visibility is limited to 6 
inches. The fog produces a gentle caressing touch on the skin. When 
the fog dissipates, all male members of the party (regardless of 
species) will find themselves stripped naked and the best endowed 
member of the partywill be appropriately adorned with a blue nbbon. 
(Oothes and equipment will be strewn around the floor). Note: if in 
doubt which character to honor, roll randomly. 

''171ey do be S<l)ing now th' a bit of fog be gud f th' OTJltp. I'd no be 
wanlin 'people t' be wa11deri11' round a coufiiin' no~ would y'?" - H. T. 

Malevil's Magic Missing Mist 

~~~~ • 
This appears to be a normal white mist but all entering will become 

confused as to directions, surroundings and companions. fur each vic
tim, there is a 10% chance that Malevil will be able to steal a magical 
item fur each victim, determine Malevil's success separately. If success
ful, then the items stolen should be determined randomly - he shows no 
preference for items stolen and will never try to steal twice from the same 
person. 

Malevil's Mist may be di.'5ipated by a magic "Ftreball", "Ring of 
Righteous Fire" or other magical fires. The items stolen will not be found 
or recovered unless his lair can be located 

Malevil is one of the minor demons, 8 HD, chaotic evil but will never 
attack unle..c;.s found in one of his lairs. Since he has many of these, there 



is only a 1 % chance that he can be fowid in any one of them. H he is, he 
attaclcs by making magical items malfunction (100% succe$). 

Any items stolen will be taken to his nearest lair (30% chance) or 
transported to a lair elsewhere (70% chance). In either case, his lair will 
always contain some magical items (use any set of random tables desired 
or see the BOOK OF ARTIFACTS from Dragon 1l'ee). 

"'Fy' be trafficUi'w'th' lower world, y' needs be a molt cmeful 'boul 'ow 
y' do y' trafficin~ Still, there be way.s- an' means lwt m~ be useful ... long a' 
y' 'ave a care too." - H. T. 

My !itt{e spirit, see, 
Sits in a fo99y doua, ant! stays for me. 

Shakespeare MACBETH 

Bolivar's Beautiful Bowl 

11Us is a large concave area rather like "a bowl set into a floor". The 
surface is polished to a mirror-like finish and is totally tiictionless. 
Anyone falling into the bowl is unable to dimb out. 



Methods of entrapment vary. a P.:lth Of Beguilment, P.lth Of No 
Return or Chantille's Misty P.ltJtS are often used in conjunction with tlUs 
as well as the more familiar trapdoors and tripwires. 

Even without these artifices, the bowl is so beautiful with its "multiple 
reflections and shimmering oolors" that all approaching it and anyone 
within it must Save on an Intelligence roll lzy rolling ~er than their 
Intelligence! (That's because the only way to save is if you're too dwnb to 
appreciate the beauty!) 

Those failing this save become "bemused and unable to move, 
respond or communicate" until removed from sifjit of the bowl 

Various methods have been used to escape from Bolivar's Bowl 
Those less imaginative have employed ropes and grappling hooks, 
various means of flight, ethereal travel and telekensis. (In higher-level 
dllllgeons, such Bowl may have anti-flight spells and/or a rim so sharp 
that it severs a rope instantly.) 

One of the finest escapes we have witnesred involved filling the bowl 
from a decanter of endless water ... and swimming out! 

Caglistro's Chest 

Th.is chest or small trunk is constructed from two different materials, 
usually ebony and ivory. Normally, tlUs will be found with the black half 
facing up. The fitting5 on the top comer are bars and, in the center top, 
is a large brass bas-relief of a demon's face. The bottom half is white with 
silver oorners and fitting5. No hinges are visible but a gold hasp holds the 
chest shut. 

If the player turns the chest over, he will find on the white side a 
bas-relief face in silver showing some creature of good alignment.) 

Next to each of the bas-relief faces is a very small keyhole. 
The chest is unlocked and opens easily. The person opening the chest 

will vanish! - and the creature whose face was uppermost will be 
released, appearing next to the chest. (If it's the demon - "RoU for 
initiative!") The chest - unlcs.s it is held ope11 - will close again. 

Now the w111isl1cd victims face will appear on the chest in place of the 
released prisoner. If a person of good or neutral alignment falls into the 



black side of the chest, he will take two points damage each round he is 
trapped (the face will grimace in pain but can not speak). The same will 
apply to a neutral or evil person trapped in the white side. However, 
despite this lo.s.5 of hitpoints, death will not occur and one (1) hit point 
will always remain. 

Inside the chest is a small gold key which will fit either keyhole and will 
release the individual trapped. The problem, of course, is to open the 
chest in such a fashion that it cannot fall shut. That is the only way to get 
the key out. 

Here is an optional nasty feature: After they use the key to free the 
prisoner, if the key is removed from the lock, the person removing the 
key is immediaJe/y trapped in the face on the chest! The key vanishes 
(and is now back inside the chest). Back to square one! 



'Treasure J?atfr. 5l Charm 'Un(nown 

'f u{{ f atftom five tfty f atft.er ties; 
Of Ii.is 6otttS art cora{ maat; 

'Tftose art pearfs tftat Wert Ii.is eyes; 
9{,otfting of ftim tftat aotli. f aat 
'But aotft sufftr a sta-cftangt 

Into somttfting ricft. ana strangt 
Shakespeare The Tempest 

Herewith are provided a variety of artifacts, all cursed and ready to 
betray, trick or ensnare. Don't be too surprised if you find that some 
characters want to carry these off ... to give to their enemies. 

Almagon's Amulet Of Avarice 

PPP~ ~ 
This is a plain gold amulet on a gold chain (hide this with other jewelry 

- by it.self it would be too conspicuous). The first person to touch it will 
feel an "inesistible desire to possess it" ... and also to posses as much other 
treasure as possible. (Actually, in many cases, it may be difficult to note 
any change in the afilicted character's personality or alignment.) Once 
charmed by this amulet, the victim will steal from party members, lie 
about the amount of treasure found, etc. If no treasures are found, the 
wearer will feel compelled to collect ar¢u11g. strin& scraps, rag; or 
debris, etc. 

If anyone tries to remove the amulet, the wearer will fifllt to keep it If 
it is removed, he will fight to recover it (Save vs Magic once per tum 
after the first three turns). Of course, the person removing it will now feel 
the same desires and wilJ fifl1t to retain it 

A paladin or other lawful good character may attempt to Save vs 
Magic to resist the effects of the amulet (but the DM must make a 
judgment decision as to whether the character is actually lawful-good in 
their actions or only in their claims). The amt~et may be negated (tem
porarily) by a cleric of at least fifth level casting a "Bles.s" or "Dispell 
Magic''. Another method would be to cast a "Hold Person" or "Sleep" 
spell and then remove the amulet without touching it. A "Bless" would 



still be re.quired to cancel the effects on the victim (treat the amulet as a 
10th level spell). 

'!'rap us out in nigfi regalia, 
'Ireasuretf trappings sfiint so 6rig_fit 

Anon Treasure Hath A Charm Unknown 

Klemper's Knot Of Knavery 

Tb.is is a knot tied in a silver or gold cord It is usually tied around a box 
or chest but could be used to close a door, etc. The knot can be easily 
wllied by anyone with a Dexterity m: Wisdom of 15 or greater - or the 
knot can be rut (as~ the Gordian knot). Hov.ever, either cutting the 
knot or untying it actives the speO and the person doing so must Save vs 
Magicat-3. 

Note also, if the rope or string is cut - but the knot is not cut - the 
spell remains in the knot. 'Ii-eat as a 10th level spell 

If the save is faile.d, tell the party that the victim now has a Charisma of 
20+ and "evel)thing he says must be taken as the absolute truth". He is 



~of'Tra.ps &'Tridi.!: ~ 94 

a "natural leader" (and any attempt to disbelieve what he says must be 
rolled at-3). 

At the same time, the victim is instructed to lie about everything - but 
to sound convincing. Any time he tells the truth, he will take 1d6 points 
of damage!He may also claim to have acquired ThJe Sight and claim that 
the rest of the party are seeing illusions. 

This afiliction may be cured by a "Bles.s", "Cure Insanity'' or similar 
spell. The OM is cautioned to place this trap with care to insure its 
eff ectivenes.s. 

"Ifie (jortlian K._not of it fit wi{( unloose, 
1" ami!iar as ftis garter: tftan wfttn fu spea~, 

'I'fte air, a cftarterttf !i6ertine, is stiff. 
Shakespeare KING HENRY V 

The Black Camel 

This is an amulet of a black, glassy material bearing a bas-relief of a 
camel (one hump - dromedary). It appears to be of excellent 
workmanship and great value. (Its aura is neutraVneutral but is magical) 

Anyone having this item on their person will be + 2 with all 'M!<lpon.5. 
.But, when they go to sleep, they will have dreams that are "intensely 
tenifying or intensely pleasurablef' These may be fatal! 

Each time the wearer goes to sleep, he must save vs the average of 
Intelligence and Wisdom (1Nff2 + WIS/2) or be will die from "emotional 
overload'~ If their save is failed, they will be found, the next morning. 
unmarked, with an expression of "either utter terror or utter pleasure" on 
their face. 

~rise, 0 Sou[, anti girt!. tftee up anew, 
'I'ftoiigft tftt 6lacK:_ camd 'Dtatft K._nee[ at tfiy gate. 

J.B. Kenyon Ode 

We would suggest, in all fairness, that this amulet should be found 
an1ong the personal belongings of an appropriate oorpse ... and be left 
likewise ... 



Poppa Top 

This is a small metal artifact (a can) with a ring on one end (like the 
older soda-pop cans). The design and mar~ on the outside can not 
be read This could be dispensed by a machine or fowid as part of a 
treasure. 

Inside the canister is an extradimensional space filled with water (the 
precise volwne is left to the individual DM but should be sufficient to 
support the aeature living here). The contents are under pres.5ure and 
when the tap is pulled, the water sprays into the room, releasing a very 
angry water elemental (and, po.s.sibly, filling small rooms). 

It is entirely at your discretion, if this is dispensed by a machine, 
whether there will be more than one can and whether the others will 
contain more normal (or abnormal) fluids. The can might also include 
some form of treasure (ring of Wclter Breathing. Wclter Walking. etc) 
which could be found if the elemental is defeated. 

Foster Grants 

As the name suggests, this is a pair of dark-lensed glasses. The person 
v.earing these has a 50% chance to hide in shadows (plus any other 
applicable percentages) and "not to be recognized" by any person or 
monster. 

ff succes&ul, he will be forgotten in one melee round by all monsters -
and by all party members who fail to Save vs Intelligence at -<i. This will 
last as long as he wears the glas.ses. 

However, is it neces.wy that we detail the pos.5ible disadvantages of 
this condition? Accidents do happen and, in a melee, well ... 



Shadow Hat 

This slouch hat has a wide black brim. No-one can quite name its color 
- maybe gray, maybe tan .. ? It will fit anyone and the wearer will realize 
that they have the power to cloud men's (or women's) minds. 'freat as a 
50% chance to be WlSeen (in addition to any other conceahnent percent
ages). 

The wearer will al.so feel an irresistible urge - at various times - to 
say in a deep, hollow voice: "Who knows what evil lures in the hearts of 
men? The Shadow knows!", following this with a deep, drawn-out, cack
ling laugh (Save vs Wisdom one every three turns or once per 5 melee 
rounds if under stress). The percentages of this attracting monsters, 
enemies, etc are left to the DM. 

Igor's Inner Sanctum 

iJiJfJPP 
This small box (6x6x6) is sealed with blobs of wa.x with impressed 

symbolc; (no magic can be detected). If the seals are broken, the box 
vanishes forever and a littJe man appears. He is 4' taJI and has thinning 
hair, a paunch, a round, grinning face with a subservient expression and 
a voice like Peter u :m-e. 



The little man will first look at the party, then, looking off in another 
dired:ion, will say "Ohl How Nice! 17umk lbu, Master!" He will not 
answer any questions or respond to anything said to him diredly but will 
follow the party around, periodically looking into space and asking plain
tively: "Now, Master?" or "Can I, Master?" or "Please. Master?". On a roll 
of 1 (on ld6) he will Icicle a party member on the shins, trip someone, jog 
their elbow, etc. (On any such attack, there is a 50% chance that his 
action will prevent the party from being caught in a trap, attacl<ed by a 
monster, etc ... but this will always appear to be accidental.) 

When too many turns pass without a favorable die roll (4-6 turns) he 
will begin to whine ''Master! You promised!" or he will do something 
anyway, then cringe and whine ''But~' didn't say not f4 Master." 

He will dodge all attacks succ.es.sfully and is 100% magic resistant 
''Detect" spells and ''"frue Sight", etc reveal nothing nor can his ''Master" 
be detected at any time. 

Igor will follow the party for 10 + ldlO turns unless he finds something 
or someone whom he would prefer to pester. There is a 10% chance per 
encounter (cumulative) that he will follow the person encountered (i.e. 
on the first encounter, he has a 10% chance; on the second, 20%; etc.) 
Adjustments for party member's charisma are left to the DM. 



The Caterpillar 

This is the same caterpillar who appears in ~ce In Wonderland'. He 
appears sitting on a large silk cushion and smoking a waterpipe. The 
cushion rests on the top of a large yellow fungi. He is never surprised! If 
a party approaches him from behind, he will suddenly turn when they are 
close to him but, in any case, his reaction will be to blow a large smoke 
ring in the face of the closest person and then ask: ''Ull1o-o-<>-o-o are 
)~U-OU-OU-Oll ?" 

He will act as if he were the owner of the dungeon (region or area) and 
the party is, rather obviously, some minor and bothersome annoyance. 
He is a snob and, whenever speaking directly to the party, he will always 
blow smoke in the face of the person addressed. All questions are 
answered either with a question or in a fonn which tells the party nothing. 
He will a1so pretend an extensive knowledge of the dungeon but never 
reveals anything useful, answering: "Well-I-I-I, it could be .... and then again, 
it could be .... ", giving totally contradictory answers. 

If attacked by magic; the caterpillar is 100% magic resistant and can 
use any and all magicks at 20th level. If attacked physically, he simply 
sticks his nose in the air and teleports (no error) just before the weapon 
strikes. (The huffy comment "Really!" can be heard to hang in the air as 
he vanishes.) 

Any physical attack has a 75% chance to hit the fungus cap which will 
explode covering the party (100 foot radius) with a fine yellow dust. In 
one melee round, the spores begin to grow, doing ld8 points per melee 
round and causing death by suffocation. A "Cure Disease" is required to 
halt further growth. 



(DMO) For lower level use, spoors do not cause suffocation bui only 
helpless itching and ld4 damage per melee round until washed off in a 
pool or river, etc. 

Brer Rabbit's Golem 

This appears to be a black, humanoid figure, seated and wearing a 
slouch hat low with head bent forward A "Detect Magic" or "Detect 
'Il'ap" will find nothing. This figure is neither alive nor animate and any 
attempt to commwlicate or question it will receive no response. (A good 
verbal clue - just to be fair - is the quote ''He don't say nuttin".) 

Anyone or anything touching or striking the figure will be stuck! If 
someone gets a sword stuck and tries to brace against the figure to pull it 
loose, they will find their foot stuck. This can continue as long as desired 
if the party does not figure out a method of release. 

This is, of course, the famous Tar Baby from Uncle Remus' Brer 
Rabbit stories. Heat may be used to soften the tar and lamp oil will 
dis.solve it (slowly). A polymorph spell will change the shape of the 
'golem' but not its nature. 

OMO - Brer Rabbit's Monster 
Earlier in the dllllgeon, a monster which looks just like this has an

tagonized the party and then run away. He is hiding near this decoy (he 
had it built). When someone is stuck and helpless, this monster (ancVor 
his tnbe) will come out and try to eat them. (AC 8; HD 1; low intel
ligence; one attack with teeth for ld6 damage; nwnber appearing, ldlO.) 



Amulet of Truth 

This amulet appears to be a star-shape of cut aystal with a silver chain 
It does not appear to have any great intrinsic value (worth about 5 GP) 
and is neutral good in aligrunent Whoever picks up the crystal (Save VS 
Magic at -10) is impelled to wear it and must then, at all times, teU the 
full, absolute truth (as they believe it to be) and must answer all ques
tions, loudly and clearly, regardless of circumstance. The victim can not 
remove the amulet - it can only be removed by being stolen from the 
victim. 

'Wlii(e you {ive, tea trutli ant! sliame tlit 'Devd! 
Shakespeare KING HENRY V 

Ring of Insanity 

This appears to be a small gold ring of exceptionally fine workmanship 
(worth about 10-20 GP). It also bears an insaiption written in a forgotten 
language. A "Read Magic'' spell will reveal the inscription to read " . 
. . protection from . . . ", the rest not being translated 

H the ring is worn, the wearer cmu1ot remove it and must Save vs 
Magic each tum (each melee round under stress) or become insane (see 
Insanity Tubles ). The wearer will not want the ring to be remo~ and 
will refuse to take it off. It can only be removed by force, against the will 
of the wearer. (Note: it provides110 prot.ection what-so-ever and is neutral 
in alignment.) 

Ungar's Armour Polish 

This will be found in a small jar carved from a hard, polished wood It 
has a label reading "Ungar's Armour Polish" and contains a smooth, 



light-green creme. The label provides further instructions for application 
of the. polish to weapons, armour and other metal objects (see below). 

On application, all surfaces bec.ome clean and shiny with a bright 
green tinge. They also/are two (2) weapon points or two (2) annour class 
levels (AC 1 armour becomes AC 3, a + 1 sword becomes a -1 sword, 
etc). Note: the label does not promise to improve the function - only 
the appearance. (Effects are permanent.} 

UNGAR'S ARMOUR POUSH 

Unga.r's Armour Polish cleans and polishes all metals -
ives swords that like-new appearance so important to 

wel/.dressed knight - makes annour gleam, mai 
ine and helmets g/ON. Perfect for shields, footware 

gauntlets. One ication lasts for weeks. 

Chateau Rothschild '47 

A very old bottle with the cork sealed with wire, metal foil and wax. It 
will be found with the label ob5cured by dirt and cobwebs. Attempts to 
dean the label will reveal the inscription "OUlleau Rothschild '47". 

H the bottle is opened, a thick mist will pour out, swiftly filling the room 
and affecting all within range (see Harvey's F~ for effects and desaiir 
tions ). 



Blanc De Blanc '50 •• 
Like the Chateau Rothschild, this is a very old, dusty bottle, the cork 

sealed with wire, foil and wax. H opened it will contain a very fine wine, 
magnificent bouquet and tremendous body. All within a :if radius will 
want to drink and will become mildly dnmk for one tum. 

For each victim, roll for insanity (50% chance), then roll type on 
Insanity Tubles. Eff ed:S will be temporary, lasting for ld.10 days. 

!4.na wine can of tlieir wits tlie wise 6e9ui{e, 
!Mak._e tlie sagt. frolic, ana tlie serious smiCe. 

Pope ODYSSEY 

Cap'n Crunch's Sea Chest ••• 
This is a bras.s-bound chest (wood and leather construction) with the 

typical patina of exposure to salt water. No traps can be detected. The 
chest is unlocked but will open slowly and with great difficulty, as if rusty. 

Inside, it is full of saltwater with an apparent treasure at the bottom: 
pearls, ambergris, ivory, etc. 

When the treasure is touched, the chest will slam closed with great 
force (Save vs Dexterity against 2d12 damage). The chest is actually a 
living <7eatwt?, similar to a mimic but descended from a clam - and thus 
not detectable as a trap. 

It is AC-10 when closed, AC 3 inside. It cla;es with a strength of 100! 
and is a 30 HD monster. It has no other attack and is not mobile. These 
are normally found living in sunken wrecks but may have been moved 
elsewhere to serve as a trap. Its alignment i~ neutral, low animal intel
ligence. It contains no real treasure. 



Boots of Terror •• 
These appear to be Boots of Silent Movement. They are made of a 

soft, gray leather and will allow the wearer to move without causing any 
soWld They will also add 11)% to a thief or monk's abilities to climb 
walls. In all respects, these appear to be excellent and valuable items. 

The "terror" comes when the wearer encounters any monster or 
danger. At this time, the boots will become mmovab/e: you might say 
"they freei.e in terror''. The wearer will be wi.able to remove them and 
unable to move so long as any danger threatens (they stick to both the 
floor and the wearer's feet). 

'~•' occasional-like, y' mi!fe want one t' stick 'round" - H. T. 

Wand of Many Wishes 

pp pp •••• 
This is a thin wand carved from a greeDJblack stone. It has the power 

to grant the holder ld12 wishes. 
Hov.iever, these will be granted in the most adverse (ie, harmful or 

frustrating) manner ~le! 
For example: ff the holder wishes for a "fortune in gold", then a large 

amoWlt will appear ... in the form of hot molten gold pouring down over 
their head When the gold cools, a golden statue will remain (a rather 
shoddy one, of course). 

ff the victim has specified "10,00Y' gold pieces, then the result might be 
a mia~pic speck containing 10,00) gold atoms. 

The wand will always appear to adhere to the letter of the request -
while perverting the intent. When the last wish has been used, the wand 
will crumble into dust. 



Carpet of Catastrophe 

ppppp ••• 
This large, beautiful carpet flies on command, smoothly and well, and 

can carry up to six pas.sengers. (The carpet can fly through stone walls as 
if ethereal). 

However, it will fly directly to the greatest possible danger in the imme
diate vicinity (on the present dungeon )eve~ for example) and then land 
It will not fly again until the danger in that location has been dealt with. 

And, at that time, if commanded to fly again, it will again fly directly to 
the location of the next greatest pos.sible danger. 



I 'Table One 1(andom Insanity 'Tables I 
'Eterna{ anarcli.y amiist tli.e noise 

Of en{{ess wars, ani 6y confusion stand 

Milton - PARADISE LOST 

Note: insanities can be played in two ways. 
One, the attack may be acute but tempomry (2d12 turns). Owing this 

time, it will dominate the character's actions and, very probably, 
dominate the game as well 

1Wo, the insanity can be permanent (till cured) but the character gets a 
saving throw (vs Wisdom with adjustments at DMO) each time he is 
exposed to the stimulus. We recommend the second version since this 
provides suspense - and the players' imagination of what might happen 
is often better than the reality. 
01-04% Kleptomania: This form of insanity manifests itself in the at

tempt to surreptitiously collect some particular type of object. 
Here are several basic types of this aftliction: 

1) Magical items 5) Qothes 
2) Weapons 6) Ropes and tools 
3) Provisions 1) Shoes 
4) Cursed objects 8) Other (DMO) ... 

The afflicted ix:rson will try to acquire as many of the mania 
object as po&Slble, usually concealing these on their person or 
in some easily accessible location. 

05-00% Quixotism: The victim sees windmills as giants and sees ordi
l>;ru}' objects as strange and Wlusual aeatures or objects. The 
vidlm will also be extremely chivalrous to all, referring to even 
to beggars as if they were great knights and to scullery maids as 
though they were grand ladies. 

00-12% Panza.ism: Just the opp@te of Quixotism The victim sees 
anything strange or unusual as if it were common place, views 
giants as windmills, dragons as oxcarts and ogres as stray cattle, 
etc. (Sancho Pama was Don Quixote's squire.) 

13-16% Acrophobia: Literally, "fear of the marketplace" - or fear of 
any open space. 

17-20% Aerophilia: In this rare disorder, the victim, Wlder any stress 
what-so-ever, will try to climb the walls or find some other high 
vantage point They are only comfortable when they are some-



21-25% 

26-30% 

31-35% 

36-40% 
41-45% 

51-55% 

place high up, can only be coaxed down with difficulty and will 
climb back up at the least provocation. 
Paranoia: This is a condition in which the victim feels that 

everyone is out to get them. If anyone is whispering, the victim 
thinks that they are talking about him. He will not wiJ.1inpJy turn 
his back on anyone and Will be ememely jwnpy. He Will also 
attack anyone or anything on the slightest promcation. 
Schizophrenia: This is commonly known as the split per

sonality. The victim may have two or more distinct per-
sonalities, usually of different aligrunents and often of totally 
different occupations and habits. 

Manic Depressive: These persons alternate between happy 
and sad P,hases. During their happy phase, they are + 4 to hit 
and afraid of nothing. During the depr~ pbas<; they are-3 
to hit and, under stress, may flee in panic (WJSdom-6) or com
mit suicide (WJSdom-10). 
Phobias'Philias: see Thble FM ... 
Amnesia: Loss of memory, the victim will have forgotten who 
they are or where. They may (Save VS Intelligence) be con
fused as to the nature of their companions or the nature of their 
own abilities. 
M~lomania: Delusions of grandeur - the victim may 

believe that they are a great kin,g, a savior, important, invincible 
or otherwise grand or powerful. They may insist on being ad
dre.ssed by a titJe or shown other forms of def ere nee and will 
accept no evidence which contradicts these beliefs. 
Selecthoe Hysteria: This often manifests as a refusal to recog
nize some object or class of objects (such as vampires, 
skeletons or paladins). Also, Tucltnos oouJd be classified as 
victims of selective hysteria due to their refusal to r~ the 
existence of magic. If de.sired, the object of the hystena can be 
selected from the Phobias/Philias Thble. 
Dipsomania: A.k.a. alcoholism - the victim imbibes con

stantJy, will have poor ooordination and is - ld6 on all attacks 



61-0.5% 

71-75% 

76-&>% 

and saves. They will do an)'thing for a drink. Similar symptoms 
exist for those addicted to any type of drug. · 
Religiomania: This aftlic:tion manifests it.self as a compulsive 
belief in a god or reii¢on, usually a~mpani~ by ~mpulsive 
behavior and preaching. ~ annoymg. especially if the party 
members are followers ()f different gods. 
Hypochondria: The victim:feels imaginary symptoms, though 

no outw.ud signs may be visible. Well-played, this should keep 
the party checlcing for JX>isons, disease-caITyin monsters, etc. 
A "Cure Disease" or "Cure Poison" will give temJX>rary relief 
(ld6 turns or 1d6 melee roWlds if under sl:res.$). 
Harvey's Complex: Given this condition, the victim imagines 

that he is aa:ompanied by a seven foot tall white rabbit. This 
companion is nained Harvey and claims to be a pooka, a mis
chievous spirit. (Note: many authorities question whether this is 
actually a psychic disorder or if there may be some validity in 
fact.) The only known a.ire is to spend two weeks in Acron, 
Ohio, U.SA, Turra 
Delusions of PCMerS: This afiliction ~es the victim the 

delusion that they have acquired a certain JX>wer (or JX>wers) 
which they will by to exercise at any opJX>rtunity. Following are 
several common forms (roll ldlO for which): 

1) Find P.lth: When used roll randomly to determine what the 
player's choires should be. 

2) Hide lo Shadows: Victim will attempt to hide in shadows but 
has no actual ability to do so. 

3) Cbann Monster: Victim will believe they have succeeded in 
charming any monster encountered and will rationalize 
monsters hnStile actions. 

4) Breath Water: Victim will believe that they can breathe 
water even while drowning. 

5) Polmtftigrph Self: Victim believes they can change shape (no 
real ef eds). 

6) ~ Poison: Victjm believes they can detect the presence 
of JX>ISOns (and will do so frequently - often in strange 
plaC:es). 

7) Detect 'fraps: Victim believes they can detect the presence 
of traps, magical, mechanical or techno. (Help them out ... ) 

8) Detect Monster: Victim believes that they can detect the 
presence of all kinds of monster. (Hey, who knows ... ) 

9) Detect Magic: Victim believes Jhat he can 'sense' the 
presence of magic. (Provide a ran om foreboding, etc.) 

10). ~ ln$ible: Victim believes that he can see invisible or 
illUS1on-hidden threats, will hallucinate. 



81-85% Adonis Complex: Victim believes him(her)self to be the most 
desireable person in the world, will imagine that everyone loves 
them and, at every opportunity, will examine themselves in 
mirrors, still waters, etc {very common - no rure). 

86-SU% Poetic Preponderance: A strange mental disorder causing the 
victims to speak only in verse. 

91-95% Delusions of Election: An all-t00<0mmon disorder found in 
epidemic proportions in and around centers of government. 
Victims speak only in cliches, quite intolerable. Victims do, 
however, have a 45% chance to put anything to sleep simply by 
talking at length. 

96-~ Jester's Complex: Victim is given to practical jokes, particular
ly enjoys monsters as favorite targets. 

100% Benerker: Victim will attack anything, on any provocation or 
none at all Knows no fear what-so-ever and will never sur
render or flee. They are-4 to hit but + 3 to damage. (Lose any 
and all dexterity bonuses for defense.) 

Note: ny ad performed while insane does not affect the victim's Align
ment! Even the victim with multiple personalities will retain their original 
alignment when (if) cured. All insanities require a "Cure Disease" and a 
"Cure Critical Wounds" done at the same time to cure. (Will not take 
effect for 1d12 turns.) 

'Wlio can 6e wise, amazea, temperate ana furious, 
Loya{ ana neutral, in a moment? 

Shakespeare - MACBETH 





'Ta6le 'Tivo 'l(anJom 'Thoughts/ .9l.ctions I 
111is table is fer use by_ manics, smile deluuµents, & impulsives. RoO perr:ents 
to determine mndom insane acticrJS; adaji results as necessary 

01-02 
03-04 
05-05 
07-00 
00-10 
11-12 
13-14 
15-16 
17-18 
19-20 
21-22 
23-24 
25-26 
Zl-ZB 
29-30 
31-32 
'.ll-34 
35-36 
37-38 
39-40 
41-42 
43-44 

Attack the leader of your party 
Attack your best friend 
Attack your worst enemy (in the party) 
Seduce the person of your choice 
Run away or hide 
Defect to the enemy 
Demand that your leader surrender to you 
Steal all the treasure you can and nm 
Steal all the treasure and hide it 
Tuke a long nap 
Give anything attacking a big hug 
Find the enemy leader and demand he surrender 
Accuse your opponent of raping your sister 
Accuse your companions of raping your opponent 
Suggest that your companions rape your opponent 
Attack one of your party randomly 
Give someone a big hug 
Put iron rations in someone's scabbard 
Offer your opponent a lollypop 
Throw a tantrum if your opponent won't surrender 
Fall down on your knees and beg for mercy 
Beg your opponent not to throw you in the briar patch 



45-46 
47-48 
49-50 
51-52 
53-54 
55-56 
57-58 
59..(l) 
61~2 
6.3-64 
65-06 
67-68 
(f)-70 
71-72 
73-74 
75-76 
77-78 
79-80 
81-82 
83-84 
8.5-86 
87-88 
89-90 
91-92 
93-94 
95-96 
97-~ 
9)..00 

Invite your opponent to a masked ball 
Offer somebody a bouquet of flowers 
Tull your opponent that his mother is calling him 
Give your weapon to your opponent 
Offer to trade weapons with your opponent 
Offer to buy your opponent's weapons 
Tuke off all your armour 
Tuke off all your opponent's armour - goto 29-30 
Tull your opponent that he isn't nice and you're going home 
Start a game of hopscotch 
Invite your opponent to play leap frog 
Start playing jacks (using caltrops) 
Invite your opponent to go~ 
Offer your opponent a bat (or a frog) 
Untie your opponent's shoelaces 
Offer to teach your opponent to play Poker 
Offer to tum your opponent into a pnnce 
Offer to tum your opponent into a frog 
Invite your opponent to play hide and seek 
Tull your opponent that locust are eating his basketwork birds 
Start a aap game 
Sit down and have a good meal 
Hide your head in the sand 
Thach your opponent to play blind-mans-bluff 
Ask your opponent to dance 
Offer your opponent a rubber duckie 
Roll again twice - ~ore 97-00 
Roll again thrice - ignore 97-00 



I 'Ta6le 'Three 'Temporary 1(an!om 'Efhcts I 
Note: duraJicn is 10+ ldlO tums 

01-05% Victim appears as an animated skeleton, no fle.5h. remaining 
(visual effect only). 

())-10% Length of nose and
1
ears increase tremendously, ears up to 10 

inches, nose up to /2 times 1d6 body lengths (roll dexterity 
each round versus stepping on or tripping over). 

11-15% Power of minor creation, ~mentioned will appear but 
all objects vanish at end of effect period. 

1~2D% Flowers appear at every step, victim lea~ a trail of greenery 
wherever lie walks for duration of effects. 

21-25% All victim's spells and magical items produce appropriately . 
inappropriate results: a "Sbillelah" spell produce.5 a jester's 
staff, a "Fire Strike" causes a snow storm, power words 
produce incapacating laughter, etc. 

1.6-30% Soft touch - swor~ staves, knives, clubs, etc all beoome 
rubber; whips and ropes are elastic; armour and shields are 
foam rubber; etc. 

31-35% Midas touch -allmetalweaponstouchedbyvictimortouch
ing (attacking) victim become soft gold (temporary effect, of 
course). 

36-40% Pass all - victim can force his way through any solid surface 
or ~ed. He will aJso sink into the surface which he is walking 
on (sink at 6" per mele.e round) unl~ supported by com
panions. 

41-45% Victim will have the head (roll ld6) of a 1) donkey, 2) · 
elephant, 3) aow, 4) frog, 5) row (or bufi) or 6) cat Victim can 
not talk or utter any sowid not appropriate to that animal 

46-50% Mental )OOth - the victim will be ~by an irresistible 
desire to play practical jokes and poosesses the magical ability 
to produce minor itern.5 for this purpose (banana peels, squirt
ing flowers, etc). 

51-55% An unseen servant will accompany the victim, protecting him 
from any form of attack - but will, at the same time, cause him 
to trip, fall o~ his face, drop his weapons, miss all attacks and be 
a general nwsance. 

5().(J()% The victim will find "great treasures" wherever he searches for 
them. He will not reveal these to other ~ members. When 
the effect terminates, the "treasures" will be revealed as peb
bles, scraps and other worth!~ trash. 



6Hj5% The victim is aCXX>mpanied everywhere by a small (five foot) 
blade cloud which floats about 12 inches above his head and 
rains co~. Any time danger threatens, small lightening 
bolts will flash in the cloud and a roll of thunder may be heard 

~ 70% The next item which the victim reaches for in his pack, etc, will 
be a white rabbit, dove, deck of cards, bouquet of flowers, etc. 
(This will continue for the duration of the effect.) 

71-75% The victim's armour has vanished and is replaced with the 
traditional jester's motley, a two.peaked cap with bells, shoes 
with turned-up toes and silver bells, sash with tasrels, ca_ira-pie 
tunic and pants and a staff with buffoon's bladder. 

76-ro% Any projectile weapons or projectile spells the victim uses will 
produce large custard pies impacting his target. Any projectiles 
shot at the target will be custard pies vmen they hit. 

81-85% Every time the victim reaches into a ~clc or chest or any other 
contamer, the first thing they touch will be a mousetrap (1 point 
damage). If they reach for a sword or weapon, the handle will 
be a lobster, etc (2 points damage). 

~90% Roll once on Insanity Tuble for effect - temporary, duration 
10 + ldlO turns. 

91-95% Roll twice on Insanity Tuble, ignore duplications and roll again 
- temporary, duration 10 + ldlO turns. 

96-00% Victim will be temporarily pos.ses.sed by the spirit of the Mystic 
Jester vmo will play all manner of pranks on the rest of the 
party. (He is mischievous, never malicious.) 

These effects are never intended to do any serious harm to the victims. 
Use cautiously! 



I 'Table 'J our Permanent 1@n@m 'Effects I 
Effects are pemu111e11l wt1ess ahmvise 1Wled. 

01-05% Life Shock - l_iighest attribute reduced by one point Also 
weaknes.5 for 1d6 turns: all rolls at -1 until~ passes. 

(}S.10% Life Shock - lowe& attribute inaP.ased by one point Also 
weaknes.5 for 1d6 turns: all rolls at-1 until weaknes.5 passes. 

11-15% 10% of all wealth carried has l~.vanished - but this fact 
should not be discovered immOOlalely. 

16-20% Character ages 2d10 years imme.di.ately (x10 for eM:s and 
dwarves). 

21-25% Character beoomes 2d10 years ~tmgtt imme&tely (x10 for 
elves and dwarves). 

26-30% Warts appear on hands - dexterity at -3 until cured 
31-35% Strong body odor - charisma -3 till cured (by "Cure 

l)i.sease»). . 

36-40% Character gains glowing health - will aJso glow in dark. 
41-45% Character can not speak for 2d6 turns (player may speak only 

to state actions). . 
46-50% Attracts monsters: 25% greater chance to attract wandering 

monsters. 
51-55% Re~ls monsters: 25% chance to repel monsters (not 

anirrials ). 
56-60% Roll ld6 - Character's skin color~ to: 

1) blue 2) green 3) orange 4) violet 5) re(l 6) mixed (any l\w). 
61-65% AU fabric touched rots in ldlO turns (clothes included/ dispell 

magic to counter). 
(,6.. 70% Speak 2additional languages I 50% chance to read them also. 
71-75% . Character increases in height by 25% - weight and strength 

increase by 30%. 
76-00% Character decreases in height by 25% - weight and strength 

decrease by 30%. 
81-90% Insanity - roll type on Insanity'Jables. 
91-00% Effects tern~ - roll twice on this table, ignoring 91-00 -

roll ld6 for number of days which effects last. 

11rese effects may be modified at dre DM's 'discretion. m suggest drat 
core be used ilr inf omwrg tire players of t/rese effects - /et t/renr faui Ortl dre 
hard way.! 



I !l(andom Pfio6ia / PhUia Chart {'Ta6le 5) I 
Odd numbers are phobias (fears), even numbers are ph.ilias (likings). 
Play of phobias and ohilias: an~ the aftlided charact& nctices the 

stimulus <X!jed v.ithin 10', they must Save vs WiscJom; if within 5', the save 
is made at -5; if touching at - 10. 

Phobia: the victim Viill flee in terror for ld6 rmmds. 
Philia: they will try to steal and hide the object or will try to get as da;e 

as poosible to it. 

01-02 wood doors 35-36 carrion crawlers (f)-70 stairs 
03-04 giants 37-38 gold 11-n psi abilities 
OS-OS keys 39-40 saolls 73-74 metal doors 
<17-08 thmaeps

51
_ck 41-42 lightning 75-76 iron rations 

00-10 43-44 thunder 77-78 daggers 
11-12 the insane 45-46 sunlight .79-00 invisibility 
13-14 closed spaces 47-48 cold 81-82 goblins 
15-16 open spaces 49-50 silver 83-84 ores 
17-18 heights 51-52 hanuners 8>86 garlic 
19-20 darkness 53-54 unlocked doors 87-88 ropes 
21-22 windmills 55-56 jewels 89-~ hobgoblins 
~24 sharp objects 57-58 torches 91-92 kobolds 
25-2.6 paladins 59-W flint & steel 93-94 ~ 
1:1-'lB mirrors 61-62 yellow mold 95-96 livmg doors 
29-30 long corridors 63-64 ocher jelly <n-98 electricity 
31-32 fire 65.(X) black pudding 99-00 lamps 
33-34 water 67~ green slime . 

A JJl!obia or philia can be cured !>Y a combined "Gue Disease" and 
"Cure Gitical Wounds'°. It ~es ld10 turm to return to normal Victim's 
alignment is not affected either by~ or its cure. 



'Trae 'Detection 'Ta6le 

Effective level of per.;on detecting trap 
I -= FJrectivc level ri person ronmucting trap ~ 

v 2 4 6 8 10 12 14 16 18 20 22 24 26 38 30+ -.-.·H.-. ...... ......,...,,. .......................... .,.,.,.,,.,....._~-~-....... ....._~ ............. 'V~ANV,.__ ..... ,..~~~-............................ -., ... -. ....... ....-v.• -.•,- ,-, .... .,......., ... ,.,.,. ... 

2 50% 45% 40% 35% 30% 25% 20% 15% 10% 5% S% 5% 5% S% S% 
4 55% 50% 45% 40% 35% 30% 25% 20% 15% 10% 5% 5% 5% 5% 5% 

6 60% S5% 50% 45% 40% 35% 30% 25% 20% 15% lOo/o 5% 5% 5% 5% 
8 65% 00'% 55% 50% 45% 40% 35% 30% 25% 20% 15% lOo/o 5% S% S% 

.!~.~N~o@~'~'~l~~~,~1?,~v~,,~~}Q'.!.~~~.7.Q'!~,1~~.,1.il!el!t.J~o• 
12 75% 70% 6S% 60% 55% 50% 45% 40% 35% 30% 25% 20% 15% 10% 5% 
14 80% 75% 70% 65% 60% 55% 50% 4S% 40% 35% 30% 25% 20% 15% 10% 
16 85% 80% 75% 70% 65% 60% 55% 50% 4S% 40% 35% 30% 25% 20% 15% 
18 90% 85% 80% 7S% 70% 6S% 60% 5S% 50% 4S% 40% 35% 30% 25% 20% 

-~"--~~,~-~Jh 80%.J~,,~~~~~~-~~~.~}So/~~-~~ 
22 95% 95% 90% 85% 80% 75% 70% 65% 60% SS% 50% 45% 40% 35% 30% 
24 95% 95% 95% 90% 85% 80% 75% 70% 6S% 60% 55% 50% 45% 40% 35% 
26 95% 95% 95% 95% 90% 85% 80% 75% 70% 65% 60% 55% 50% 45% 40% 
28 95% 95% 95% 95% 95% 90% 85% 80% 1S% 70% 6S% 60% 55% 50% 45% 

~! ~~-~?R,?2~~~-2?.~~~81% ~,1s%~~~-~!H~Q~--~~~-~ 



Monsters and 'Traps {'Ia6le 7) I 
A standald moost.er combined with a standard tmp fi;ves unique results. 

11iese tables wiU proWie a ~of possU:Jilities for the encawer situations. 
Hemvilli ~begin and the GodS afoiie knON the end. 

Percentage Monster Indications 
01-30% The monster is obvious 
31-&>% The monster is hidden 
61-90% The monster is suspected and p<esent* 
91-00% Minster suspected but not present * 
• Note to the above chart. llls irdldes camouftage-type roonsteis such as 
pieroers, sharrb&ng mc>lXlds and various slimes and oozes. 91-0Jlb means thel9 
is reason '> suspect a monster but none is a::tually present -1he players may 
e<;:>y disoowring 1he diffef'eoce. 

01-15% 
16-30% 
31-45% 
46Wl(, 

61-75% 
76-90% 
91-00% 

01-10% 
11-20% 
21-30% 
31-40% 
41-50% 
51-©% 
61-70% 
71-80% 
81-90% 
91-00% 

01-10% 
11-20% 
21-30% 
31-40% 
41{5()% 
51-©% 
61-70% 
71-80% 
81-90% 
91-00% 

Reasons For Suspicions 
Sounds 
lnfravision shows warmth 
Tracks 
Bones or other debris 
Nest or nesting materials 
Smell 
R:lll twice on !his table 

Monster Location 
2x1da> feet norttl of trap 
2x1d20 feet east of trap 
2x1d20 feet west of trap 
2x1 d20 feet south of trap 
above trap 
party is between monster and trap 
monster is caught in trap - can not escape 
monster is caught in trap - escape in 1 d6 rounds 
monster living in trap - can exit immediately 
monster living in trap - exit in 1d4 rounds 

Mons1er will appear I attack vh!n: 
noise is made 
blood is shed 
trap is triggered 
1d4 people ate caught in trap 
1d4 people escape from trap 
room is entered 
party comes within 1d20 feet of monster 
party comes within 1d20 feet of nest 
party comes within 1 d10 feet of treasure 
1d10 rounds after any of 1he above 

For an example, see RichenbaCh's Falls. 



I 'Time /'Total cliart I 
~~ .. J!L ...... . 

2 ld3 (2) 
3 ld6 (3) 11rne 
4 ld8 ld3 ...... s ..... idio ..... id4 ....... 1d3 ....... (4> 
6 ldl2 ld6 ld3 (5) In 

..... 'J.. ..... !~µ_,,)~ ....... ~ ...... W. .................. ..C©. 
8 ldl2 ld8 ld4 ld3 ld3 (7) 

10 ld20 ld10 ld8' ld4 l.d3 l.d3 (8) Rounds 
12 ld20 ldl2 ld8 1d6 1d4 1d3 l.d3 {.?} 

'14-·2d12 ldl2 ldlO 1d8 ld4 ld4 l.d3 l.d3 (10) 
16 2dl2 ldl2 LslO ld8 ld6 Ls4 1d4 l.d3 ld3 
18 2d20 ld20 ldl2 1d8 ld8 1d6 Ls4 1d4 1d3 ld3 
20 2d20 ld20 ldl2 ldlO ld8 ld8 Ls4 1d4 1d4 l.d3 
25 2d20 1d20 2d8 Lsl2 ld10 1d8 1d8 ld6 1d4 Ls4 
30 3d20 2dl2 1d20 ldl2 1dl2 ldlO 1d8 ld8 1d6 ld6 "'3s .... j;OO' ... li12 .... 1a:f .... 2d8 ..... Liu·· .. 1dif"1!i0 ...... id8 ...... 'id8 ...... id8 
40 4d20 2d20 2dl2 1d20 ldl2 1dl2 Ls12 ldlO ld8 ld8 
SO 4d20 2d20 3dl2 ld20 1d20 2d8 ldl2 Ls12 Ls12 ldlO .... 60 ..... Sd20 .... 3d:W .... 1.d20 .... iiii'""1d20' .... ld20 ..... 1d8' .... 'idi2 .... id'i2 .... idi2 
70 3d20 2d20 3dl2 2d12 ld20 1d20 2d8 ldl2 ldl2 

... ~ ......... ~ ........ ~ .... ¥.?9. .... 7@. .... ?4!f. .... ?4.g .... !@ .... .!@ .... .!@ .. )~µ 
90 4d20 3d20 WO WO 2dl2 1d20 1d20 1d20 ld20 

100 4d20 3d20 WO WO 3dl2 2dl2 1d20 1d20 1d20 
120 . 5d20 4d20 3d20 WO 2d20 3dl2 1.dl2 1.dl2 ld20 
140'"-"---~-~--4<!20 "3<00- 3d2(Y~U203d12 '2ci12 1.d12 - 1.d12 

l<iO 5d20 4d20 3d20 3d20 2d20 2d20 2d20 1.dl2 
180 . . 5d20 4d20 3d20 3d20 2d20 2d20 2d20 2d20 

'20if'"-·~w..-.-.-~------:~"4d204d20 3d20 ' 3d20 _. 2d20"2'd2()"~~ 

220 4d20 4d20 3d20 3d20 3d20 2d20 2d20 
240 . . . 5d20 4d20 4d20 3d20 3d2() 3d2() 2d20 
'2(.0"""""""""""""'"""""'""""5d20'"'4d20""4di0""3djj"""3d20""'"3d20'""2d2(j 

280 5d20 4d20 . 4d20 3d2() 3d2() 3d20 
300 . . . . 5d20 4d20 4d20 3d20 3d20 3d20 
.............. '('i)"'''''''(i)'"'""(3f ""'(4)"'"'''(5)''''"'(6)'""""(7j""""'(8f "''"(9f ""'(i0) 



This chart is used to find the siz.e and ownber of dice to roll per round 
to aYerage a desired total after a certain ownber of rounds. F'arst, figure 
the total distance to be covered or the total damage to be done before 
the 6nal event occurs. Theo decide how many rounds should elapse 
before this event The intersection of the Tune and the 'lbtal columns 
gives the siz.e and nwnber of dice to roll each round 

Please note: the actual results will vary due to the random factor 
inherent in the dice (unless, of course, the dice are loaded). These results 
are based on calculated averages only. 

See also examples on the following page ... 

(11) (12) Tune 
Total {H) {14) (15) ~~~~ In 

20 ld3 ld3 (16) (17) Rounds 
25 1d4 ld4 1d3 ld3 ld3 (18) (19) (20) 

-~M.'~" ld4 ld4 1d4 1d3 14~~~. 
35 ld6 1d4 ld4 1d4 1d4 ld4 1d3 ld3 ld3 ld3 
40 1d8 1d8 ld6 1d4 ld4 ld4 ld4 1d4 ld4 1d3 
so ld8 1d8 1d8 ld8 1d8 ld6 ld6 ld4 ld4 ld4 
60 1dl2 ldlO ldlO 1d8 1d8 1d8 1d8 1d6 ld6 1d6 
70 1dl2 ldl2 ldlO ldlO ldlO 1d8 ld8 1d8 ld8 1d8 
80 ldl2 ldl2 ldl2 ldl2 ldlO ldlO ldlO 1d8 ld8 1d8 

···90······ii8 .... 'id'li····idli····idu····id12···i;fii···id10····iii0····1dio·····id8 
100 ld20 2d8 ldl2 ldl2 ldl2 ldl2 ldl2 ldl2 ldlO ldlO 

_µ9. ..... ~ ..... !~ .... ~~ ..... ~ ..... Yµ .... !~.µ·· ···~µ ..... ~~µ ..... !~g .... !~~ 
140 ld20 ld20 ld20 ld20 ld20 2d8 2d8 ldl2 ldl2 1dl2 
160 2dl2 2dl2 ld20 ld20 ld20 ld20 ld20 ld20 2d8 ldl2 
180 3dl2 2.dl2 2.dl2 ld20 ld20 ld20 ld20 ld20 ld20 ld20 
200 2d20 3dt2~2di2 2dl2 ~2dl2 , 1d20"id2o 1&if"ld20 ,,id20 
220 2d20 3dl2 . 2dl2 2dl2 2dl2 ld20 ld2.o ld20 ld20 ld20 
240 2d20 2d20 2d20 3dl2 2dl2 2dl2 2.dl2 2dl2 ld20 ld20 

·uo~-2d20 - 2cJ20 2d20 · 3d12 3dicr 2du-1.du 2.dl?i~-2.du" 1d20 

280 2d20 2d20 2d20 2d20 2d20 3dl2 2dl2 2.dl2 2.dl2 2.dl2 
300 3d1£) 2d20 2d20 2d20 2d20 2d20 2d20 3dl2 2.dl2 2dl2 
·············cli)·····cu>·····co)······c14f ····c1sy····'(i6)····'(11f ····c1s)·····c19)·····c20)· 



Example 1: The trap is a room with a 10' ceiling. no apparent exits and 
watec rismg to fill the room. fur a ~level party, the DM mr!it decide 
that M:> rOOnds would be rea<;Onabte for escipe. Therefore, · at 10 
in the Tutal colwnn and 2inthe1ime oolumn, be will use ldlO to each 
rowxl for the nwnber of feet \\him the water rises. 

fur a mid-level party, using 10' and 5 rounds, a ld3 die roll is emp~ 
fur a low-level party, the DM tlnn5 feet into inches and looks up 120 

inches in the Tutaf coliu:nn Allowing 16 rolD'lds for escape, he uses ld12 
~per round for the water to rise. Note.: the actual a\erage, in this case, 
is 612 iDches J>C'.( round, ~ an average 18.46 rounds to fill - v.b.ich is 
close enough without an infinitely-variable die to roll. 

Example 2: The trap is a ray which drains str~ fr001 e\eryooe in the 
room and exit is diffiCult Wilen anyone's stre reaches 0, they will be 
dead~ that moot characters in Im "OOrl strength.5between12 
and 18, the DM chooses a Tuta1of14. 

fur a high or mid-le'wel party, the DM proceeds as above, choa5ing 6 
rounds ancf rolling ld4 points per round 

fur a Jow.le-.el party, the DM decides that 20 rounds are needed but 
fmds that se-.en roUndS is the maximum for a 14 Tut.al. Therefore, he uses 
the die roll for seven rolD'lds (ld3) but rolls only orce eley three rounds. 

Credits I 
While the majorily of tire trops and tricks in tire vollune have been 

desi171ed by tire audrors/editors al Drapr Tree, we are also gratefid and 
would like to acknowledge wry valuable CXJ11tnoutio11s from: 

Tum Bel~ Ed Durboraw, Lockwood Larson, Tum Lowrie, Doug 
Mayfield and Dana Schaefer of Abilene, Tuxas and Diane Johnson of 
Gulf port, Mississippi. 



From tlie WORID OF ARDUIN 
by David~ Hargrave 

The Lost Grimoire- .Antldn Grimolre IV - $ll.9S 

New spells; arcane alchemical concoctions; mystik artifacts; honid 
~and Dl0ll5lers from !egend and nightmare; strange new charac
tu races; a compendium of ruses, trick and traps.; the holidays and 
festivals of Arduin; a look at a very special plare m the dread "under
cities,, of Arduin and much, much more. 

Darlc Dreams -Antuin Grimoire V - Sll.95 

Visit the street~ of Tulismonde; investigate the infamous ''Black 
Metals" and the silks of arachnid origins; learn seaets of Ore alchemy, 
"Rogue" magiks, new spells and Prismatic WdlJs. Also included is the 
new character dass, Gladiator, and a rare breed indeed, the Mini-Dracs, 
as well as other new monsters and more. 

House of the Rising Sun - AnUn Grimoire VI - $ll.9S 

Learn newmagiks for Druids, Priests, Runesiogers and Dragons; hear 
of the Old Legends and the Old (but not forgotten) Gods of Arduin. 
Here also you Will encounter both the Street Urchins and the Beps of 
this ancient and wonderous ~Id, sample the foods and beve~es of the 
region (beware the poisons of the Arduinian A,s.<;a:;sins) while Bards 
work their magi.ks for your pleasure. Included are Rare and Legendary 
Gems, new mystik artifacts and natural denisens and monsters of the 
world ~nd the Ehon Gates. 

ShadowJands -Armin Grimolre vu - $11.95 

The Saga continues as you visit the Great Wurm Road, the Under
world of Arduin and the Shadowfands. Here you will find new gems, 
monsters. alchemic& potions, odd weapons, treasures and other ar
tifacts; visit Arduin's famous Courtesan Houses, me.et Soothsayers, 
Pahda-Hha and Psi-Rogues and learn of new magiks of all type.s. Come 
- for be}(>nd the Ebon Gates, much more awaits }(lilt visit 

1be Wmd.s of Chance - Antuin Grimon vm - $11.95 

Dave's last known work - here be skills for all ra~ Dreamweavers 
(new character ~), <bsiers on the Black Lotus Society, the gods of 
Ardoin. Also incl~ Arduinian Martial Arts, street~ and more! 

Available from Dragon 'Iree Press - Mailaders Welcome 



From the WORLD OF DELOS 

The Forgotten Paths Of Dailn- $6.95 

a Delian-Ouest mystery by Chuck Montgomery 
Why would anyone want to steal a paclcage of Lotm Petals? Unless he 

can find out, it's probably back to the farm for )Qung Gavin of Moonlark, 
lowly Sorcerer's Apprentice ... But finding out is no ~ task ... And 
does )')ung Gavin really w ANr to learn magic? Granted, It's better than 
sowing oats but... Follow nm FORGO'I'nN PA ms OF DAII.N deep into 
mystery where )Ql are the hero and su~ and failure hinge on )('ltU 
decision. 

Be~nd The Sacred Thble - $11.95 

by Chuck Mongomery and Ben & Mary Ezzell 
Enter a new dimension in Rmtasy Role-PJay as we take )QU BEYOND nm SACRED TABLE with Colorado International Rmtasy Game Society 

Game Master Chuck Montgomery into the worlds of Live-Action 
Gaming. VJ.Sit the strange island cultures of Delos, learn secrets of Delian 
cosmology, meet the Sea Sprites of the Inverse Islands and match wits 
with the Mendacian. Includes unusual potions and poisons, fabrics, ar
tifacts and much more. 

The Monsterous Civilil.ations Of Delos - $11.95 

In Delos, Mon&ers aren't always... visit the Ogre Nations of Delos, 
travel the Forests of N"ight to meet the Wcunpyr and Wool-O-The-W15p 
and explore the legendary Broken Lands. As )QU jowney through the 
Monsterous Civiliz.ations of Delos, )')U will learn the REAL perils of 
succubii, how to get a Giant drunk and (maybe) what has become of the 
fabled Gnoptic Chalice 

The Delian Book Of The Dead - $11.95 

Rules for running DEAD d1amders!!?? As Phantom Oass in 11ormal 
games - or on the Planes of the Abys.s. nm DEIJAN BooK OF nm 
DFAD also includes a dastardly miscellany of new trap;, poisons, artifacts, 
devious Delian spiders, character class Archeologist, Master Thracian's 
Apologia of Grave Robbing, and much more ... Absohltely essential ... 
the 011e •'Ol1u11e wl1id1 110 Ghost (or Mooal) should be Kithout ... A. 
Rierce - Stygian Review 



The Handbook of 'Ihlps and 1ncks- $11.95 (Revised) 

A modem rendering of the Azure MS of Master Engineer Hwnphrey 
Tuppercoom (Aka 11ie Blue Book of Ht!11[jst), this details <:Ner 100 fully
statted, ready-to-play, dungeon traps whether MagickaJ, Mechanical or 
Tuchno - Low-leve~ High or Super-Complex, No Instani-KiJJer traps 
are included! These are playable traps - clues preceed them, escape is 
pos.srble and requires brains, not monte-haul hardware. 

The Dragon Thee Spell Book-$11.95 

More than 200 spells including Dragon Magicl<s and :zero LeveJ 
Spells! Also included are excerpts for Theologian Newton's Theory of 
the Four Manas - a wUfied field theory of the four major magi.ck 
systems known in the gaming Multiverse, check lists for constructing your 
own magick system and rules for Impromptu Spells. 

The Book of Artifacts - $8.50 

Contains over 200 new magick items with complete descriptions, stats, 
prices, powers, uses and misuses. Also included are rules for player-dtar
ader oonstruction of magick items in a mana-rich (j.e. Petee111age and 
Fumble) world Any first level spellcaster can make a Staff of Power ... 
which will do something ... but watch out! 

Amazon Mutual Wants You! - $7.50 

Four low-level modules suitable for thinking players. Mo.st Amazon 
Mutual Life Assurance jobs involve rescuing prisoners or recovering 
bodies of policy holders and returning the for resurrection . . . but not 
always! Expect the consistent, sneaky and devious! 

The Book of Plots I - $8.50 

Here are Tavem Tales from Delos - a totally new kind of generic 
gaming supplement providing plot outlines for over 30 adventures to be 
used as the basis for an original game or inserted into ready-made 
modules of any game system. Each scenario includes detailed rumors, 
pre-<lungeon clues and encolUlters, NPCs, etc. 



Desert Plots: AMI.A ll-$7.SO 

This bastardiz.ed cross between AMAZoN MurtJAL WANrSYou! and 
'DIE BooK OF PLoTs sends players to rescue the kidnapped Scholar 
Rocmirra in the Great Southern De.ciert. Includes t\'ro ready to play 
modules and five plot outlines ... and what immoral temptation doeS 
Belworth George, Paladin of St Rillwell need rescuing from ••. ? ? ? 

Monster File I - $7.50 

48 new fantastic monsters. all levels, illustrated on one side, full ready
t~play stats on the other (may f?e rut into ''Monster Cards" if desinxl.) -
Pick A Card and Roll ror Jnitiative! 

All are available from 

DRAGON TREE PRESS 
1085 - 14th Street, Suite 1502 

Boulder, CO 80302 

Mailorders please add $150 shippinWftandling. 



'l't;E: "~~qnn 'l'~E:E: ,,a S~\'tE:S BtU" ~B,tE:nE: 'l'E:"~g 



Dragon Tree Press 

1085 - 14th St, Suite 1502 Boulder, CO 80302 
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