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TROLL TALK

HOLD IT! TRAPSLITE? LITE?

What's going on here?
GRIMTOOTH'S TRAPS wasn't enough for you? TRAPS TOO didn't sate your gppetite? TRAPS FORE was a bore?
All right! Everyone who thought TRAPS FORE was abore can leave. Now.
TRAPS ATE couldn't fill you up? You want gtill more of this gore? What, you filling up ahollow leg, or something?

| was blissfully retired, you know. TRAPS ATE was the last word in traps manuas. I mean, after the “Lobster Trap
Revigted', what's left to say?

Some things seem impossible to escape these days. They
keep going, and going, and going —
(if apink rabbit banging a drum and hawking batteries
marches across your page, you have
my permission to kill it.)

— but maybe it's best if we accept these things at face
vaue. For better or worse,
the Trall is back with an al-new book of traps.

But TRAPS LITE? LITE?

Okay. After the meaty stuff of TRAPS ATE, you're
ready for something Lite.
Something... less filling. Something... less fatal.

LESS FATALIIAI??

I'm outtahere! Hurl cream piesif you want, but I'll not lend my name to some mamby-pamby, wrist-dapping
collection of bucolic sight gags. Send me your checks, your H.G. Wells awards, and your unrelenting praise—
because | deserve it — but reserve your blame for the pinheads at Flying Buffalo. We are with Buffalo again, aren't
we? What happened to those Task Force guys? Sheesh, eat an editor and some people get the wrong idea.

Wherewas |? Oh yesh — fixing blame. TRAPS LITE wasn't my idea | wanted to do HEAVY METAL TRAPS, a
collection of al those SIX-skull traps they wouldn't let me print in my previous four books. | was ready to kick butt
and take names. | figure you're ready for it. But, noooooooooo... the publishers are stuck on this TRAPS LITE
notion, and there's no moving a Buffal o once the beast squats. Well, he who has the gold pieces makes the rules, so
TRAPS LITE itis and you're welcome to it. You cdl it TRAPS LITE, | cdl it something ese, but the word they'll
let me print is...

..hoogy. It'sdl abunch of hooey. | want nothing to do with it. | won't even finish this introdu *

(editorsnote: pleaseturnthepage, aswe havetemporarilylost contactwith Grimtooth.).
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Trollette Talk

Hello? Grimtooth's like, been in a bad mood since the Raiders tradedfor Jay Schroeder. Don't let him bother you.
He acts all tough, but he'sjust a big pussycat. Or maybe he eats big pussycats. | get confused sometimes.

My name is Grimtina. I'm Grimtooth's kid sister. Some of you probably remember me from TRAPS ATE. | was the
102nd Trap. You don't remember? You didn't call me on my toll-free, uninhibited "900" number? Oh well, your loss.
| disconnected my chat line months ago. Grimtooth made me. He said it wasn'tfair to tease boyslike| do. He said it
wasn't right to demand my suitors mail me their ears as a token ofdevotion. What's so bad about that? Van Gogh did

it, and he'sfamous, even ifhe's crazy and mutilated and dead these days. Hispaintings are till worth a lot, and it's

money that matters, right?

I'm offthe point. | get confused, sometimes.

Anyway, seeing as how Big Brother has stalked offin a huff, | guessiit's like myjob to keep this thing going. Don't

worry, I've been watching Grimtoothfor years, and ther€'s nothing to hisjob. Besides, | have afeeling Grimsie will

return when he learns the Trollish Bikini Team is helping me present some ofthe traps. 1fhe doesn't come back, then

who needs him? There are plenty of narrators around here— GrimBuck, our cousin fromthe Far Future; Spike, the
GrimDog, and of course thereslittleoldme......... . . Grimtina.

Stick together and hold hands! Boy, girl, boy, girl. All right, boy, girl, it, boy, girl, it, if you must. Don't mind the
invisible chainsaw. | don't use it on my friends.

P.S. In keeping with the "Lite" tone of this volume, we've done away with the "deadliness rating” of past books in
favor ofrating the "nuisance value" ofthe trap. Thusyou won't see skulls in the margin, like so:

but you will see little businessman icons, representing insurance salesmen, IRS agents,
and other annoying influences, like so:

The more suitsyou see, the more annoying the trap. It's up to you to adapt these generic designs to the mechanics of
your favorite game system For those of you with a dlide rule, 3.336 suits equals one skull. Conversion charts will be
available in the second edition of this work.,.
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Room Traps

Grimtooth loves room traps, because he works with an unlimited budget, and only
aroomtrap lets himexercise his unhealthy love of giant lobsters. | know Grimtooth
toldyou all to think big when it comesto roomtraps, but| prefer to thinksmall. You
should see my room. It'sin a zllion shades ofcrimson, decorated with postersofthe
Dead Kids On The Block, and teen idols savaged by wild beastsfor Tiger Beat
centerfolds. | have my very own Bone Phone, a wardrobe ofthe cutest little short
skirts, and of cour se more wizards and unicorns than you can shake a stickat. The
real thing, of course. No pewter miniaturesfor THIS girl!

If you'revery, very good, maybe I'll letyou see my room sometime. But don't count
on it. Andwe'll have to leave the door open, no matter what.

In the meantime, consider this latest collection ofdream roons...
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Room Traps
NOTES -

RRR

Thefirst trap comes from Rory Madden, ayoung Englishman obvioudly influenced by his native
land'srich mythology. Rory offersTO HIM UNGROUNDED, apotentially deadly twist on one
of the seminal images of Western folklore — the sword in the stone.

Actudly...I didn'twrite that | captured an English professor who should have known better in the
first place and sometimes | make him write the beginning of trap descriptions when | get stuck.
Sometimes the white paper makes me afraid. Okay. Now I'm darted. Here goes.

A high ceilinged room in your dungeon should contain avast sone or anvil into which is plunged
agreet battle blade. The hilt of the blade stands about five feet off the floor, so anyone who wants
to try to pull the sword from the stone will have to climb on top of therock to doit. An inscription
on the blade or the stone reads, "To Him Ungrounded", a subtle twist on the legacy of Excalibur,
which supposedly belonged "To Him Unconquered” (thanks again, Prof!). To lend atmosphere to
this scene, cloak theroom in mist, and have storm clouds gather overhead. Wow, thismustbearealy
big room. Rory must be following my brother's advice to "make it big"!

Anyone grasping the sword by blade or hilt will receive an electric shock. The voltage isn't strong
enough to kill, but it's potent enough to lock the delver's muscles in place. Most characters won't
be ableto let go of the sword once they grab it. If thevictim's friendstry to pull their friend away,
then they'll be trapped, too, each locked on the next.

Thevictim(s) will remain trapped until they find away to short out theblade, or awandering monster
comesdongto maketheirday. Ifyouwant to bemean, havethose storm cloudsopen upwith atorrent
of rain that floods the room to a height of four feet or so— then you'll sse what happens To Him
Ungrounded.

| think lighthouses are soooooo romantic. Sometimes I'd liketo live far away in alighthouse al by
myself. 1'd keep thelight burning day and night so mariners would know they'd alwaysbe safewith
Grimtinaon thejob. If1 gotlonely, I'djust wait for somefoggy night when there was no moon, then
I'd "accidentally" forget toturn on thelight By thetimel madeitdown totherocks, I'm sure | could
fish up a date or two with sailors who just happened to run aground.

TheLIGHTHOUSE GEM by Dan Lambert isone of those neat theme room traps, where theroom
is centered around a treasure which isitsdf atrap. Put this one high up in your dungeon, near the
surface where you can get lots of light. A vertical shaft above the room will do the trick, although
you could put this one in agenuine lighthouse and it would work just fine.

In the center of acircular, domed room, rises apedestal. Atop thepedestd is avaluable magic ruby.
Theruby is slvered on six facets, and dowly turns clockwise. Sunlight entering the chamber from
above isreflected through the ruby and stabs out acrosstheroom in six arms of slowly turning light.
The light appears gentle, but is actually alow-intensity laser. Being struck by one of the beamsis
enough to damagethe optic nervein the eye, even if your eyesare held tightly shut. Elvesand others
with acute vision are especidly vulnerable.

To ged the gem, athief must enter theroom atjust the
right time, then synchronize his movement with the
gem's rotation. An uneven floor makes this more
difficult thanitmight seem. A smart delver mightaso
consder knocking the gem from the pedestd from a
distance, or might try to block sunlight from entering
theroom. If you chooseto use this trap, remember to
guard the room at night...unless you dect to make the
gem run on moonlight, as well.



Nowadays marriage isn't hip, but I'd ill like to get hitched someday. | want achanceto livelife
alittlefirst, of course. | want to travel, and have acareer, maybe even open alittle dungeon of my
own. When | dofind that specid someoneand decideto settledown, it will bethe shortest marriage
onrecord if my groom decides hiswedding vowsobligatehimto LOVE, HONOR, AND HURL.

This Clinton Gaskill room trapisredly ridiculous, sol loveit First you need captureadelver, which
shouldn't be hard, with five volumes of this TRAPS seriesin print for inspiration. For maximum
effect, pick amaeddver withabeard. Dwarvesaregreat for this. 1t aso helpsto capture someone
who takes himself too serioudly.

Thevictimisimprisonedinthebrida suiteinthelowestleve of your dungeon. Huh? Y our dungeon
doesn't have a bridd suite? | thought every dungeon had abrida suite! Well, better get to work
building one, Holmes! Thevictimisaso dressed in awhite wedding gown and placed under adeegp
spell before being layed out on the bed. Dwarves have some nerve wearing white, let metell you!

Allow therest of theparty asight of thisunlikely circumstance, either through awindow or viasome
magical scrying device. After they've gotten over the giggles they'll get from seeing their dwarf
warrior dressed up like a dream bride, they'll redize they must find the bridal room to rescue their
comrade. When they finally find their way to theroom, they'll find an invisibleforce field blocks
entranceto thesuite. Hanging on arack beside thedoorway isablack tuxedo. Theonly way to enter
theroom is while wearing thetuxedo. And| mean getit right—down to the bow tie, top hat, and
tails. Once properly attired the would-be rescuer can pass back and forth through the door into the
room.

Onceintheroom, therescuer will find nothing can wake hisbridal friend. Theonly optionistolift
the slumbering captivefrom thebed and carry him acrossthe threshold and out of the suite. At sight
of this lovely scene, amagica voice will intone—

"Awww — how romantic! But you cannot carry the bride through the door.”

— whereupon reaching the doorway both characters will be knocked back into the room.
Experimentation will provethat whilethe character in thetuxedo can passback and forth acrossthe
threshold, the slumbering bride cannot.

Therearetwowaystoget thebrideout of thesuite. Themorecumbersomeway istodressthed egping
bride to the nines in the tuxedo, then pass him through the door to waiting friends, who then strip
thebride and passthe tuxedo back to thedelver il in the suite, who can then dress himself and walk
out of theroom. The quicker method isto hurl the bride through the door, then follow behind him,
because while the magic spdl prohibits carrying the bride across the threshold, there's nothing
against throwing the character across the same.

After rescue, the victim will awvaken. Hell have a hard time living this one down, egpecidly if a
little goblin photographer appearsto click shots of theevent, and makes suredl thevictim'sfriends
receive acopy.

Room Traps
- NOTES -

R
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| don't ligten to heavy metal music. It'sjust so much bad operato me. | like something with abeat
that | can danceto. | don't care about the music so much asthebeet. And the way the singer looks,
of course. When | watch videos, | turn the sound down.

| don't know much about Lee Russdll's musi ¢ tastes, but you canjudgefor yoursdaf after examining
her DEAF LEOPARD room. Thecentra attraction of the room isavast circular platform mounted
aop afantadtic, clock-like machine. Various mechanical musicians stand inert atop the platform,
waiting for someoneto activate the machineand bring themtolife. Themusiciansarecagt inbronze,
and each appears to be ahumanoid leopard. The platform and theroom itsdf is decorated in ahuman
hands motif— hands held in some purposeful pose, as if to impart an unguessable message.

Nothing happens here unless someone choosss to turn on the mechanica musicians by throwing a
large and obvious switch. Gears turn and hidden bellows pump, bringing themusicianstolife. The
cavernousroom isinstantly filled with deafening music, which may cause permanent damageto al
characterspresent Onceturned on, the machinewill runit'scourse, playing half adozen songsbefore
the musicians again grow dill.

Perceptive characters might be able to fathom the significance of the various hand depictions
decorating the room, after dl. The hands deliver amessage in sign language, explaining the music
isintended for the enjoyment of the deaf, who while they cannot hear the music, can dance to the
strong vibrations the mechanical musicians will produce. If the delvers can't decipher this message
before they trigger this trap, be sure to explain it to them afterwards!

This next entry is a little weak, but part of the god of TRAPS LITE is to spoof popular beer
commercials, s0 this one makes the collection as an "editor's choice’. Sounds of a loud,
argumentative row will be heard clear down the hall from LeeRussdll's TELEVISION CULTURE
room. Devers foolish enough to enter the room will see two groups of orcs, standing on opposite
sdes of the room, swilling beer and howling at the tops of their lungs. One group shouts, Tagtes
Great!" Theotherydls, "LessFilling!" Betweenthetwo standsan eruditeel finamortarboardtrying
without success to mediate the dispute. | don't like boys who drink.

When the charactersenter theroom, each group of oreswill beg the heroesto settletheir disagreement
onceand for dl. Thisisano-win situation. If the party chooses one side over the other, the Sdenot
chosen will become violent If the party refuses to get involved, both orc bands turn nasty. If the
party behaves sarcadtically, theorcsget REALLY nasty. You seg thisisaterribly important dispute
for the orcs, and they don't take kindly to people looking down on them. Who does?

How does the party get out of this situation? Pin everything on the éf, of course! The professoria
df will ignore the party, but hell keep up a seady stream of derisve commentary. The orcs don't
understand the elf, so they haven't turned on him. A sample of the elf's monologue:

"What ashame. Thisiswhat passes for culture. Consumer-crazed morons mouthing commercial
doganslikemantras. Y uppies singing thethemefrom GILLIGAN'S ISLAND. Plateheads serioudy
trying to follow the continuity of PLANET OF THE APES movies. What has happened to learning
in this country...?'

Y up, you guessed it—thi sisthe captive professor | told you aboutinthe TO HIM UNGROUNDED
trap!

If the party can convince the ores that the f is putting them down, the orcswill turn on theelf long
enough for theparty to dip out theway they came. Remember the orcs arenonetoo swift, and drunk
besides. Doubtless many of them are playing BEERHUNTER (see TRAPS ATE for details). The
party won't be ableto reason with the orcs. They'll haveto find anon-verbal means of turning them
on thedf. A bootin thegroin isagood start. It's always worked for me.



Girlsaren'tsuchamystery, youknow. Boystresat uslikewe'refromanother planet. Welikesimple
things. Candy. Howers. Yachts. And dinners by candilight.

d

Rory Madden hastheright ideawith hisCANDLELIGHT trap. Thisisafata trap and shouldn't
beinthisvolume, butlikel sad, girlsaresuckersfor romance. A pair of doping corridorslead down
tothishigh-ceilinged room. Theroom isempty savefor awire mesh cage hanging fromtherafters.
Inside the cage isabeautiful candle, encrusted with diamonds and rubies. The candle providesthe
only illumination for this room, bathing the party in awarm, happy light.

After the characters have had achance to view the candle, and maybe hatch a scheme for stedling
it, they'll hear aroaring from each corridor entering thisroom. Grest waves of lamp oil then flood
the chamber, crashing into the characters with enough force to knock them off their feet. Strong
characters might beableto forcetheir way up the now-dick corridorsto safety, fighting against the
roaring oil, but most likely the party will be knocked off their feet, and find themselves treading oil

in aroom rapidly filling with the inflammable liquid.

Now, of course, that candle becomes a concern. ﬁ ﬁ m &
Asthe ail leve risesin the room, the party will rise near the candle. They need to find away to

extinguish the candle before the ail reachesiit, or they'll be degp fried. Remember the characters

will be covered in ail, so if they try to hack open the cage and grab the thing, they'll likely go up

in flames. The safest bet isto try to blow out the candle, but the ail leve will have to be near the

ceiling before afloating character will be near the cage, and he better get it right the first time. |

don't know about you, but I'd sure be winded after swimming to keep my head above the oil for an

hour or so while the room filled up, and | might not be able to summon the breath to blow out a
candle...

Rowdy Rhodes must have used this design to supply his DEADLINE TRAP that was published in
TRAPSATE. Thistime, Rowdy assuresushisdesignismorefunthanaBARREL OFINFINITE
MONKEY S. Thedeversenter aroom hegped high with bananasripeningin bunches, inthemiddle
of which standsan average-sizedbarrel, nobigger thanthebarrel sinwhichtheMarx Brothersstowed
away in Monkey Busness. The outside of the barrel bears the inscription,

S T bk

Thebarrel radiatesfaint magic. Ifthedevers
open the barrel, a monkey pops out. The
monkey edats a banana and jabbers at the
characters. If the delvers look in the barrd,
they'll see it's empty.

A minute later, two monkeys hop out of the
barrd. Thebarrd isstill empty. If theddvers
hang around another minute, four monkeys
hopout. They, too, eat bananasand fight with
each other. What's the trap, here? The
monkeys NEVER STOP COMING. Two,
four, eight, sixteen, thirty-two, six-four of the
things...in no time the whole dungeon, the
whole province, the whole world will be
overrunby monkeys. | alwaysknewtheworld
wouldn't go out with abang. It will go out
with an ook!
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HE FIRMLY GRIPS THE DOORKNOB, AND IS
STUCK! THEN A HUGE SPRING POPS QPEN
& SLAMS INTO THE SPIKED WALLT OW/it!

BRAVELY , THE
ELF GOES TO

AR

....

mprsmmmn

The designer of this next submission signs his letters, "1'm Bob Brown and I'm English.” | promise
not to hold it against you, Bob. | ill likeyour trap, titted the HOLE AND THE WALL BANG.

Thisroom belongs on the second or lower level of your dungeon. Upon entering aroom, thedelvers
will noticefour things. Fird, the north wall of theroom is covered with cruel metal spikes. Second,
the floor of the room is etched with grooves and scrape marks running north/south, making it ssem
that the spikewadl ismobile. Third, the south wall ispitted with holes such asthe spikesmight cause,
and is bloodgtained besides. Finaly, there is a hole in the celling leading through which delvers
stumbling into a pit on an upper level would tumble. Putting it dl together, the party will reason
victimsfall through theholeintheceiling, and arethen crunched against the south wall by themoving
wall of spikes. "Fortunately” they avoided the pit when they passed above, and now get to laugh at
this crude trap because they've entered through the service door.

Let them laugh. | always get even with boys who laugh at me. Especidly haughty ef boys.

Who ever tries to open the door leading out of thisroom isin for a shock. The doorknaob is coated
with adhesive, which will bond with whatever touchesit. Hopefully, thiswill bethevictim's naked
hand. Next, the door is battered open from the north by apowerful spring. The door will dam into
thevictim, whowill beunabletordeasethe doorknob, thenbang himagainst thewall of spikes. That
should end the laughter.

Sebagtien Blouin contributes our next trap, cdled CAPTAIN'SLOG — HE'SDEAD, JIM. I'm
not sure about the reference, but | think it has something to do with sciencefiction. If so, | wonder
why thisisn'tin GrimBuck's chapter. Also, | don't see what thetitle has to do with the trap, aside
from the fact thetrap featuresalog. Thisistypica of kidswho areinto sci-fi. | find them sooooo
weird. Why don't they act normal and watch the showsthat | like? Golden Girls, for instance, or
Designing Women. Guy!

Sebastien' strapissetin adark room empty savefor anold brown loglaying in the middleof thefloor.
| hateit when Grimtooth leavesabrown log in thelivingroom. If the party enterstheroom, the door
will dam shut and lock behind them. Then the walls start to closein. A quick-thinking party will
position the log so as to brace the moving walls. And that's when things get fun.

The moving walls have a critica flaw built in aong the baseboard. If they press up againgt either
end of the log, the log will punch straight through, spilling the contents of two hidden reservoirs of
il into the room. Reservoir. Isthat French? | think French is o000 romantic.

Remember, | sad thisroom was dark. Thingswill get pretty hot with dl that oil flowing into the
room if the party is using torches or even lanternsto light their way. You'll havetofry theparty if
you're going to get anyone with this trap, because the walls will stop moving on their own whether



or nottheparty triestowedgethemwith thelog. Thingswill betight, but the party won't becrushed,
and then thewallswill dowly rumbleback to their origina position, alow the party to pick thelock
on the door and escgpe. If they haven't burned to desth, that is Y ou will notice the party can save
themsdlves alot of bother and danger by doing nothing in thisroom. If thewalls stop on their own
anyways, and the devers never punch holesin thewallsby moving thelog, then therewon't beany
oil toworry about, and theparty cangoontheirway. Andweadl know how likely that seriesof events
is, right?

WE STRUCK T puT
oL

e
L

|

i
e 1|
ik

-
I

=)
—

You know what dse | find romantic? Boats. Boys who own boats are usualy rich. Besides, it's
funtogoforapleasantlittlerow aroundthepond, j ustaboy andagirl, alonetogether under themoon.
And the gdlley daves, of course. Y ou can't expect us to row our own boat!

Kenneth Ham uses aboat in thistrap he callsthe LOWEST BIDDER. | don't understand the title
of Kenneth's trap. | think it has something to do with the news and the military and defense
contracting. Y ou know — boy stuff. Bor-ringgg!

Thisroom contains ahuge, underground lake. On the far shore, the party can see away out of the
room, or maybe even apile of treasure. Searching for away across the lake, the party will find a
boat drawn up on the near shore, cloaked in shadows or behind somereeds. An investigation will
reved the boat is structurally sound.

Until the party gets to the middle of the lake, that is. The hull isdrilled with a series of holes, each
of which is plugged with rock salt After afew minutes in the water, the rock sat will dissolve,
flooding theboat. Theparty might beableto swim to the shore (after |osing most of their equi pment
and treasure, of course), or maybethey'll be esten by aquatic beasties. Or maybe they'11just drown.

Hey, what'swith thisrock sdt stuff? | thought thiswas supposed to be TRAPS LITE. Y ou know,
lower in sodium, and that stuff? Well, at leest we don't have any of those exploding balls of sodium
dropped inwater traps. Although, if youwanted to plug the holesin thehull of Kenneth'sboat with
amixture of sodium and rock sdt, you wouldn't get an argument from this little trollette!

D
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Phil Dean sayshis (PERMANENT) GOOD NIGHT'S S_EEP isatrap, but | can't figure what he
means. There doesn't ssem to beatrap here. I'll describe Phil'sideaasbest | can, then you tell me
if you can find the trap.

Phil describes aluxurious canopied bed, al done up in pink silk sheets, with fluffy pillows and the
blankets turned downjust so. The head and footboards are carved from exotic wood and engraved
with heavenly scenes. About the base of the bed is addlicate dust ruffle, just barely sweeping the
floor. The effect of the bed is intoxicating. Anyone looking at the bed will feel an overwhelming
desre to nap. The bed will prove too inviting to resis.

Of course, underneath the sheets and goose down comforter, thisisabed of nails. Just like the bed
in my room. Phil ssemsto think that disguising abed of nailsis somesort of atrap, but | can't figure
itout. Everyone degpson abed of nails, don't they? Help me on this one.

- 4 pomptein— ‘ o OW ,
David StevenscallshisnexttrapOH WHAT A TANGLED WEB WEWEAVE, whichl thinkis
aquote from Shake Spear or maybe President Kennedy but | asked the teacher if it would be on the
testand he said no so | didn't bother remembering it. | mean, if it's not going to be on the test, why
bother learning it, right?

David fillsaroom with spider webs. Yuck! | hate spidersl Excluding those spiders |'ve dated, of
course. Sittingonashelf just outsi dethedoor tothisroomisanatomizer. | know what you 'rethinking
— "Guy, not more science! | never pay attention in science!” Well, | felt the same way, but then
| found out an atomizer isredly just afancy name for aperfume spritzer. Science guys call them
atomizers because they create afine spray of mist from areservoir of liquid, like spraying perfume
from abottle. David doesn't say if the atomizer is bgeweled or of precious glass or anything, but
in my dungeon you can bet it will bel

Okay, so we got thisroom full of webs and a handy atomizer on the outside. What'sit dl mean?
Isthisgoing to beonthetest? Tripping any of thewebsrd eases acrossbow bolt fromhiding, designed
to strike whoever triggered the web. If someone blunders about in the web room, they're going to
look likeapin cushion. If somebright boy hits on the standard notion of burning out the spider webs
with atorch, dl they'll do is release awave of crosshow bolts. What to do, what to do?

Thisiswherethe atomizer comesin. If sprayed with afine mist of water, the webs, previoudy near-
invisible, will now glistenwith reflected light With thewebsnow dearly visible, theparty can make
their way through theroom without triggering any of the crassbow balts. If youwant towork agiant
spider into thisroutine, it's up to you, but in keeping with the Lite nature of thisbook, I'll giveita
miss.



Lee Russll's QUICK SAND BOX would fit right into your favorite Sayroom. Lee suggests

D
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locatinganordinary drinkingfountai nsomewhereinyour dungeon. Surroundthedrinkingfountain

withapatch of sand. Thefountainfunctionsnormally, butfor every unitof water thevictimsdrinks,
ten unitsof water arepumped from ahidden pipebeneath the surrounding bit of sand. 1f you haven't
guessed, in thiscasewater plus sand equa squicksand, which could proveto beankl e, thigh, or even

waist degp depending on how thirsty your victim is. Whilethistrap isn't likely to kill anyone, it
should cause afew moment's panic, and will dow the party abit while the victim is rescued.

David Stevens promises to deliver a GRATE TREASURE
ROOM withthisnext offering, and | guesshecomesthrough.
Personally, | don't understand what delvers find so attractive
about treasure rooms. | mean, why rush past dl the monsters
just torun barefoot through aroom overflowing withgold, and
slver, and copper, and jewelry. Boring.

Huh?

Did you say jewelry? Y ou mean someplace in the dungeon
givesawayjewelry? Man! Nowonder Grimtooth won't let me
into the treasureroom! If I'd know their wasjewelry for the
taking in that stuffy old chamber, | would have looted it long
ago. | sureknow wherel'm going when my shiftisthroughon
thisbook. Of course, if Grimtooth had laid out histreasureroom
the way David suggests, | wouldn't bein quite such ahurry.

Right. Imagine aroom overflowing with jewelry. Scrap dll
those coins, it's the diamond and rubies and pearls that matter.
File the room high with the stuff. In the center of the room
should stand atreasure chest, rising high above thepiles of loot.
The chest should radiate magic, and be guarded by a complex
lock. If anyonethinkstolook, they'll notice thefloor is carved
withaninlayed grid pattern forming squaresroughly half afoot
longonaside. Butwho'sgoing tolook at thetilewith all those
shiny baubles laying around??

No sooner isthe lock picked and the chest opened than thefun
begins. Givetheparty just enough timeto recognize the chest
isempty, thenhavethefloor dropaway. Well, notactually drop
away. Remember that inlayed grid on the floor? It realy was
agrid, which remains stationary while the actua floor drops
away twenty feetor 0. Theparty will beabletoremainstanding
onthe eevated grid that results, but all the treasure is going to
tumblethrough the gapsin thegrid to land on the new floor of
theroom, out of reach twenty feet below.

Theparty can stick chewing gum to the ends of ropes and fish
for treasure if they like, but a persstent thief might notice the
empty treasure chest has afase bottom, and that beneath the
bottom is..atrapdoor |etting through thegrid! So, theparty can
drop down to the treasure after dl...except for the fact that the
floor ispressure-sengitive, andwhenthewel ght of threenormal
delvers has been added to it, the floor will rapidly rise back to
it'sorigina podtion. Thiswill make the treasure easy to snag
once more, but will squish anyone unfortunate enough to be
stuck under thegridwhenthefloor snugsback intoplace. | hope
they don't bleed on anything precious.

JEWELS ARE STREWN EVERYWHERE, BUT
SOMEONE 1s sounoro OPEN THE CHEST...

THEN THE SOLID FLOOR DROPS 20 FEET,
TAKlNG ALI. THE JEWELS Wﬂ'l'l IT. SO...

WHEN ENOUGH WEIGHT 1S ADDED TO
THE LOWER FLOOR T SNAPS SHUT'

Page 15



| Sometimes | sneak into Grimtooth's room and listen to his records. He doesn't have much worth

Room Traps Ilst_enl ng to. None_of the good stuff. No GloriaEstefan or PaulaAbdul in my big brother' s collection.
Grimtooth has atin ear.

- NOTES -

| did find one record | sort of liked. It was by the What or the Why or the How or something like
that, someredly weird name. | think the song was cadled PINBALL WIZARD, which may have
influenced design of this room trap of the same name by Lee Russell.

ﬂ ﬁ Thetrap beginsin acorridor. From up ahead, the party can hear bels and whistles and sirens, and
selights flashing on the wadlls. Right about now 1'd be saying, Oh my god! It'sadiscol No doubt
the party will rush ahead tojoin thefun. No sooner do they turn abend in the corridor, though, than
they are thwacked on the behind by apowerful force, knocking them down the last of the tunnel and
into the midst of agiant pinball machine!

A hiddenwizardcontrolsal this, of course, sohow longtheparty will bebuffetedaboutintheflashing
lights and shocking bumpers is anybody's guess. Heis apinball wizard, after al, and he should be
ableto keep the party in play along time. Seeing as how the playing field is nearly frictionless, the
party should skid and dide al over the place, powerless to bring themselves to a halt, shocked and
bruised at each new contact. And those flippers at the bottom of the alley are none-too-gentle, let
me tell yal

Anyway, after awild ride, the party will find itself deposited in the dead ball gutter, banged up and
dazzled but otherwise no worse for the wear. Sort of like going to a disco, after dl, but you don't
get that yucky smoke smdll in your hair. Hey, line me up!

This chapter'sfinal trap isby Norm Strange, and featuresthe TROLLISH BIKINI TEAM, which
isredly adrag because they're like, you know, offensive to women. | mean, | know they're like
totaly gorgeous and everything, and they do akiller job of sdling beer, but it's wrong to think of
women as dabs of meat. Redlly, it is, boys.

Anyway, Norm says this room should go on the bottom floor of your dungeon, at the end of an
increasingly deadly series of rooms and traps. It should come after thetreasureroom. Thisis aroom

wheredl the delvers dreams come true. They are serenaded with soft music, they are warmed by
afriendly fire, and they are at last allowed to unwind from the perils of the dungeon delve they have
just completed. Kegs of beer fall from the sky and break open in never-ending streams. It's at this
point in the infamous commercials that some Eingtein turns to his mates and says,

"Boys, it doesn't get any better than this"  And that's when the Trollish Bikini Team and acrate
of ten-thousand pound Maine lobsters falls from the sky, crushing the lot of them...

IT'S A TOUGH JOB, BUT SOMEBODY'S

GOTTA DO IT! SORRY T MISSED

THE ROOMS CHAPTER, TURN THE
PAGE,... TLL BE THERE .., SHORTLY.

[DiD SOMEONE il
MENTION THE TROLL-
ISH BIKINI TEAM?,, _

Nk gde il ANDTHER (RAPE
GRIMTOOTH ? n
s A =
(5
-y A : -~ L
8 BEAT FEET, SIS, “= RUR
S GRIMTOOTH 1S 7 0K,

i

% BACK ON THE JOB!

"M NOT S0 EASILY SHOVED ASIDE " ~ GRIMTING,
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All right, I'mback. Those troll girls gotto me, | must admit. Andthe lobsters. But
don't thinkfor a minute you'vefound a weakness in Grimtooth's armor! | may be
mellowing with old age, but I'm still a mean cuss when | want to be.

Stop sniggering!

Right. What's next? | can't read Grimtina's handwriting. And | thought trap
submissions were scribbledin apalsiedhand! Let'ssee... Hmmm. Lookingpast all
the stickers and the black hearts and the "i's" dotted with big open circles, | think
| can make some sense of my sister's notes. Ifthis next chapter is a mess, blame
Grimtina, and notme. What a scatterbrain. Remindme to scatter her brainson the
floor when she comes back.

I thinkthisisthe corridor chapter. Bear withme. Why? Becausel saidso, beanhead!

Page 17



Rick Loomis cdlsthis trap PLEASE TAKE OUT THE GARBAGE, SON! Rick's first mistake
is saying, "Pleasd’. His second mistake isphrasing his demand in the form of aquestion. The only
way to get abrat to lift atalon around hereis with threats. For instance, "Take out the garbage, rug
rat — RIGHT NOW! And no egting on thejob!" That ought to get it done.

A party heading down adanting corridor finds the floor rapidly gives way beneath them, dumping
the whole group into a seep shoot. Down and down the hapless delvers plunge, passing through
narrow portionsof the chutelined with sticky brushesloaded with apowerful glue. Thuscoated with
goop, the party concludes their plunge by landing in ahuge garbage heap. Thecharacterswill find
themselves covered with rubbish.

Not very scarey, but when the delvers leave, they will "take out the garbage" with them,

Eric Boyd invitesusto CHUTE THE LOORP. I'd rather shoot the editor. "Lite' my ears. I'll never
live this down. At lead this next trap has some teeth to it.

This isasmple chute trap with atwist — literdly. A corridor pressure plate dumps the party into
asteep, greasad chute. Thevictimsrapidly gain goeed asthey plummetinto the darkness. Characters
who keep their wits about them will notice a saries of hand-holds aong the roof of the chute.
Considering the party's expected downward velocity, even the most dextrous delver shouldn't be
able to grasp hold of one of these obvious safety rungs after he's fifty feet or so down the chute.
Grabbing ahand hold is easy, because that's where the trap kicks in.

Let the poor sucker think he's safe.

QUR HERQ FELL
GRADBS HOLD OF A

DOWN A CHUTE, AND
SAFETY RUNG, BUT...

IT ONLY MADE THINGS WORSE BY For about fiveseconds. Thenthegrip
SLOWING HIM DOWN. .. bresks,

Once again the delver speeds into
darkness. The chute curls abruptly
up and opens out on both Sdes to
reveal an open cavity. The chute
curlsback on itsdfin acomplete 360!

loop before continuing on to what-
ever destination you desre. | suggest
it lead to a tank filled with giant
lobsters, but even | admit I'm alittle
fixated on thissubject Delverswho
didn't grab a hand hold will have
sufficient velocity to shoot around
thecurl and continue on to safety (or
the lobgters). Delvers who broke
theirfall by grabbingoneof thebrittle

rungswill findthey haven'tthespeed

to complete the loop, and will instead drop back down to the bottom of the loop when they reach the
apex, which may not kill them, but it won't fed good, either. Those of you who've been with me
awhileknow well know how to spice thisone up with some spikes or fish-hooks, so I'll say no more.

Page 18

We'redl familiar with the story of the boy who stuck hisfinger in the dike, who with hisquick and
expedient action saved his village from being washed away by aflood. | hate that little brat. | paid
apack of mutant beavers good money to demolish that dam, and onelittle Dutch kid happens along
and gums up the works. The next time some punk gticks his finger in aleaking hole he's going to
get morethan he bargainedfor, | tell you—thanksto Clinton Gaskill's CHINESE FINGER HOLE.

Clinton locates this trap in acorridor, dthough any old wall will do. Sink finger-sized hole into a
wall and put something vauable or interesting in it's depths. A gem or aburrito will do. Delvers



can poke away with tools or knives as
long as they wish, but the treasure will
remain vexingly stuck in place. If only

there were some way to manipulate the ! RRREAR TQ
thing. Hmmm — a little finger action BE...RT R/
should dothetrick. That'swhen thetrap FUNC TIONAL
kicksin. IMPASSE, *

The sides of the hole arelined with cling-
ingfabric smilar toaChinesefinger trap.
Ddvers can dide their finger into the
hole, but they'll catch on the fabric when
they try to pull their finger back out again.
The harder they pull, the more firmly
they'll begripped by thefabric. Thereare
only two waysto freethede ver'sfinger
from the hole. Oneisto hack apart the
wall. The other is hack off the finger,
whichiswhat theddversarelikely todo
if suddenly menaced by wandering mon- ' RAL et X
sers or rising water, as | recommend. 68 lnompiton | &SR
Now, where's that weasd kid in the T
wooden shoes...?

CHINESE ‘
1% FINGER
PUZZLE 3

This next trap's alittle more to my liking, because afatality or at least an impalement is likely to
result from it's use. The TRAMPOLINE OF DOOM is Paul O'Connor's idea of good, clean,
backyard fun, although Paul chooses to locate his trap in adungeon corridor.

Thecorridor isinterrupted by apit, at the bottom of which the del vers sseatrampoline. Thequickest
waly to cross thepit isto legp down onto the trampoline and bounce up onto the other side. Of course,
this arrangement will holler "trap” to anyone with an ounce of sense...s0 expect to get plenty of
characters with it Especially dwarves, who are known for lack of sense.

Thefirst character who legps onto the trampoline will bounce gracefully to the other Sde. He can
even bounce up and down on thething to hisheart's content, should hehaveamindto. It'sunlikely
he'll hear the barely audible sound of hidden gears behind the walls lowering the trampoline
approximately two feet. Once back up to the other side of the corridor, it will take akeen eyefor

detail to notice the trampoline is two feet lower than it was before. The next delver onto the
trampoline will likewise probably not notice when the gears lower the thing a further two feet. ﬂ ﬂ ﬁ ﬁ ﬁ
Thethird delver will definitely notice— because the surface of the trampoline will now be located
scant inches above acrued meta pike located benegath the exact center of the trampoline. Anyone
legping onto the thing will push the canvas of the trampoline down onto the spike, and gick

themsalvesagood one. Atlead, let's hope they do, because thisis one of the few chances we have
this volume to genuinely bag adelver!

DanLambert must havebeeninfluencedby theFood Trapschapter of TRAPS ATE whenhedesigned
the DUNKIN' DELVER. Thisisasmple and comica corridor trap activated by a pressure plate
ortripwire. Ifyou needto crestejobsinyour dungeon, you can asohirean orcto standby and activate
thething manually, asin the example.

Thefirstinkling thevictim will have of trouble comeswhen mechanical arms snap out of theceiling

Pagel9
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and seizehim by the callar. 1f you want to makethearmsalittle lesspreciseand come off the collar
onto thehead, you won't get any argument from me. Thevictimisrudeyjerkedintotheair, asthe
floor dides away benegath his fedt, reveding apit filled with molten chocolate. Simultaneoudy, as
bin filled with peanut chunks is revedled above the corridor, while an ar blower humsto life.

The delver is then immersed in the molten chocolate, which will burn like heck even if the victim
isclad head to toe. Once covered withthe stuff, the delver isjerked back out of the chocolate, where
hecanbecoveredwithaspray of peanut chunksscattered by theblower now hangingfromtheceiling.
The floor then dides back into place and the claws retract, leaving the delver laying on the ground
covered inrapidly hardening chocolate with aspecid garland of peanuts. 1'd suggest you blow ahole
through the middle of the sucker to complete the doughnut analogy, but this is TRAPS LITE,
remember?

Anyway, evenif thedeverisn't serioudy burned by thisroutine, the party will suffer adelay while
they chip their friend out of his chocolate casing. Diets will go by the wayside, no doubt.

| don't usually print fan letters, but for Englishman David Stevens I'll make an exception. David
clamsto have run atrap consulting business, but it got out of hand. Says David, "...(I)tjust grew
and grew until | couldn't control it any longer. | didn't mean to, honest | didn't, but they kept asking
formore. IT WASN'T MY FAULT, GRIMTOOTH! IT WASN'T MY FAULT! ButI'm over it
now, andl'mgivingthebusinesstoyou, Grimtooth. | hopeyoucandowel withit, and makealiving
by it, and | hope you can cope with the stress, and the pressure. | really hope you can. | redly do.
BUT THEY'LL KEEPTRYING TOBREAK YOU. THEY WANT MORE AND MORE UNTIL
YOU BECOME OBSESSED!"

Thisis awise man.

| gladly accept David's stock of traps, one of which isthe DEATH SLIDE. Off to agood start, at
least. England must haverelaxed liability laws, because these thingsare supposedly acommon sight
at playgroundsacrossthepond. A corridor isinterrupted by ayawning chasm, thebottom of which
islostinmurky depthsof water. Crossing thechasmarethreeropes, runningdown steeply atanangle.
Wheds are attached to the ropes, and handles to the wheedls, such that a character can grab hold of
the handles and hang beneath one of the whed sasit zipsdown theropeto the other side of the chasm.

Thewhed onthefirstropeiscoated with diamond dust. Expect theddver to makeit about half way
across the chasm before the whedl cuts through the rope and tumbles the character into the water.
The second ropeisillusory, so whoever tries to wheel down it goes straight in the drink. Thefinal
rope ismy favorite—it'smade of eagtic, so thevictim will find he sagsright down to water level,
and can go no further. What's in the water, you ask? That's up to you. 1'd suggest giant lobsters,
but of course I'm obsessed, just as David warned in his fan Ietter.

A smple bit of adviceis to GARGOYLE WITH MOUTHWASH FOR FRESH BREATH.
Which haslittle to do with the substance of Eric Boyd's trap, but I'm a sucker for bad puns. This
isavag stone bridge crossing the ubiquitous ominous chasm. The bridge is flanked with rows of
stone gargoyles — leering brutes that are bound to set the delvers nerves on edge. The heights of
the chamber are occupied by animate gargoyles, swirling, flapping shadows with evil, glowing red
eyes. Thegargoylesflyinginthedarknessareintendedtodistract theparty. They meanthecharacters
no harm, but the party will be so fixed on the horrid things they'll blunder right into this one.

The stone gargoyles flanking the bridge are thered threat. Simplegrey ropesaretied to each stone
gargoyle. Theropeslay strewn across the bridge, tied in open dip nooses. The stone gargoyles are
precarioudy balanced on their perches. When the characters pass near, the vibrations they create
will cause the statues to tumble off into the chasm...and if one of the del vers has unwittingly stepped
into oneof theail-but invisible nooseslaying around on the bridge, he'sgoing to get pulled right into
the void on the heds of the plummeting gargoyle. Under normal circumstances a character might
notbe so incautious, but with al those monstersswirling around overhead, theparty will bedistracted
— and you might get afew of them with this smple trap.
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Rob Thorpe's DROPPING DELVER DICER was too violent for this collection —

<gasps, coughs, hacks!>

| can't bdlieve | had to say that. They've redly pulled my fangs. Anyway, Rob's trap wasn't
gppropriate in it's origind form, so I've softened his design alittle. This corridor trap is triggered
by the ubiquitouspressureplate, launching acream piefrom aholeinthewall directly atthevictim's
head. Ifthevictimjumpsforward or backwards, he'ssafe, andthepiewill splatter harmlesdy against
thecorridor wall. If hedropsstraight down, however, theredistribution of hisweight on thepressure
platewill trigger aspring loaded blade in the wall, which shoots out across the corridor and cutsthe
delver nesatly in half!

How did | soften thistrap, you ask? Well, Rob's origina plans caled for a crosshow balt to shoot
from thewall, which| deemedtoovicious. A creampieismoreinkeepingwith TRAPSLITE, don't
you think? And keep your hands off that blade that shoots out of the wall, do you hear? Softening
thebaltis enough, | say.

—
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A When hrigoered,

stone g les
fall of¥ beidge.

Ropes tied to
gergoyles are
camoflagued.

Unknowingly
Tangled in the
Ropes, Delvers
are dr'aeaed ofF

<. side of Bridge.
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Ari Marmell seemslikealitera-mindedfellow. HisUPSAND DOWNStrap hascertain similarities
to the GOING DOWN? trap from my very first volume, but it's been adecade since that book was
published, and Ari has put afew origind twists on his design, so he makesthe cut. The party finds
an devator car waiting for them with it's doors open. Inside the elevator isa sign, reading —

"Push to go up."

Beneath the sign isasingle, black button. 1f someone pushes the button, the doors dam shut, and
the elevator rockets away DOWN so fast the delvers will become momentarily weightless, losing
their footing and probably their lunch. When the delversregain their equilibrium, the eevator will
come to an abrupt and violent halt. The sudden, jerking stop of the levator is enough to cause the
floor of the car to give way, tumbling the party into the eevator shaft to face whatever doom you
have devised. A bottomless pit should do nicely, but in keeping with the LITE nature of this
collection, a feather bed is probably more suitable. Y uck.

By the way, if the delvers follow the literd instructions of the sign, and push the sign itsdlf, the
eevator will go up as advertised, delivering the party to ahigher leve or the safety of the surface
asyou see fit.

I'll have you know thetrollsin my family are naturally bald. A shiny scadpisasign of virility, you
know. | LIKE itthisway. Thenextclownwho sends meabrochurefor the Hair Club For Men gets
abomb in the mail. 1'm serious.

Proof of the superiority of us bald guys is provided by Dan Lambert viahis VELCRO CEILING
trap. Simply put, thisis acorridor that gradualy dopes up while the ceiling remains at a constant
height. The dopeis subtle enough few delverswill notice the encroaching celling until itistoo late.
Thecelling, you see iscoveredin Ve cro, and will entanglethehair of characterstall enough to scrape
against it Short characters, such as dwarves and hobbits, or chrome domes like me, won't get stuck
in the stuff, which is the first and last time you'll catch me comparing myself to adwarf.

Getting stuck by the hair isn't much of a trap, but you could use this chance to spring a pack of
wandering beasties on theparty. Y ou can even let the delvers hack abit of the stuff out of the ceiling
to take dong as atreasure, if you like. | know aguy that glued astrip of velcro to his bad head to
help secure his toupee in place. Now it doesn't come off when he swims, but does tear off with a
lovely scraping sound when Willard needs to vacuum his piece.



This next trap is asubtle bit of illusion crafted by Kenny Bolser, and it's guaranteed to saddle your
victimswith THE LONG WALK HOME. This appearsto be along, featureless corridor in which
is felt a dight draft. Characters travelling in this corridor will be hard-pressed to notice the floor
shifts subtlety under their fet, in the manner of aconveyor bet, smilar to those leading to distant
terminds at airports. The draft the party feels is actually the wind whipping past as they move at
an agtonishing if difficult to detect rate of gpoeed. Theilluson is so complete that when the party
thinks they've moved approximately sixty feet down this corridor, they will in fact have travelled
nearly one hundred milesl  Should the party want to retrace their steps they'll find they're moving
againgt the flow of the moving floor, and only three odd months of non-stop marching will alow
them to find their way back out of the corridor. Unless the delvers have packed some seriousrations,
atrip down this corridor is aone-way affair, destined to deliver the party to whatever delights you
have in gore for them.

Jason Shannon warns us against DROPPING (IN) ACID. Thissmpletrap tekesthe form of aclear
poal of acid in the middle of a dungeon corridor. The pooal is so clear it might easily be mistaken
for water. In fact, to make this trap especidly effective, you might conced it in agrotto or near an
underground river, to lend the impression the podl is filled with benign liquid.

While pools of acid are worth some yucks dl by themselves, Jason adds a specid twist by putting
amagic coin a the bottom of the pool. The magic silver coin is enchanted to resist the corrosive
effectsof theacid. The enchantment does not extend, however, to the hands of anyone fool enough
to reach into the pool after the coin. Just call him stumpy.

Corridors go up and down as well as back and
forth, and al too few dungeonmasters fully ex-

ca corridor trap with a painful punch line,
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ploit the trap posshilities inherent with vertica PRI, _
shafts. To correct this oversight, George . e
Andricopulos offers SEE YA LADDER, averti- Y ;

v -

A vertical shaft contains aladder set flush into one
wall. Ironrungsprotrudefrom thewall, providing }J /
sepsand hand-holds for delvers wishing to transit
the shaft. Therungsare sturdy andwill resisteven
the most diligent attempts to remove them. The

middlerung in the ladder, however, istrapped. No | N
sooner does the trapped rung beer the full weight L) M
of an average delver than will the entire wall and "l\ ot -~

ladder assembly smash against the opposite side A Wit
of the shaft, impelled by a hidden battery of ALY AY D "-‘1
springs. Whoever is on the ladder at the time is : | -~

going to get munched, and might even suffocateto
degth before his fellows can free him from the
crushing pressure of the springs. The rest of the :

party will find their way up or down the shaft ( WM
blocked by thenow usdlessladder andthecoilsof ,‘{\ '| 1

sted spring behind it.  Yowzal RS

George reveds his Greek heritage with this next -, —
trap. | think it was Archimedes of Pythagorus or e
one of those ancient geeks who remarked, GIVE o ﬂ L., W\
MEA LEVERLARGE ENOUGH,ANDI'LL |}~ - .. - JASN:
MOVE THE WORLD. Ddvers moving the |fmsmmmte — L
lever in George's clever trap will move them-

sves into the next world.
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The party will encounter a stone dab blocking the corridor with awooden beam wedged benegthit.
Thebeam in turn restson agraniteful crum, encouraging the party to pull down on the beam "lever”
and raise the stone dab, thus clearing the way down the corridor. Thefulcrum greatly asssts this
process, and with moderateeffort theparty will beable toraisethe dab high enough to create atwo-
foot crawl spaceunder thedab. If thedelverswant topush even harder onthelever, however, they 're
in for smashing good time.

Hidden from view, on thefar sde of the stone dab, the end of the wooden beam is coated with iron.
A vigorous push on the beam will cause theiron tip to strike against an block of flint, producing a
spark that will quickly consume ropes hidden on the other side of the rock dab. Theropes are dl
that secures the now free-falling block of stone positioned directly over the party's heads. Should
the characters samdl burning rope and quickly release the lever before the stone block can fall, the
sudden transfer of weight will causetheparty to break through into thepit hidden beneath their feet.
Then you can laugh it up while the panicked party triesto scramble out of the pit before the slow-
burning ropes loose the stone block to entomb them in the pit forever.

Y eah, | know George'strap ain't exactly LITE, but my name's ill on the book, right? A troll'sgot
to have some fun, you know.

STRKER

O i !
- ".T.*.:*-f _{Wmﬁéh
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HIDDEN PIT

What would aTRAPS book bewithouta"Step & Di€' trap? All right, maybenot a Step & DIE trap,
but how about aStep & Ouch design? Alison McDaniel'sHOTFOOT isbound to blow the toes of f
addver or two, and will keep the locd pirate supply house low on wooden legs for months.

This trap must be located someplace where the victim is likely to hit it on the run. That, at leas,
shouldn't be hard. When the delver lands on this section of floor, hisweight will depressasted rod
hidden beneeth the slone. The rod is tipped with afile, and restsin acircular hole lined with flint.
Beneath therod is areservoir filled with gunpowder, or some equally vile and explosive substance.
When the victim hits the pressure plate on the run, helll depress the rod through the hole, striking
aspark into the gunpowder supply. Bammo! Instant gimp. If the victim objectsto the notion of a
peg leg, threaten to saddie him with a peg head.



LisaWaker obvioudy believesin putting delvers to good use. If an adventuring party isgoing to
trundle through your dungeon, the dungeon might aswell get something out of it Weadl know the
best wineiscrushed by human (or other) feet, afact Lisaexploitswithher FEATSOF CREATION

trap.

A normal dungeon corridor abruptly narrowsto three or four feet across. Thefloor is lined with
wooden planks. A sgn instructs the delvers to remove their footwear and proceed. If the delvers
doasinstructed, they'll findthey' veentered thewinemaker'sguild. Thebarefootdelversareinvited
to help crush grapes, and for their troubles are awarded with aglass of wine and aminor cash prize.
If the characters want to makethisan excuse for Dionysian revelry, | wouldn't and intheir way.

If thedeversfail to follow instructions, and find themselvesin the guild with their shoes on, they'll
bereprimanded by theclerks, who will try to bully the party into cleaning the winevatsaspenance
for the grapes the delvers spoiled by trodding on them in their boots. Where | come from, such
requestsarelikely to end up with clerksdrowning in vatsof wine, but giveit ashot if you think you
can get away with it.

Of course, Lisaassumesthe stewardsof theguildwoul dwant every baref oot adventurer that happens
dong theway to crush their grapes. Lisa'sobvioudy never examined what grows between thetoes
of your average hobbit. Or maybe she has. Could halfling toejam be that "secret ingredient” that
gives Lisa's wine such adistinctive aftertaste...?

David Stevens must have been apill in school. Whenthat staccato bell started ringing, and the other
students dutifully shuffled out of the room to assemble at their pre-determined point, David must
have shouted, SCREW THE FIRE DRILL! Atless, thiswould account for thiswicked twiston
aconventiona fireman's pole

A normal, iron poledisappears through aholeintheground. Examinationwill provethepole seems
toconduct delversdowntothenextlevel of thedungeon. Charactersgleefully didingdownthething
will have a smooth ride for the first fifty feet or so...but the last twenty feet will be a painful
experience. Thisisbecause the poletapersto ascrew-like point, smilar to acorkscrew with sharp
edges. Anyone with bare hands and thighs wrapped around this beauty will find himsdlf "in the
groove'! Thiscanbefatal or annoying, dependingonhow highabovethefloor thede ver encounters
thescrewey portion of the pole, and what laysbel ow thepoleitself. | suggest you suspendthisdevice
overatank filledwith giantlobsters, but | think 'm repeating myself. Thebraingoesfirst, youknow.

BURNIN' DOWN THE HOUSE, by Rick Loomis, violates statefire codes by it'smereexistence,
0 | suspect Rick will get avisit from the horrible scarred Fire Marshal Bill any day now. A ample
dungeon corridor is reinforced with wooden supports. The supports line the walls of the corridor
and criss-cross over the ceiling above, in the fashion of degp dwarven mine tunnels. The wooden
supports are soaked with a highly flammable substance that will ignite when exposed to even a
moderate open flame, such as adelver'storch passing bdlow. Onceignited, theflameswill rapidly
engulf the corridor, spreading across the ceiling and down thewals. Thiswill instantly choke the
corridor with acrid black smoke, disorienting the party. Unless the delvers flee immediately —
which won't be easy with dl that smoke and flame— they'll be on hand when the fire-weakened
supports give way, causing the corridor to collgpse. Just aswell. Savesyou the trouble of seding
off the corridor until you can comply with thefire code.

How does this deathtrap get into TRAPS LITE? Wdl, it'sgot "light" in it, right? Anyone got a
problem with that? Do | haveto go away and leavethisthing to Grimtina, again? | didn't think so.

Allright, quitcomplaining. Ifit'slighttrapsyouwant, thenlighttrapsyou'll get. Geeze, I'mturning
into Count Hoyd. | need to seek other work. Rick says that a "lighter" verson of thistrap is
CEILINGS,NOTHINGMORETHANCEILINGS: ratherthancorridor supports,justthecelling
isflammable. Fill the "attic" above the ceiling with marshmallows, and after the roof bums away,
tonsof gooey melted marshmallow fall onthehaplessinvaders. AddthistotheDunkin' Delver trap
and you'll have Delver SomeMore'dl
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If that's not wimpy enough for you, Dan Lambert's GLO MOSS should satisfy you. Bunch of
panzies! Glo-mossisagpecid hybrid strain of luminescent moss, purposefully grown by piratesand
sorcerers on the walls of their underground complexes as an early-warning system. Mg, | use a
machinegun as an early-warning system, but I'm old fashioned. And cranky.

Anyone who ingests the glo-moss, or merely touches it with exposad skin, will notice an dlergic
reaction within ten minutes. The infected character will glow in the dark. This will make the
character stand out like abeacon in underground locaes, allowing your monstersto easily locate and
intercept the intruding dungeon party. A glowing delver can attempt to ENTIRELY cover himself
from head to toeto suppresshisradiance, but doing sowill doubtlessencumber him, and may bemore
trouble than it's worth.

Happy now, you bunch of lefty weasds?

Now, if you want my idea of how to use stuff growing on walls, take a look at David Stevens
CREEPING DOWNTHEHALL,CREEPING UPTHEWALL. Thisismorelikeit. A normal
dungeon corridor wall is cloaked in cregping ivy. This won't ssem remarkable if the corridor in
question is near the surface, where plant roots may very well penetrate your dungeon stone. Setting
this corridor on the way to or from awine cdlar isparticularly effective. Theivy isunremarkable,
adde from being dightly irritating to thetouch. Thereis no indication the ivy is about to animate
and attack the party, or some such rot Delvers can be so paranoid!

Of course, asDr. Hunter S. Thompson haspointed out, therecomesatimein lifewhen somany people
are after you that there is no such thing as paranciaanymore. Most delvers have probably reached
thispoint. They will certainly have reached this point when they reach the middle of thisivy-clad
hall and step on apressure plate, causing the corridor to give way beneath them. When faced with
theoption of tumbling into apit or legping onto theivy, most adventurerswill clingtothevines. The
ivy will hold firm, and if the delvers are especidly strong and dextrous, they'll be ableto climb back
aongthecorridor wall to safety. Thismustentail continuousandintimatecontact withtheivy, which
will proveto be an especidly virulent strain of poison ivy. What seems mildly irritating to acasua
touch will prove downright uncomfortable with prolonged contact, either causing the characters to
release their grip and tumbleinto thepit after al, or suffer an itching infection for many weeks after
finally escaping the corridor. Either way, the delvers will be inconvenienced, or worse.

Molly Ringwormisknownfor her startling red hair, indicative of afiery temper. Small wonder, then,
that Mally isresponsible for the SHORT FUSE trap, adesign that will haveit's victimsat theend
of their ropein no time. Thisis one of those elegantly simple traps that requires little explanation.
Simply locate arope such that it hangs down the middle of avertical corridor. The corridor is not
trapped in any way, and ddvers will find the eesiest way down is to use the rope.

The bottom end of therope istied to abell, hanging afew inches above theground. A troll livesin
achamber near the bell, and when he hears the bell ring (indicative of one or more delvers on the
rope), thetroll springsinto action. Grabbing afirebrand from his cooking pit, the troll will set fire
to the bottom end of the rope, which in this case will have a dartling and violent effect. The rope
isno better than afuse, you see, andtheflamewill rapidly race up theropeand onto anyone climbing
the same. Atthevery least your victim will be burned. At best, helll be burned AND helll drop a
couple stories down to the bottom of the shaft, whereyour dedicated troll can enjoy somegood sport.
Maybe you'll nail awhole party, if the troll times his actionsjust right...

| had an argument with GrimBuck over Kenneth Ham'sTUBE CITY. Whilethistrap usesfuture
technology, construction of this deviceis within the powers of most pseudo-medieva engineers, and
thetrapismorethematicaly at homeinaconventiona dungeon thanthefar future. Intheenditwas
atoss-up, so | thetrap getsput in my chapter because my nameisonthe cover, and I'm till Top Troll
around here, no matter what my brat sigter thinks.

Right. The party finds it's way by hook or crook into aperfectly round, tunnel-like corridor. The
way is blocked by ametal cylinder that completely fills the corridor, and may only be passed viaa



round, hatch-likedoor. Thisisaone-way door—theparty may passthrough, but not back out again,
something your victimswill discover when they find themselves on the other side.

Theround porta door letsinto asmall, cylindrical iron room. Theroom is devoid of festures save
for a triple-reinforced glass wall on the wall across from that through which the party entered.
Something horribleisgoing to happen, you see, andit'sno fun unlesstheparty can view impending
disagter through their very own windshield.

No sooner does the party enter theroom than the round corridor sequence through which they were
travelling is seded of f. Hidden pumps surgeinto motion, removing air from the closed-off section
infront of theroom, and raising the pressurebehind theroom. Thiscreatesapartial vacuum, which
will impel theroom dong the tube like the car it actually iswhen the brakes arerdeased. | suggest
the brakes make a startling, sickening, booming thud against the hull of the iron room/car, just to
make everyone uneasy as the room lurches into motion.

Theroom isreally nothing more than acontainer stuck in apneumatic tube system similar to those
used in office buildings. Vacuum impels the car through a series of opening and closing walls,
building momentum until the carismoving at breakneck speed. Remember the car cango up, down,
or sdeways at your discretion. Remember aso there's nothing to hang on to inside the featurel ess
iron car. Remember aso the party can view their mortal peril through the windshield you've so
thoughtfully located in the nose of the car. What fun!

| can get thisoneinto TRAPS LITE becauseit's up to you to decide where and how thiswild ride
ends up. My suggestion, as you'd suspect, involves giant lobsters (yet again), but you can deposit
the party wherever thewhim strikesyou.

AlR IS BUT ALL GOOD THINGS
PUMPED COME TD AN END...

THE TUBE
iN FRONT

OF COURSE YOU CAN
HAVE THE TUBE ENO N
A ROOM ANSTEAD...

All right, so that last one could be alittlerough. Wouldn't want you to soil your skirts, boys, so let
me balance things out with alight bit of fluff from Eric Boyd. SEA WHAT | MEAN?, Eric says,
when he suggests a smple pit trap filled with ssawater. The ideais that if this pit is located degp
enough in your dungeon (and it's easier to conduct water down to alower level than to pump it up
to ahigher floor), the victim will have come through more than one scrape before he reaches this
dangerousleved. Atleast, such will bethe caseif you plateheads have been paying attention to my
series of peerless collectionsl Anyway, dump some schmuck aready cut and skinned on his hands
and kneesinto abriney pit filled with ssawater, and he'll howl ablue streak. Y ou're helping him
out, of course, as seawater helps cleanse wounds, but don't let that ruin your fun. When I'd cruise
on my yacht (when | still had ayacht, before the tax collectors got me), I'd sometimesflog the cabin
boy just for yucks, and he never failed to thank me properly for the seawater restorative | offered
him after the experience. Arrr, it'saman's life, between endless sea and endless sky. Makes me
lust for peg legs and parrots!
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David Stevensisback with another nasty trap caled GRAB FOR THE BRASSRING. A normal
dungeon corridor is blocked by awide stream of fatal liquid. Acid, lava, or even molten diamond
supplying the hot tub in the last chapter of this book — take your pick. From the ceiling depend a
seriesof ringson chains leading out over theliquid, offering away acrossthe deadly stresm towhere
the corridor continues on the other sde. Brave characters may attempt to cross via the rings,
epecidly if pursued by sufficiently frightening mongters.  Scientologists, maybe.

I'll leave aside the obvious potentia of greased rings for David's moreinsidious suggestion. When
thecenter onein thering sequenceis pulled upon, sections of the corridor floor dide away toreved
the stream of deadly liquid is wider than origindly surmised. Whereas before the party could
reasonably expect to crossthebarrier viatherings, or at leest makeitback wherethey started, they're
now stranded above the stuff, hanging by rapidly weakening hands, breathing in the hot and toxic
steam of whatever bubblesbeow...wdll, likel sad. I'll leaveyou todraw your own conclus onsabout
what should happennext. Justtoprovethistrapissurvivable, however, I'll suggestinventivevictims
mightbeginby roping themse vestowhatever ringthey hang from, then consider swinging back and
forth until they arc over asafe section of corridor. | must be getting soft in my old age.

A AN AT AT R
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BecausethisisaLITE collection, | can't haveany Step & Dietraps, but | can come close with Phil
Dean'sLOANSHARK'SHEL PER. Phil must be running anumbersracket on the side, because
heisuncomfortably familiar with the tactics used to collect debts. Phil was probably thekind of kid
who offered you "reasonable’ interest rates on some extramilk money in elementary school. My
kind of boy.

This trap is best concedled in a flagstone-lined section of corridor. At least one of the flagstones
should trigger the trap, rapidly sinking two feet or so into the ground, or roughly knee-level for an
average 9zed delver. Neighboring flagstonesthen crash together, shattering thevictim'sknees. The
delver isthen free to continue, suitably reminded what it means to cross the boss. Remember, if
SOMeoneowes you money, it does no good to of f them, but abroken knee or two can get the message
aross.

LIFE ISTHE PITS, says George Andricopulos, likeit's supposed to be somekind of bulletin. 1f
you'veany boundlessoptimistsin thenext party that delvesyour dungeon, be sureto introducethem
to thisbit of wickedness, to ensure they keep their eyeson the corruption of the earth beneath them,
rather than the boundless domain of the heavens above. Unlessthey want to quickly visit heaven,
that is

Thisisasmple pit trap with adifference. A paper mock-up of an ordinary section of floor covers
apitinthecorridor. Anyone stepping on the paper will tumbleinto thepit below, suffering moderate
damage. After picking himsalf up and dusting himself of f, thevictim will cast about for ameansout
of the pit. How considerate— there's aladder up one side of the pit wall leading back to corridor



leve. Optimism rewarded! Thisis
the best of dl possible worlds!

Beanhead. MarLEsS DRLVER, RUNS DM

CORPADOR, §- BAFLI.E THROUGHW P PER,
Directly beforetheladder isasecond
pit, again covered with paper, and if
you get the sameguy asecond time,
he deserves whatever awaits him at
thebottomof your secondpit. Maybe
the second pit shouldn't even havea
bottom, so your optimistic, cheerful
victim can tumble through space
forever, certain helll land in a soft
Soacerightupuntil thetimehegarves
to desath.

RitaMaoshier saysthat ONLY A STUPE STOOPS. I'm not so sureabout that. American Civil War
historian Shelby Foote says General Ulysses S. Grant used to remain in a perpetual stoop while
reviewing battle plansin histent. If Grant was hunched over at his table, and needed a document
from acrosstheroom, he'd get up and walk over to get hisdocument then return to histablewithout
straightening up, so greet was his concentration on the task at hand. Grant may have been alousy
President, but hewas an expedient and bloodthirsty generd (my favoriteflavor), and I wouldn'tcall
him astupe.

Still, Ritamakesher point with thistrap. We'vedl had fun teasing old drunkswith apiece of string
atached to awallet. When the geezer bends over to pick up thewallet, wejerk the string, and make
theol' gummerlook likeafool. Thistrapworksaong smilar lines. A thin pieceof stringisattached
to agold piece, and the gold pieceis left in the midst of anormal corridor. When someone thinks
to bend over to pick up the coin, ahidden orc givesthe string atug, pulling thecoininto the corridor
ahead. Most characters will remain bent over as they lunge after the coin. Depending on how
determined or stupid they are, they might lunge after the coin two or three times before giving up
indisgust, and finally straightening up.

Gotchal

Whilethevictim is scuttling about with hiseyes on the ground, hewon't notice that he'sbeen lured
intoacorridor section withan unusually low ceiling, so that when he straightens up, he'll get abonk
onthehead. Morehumiliatingthandeadly, | know, butthisisaL I TE volume, andif youknew Rita,
you'dknow she'sincapabl e of wishing greeter harm on anyone, even some stupid sooping dungeon
ddver.

Oshorne Lone gives hieroglyphics anew twist with his (appropriately named) HIEROGLY PHIC
TRAP. Theparty traverses acorridor decorated with eaborate hieroglyphics, an ominous series of
beest-headed humansawaysviewedinprofile. Try asthey might, thedelverswon'tbeabletofigure
what the hieroglyphicsréeate, athough if someone startsto whistlethe Bangles WALK LIKE AN
EGYPTIAN, they should perhaps be spared what happens next.

-l L.

——— ——
Corridor Traps

- NOTES -

Page 29



- L

A——
corridor Traps

Thehieroglyphics, you see, aredlive. That'sright—they'remalevolent, two-dimensional creatures
from another realm, and they thirst for human blood. When theparty isin their midst, they'll spring
from their ambush aong the walls and set about their victims with awill. The delvers should find

- NOTES - thisatough fight, aswhen theliving hieroglyphicsturn sdeways, they disgppear entirely. Y ou must
hit atwo-dimensional creature head-on if you'reto hitthem at al. Maybethe hieroglyphicswill get
the last laugh...

...something long overdue for wall flowers — and role-players — everywhere.
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Door Traps

Door traps require a subtlety of design usually not required of corridor or room
designs. Delvers naturally think ofdoors as gateways to danger. When confronted
with a door your average dungeon delving party will conduct a Chinese fire drill,
piling out in all directions, ranging themselves along this wall and that, someone
watches the rear, someone watches thefront, someone watches the amazon's rear,
someone stands infront of the door, someone stands besides the door ...it really can
be a bore, after the second or fifth or tenth time you've seen it, but more often than
not the characters protect themselvesfrom harm with their actions. Frequently
delvers adopt a standard operating procedure when they reach a door, and go
through their preparations wordlessly and without much enthusiasm. That's when
their attention begins to wander. Just when they thing they're safe—such as after
traversing a hall with one hundred untrapped doors—THAT'S when to spring one
of these beauties on them...

Page3.l
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HE WHO GOES FIRST GOESHEADFIRST isClinton Gaskill's motto. This simple door trap
isbest located at the end of along hallway, just before a stairway to alower level. In front of this
door is apressure plate upon which acharacter must stand to open the door. When the doorknob is
turned, the pressure plate dams the character against the door, which isin turn broken off it's hinges
and knocked inwards. Now atop the door, the character will enjoy awild ride down the stairson the
other Sde, terminating inacrash landing on thefloor below. Thevictim will get aheadache (or worse)
while his companions will get agood laugh, if they're anything like the guys | hang with.

When | wasjust alittle troll, before | became independently wealthy, | held a series of jerkwater jobs.
| rolled rocks uphill, | helped collect debts, | etched bad poetry on mountainsides, and | worked as
adesk clerk in awholesale torture equipment warehouse. The door to the warehouse was quirky.
Itlooked likeyou should pushittoenter, wheninfactyou hadtopull ittogetit open. Atfirstl thought
of fixing the door, but then | found it was alot more fun to watch customers bang into the thing dl
day, so | left it the way it was.

. Jason Shannon'sONTHEWRONG
T}']e Wr'ong Slde SIDE works much the same way.
 Lm———— . v There is no threat involved in this
'  OPED OUT TS WA trap, much to my chagrin, but itwill
- l make delvers a little nuts. To al
intents and purposes this appears to
: beastandard door. Hingesarevisible
\ E on the sde from which the ddvers
approach, clearly indicating the di-
rection the door should open. Infact,
the hingesarefalse. Thered hinges
arelocated on the oppodte side of the
door, on the 9dewhere the doorknob
is located from the character's point
of view. Someone grasping the door-
knob, then pulling or pushing, will
think the door is"stuck”, when infact
al he need to do is push on thefalse
"hinges' sde of the door, and the
thing will open normaly. If the
delversareredly dense, they'll waste
spdlls and time trying to unlock the
N . door, or maybethey'll go sofar asto
Cuomaton: remove the false hinges — and ill
- be no closer to getting through the

Try as he might, Melvin the Barbarian door! Oh well...

Could not force his way into the
Kings throne room.

FALSE :
HINGES IN
.DOQR. &
. PMHONEY
DOORKNOB

Sehadtien Blouin has the right ideawhen hewarns SOLICITORSWILL BE IMPALED. | wish
| had this beauty ingtalled at the cave when the tax collectors came to take away my mint condition
copy of ELDRITCH WIZARDRY (the one with the naked lady on the cover), and my autographed
copy of VICTORIOUS GERMAN ARMS, by awell-known role playing designer who shdl remain
nameless on advice of my attorney. Heh! Tax collectorsjust grab with both hands, you know, and
auction your stuff at afraction of it'sfair value. All you candois stand in the driveway, blink, and
sway uncertainly from one sde to the other. Me and Red Foxx, man.

The victim finds alocked door at the end of ahall. He must stand on a conceded pressure plate to
work with thedoor. Thedoor isunlocked, and gppearsto bejammed shut. A couplegood solid blows
should open the thing, but the door stubbornly resists punches, kicks, and even bravado from
humanoid wolves who threaten to huff and puff and blow the house down.



Eventually somebright boy will hit onthenotion of getting arunning start, then throwing hiswei ght
againgt the door to batter it open. Y ou can lead your victims to this conclusion by having the door
budgejust abit to physical attemptsto forceit When the victim runs down the hall to smash into
thedoor, hismomentum will ensurehehitsthe pressureplatewith considerably greater weight than
when he merely sood on it. There'saformulato explain this phenomena, but you'll have to ask
GrimBuck for thenumbers, or takeit on faithfromme. Whenthepressureplateisfinally activated,
awall of spikes is pushed through the door — just in time to impale the delver as he lands against
it.

Wil okay, itdoesn'tactuallyimpaehim. ThisisTRAPSLITE, after dl, butitsurewill putalickin'
on whoever thought to throw his shoulder against this portd!

i

Clinton Gaskill hasacaustic solution for I ; y fﬁ}!

obnoxious salesmen determined to PUT R, & ;

A FOOT IN THE DOOR. Simply put, 0%

Clinton has made adoor out of glass, and ' .L
painted and textured the outside to re- i —
sembleacommon wooden dungeon por- {,}@r e

ta. The door is locked and Will reSist ... N

most attempts to open by skill or stedlth.
Eventually some bruiser will decide to "
kick the door down, and then you've got -
him!' Not only will the victim cut the =l {7
dickens out of his foot when it smashes L_M /A
throughtheglass, but he'll dsobeinfor ] f
some frenzied hopping about when he ' ?
finds theglasscontainsaresarvoir of fast- 3 :
actingacid! Ingtall multipledoorsof this .ot nwmplon.
ilk in your pit and you'll find plenty of o~
takers for the threelegged race at the TRKLE \n}KL\E’:\f

P
next company picnic! GLASS DOOR FILLED WATH ACID!!

i

Jersey Turnpike has scared himself more than once with what he's seen in the mirror, so he must
know whereof he speaks with this LAST OF THE MIMES trap. Place this door in any dungeon
corridor. Bolt the door, nail it shut, remove the doorknob, and wedge the thing in place, because
behind it lurks the consummate horror. Post signswarning delversaway fromthisportal. Lacethe
corridor with explosive pressure pads and post guardsbeside thedoor. Do what you must, but make
sure the delvers know this door is not to be opened under any circumstances! They'll be sorry!

So, of course, the schmucks will move heaven and earth to open the door.

The door concedlsamirror. That'sdl, justamirror. Asavictim staresinto the mirror, he'll watch
as hisown features take on aghostly, white palor. Dark lineswill arch above hiseyebrows. The
image in the mirror will bring two white-gloved handsto either sdeof it's suddenly expressiveface,
and show around-mouthed display of amazement. That's right The character's mirror-image has
been turned into amime.

Worstof dl, it'saghostly mime. Themimewill slepfromthemirror anddogit'svictim, mimicking
hisdoubl €' severy move with exaggerated and derogatory grace. When themimeisn'tbusy making
hisvictim look likeabuffoon, he'll walk againgt thewind, pressagainst an imaginary pane of glass,
and ped and eet invisble bananas. What apain in the neck! And because the mimeisaghost, he
cannot be physically done away with.

Breaking the mirror will dispel the mime...at leest until the character next observes his own
reflection, when the mime will gppear again. And again. And again. And again...

Door Traps

RRRRK

RER

Page 33



Door Traps
- NOTES -

RRARR

Page 34

Theatomists, L eucippusand Demoacritus, developed their theory of atomism in answer totheclaims
of Parmenides, who asserted redlity consisted of an indivisible, indestructible mass, wherein change
is not possible. To side-step Parmenides abjections to change, and to answer Zeno's infamous
paradoxes, the atomists introduced the notion of space, alowing for separation between bodies, and
thus both motion and change.

Which hasonly alittleto dowith Kenny Bolser's BUG DOOR, apart from relying on the theory of
atoms for proper understanding. If atoms are indeed tiny particles of matter packed very close
together to form the objects we experience, then the best way to think of Kenny's door istoimagine
billions and billions of insects crammed together to make adoor. That's right, this door consists of
a single mass of uncountable billions of insects, each piled one atop another in a remarkably
convincing door-like shape. Someoneencountering thishizarremassblockingacorridor will rightly
assume he's met adoor with apoor paint job, but when he presses againgt the door, he'll learn the
truth...as those same untold hillions of insects collapse from their door-like shape atop the victim.
Suffocation may result, unlessyou chooseto makethe bugspoisonous. Either way, rely on your bugs
reassembling in door form after the offending delver has disgppeared, one way or the other.
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One of Dr. E. L. Frederick's favorite door tricks can be used anywhere one might want to OPEN

THE DOOR. No doubt you arefamiliar withthemythology of "Demons' inthat if you say aDemon's
nameoutloud, thereisachancehewill hear you and gppear. Supposeyou hadaDemon named "Opin
Thedoor"? Every time your delvers say "We open the door”, you make adieroll to seeif he shows
up. If he does appear, make him asuitably obnoxious but non-fatal sort of creep. He hangs around
the party making bad puns and wisecracks until someonepays him to go away. He prefers magical

items.

Of course we all know that demons are mythical creatures that only schizophrenics and religious
fanticsbelievein, whichiswhy religiousfanaticstry toban dl booksthat mention demons. Soif you
know anyone who believesin demons, don't tell him about this page of this book, or we might get
picketed. Wed bein al the newspapers, on tv, and dl that publicity would be... hmmm. Do | get
aroyalty on every copy of this book we sdl?



Way back in 1981, S.S. Crompton had ‘em rolling in theides with his Achilles Shield trap, ably
assgted by society's greatest sooges. No, | don't mean Congress. | mean those three guysin the
Columbia shorts. Short films, not Bermuda shorts Gee whiz, you guys, broaden your horizong!

Over a decade later, ol' SS. continues his StoogeQuest with SPREAD OUT!, a corridor trap
guaranteed to at least annoy your delvers, and possibly do worse. Thetrap is hidden inasmple
open doorjamb. Thereisno door, merely an open arch. Thearch iswide enough to permit multiple
charactersto pass at onetime, and that'sjust what you want them to do, for when anyone passes
through this door, theframesuddenly shrinksto half it'sorigina width. Inagebraicterms, let"w"
equa thewidth of thedoor. When characters passthrough the door, thewidth narrowstow/2, and
asweadl know, "w/2" isperiloudy close to "Wo0 woo woo woo woo woo woob”, which inturnis
cose to "Nyuck nyuck nyuck," which is another way of saying, "Spread out!". If you don't
understand thisrelationship, you're either too young to know any better or far too intelligent to be
reading this book.

When a couple characters are suddenly crammed shoulder to shoulder trying to pass through this
door, they'll likely say something lesspolite, but if anyone thinksto say, "spread out,” offer bonus
points and consider letting the poor stooge live another night With such a culturally bankrupt
background, he's of no danger to anyone.

Almost as dear to me as stooges and giant lobsters are bad puns, which drive the TRAPDOOR
RIDDLE trap by Alison McDanid. Theparty findsastout, oak trapdoor in the midst of acorridor.
Thedoor hasabolt, butitisdrawn back sothedoor remains unlocked. Inscribed onthedoorin silver
letters is amessage that reads,

"What's the best way to eet a trapdoor?”

Allowthedelverstopuzzl eover thisoneforabit, andwhenthey proveunabl etoanswer thequestion,
have agoblin pop out of the door with the solution on hislips, achainsaw in his hands, and murder
in his heart. "Just bolt it down!" the goblin will howl, as he goes about his bloody work. Should
the party anticipate this answer, and actually lock ("bolt down™) the door, they'll avoid this rude
punchline, but don't bet the farm on it happening.

Door Traps
- NOTES -

R

Page 35



Aty
“lflu
i Wl

Door Traps

NOTES -

RRAR

Page 36

Thefinal entry inthisvolume's dim doors chapter isfrom Jersey Turnpike. Strange, how thereare
sofew doorstrapsthistimearound. | guessOliver Stoneaready said everything thereisto say about
the Doors. Inmy next volume, look for plenty of dead president and conspiracy theory traps. Y eah,
kids, stand around on one leg waiting for that one to make it into print.

Jersey' sdesignedthe DOGGY DOOR. Thispowerful magic porta will cutany delver downto size,
Place this locked door at the end of any hdl. Try as the party might, they won't be able to breach
thisdoor. Kick and bash though they may, al the ddverswill manageto doisset upawailing from
what sounds like ahouse cat on the other Sde of the door. The only way to passisthrough the free-
swingingflap at thebottom of thedoor, very much likealargedoggy door. Of course, anyonepassing
through the doggy door is turned into a dog.

Not fair, you say? Too pat and potentidly disastrous for this LITE book of traps? Take apill, pa!
To reverse the enchantment, al the doggy delver need do is pass back through the door. Provided
hethinksof it. Or hasthetime. Remember that wailing housecat? Well, thefat little cat existsonly
to bolt away in afurry frenzy at the first sign of adever turned into a dog, and no sdlf-respecting
dog can resist chasing acat. Off the delver will go, in pursuit of that cunning cat... Of course, the
smdll cat runsback to its mother, an over-fed giant, killer cat thatjust hatesdogs. If thedog islucky
it will turn tail and run back. Or the party can crawl through the door looking for their companion

In the meantime. | think | hear someone scratching at the door. It could be..
.yes | think it is..

...ahd a good thing, too, because my stomach is starting to churn,
and | need abreak from this drivd...

.0 | turn you over to aTroll's best friend...
..SPIKE, the Grimdog. Take it away, boy.
And stay off the sofal

-----



ltems and Arftifacts

Woof woof bark woof woof bark woof. Grrrr. Woof woof woof woof, bark bark. Bark
woof, woof woof woof garowl. Bark! Woof woof bark bark woo*

* good at last Grimtooth's Soeech Spell has taken effect. | am Spike the GrimDog
and | will host this Items chapter. | amjust a dog and not very good at these things
so letusgetright to it. No guff fromyou. Remember myfavorite bone isinyour leg.
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LeeRussdll wrotetheLABY RINTH solodungeonand
deserves repect. She submitted many traps to the last
book but Grimtooth took only one of them. Wl now
| aminchargeand | say LeeRussdll' strapsarethebest.
Okay here it goes.

Lee Russl gives us the HEY, PIZZA FACE trap.
Lee Russdll saysthisis aresubmission of aformerly
rejected trap. Lee Russell reasons her trap was not
heavy enough for Grimtooth and was rejected but she
figures it will fit in just fine with this collection.
Nothing is too heavy for Grimtooth to lift so | do not
understand this. But | do understand the trap.

Thistrapisabox of chocolatesal inanice pretty wrapper. Leaveit anywherebutin the sun because
itwill melt. The chocolates are impossibleto resist even if you only bite half way into them to see
what the centers are before chewing the whole thing. Grimtooth left the Halloween candy out on
the counter once and | jumped up and ate it and cut the devil out of my throat on the razor blades
that somehow got into the candy. Thecandy box sad it wasingpected by number fifty-six so | went
downthe street to housefifty six and expressed my opinion on thelawn inmy owninimitablecanine
manner.

Devers can not resist this magic box of chocolate. |f they smell one piece they must eat one piece.
If they eat one piece the must eat dl the pieces. With any luck thedelverswill struggle over thebox.
They will punch each other in the nose while any dogs in the party hop around excitedly sideways
and bark. Thejoke ison the delvers because when you eet the chocolates your face instantly bursts
out into running sores and blemishes which humansfind repulsive but which dogs don't notice at
dl. Any ddver so effected will lose dl their charismawhich would be an improvement for some
of the dungeoneers | have seen in the pits lately. Woof.

Rick Loomis designed the RING OF DOOM. | do not
likeit when thedoorbell rings. | clatter across the cave
and put my head down flat on the front hall tiles and
bark mysdlf slly whenthebdl rings. Thisisadifferent
sort of ring of doom though so | will get right to it.

The party findsagold ring of exquisite manufactureas
part of a treasure trove. The ring is engraved with
images of dogs running away with their tails between
their legs. | agreethisis hitting too close to home but
| did not design thistrap so do not blame me my doggy
friends. Theinside of the ring bears an engraving that
reads

"RING OF DOOM. Wear on index finger. Point at
biggest, nastiestenemy. Shout theworstinsultyou can
think of. The worse the insult, the better the ring will
work."

Of course thisring is redly just usdessjunk jewelry.
6O FIND A CAN The dog motif isin especialy poor taste. Thering has
OPENER, AND no magica effects but if some poor idiot follows the

GET OUT OF THAT ¢ } instructions he should find the ring does indeed ensure
TIN CAN PINHEAD J s 4oom.  Arrrrooooo!



Ari Marmell reminds us that accessories are the key to the
sartorid success of every SHARP DRESSED MAN. This
trap takes theform of afine pair of soft leather boots inlayed
with gold trim found in the wardrobe of some grest lord or
wizard. My favoriteboots belong to Instep du Brain-Brain
who isthe most bizarre wizard in the world. When Instep
du Brain-Brain visited Grimtooth during the Autumnal
Dwarf-Tossing Festival | got hold of oneof thewizard'ssize
thirty-five boots and chewed it up red good. Instep du
Brain-Brain was not pleased and turned me into aman for
the week as punishment.

I would not want to chew the boots Ari Marmell describes.
Hidden beneath the soul of the boot and running down the
exact center of the shoeis along sharp and thin razor blade.
Theleather hiding the blade from detection is thick enough
therazor will not be discovered when examined with gentle
probing pressure but you can bet your bottom dog biscuit the
delver will discover the knife when he thrusts hisfoot into
the boot. At the very least this will split open the victim's
foot and cripple him or her. Sensble partieswill leave such

cripplesbehind or at best drag them along to usefor opening HE HAD NO IDFA THAT A

ltem Traps
NOTES -

doors and triggering pressure plates. Poisoning theblade | KNIFE BLADE WAS HIDDEN IN

seems like overkill but in honor of my master Grimtooth | THE SOLE OF THE BOOT

will mention it. Bark!

Sir Harry Flashman is Grimtooth's favorite literary hero because he is a cad and abounder and he
giveseveryonethebusinessandlivesto get away withit. When Grimtoothisnot busy bashing delvers
I usudly find him in his study laughing out loud a one of George MacDondd Fraser's Flashman
books. Maybe Kenny Bolser is aFlashman fan too because he designed the FLASHBL ADE. For
the right character finding this magic sword could be the beginning of a fantastic career. The
Hashblade is abeautifully crafted cavary sdbre that radiates magic. The sword has apowerful ego
and most characterswill find they are bewitched by the magic blade. The Flashbladewill command
its owner to discard dl other blades and widd only the Hashblade.

Whoever holds the Flashblade will find his charismaand popularity on therise. All who meet the
wearer of the Hashblade will count that character as ahero among heroes. Theblade itsdlf isapotent
weapon capable of striking killing blows and routing foesand shooting bolts of lighting andj ust about
anything dse you want to dlow. The catch is that whenever the bearer of the Hashblade enters
combat the blade takes control and forcesthe user tofleelikeacraven dog. Hey let's not get persond!
Woof! No foeis too wesk to ingpire fear in the Flashblade not even a grasshopper. If cornered the
bearer of the Hashblade will turn and fight but only long enough to clear apath to safety whereupon
he must flee again until out of danger. The sight of the character running for the rear will likely ruin
his reputation no matter how much the sword makes him seem a hero so the bearer of this blade will
have to do some quick thinking to maintain his own good name.

| do not watch basebdl. | prefer the dog races. | hear they cdl catchers equipment the TOOL S OF
IGNORANCE but | do notknow why. | doknow why Steve L ayboume chosethisfor the name of
thenext trap though. Any thief or second story man foolish enough to usethesetoolsisan ignoramus
indeed.

Thistrap is acallection of finely crafted magic tools carried in ablack velvet-lined legther case Each
tool isdesigned to sucker the victim by working perfectly thefirst timeitisused. After that thetools
always backfire. Included is a screwdriver that will remove any screw the first timeit is used but
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afterwardspermanently welds screws

straight and truewithasingle stroke
beforeexplodingon thesecondblow.
A crescent wrench will budge even
the tightest bolt the first time it is
used before automatically stripping
any nut to which it is later applied.
Skeleton keysare useful for picking
locks and the oneincluded with this
st will open any lock the first time
out. Thenexttimethekey isused it
will permanently lock whateveritis
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used to pick. Findly thereisalittle
hacksaw that will cut through any-
thing once but thereafter serves to
strengthen whatever material the
ddvertriestocut. It ssemstomethat
once the true nature of these tools
was determined that they could be
used for positive purposes. Butl am
just adog and what do | know?

Tyrone Shoes says NOTHING GOES AS FAR ASIT USED TO. Tyrone Shoes claims this trap
isbased on ared life experience he had in hisjunior high school dgebraclass. Tyrone Shoes had
amath teacher who was obsessed with the demonstrability and measurability of the universe. The
math teacher wasafrustrated scientist who took solace in thenotion of amechanica cosmosinwhich
dl phenomena obeyed rationa physical laws.

Hoooooooo!  All these big words make my doggy skull ache!

Anyway Tyrone Shoes tells me his math teacher's most prized possession was agtainless sted ruler
exactly one foot long. This ruler was the paradigm by which the math teacher's universe was
measured. Theruler was exactly one foot long and from that base unit of measurement was dl the
world measured. Themath teacher used hisrulerto demonstrateevery elementof hiscurriculumwith
precise straight lines on the blackboard.

The math teacher's life began to go awry when his calculations failed to balance. Try as he might
his geometry problems continued to come up short He should have caught on when he redlized he
was experiencing acontinuous and identical margin of error. At last one afternoon the math teacher
noticed his ruler had been broken off exactly oneinch on the low end. Hisonefoot ruler wasin fact
eleven incheslong although he never noti ced because helooked only at theend that showed thetwelve
inch mark. With thediscovery of thisinsidiousbit of vandalism the math teacher went mad. Hewas
abruptly aware that dl his calculations of the last fortnight were wrong. In grief the maddened
mathematician took apair of erasersfull of chalk dust and before hishorrified students erased himsel f
from existence.

The point of Tyrone Shoe's long anecdote isto dert the devious of how essy it can be to mess up the
works of complex engineering products. An eeven inch ruler assumed to be one foot long could
serioudy damage the cal cul ations of engineers buil ding wallsto protect the locd town from monster
raids from your dungeon. In the right hands such aruler could likewise ensure maps made of your
dungeon were incorrect. If nothing else you could use thisitem to cheet little kids out of one inch
of their foot-long wieners and make yoursalf rich selling concessons at the ballpark.



Rowdy Rhodes sayshisnext trapisABOUT ASFUNNY ASA RUBBER CRUTCH andthat the
titte saysit dl. Thistrap isjust a convincing prop crutch made out of rubber that will of course
crumpleunder theweight of anyonewhotriesto useit. Thisseemslike awesk trap to mebut Rowdy
Rhodes says|ots of timeswepublish trapsthat are rea ly nothing more than bad puns or tired cliches.
I would not know because | am adog and | can not read. Fortunately | can bark dictation. Rowdy
Rhodes says he has amillion such traps and he will gladly ingtall screen doors in submarines and
give amoose a hat rack and haul codsto Newcastle. | do not understand so if you can clue mein
pleesedo. Arrroooo!

We have dl heard that when you
find agood book YOUWON'T BE
ABLETOPUT ITDOWN! Clinton
Gaskill has taken this notion to it's
logicd extremewith hisitem trap of
the same name. | suggest you build
alibrary to house this trap and the
other book traps that have appeared
in past volumes of this series

Simply put this is an attractive red
|eather book that radi atesfaint magic.
The cover should have a pretty pic-
tureto attract dwarvesand dogslike
me. Arrrooo! The delver can pick
up the book and read it or thumb
through it or whatever but when he
goes to put it down he will find the
book is coated with superglue! Arrruff! Arrrrufff! No matter what the victim does he will not be
able to let go of the book save by pedling the flesh from his bones. Remember the book itsalf will
remain sticky and will bond with anything esethat touches it like clothing weapons or the victim's
other hand!

E]
-

Someone who does not haveto worry about the previoustrap is Tom Keefer because he can not read.
He could read when he was akid but schoal cured that. | think he dso read his own TOME OF
KNOWLEDGE trap from the last book and made a mental midget of himself.

Anyway Tom Keefer hasanitem traphecadlsTHE LAST UNSIGHTLY BULGE YOU WILL
EVER SEE. Thistraphasaguninitso | think it belongsin another chapter but | amjust adog and
| have no say in thesethings. Simply put thisis a hunting rifle with a shdl dready in the chamber
and a subtlety tapering barrel. Most delverswill not notice the narrow barrel and certainly will not
notice the barrel isin fact smaller at the far end than the bullet that must pass through it. Anyone
pulling the trigger of this gun is going to have an explosive surprise right in his face. Woof!

The HOT BREASTPLATE SPECIAL is designed by Cinnamon Lynn
Allen and even if thiswere not agood trap | would run it anyway just to suck
up to anyone named Cinnamon Lynn Allen. | hope sheredlly exists. Woof!

Thisis an daborately bgewelled breastplate. In addition to being awork of
art the breastplate will offer moderate armor protection. A faint magical aura |
may aso convince some sucker to put this thing on. While in the depths of
the dungeon the breastplate will function normally. Whenthevictim leaves
the dungeon is when the fun begins. A big ruby set in the middle of the
breagtplate serves to magnify sunlight like a laser and directs a beam of the
stuff into the wearer's chest. This will either burn the delver's chest or punch
a hole gtraight through him depending on the intensity and angle of the
sunlight. Thelaser isnot strong enough to be used as a distance weapon but
it's more than powerful enough to give whoever wears this breastplate a
serious case of heartburn! - Arrroooo!
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Rick Loomis promisesto CAUTERIZE THE WOUND with
thisnextitemtrap. Thisappearstobeacommon torch complete
with a handle wrapped in cord and a head soaked in oil. The
torch will burn normally and cast average light for approxi-
mately one hour. At that time the flame will have consumed
enough of the torch to release the spring-loaded switchblade
hidden in the shaft of the torch. Once released the blade will
rapidly swing about and dice through the fingers of anyone
holdingthetorch. Ifthevictimcomplainsfor having hisfingers
cut off tell him how generous you are by providing an open
flameto cauterizethewound. Oncel heard about aguy who cut
his fingers off with a power saw. The doctor said the fingers
could have been reattached if the guy had acted fast enough but
there was no chance because his dog ate the severed fingers.
True story. Arrrroooo!

But Rick Loomis is not done. Rick Loomis says HERE
THERE BE MONSTERSandbacksitupwithamagiclantern.
The lantern bears an inscription written in Orcish that reads

"When lit, lantern warns of approaching monsters®

When the lantern is lit a disembodied voice will howl "Here
there be monsters' unless an orc is present in which case the
lanternwill remainmum. Humandeversmay figurethelantern
isbroken but they arewrong. After dl thislanternisan orcish
invention and to orcs HUMANS are the monsterst So long as
the lantern does not shriek in ahigh tone or say "Here there be
hydrants' we hounds are immune.

Despite hisyoung age Brian Moroz must haveacriminal record
because he is familiar with the workings of one-way glass.
Anyonewho hasever spenttimein apolicelineupisacquainted
with this stuff. I've been hauled into the clink abunch of time
for an expired dog license. From one sde this glass appears to
beamirror but from the other side aperson can seeright through
it Handy for seeing others while not being seen. Brian Moroz
usessuchglasstoconstructhisFROM ACROSSTHE ROOM

THEIR EYES MET trap which is nothing more than a
mirrored shield made of one-way glass. Leave thisitem laying
around your maze where gorgons or other gaze attack monsters
dwell. Then howwwwwilll with evil gleewhen some poor fool

picks up the shield to avert agaze attack only to learn hecan see
right through the thing to the monster he was trying to avoid.
Your victim will have along time to consider the error of his
ways as he will then be fit for little more than occupying the
center of apark as a particularly pompous stone statue. | love
it when Grimtooth takes me to the park so | can moonwalk
backwards on the grass next to treesj ust before doing my duty.
Woof!



Eric Boyd claims to know how to make gunpowder but | am not sure heistelling the truth. Then ltem Traps
again | amjust adog and GrimBuck isnot around to lend hisopinion so hereit goes. Eric Boyd says - NOTES
that cotton plus sulfuric acid makes guncotton which is apowerful explosive. Eric Boyd says his

GUNCOTTON SWEATERS are an accident waiting to happen. All you haveto dois spray a

delver's cotton clothes with afine mist of nitric and sulfuric acid then introduce aflame to watch

the results of your action. | think Eric Boyd isplaying fast and loose with the laws of science but

| have no way to check histheory. Giveit atry for me and let meknow how it comes out. Send

your test results to Grimtooth's Doghouse which is located on the lowest level of Grimtooth's

Dungeon which is coming soon to agame shop near you or so | am told.  Arrrrooo!

LONE FURD & KLUTZY by HANGIN-BANNANA

PLEASE TO BLING
LIGHT OVER HERE

VELY FUNNY KLUTZY.
NOW I'M GOIN(G TO

...... ; v

KNOW, HIS CLOTHING
WAS TREATED & HAS BECOME GUN COTrON,

NEEDLESS TO SAY,
COTTEN 1S VERY VOLITILE.

Thepublishers said thisbook had to belessfilling and low in sodium
S0 ho sodium traps were dlowed. But | am running out of traps so
NICE WINES DON'T EXPLODE by Alison McDaniel gets my
doggy nod. Besides this trap does not use much sodium (and no
MSG), so we can Hill say thisis alow sodium collection. | do not
understand what all the fussis about anyway. We dogs do not have
heart attacks so often as you humans so maybe you should scrap the ,
sodium angle and live like hounds. : Water

Thediagram for thistrap redly saysitdl. An opagueflask isdosed
with aglass stopper. Shaking theflask revedsitisfilled with liquid.
Theliquid iswater. What the victim can not seeisthe thick layer of
wax at the bottom of the flask covering adepodt of sodium. A cord

atached to the stopper is likewise anchored in the wax sed 0 that Wax
when the topper is removed the sodium pocket is exposad to the
water. An exploson will result. The glass bottle will serve as Sodium

fragmentation in the blad.
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All of which isabout as much as my doggy jaw can take. Itisnot easy to tak you know. | hopel
have not been barking up the wrong tree with you guys. It really was up to meto host this chapter.
Grimtooth would not touch it. And Grimtooth will not do the next chapter either because it takes
placeinthefar futureand only onecreatureis qualified to boldly go where no troll has gonebefore...

Page44




In the beginning of the eightieth decade of the nineteenth century AD. (old earth
reckoning), the barbarous inhabitants of the ancient city of Phoenix, Arizona,
produced GRIMTOOTH'S TRAPS, which they asserted was suitablefor use with
ALL role-playing systems. Being but simple and unevolved children, the editors of
theoriginal TRAPSbook can of coursebefor givenfor their conceit. Asall residents
of the future realize, GRIMTOOTH'S TRAPS wasfar from compatible with ALL
game systems, because no provision was madefor imaginary contests set in the
future.

Thanks to a call from Grimtooth on the TimePhone, | — GrimBuck — have the
opportunity to correct thisoversight. Inthis chapter we'll examine traps and tricks
with a futuristic dant. If your dungeon supports high tech items you can use these
inyour dark age contests, as well, butfor our purposes we'll focus on traps suited
to the Final Frontier...
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NOW YOU YOUNG
CAN OWN THIS HERE
HOLOGRAPHIC LASER &
SABRE .., IT'S (R
TOTALLY HARMLESS. SN

TheHOL OBL ADE isthecregtion
of Dan Lambert, who while aresi-
dent of twentieth century earth, is
obvioudy wearing his future think-
ing cap. Dueto some spurioushbit of
film space operafrom your era, ad-
venturers are forever searching for
"Lite Sabres’ | eft behind by thevan-
ished"Jed Clampet” knights. Please
forgivemeif | mangleyour precious
cultural icons, but research into the
entertainment of your era has been
spotty, andafewinconsigenciesare
inevitable.

IMAGINE WHAT MISHT HAPPEN IF AN
ADVEINTURER USED ONE OF FHESE
TOVS IN A REAL ATTACK ! - QORS¢

Inany case, thevictim findsapa m-sized dural umi num tubewith abutton onthehandle. Eagerly
anticipating what must come next, the character will point the open end of the tubeaway from him
and pressthebutton. Asexpected, ashaft of light approximately three feet long will legp from the
handl e, accompani ed by ahumming soundreminiscent of agreat bumbl ethrax. Theheftandweight
of the thing will convince the character he hasindeed found alegendary Lite Sabre, and unless he
takes care to test the blade straight away, he is doomed to learn of his error at the worst possible
moment.

Theblade isin fact no more than a projected hologram, a carefully constructed illusion designed
to deceive even the most discerning eye. Severd million of these gag gifts were dumped on the
market last Halloween, when acousin of minefrom AlphaCentauri hoped to make akilling with
Jed Clampet costumesfor thelittletykes. Alas, thenasin your own century, thekidsdl wanted to
dressas martial Asian turtles, for no reason anyone can determine. Research into thisphenomena
indicates the custom may originate in your era, for which you have our eternd enmity.

Similarto Dan'sphoney bladeistheUNBEARABL ELIGHTNESSOFBEING, by Tyrone Shoes
Addefrom thetitle, Tyrone'strap has nothing to do with Milan Kundera's 20th century nove of
thesamename. Infact, thisrealy isn't atrap so much asaconcept that can be used in avariety of
ways.

One of the problems with illusion trapsin the pseudo-medieva environment isthe tell-tale register
of magicd vibrations. Even simpleenchantmentsare bound to leaveamagica "sgnature' which
can be detected by items, odls, and sensitive magic-users. The presence of magic in an unlikely
placeusually spdlstrouble, so many otherwise clever trapsareplaced at adisadvantageif they must
rely on magica illusions.

In my day, of course, convincing illusions are possible without resorting to magic. Even achild's
holographic projector is capable of creating redidic illusons. Unlike magica illusions, projected
holographs are amost impossible to recognize as fakes until it istoo late. A few of my favorite
applications are to project the image of abridge crossng achasm, or the image of an arm chair in
frontof my desk. There's nothing better for getting aface-to-face mesting off to an uproarious start
than having a client 5t on a chair that isn't there.

Magnetic boots are essentid gpparel for most EVA activities— whether it's adjusting your main
communicationsarray or just goingfor arecreetiona spacewak. Without magnetic bootsto adhere
you to the surface of your ship, you're courting disaster with any sort of extra-vehicular activity. |
hate it when that happens.

Norm StrangesANTI-MAGNETIC BOOTSaenohepatal. Theseappear in every way tobe
anormal set of standard-issue magnetic boots. Hidden insde the sole of the boot, however, is a



pressure-sensitivetimer. Thetimer islocated directly under wherethewearer'shed must go. When
acharacter thrusts his foot into the boot and starts walking around, he's bound to activate the timer.

Nothing unfortunate will happen for one standard hour. Notethat isone”standard” hour, not to be
confused with one "earth hour", one "earth minute", or one "earth hotdog". Once a standard hour
has eapsed, the timer triggers a microscopic e ectronic device hidden in the sole of the boot which
reverses the polarity of the boot's magnets. Whatever was formerly attracted to the boots (such as
the hull of a ship) will now be repelled, and vice-versa. With luck, your victim will find himself
jettisoned into space. If nothing ese, the character could find himself floating in zero-G inside some
ship corridor at an inconvenient moment.
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ONE STEP BEYOND isredlly adoor trap, but itsdso afuturetrap, so| get to explain it. Suppose
you have adoor that is dso a spedid time travel machine. The first person who walks through it,
gets teleported one hour into the future. However, the machine uses dl of its dored energy
trangporting the first victim, and will take one to Sx hours to recharge. To the party, it looks like
their "point man" has disgppeared, and of course to him it looks like the rest of the party has
disappeared. Mogt likely, one or the other will wander off before the hour is up and they may never
find each other again. S. S. Crompton saysfor even morefun, you can have the time machinework
with decreasing efficiency with each delver, so that the first one goes one hour away, and the next
one goes 30 minutes away, etc. But | wouldn't want to try to keep track of more than two
smultaneoudly! If you really want to get complicated, suppose the first person who steps through
the time gate looks around, sees everyone has disppeared, and steps back through the gate. Since
in red time, an hour has passed, the time gate may be recharged dready! That means if the first
adventurer steps through again, he will now be two hours ahead of the rest of the group insteed of
one! You can see how monsterous this smple trap can become.

o
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o Here'safunusefortheartificial gravity generatorsaboard your ship. Jason Shannon'sNEGATIVE
Sci-Fi Traps G-WHIZ room isaperfect 50 x 50 x 50 cube. Thefloor islaid outin an alternating black and white
NOTES - checkerboard pattern, with each square measuring ten feet onaside. Two doors—one leading into

the room, the other leading out — are located on white tiles on opposite Sdes of the room.

Theblack squareshavepostivegrav-
ity. That isto say, characters step-
ping on a black square will be ori-
ented toward the normal "down"
direction on your ship. The white
quareshavenegativegravity. Char-
acters stepping onto awhite square
will suddenly find the ceiling is
"down", and will fall up to the ceil-
ingandadheretothesame. Remem-
ber thisroom isaperfect 50' cube, so
faling up to the celling could be a
violent experience. Working your
way acrosstheroom, from one"cel-
ing" to the next, will be difficult
Especidly difficult will be getting
through oneof thedoors, asthey are
a"normd" groundleve intheroom,
althoughthey occupy whitesquares,
meaning the characterswho want to
usethemwill begtickingtothe"cell-
ing" fifty feet abovethedoor! This
trapisn'tlikely toterminateanyone,

<) [ anmi-cravity reeco butitwill dow the party down, and
@ENERATORS AT WHITE SQUARES could make for some laughs. To
ik makethingsredly interesting, douse

thelights in this room...

If my information is correct, it wasin your erathat the notion of Virtual Redlity got it's start. It's
acommon enough thing today, of course, but for those of you not in touch with technology — or if
I'm missing the mark with this thing by a decade or two — let me explain.

Virtua Redlity isameans by which acomputer user is transported into an artificial realm created
by acomputer. Originaly, the user donned apair of goggles that displayed an artificial landscape
generated by acomputer directly beforetheuser'seyes. Whenthe user moved hishead, thelandscape
shifted to mimic themotion. Sensor attached totheuser'sbody, usualy in theform of a"dataglove’,
continued the illusion by trandating body movement into the "virtual universe" of which the user
was now apart.

Greatthingswerepredictedfor Virtual Redlity. Itwas supposed tochangelives, diminateteevision
and novels, and revolutionize industry and pace exploration. Not quite. Itkilled role-playing, but
televisionis stronger than ever. Never underestimate the passivity of acouch potato. All they want
to dois lay back and watch the same stories over and over again. Certainly no one wanted to step
INTO are-runof | LoveLucy! "Chooseyour own adventure" showswent theway of American car
manufacturers and the Soviet Union around 2005.

Inmy era, of course, Virtual Redlity isacommon and underappreciated phenomena. Thrill seekers
gtill usethething to enter imaginary worldswherethey canfly, battlemonsters, survivein degp space,
and generaly behavein agod-likeandirrationad manner. The cumbersome goggles and datagloves
of your era have been replace with micro-fine attachments al but invisbleto theunaided eye. Itis
in such an environment that Molly Ringworm's NOT-SO VIRTUAL REALITY should thrive.
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Simply put, you need merely constructan ACTUAL fantasy land, then permitvictimstoenteritonly o

after they've been convinced they'rein a"virtud" environment. Thefirst timethevictim triesto Sci-Fi Traps
fly or walk through fire helll bein for arude awakening. Thistrap is especidly effectiveif you - NOTES -
intermix virtual and genuine elements of redlity, letting the victims fly about for a bit before

trangporting them unknowing to your genuinekilling ground.

Back on old Earth, the Japanesered ly got something started with their notion of mini-hotels. They
dartedin airportsandquickly movedinto Tokyoitself. Giventhelack of roominthat old metropolis,
| suppose it was only natural hotel rooms little bigger than coffins should become a success.
Businessmen on layovers in the airport for haf aday or so found it convenient to rent one of these
littleboxesinwhich they could deep, watch television, or read inrdativeprivacy fromthethronging
masses outside. If you weren't claustrophobic, the notion was a godsend.

Now, of course, the origina Jgpanese mini-hotel isthe mode for most space-borne accommoda:
tions. Spaceisatapremium in orbital facilities, and theluxury of expansive staterooms sank along
withthe Queen Mary intheGreat CaliforniaEarthquakeof 2029. Thebestlodgerscan hopeforwhen
staying off-planet isalittlebox scarcely more advanced than those the Japanese designed, athough
made for paatable by Virtual Redlity hookups and the like. As part of their bitter competition to
lure customers, hotels of my eraengage in advertising wars. Jersey Turnpike might attract some
customerswith hisclamthat EVERY ROOM HASA VACUUM, but hebetter get hisgueststo
pay ontheway in. They'll bein no condition to pay on their way out.

' ——>=1 INTERPLANETARY TRAVELERS TEXTBOOK: TIP[7 o
EVERY ROOM HAS A 7 ROOMS ON SPACESHIPS WILL 8E

m@@@ VERY SMALL --S0 TRAVEL LIGHT ! (P .
SPACE =

BULKHEAD DOOR: CPENS WHEN
& o FOME SULKHEAD" PRESSES
YHE vl UM BUTTON
VACVUM [ &= THE BUTTON
28388
© - ; / Mt BuLenEap
- o & L) Q
o : * - - WREN!
= AL O
v y 4
™
80y THIS
S PULLED OUT
S areaao REALLY SUCKS! N

Jersey suggestsyou set up an automated hotel with ultra-low prices. Advertisethat each room comes
completewith a series of automatic functions, including avacuum. When avictim checksinto his
box, he'll find the place is abit of amess from the last guest. No problem, asserts the management
—just shut the door, and press the "vacuum” button. Victims doing sowill find their room is neatly
cleaned as the entire box is exposed to the vacuum of space. Sure straightens up aroom in ahurry
to blast dl that rubbish — including the victim — into an unstable orbit!

Tom Keefer once told me of his shocking experience from whizzing on an éectric fence, so Tom
knows whereof he speaks when he describes his SHOCKING DEVELOPMENT trap. Thisisa
smpledectric fence, such asthat used to surround pend ingtitutions, or ward of f hostilebeastsfrom
afledgling colony. Charactersingpecting thefence shouldbetold thebarrier appearsto bedefective.
The fenceis not fully juiced, but rather ssemsto pulse with current at regular intervals. Observant
characters will time these intervas, and arrive at the conclusion they can clamber over the fence
between bursts of electricity.
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They could not be more wrong.

Thefenceispressure-sensitive. After bearingwel ghtequa to approximately onecharacter, thefence
shuts off. For thirty seconds. Then the fence comeson, full voltage, and remains on for fivefull
minutes. The height of the fence ensures even the most agile character will be no better than half
way up the fence when the voltagekicksin. A shocking devel opment, indeed.

An Marmell has obvioudy never written aset of gamerules. If hehad, he'd know hisDEVIOUS
DE-SI GNStrap would havelittle chanceof working. Inyour day scarcely anyonetook thetimeto
read, and in my erathe Situation is little better. It's not that the populace isilliterate. 1t's that no
onebothersto READ. Nowonder Grimtooth went bald pulling hishair out. Don't let my antediluvian
cousin give you any nonsense about being naturaly bald.

Ari'strapislocatedin one of those air-tight rooms so common to space stations or colonies on exotic
worlds. After your victimsenter theroom, dam and bolt shut the door behind them. Then flood the
room with chlorine gas and begin to lower the ceiling.

Across the room, through the swirling gas, the party will sse avast sign light up. The sign reads,

"Only by following these instructions can you save yourselves."

Beside theglowing sign isaglowing arrow, pointing toward asecond, smaller sign. Theparty will
h_ave to cross the room, wasting precious breath and seconds, to read what is written on the second
sign:

ﬁ ﬁ ﬁ ﬁ ﬁ "Do not read these instructions'.

RRR
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That's right—anyone whofailsto actimmediately by bashing down the bolted door isadead, pure
and smple. But don't worry. No one reads anymore, anyways.

Crowd control isasmuch aproblem in my eraasin theancientrealm you inhabit. We till have not
foundaway aroundthenecessity of havingcitizensstandinlinewhen seekingimportantinformation
or goods. Some lines are so long— such as those to secure a RS-39YHJF form as ordered by the
Internal Revenue ServiceLineReduction Act of 2033—that patrons have been known tofall adeep
or even starve while awaiting vital services

To ease the burden of chronic line-standing, Dr. Cosmo McMoon has crested SUSPENDED
ALIGNMENT, awel-meaning notion that is eadly perverted into atrap. Applicantsjoining the
back of the line are frozen solid by dipping them in a super-scientific substance similar to liquid
nitrogen. The applicant then enters a zero-time state, permitting him to wait in line indefinitely
without noticing the passage of time, and without growing hungry, tired, or even older. Thefrozen
applicants and placed on a conveyor belt, and conducted one-by-one to the head of the line, where
they are thawed and dedlt with efficiently and at the top of their form.

The crux of thetrap isin the conveyor belt. Doctor McMoon suggests you freeze every part of the
applicant's body except hishead. Then place him standing up on the conveyor belt and ignore his
complaintsashe'strundledoffinto darknessa ongwiththerest of hisfrozen line-mates. What frozen
folks don't redlize is these conveyor bets aren't the smoothest things around, starting and stopping
asthey do with sudden jerks. Thosejerks cause the belt's frozen cargo to wobble...and as afrozen
body has the consistency of fine crystal, atumble from the conveyor belt would be a shattering
experience. If acharacter isfrozen solid, of course, he's no way of knowing he'sin danger. But if
your victim hasathawed head, and can seethe possible doom that awaitshim, yetisunableto move
inany way...well, that'smorelikeit! Start thebelt, stop the belt, start the belt, stop thebelt. Each
time thefrozen line of statues wobbles ever so dightly, threatening to tumbleinto each other or of f
the bt to the floor below. Lovely.
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Thisnext trap by Kenneth Ham isabhit of o
advanced super-science possibly best [ H m E FR“ m Sci-Fi Traps

employed in the conventional medieva NOTES
environment. With COMING OUT OF

' R {1
THE CLOSET, Kenneth resurrects one V = ' 'J 1" " J‘u ! 1\ il “H ”
of the oldest and most over-used monsters ‘t h £ Ly

in the genre, but with a specid twist. '
Usethistrap anywhereyou haveaclost, T GADZOOKS T WHEW,
be it a ship's locker or the upstairs cup- f T 1 THANK GOODNESS

boardatyour dear great-grandaunt' shouse.
Anyone opening the closet door will be - o
grected by the hoariest of horror movie g O | P BEEORE
cliches: acorpsepitching out of theclos. ;

The poor dead guy was propped against
the door, and when the door was opened,
hefell right over. The stiff has been stiff
for some time, judging by his stiffness.
Theparty will shout, laugh, or search the
corpse's pockets (perhaps al three) be-
foremoving on. Possibly they'll noticea
broken bottle of oily fluid in the corpse's
pocket, that broke when the body hit the
floor, soaking the corpse to the skin.

Then the corpse gets up. It will trail the
party at a discrete distance for a time
before closing in search of what every
ghoul wants. Fresh brains, of course
What sets apart this zombie-with-a-dif- Rt THIS LIQUID BRINGS DEAD
ference is that he is a creation of SCI- { LI RUR THINGS BACK TQ LIFE IN A
ENCE! That bottleinit's pocket contains ZOMBIE-LIKE STATE.IT
themiracleingredient RetroGrow. Origi- d G & BREAKS OPEN ON THE CORPSE,
nally designed to grow hair on heavy-
gravity worlds, RetroGrow is potent
enough to animate acorpse, at least for a
little while. If encountered in amedieva
environment, the dericad members of the
party may feel they can turn aside this
apparition from the grave with a casud
gesture, but asthis zombieis a scientific
cregtion, they'll find it is unaffected by
the usual magic and religion. And if you
use this zombie in the far future, no one
will know the first thing about magic —
although they may understand enough to
burn thisfellow down with asidearm.

Corey Tex remindsuswecanhave FUNWITH THE AIR SUPPLY . Thispoint seemsso obvious
it hardly needs making, but sometimes the most obvious traps are the most brilliant, and the most
frequently overlooked. Corey suggests replacing part of the oxygen supply in any spacer's suit with
acanister of nitrousoxide. Leaveenough oxygen that the spacer won't die, so you'll be ableto enjoy
the gpectacle as he overdoses on laughing gas. Y our victims will begin laughing uncontrollably, after
which they'll find themselves impervious to pain, which will comein handy if the foolshavetorn
a hole in their suits while staggering around with the giggles. For a more savage and complex
variation on this scheme, you can arrange for spacesuits to gradually empty of oxygen, rather than
providing fresh stuff to breathe, resulting in suffocation leading to death. But thisis supposed to be
aLITE collection, so we'll stick with thejoy juice. Page51
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Jay Dahmer invites usto BITE THE BULLET with apair of traps that will have your victims
beaming up to the dentist. If the dentist can replaceamissingjaw, that is. Jay suggests modifying
objects that are commonly clenched in the teeth to devastating effect For instance, ajawbreaker
candy bal with a specid nitro glycerin core lacks subtlety, but it does evoke a pleasing image.
Likewise, constructing an athlete's mouthpiecefrom super-strong epoxy that isactivated when bitten
upon could have delirious consequences. Whether your victim never opens his mouth again, or
doesn't have a mouth to open, you'll not have to listen to his complaints.

As popularized by an over-rated superhero group of the late twentieth century, danger rooms were
dl theragefor awhile. Thetheory behind adanger roomissmple. Danger roomsprovideintensive
training for fighting bands by generating a series of increasingly deadly chalenges in a controlled
environment. When the party is tested to their utmost limit, the danger room automatically cancels
the simulation, to ensure no one is serioudy hurt. Presumably this helps the team train as a unit.

Theproblem with danger roomsisthat they areeither too wimpy totakeserioudly, or they haveminds
of their own and keep running amok. A far more sensible (and less expensive) option isto equip a
room to handle Bob Brown's BOUNCIN' CHAINSAWS. Thisis acheap and ssmple means of
testing the skill of any group of characters caught in the room, and you needn't worry about anyone
not getting a proper workout.
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Transport the party into arubber-walled room from which the only exit lays in the middle of the
ceiling. No sooner does the party get its bearings than the door in the ceiling dides open, and severd
dozen chainsaws are dumped into theroom. But these aren't normal chainsaws, not by any stretch
of the imagination. The body of each chainsaw is enclosed in a hardened rubber solution, like a
superbal, leaving only the whirling blade exposed. When the rubber ball portion of the superball
hits one of therubber walls, you can bet the chainsaw will begin aseries of dangerousand impossible-
to-predict bounces about the inside of theroom. The party will have to work together to escape the
room, dl the while keeping an eye out for the bouncing chainsaws. And as the chainsaws run on
miniaturefusion motors—the standard power source hereinthefar future—characterswaiting for
the saws to run out of power will wait a long time indeed.




Hereinthefuture, amazing microtechnol gy permitswegponsto memoreaccuratethan ever before.
Whereas once homing wegpons were so sophisticated only the most powerful nations could afford
them, now homing technology isascommon inthetoy room asthebattlefield. Tom Keefer makes
good use of cheap homing technology with hisBOOM ERANG HANDGRENADE.

Homing devicesarethat much moreaccuratewhenthey have somethingdefinitetohomeinon. This
grenade, clearly marked "Homing Grenade', may excite the violent imagination of whoever finds
it, butwhenthisbaby islobbed, theparty isinforasurprise. Thegrenadehomes, al right—it homes
onit'svery ownpin! User pullspin, user throwsgrenade, grenadehomesin onpin (usualy inuser's
left hand)...BOOM! Or maybe | should say, BOOM-ERANG!

It'satruismthatY OU RUN INTO DEBT,BUT YOU CRAWL OUT, asevinced by thisnext trap
by StuL ateforme. Hereinthefar future, of course, we'velong since swapped to acashlesseconomy.
All commerceis conducted with credits, and credits are electronically tracked through a complex
inter-gaactic banking system. 'Y ou think remote chargesat ATMsare bad in your era? Y ou should
see the fee for using my PlutoCharge at Mercury's Hotsde Fern Bar!

With credit machines located on gambling worlds and in virtua reality arcades and al matter of
irresponsible places, it's eader than ever before to run up big credit deficits unknowingly. Did you
know that at 19% interest, a$2000.00 debt on one of your ancient credit cards would take morethan
TENY EARStopay off. if youmadethemi nimum monthly payment? Stu suggestsyoumakeiteven
easer by informing your victim they've just won the lottery, and have had their credit account
sguared or cubed or suddenly expressed with scientific notation (with a POSITIVE exponent, of
course, unlessyou'reredly trying toruin someone'sday). Caledthe"Lying Lottery", thisisreally
just a vicious method of credit assassination by encouraging the poor victim to spend even more
credits he does not have...and creditors are not likely to put much stock in accepting a payoff from
some dimly-defined mysterious lottery committee. Seems to methe victim will haveto scare up
some credits in ahurry or he's going to end up washing magnetic bottles for aloooong time.

| understand whipswereadl therage
in your century following the suc-
cess of amovie series featuring an
archeologist who got himselfinto al
manner of scrapes in pursuit of lost
treasures of antiquity. To judge by
thiscinematic hero, whipscoulddis-
arm foes, serve asropeswith which
to swing across chasms, and bind
adversaries about the shoulder or
ankles.

Heroes intent on reproducing such
unlikely anticswill bein foran un-
pleasant surprise should they come
across Corey Tex's CORDITE
WHIP. Thisappearstobeasmple
bullwhip, buthiddeninthehandleis
abottle of nitro glycerin, bound be-
neath a stick of ordinary dynamite.
Thewhipitsdf contains afast burn-
ing fuse that will be st off the first
time someone snaps or cracks thething in theair. Crack, ssssssss, boom!  Satisfaction guaranteed
or your money back, whichismorethan| can say for themiddlemovieintheaforementioned series,
which was an astroturkey if | ever saw one.
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Science has revedled we'reredly no more than bags of chemicals.  And like any organic creature,
we're subject to stimulus by drugs or more subtle natural agents...

...like pheromones, about which Tom Keefer's WHAT'S THAT SMELL? trap revolves. Tom
suggests you guard a treasure cabinet with an assortment of the universe's most deadly crestures.
Denobian GloopBats should do nicely. Adventurers will think twice about trying to pass by such
guardians, butthey'veredly nothingtoworry about The GloopBatsarepacified, you see, by asteady
stream of pheromones sprayed into theroom. These pheromones have no effect on humans (unless
dear old dad left some dirty secrets on Denoba), but they keep the GloopBats tranquiil.

In themiddleof theroom, encased in glass so that everyone can see, isatreasure of significantimport.
The Emperor's Indium Crown should do. A thief spying the crown may very well decide to brave
the GloopBats to win such aprize. How delighted he will be to find he can safely walk right past
the chamber's guardians and open the very case containing the Crown. Ah, but then...

...then theGloopBats smell thepheromonesin the small casewith the Crown, pheromonesthat drive
them into amating frenzy. And asyou al know, GloopBat mating rituals are abloody affair, and
something humans would do well to avoid. Being stuck in the middle of a crowd of GloopBats
suddenly in the mood should have immediate and unfortunate circumstances. | refer you to your
exobiology instructors at the Academy, should you need additiona information.

Likesomany otherswithagreatfuturebehindhim, Jay Dahmer'sFUTUREWASBRIGHT UNTIL
HE WORE SHADES. Seeif your loca mall optometrist can fill an order for these sinister shades.
Jay intended histrap to beworked into apair of dark sunglasses, but it could as easily be made a part
of theblast shield or visor of aspacesuit, particularly those used on worldswhere ultraviol et radiation

is epecidly strong.

Thistrick issimple and effective. Worked into the sunglasses are micro lasersroughly one micron
gpart from highly sensitive photocells. When the photocells encounter sunlight, they trigger the
lasers, which shoot a beam of light into the victim's eyes, dazzling or even blinding him. Higher
intensity lasars could punch through the victim's eyeballs dtogether and bum ahole into the brain,
but I'm having atreatment and my autodoc says avoid excitement, so | won't think about such things.

This next trap has absolutely no scientific basis. While this fact hardly sets Norm Strange's
EXPANDING UNIVERSE trap apart from therest of this volume, Norm's disregard for the laws
of physicsisparticularly egregious. Norm says he got the ideafor this trap from an old WARLOCK
comic book, but that till doesn't excuse playing dice with the universe.

Still, thistrap will provide mewith apseudo-scientific explanation for my marital unitthenext time
| put on weight, so hereit goes. It is remotely possible the universe is expanding. Certainly the
gaaxiesareflying apartfromoneanother. That'snotwhat Norm means. Norm contendsthe universe
— and everything in it— grows larger every moment. Asdl things expand at an equivalent rate,
it is impossible to detect this growth. After dl, if you grow just as fast as avoxstalk, how are you
to notice the voxstalk is getting taller?

Withmesofar? Right. Norm goesnutswhen heassartsthat different regionsof theuniverse expand
at different rates. Now we're really into the comic book stuff, but what the hey? If the universeis
expanding at different rates in different locales, you need only introduce along-range teleporter to
annoy your friends. Teleport your victim to aregion of accelerated expansion for aweek, and when
you bring him back, his shoes will be too tight. A month in that other place should ruin his entire
wardrobe, while after ayear he'll have a hard time fitting through doors. Leaveyour victim in the
other realm for a year or more, and you can re-enact Gulliver's arriva in Lilliput.

Of course, Norm presupposesyour victimistransported to area m expanding only dlightly faster than
our own. Find aportion of the universethat is already radicdly out of step with the one at hand and
you'll encounter genuine scaeproblemsright off thealuminum bat. Likel sad, if nothing esethis
nonsensewill help meexplainthoseextrafew inchesaroundthewaist lineafter the Venuvian White
Dwarf Eating festival.



Sci-Fi Traps
NOTES -

DON'T WORRY, /LL BE
AIRBORNE IN 8.8 SECONDS.
BESIDES... WHAT CAN
POSSIBLY GO WRONG ?

VELL.., DARE
ARE OVER 23,455
THINGS DOT COULD GO
WRONG HERE, ASSUMING
VE EXIST IN A FOURTH

DIMENSIONAL UNIVERSE,

EINSTEIN. IS IT
JUST ME, OR IS THAT
BLADE SPINNING

THE WRONG WAY 7

Sl plors — 2.

Congested dide-walksgot you down? Exerciseyour vertica airgpaceoption with Jersey Turnpike's
HELICOPTER BEANIE OF DEATH. Of course, don't cdl thefool thing the Helicopter Beanie
of Desth when you introduceit to your victims, or no onewill want to wear it. Actualy, | know a
dozen guys that would crawl on their bdlies across broken plagtisted to wear anything cdled the
Helicopter Beanie of Death, but my friends don't count.

No, | suggest you cdl this item the Hughes 88/XR Skylifter, or something equaly benign. This
gopearsto be asted cap with apropdler beanie on top, apull-cord on the Side, and a study |eather
chin strap to hold the contraption firmly onthehead. When theuser wantsto fly, heneed only tug
on the pull-cord and the cap'sinternal combustion enginewill spring into noisy life. The propeller
will whirl about madly, then spin DOWN the propeller shaft, and through the top of the wearer's
head, if hedoesn't shuck thething fast enough. Funny how that chin strap fastened so easy, but now
doesn't want to work free..

Page 55



Sci-Fi Traps
- NOTES -

Page 56

W, looks like it's time to get back to the future. | intend to make my exit through Molly
Ringworm'sREGRESSION M ACHINE, which should gpped to everyonewho ever had anose
job or aslicone implant. In my era, it's foreheads that really count, and the bigger your dome,
the more esteem society affordsyou. Thebestway to increaseyour brow lineisto usean evolution
machine such asis popular in children's arcades. Y ou hop in the seat, st the did to the right, and
evolve yourself a couple thousand generations, increasing your brain size and consequently your
forehead.
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SOMEONE FLIPS THE ST Rib oF ThiS,
THE NEXT CHAPTER!
k NO ONE caN sTOP

NEEDLE TO REVERSE...

All right, quit gawkin! So I'm athrowback, so what? 1've had enough of
thiswishy-washy cotton candy stuff. Thetroll isback, and he'sin charge.
What was supposed to be the next chapter?

Politically Correct and Equal Opportunity Traps? Over my rotting corpse!
Stop the presses! I'm calling the shots! And there’s still room for...




All right, that'senough! No more guysinsuitsl No more "nuisance value', no more
gently dliding floors, no more paint balls, no more of this "Lite" nonsense. If you're
like me, by nowyou' re ready topuke, what with all thisgoodie-goodie non-fatal traps
nonsense. Kinder and gentler, huh? | liked the bad old days better.

Fasten your seatbelts, boys. It's timefor some REAL traps, the hardcore suff, the
unalloyed six-skull specials that they wouldn't let me print until now. Because
nothing less will let me salvage my bloodshot reputation. Because things will get
pretty hot around here ifl don't get my way.

Let's howl.
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OshomeLonegetsus sarted off withKILL 'EM ALL,LET THE HOGS SORT THEM OUT.
Now thisismorelikeit! A room trap to begt al room traps, only agiant lobster or two could make
this one better!

Likedl thetrapsin this ultra-violent chapter, this baby is best located in the degpest depths of your
dungeon. Someplace under the kitchen is ided. After dl, your commissary staff must have
someplaceto throw thegarbage. 1t'sinjust such adank and dreary garbagebin that the delversfind
themselves. How they get thereisyour problem. Ifyou haven'tlearned how tomove delversagainst
their will after nearly five volumesfilled with pitfallsand dropshafts, then there'snothing | can do
for you.

Right. Werein avast chamber filled with rotting vegetables and other kitchen scraps. The floor
isthick with mud. Dedversexploring thismorasswill ssethe usua garbage and refuse (and maybe
even atreasure or two, if you're in a good mood), and certain colossa shapes looming overhead.
Closeexaminationwill reveal themonoalithic structuresrearing at every hand areinfact giantrotting
vegetables! Forests of carrot greens, towering stalks of brown celery, gigantic tomato rindes, and
most disgusting of dl, great chewed up cobs of corn laying on their sdeslikefdled redwoods. Y uck!
Gooey, chewed up corn cobs, al thekernalsgone, spit il glistening on their soiled yellow surfaces,
greet teeth marks dl dong the things.

Great teeth marks? What could make such marks?

Giant hogs, of course, who livein thisdark chamber and won't take kindly to del vers poking about
intheir dinner! No sooner do the delversfed thefirst prickings of fear than ahundred tonsof angry
giant swine surges from the darkness, oinking excitedly and questing after the characters with it's
vad, twitching snout. Maybe the delvers can turn the beast into bacon, and maybe they can't, but
mogt likely you'll wind up killing them al, leaving the hog to sort them out.

LeeRussdl bringsusthel NSURANCE SALESM AN TRAP. Inmy lastvolumel promisedaspecid
chapterjust for lawyersandinsurance salesmen, but dueto spacelimitations such adream collection
will havetowaitfor my nextcollection. Leg'sontherighttrack, though, withthisnightmarescenario.

Put it onthebottom floor. Way, degp down intheblack pit, under thelobster tank, beneath the giant
hogs, way down there in the depths of the void. The party findsitsdf in acozy room richly carpeted
inthick beigeshag. Woodpaneled walsarehungwith bland, anonymousframedbitsof artistic tripe,
mostly pictures of lakes and Norman Rockwell Saturday Evening Post Covers. Also presentisa
framed andimpressive s& of credentials, which on closeinspection will provetobealiterd "License
To Sed." Haf theroomisfilled with astarkly modern mahogany desk polished to an inky black
shine. Behind the desk, seated in ahigh-backed naughahyde swivel chair, awaits an eeger f dressed
totheninesin afineltalian suit and yelow tie. Hisdek isclear savefor three number two pencils
ranged in strict order like chopped logsfloating down aflume and aphotograph of alovely ef family
sweset enough to give Willie Wonka digbetes.

The df rises gracefully, extending one perfectly-manicured hand toward the party while laying
everyonelow withhisdevastatinggrin. If thecharactersarevery powerful or very smart, they might
resst the df s enchantment, but most of the fish who blunder into this office are doomed to shake
theinsurance salesman's hand. And when they do...

For so long as the enchantment lasts (usually forever and aday, but each state observes it's own
insurance regulations), the delvers will find their bank accounts depleted by 20% the first of every
month. If adelver's bank account bottoms out, ademon bearing apast-due notice will hound the
character until he or she can scrape up afew coins, at whichtimethedemon will vanish aongwith
al thedelver's cash. In exchangefor this shakedown, the delvers dlegedly receive "protection™ in
the form of “insurance", but the language of the policy the f will provide is Byzantine and
impossible to understand, and the delvers will quickly learn it doesn't pay to report aloss because
theamount of money they oweeachmonthwill immediatel y doubl easadirect consequencethereof.



There's no escaping this dread curse save by death, and the df studiously avoids offering life

insurance policies to delvers, citing the abnormally high fatality rate associaied with dungeon Mega Traps
delving. To make this trap REALLY obnoxious, make insurance coverage mandatory in your

dungeon, and authorize your wandering monsters to ticket parties who fail to provide proof of - NOTES -
insurance.

Now, if you'll excuse me, I'll do something |'ve aways wanted to do...

THERE... THAT'S
BETTER. NOW WHERE DID |
LEAVE THOSE POLITICIANS ?

I like traps that can't work, at least not in any sane universe. My best designs rely on the laws of
cartoon physics to operate. David Stevens BOULDER TRAP certainly fits this description. No
need to write adisclaimer in the front of the book warning kids not to try thisoneat home. Thisis
a sheer flight of deadly fantasy.

David suggests you spring this trap on your victims just after they've rescued a hundred or so
prisonersfrom thedepths of your pit. | must admit thisisthe only reason | canimaginefor releasing
your hard-won prisoners. When the escaping party transits down a corridor, dapping themselves
on the back and singing old dwarven war songs, dump the lot of them down a chute and into this
vadt, underground room.

Whentheparty dustsitsdf off, they'll find the solitary featuresof theroom areadightly curved floor,
aladder that runs up to adoor, and alarge boulder that blocks the door. When someone climbs up
the ladder and tampers with the boulder, this room becomes the devil's own playground.

Firdt, sed rods burst from benesth the boulder, flinging it into the air. Simultaneously, another rod
pushes the ladder away from the wall, causing it to describe agraceful arc as it plunges back into
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FIRST THE ADVENTURERS FALL
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THE BOULDER & LADDER FALL...

LADDER FALLING
RELEASES NETS,,.
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theroom, hopefully with acoupledeversclinging to it like the Three Stooges hanging on the hook
and ladder truck in the climactic moments of IT'S A MAD, MAD WORLD.

Whentheboulder strikestheground, it will gather momentum on the curved floor andrush through
the midst of any character standing about in shocked confusion. Meanwhile, the falling ladder will
have snapped alength of wire stretched taunt near the ceiling, releasing ascore of cargo netsfrom
ahiddenrecessintheroof. Thefalling nets should entangle anyone standing about in theroom, and
if you're springing this on a group of escaping prisoners as suggested, there should be quite a few
victimsto nab.

Whentheladder falsal theway flat to theearth, thesdesof thethingwork likerailsto hel p conduct
the boulder dong it'sway. The great hunk of stone will smash the struggling characters caught
beneath the nets and shoot up the chute that conducted theparty into thisroomin thefirst place. This
isthe cue for avolley of gpearsto rain down on the party, which should be good for some laughs.

It'smomentum spent in the upward chute, theboulder now retracesit's path, crushing anew anyone
who might manage to disentangle themsaves from the net, thefallen ladder, and the painful passage
of the boulder the first time around. The boulder then crashes through the wall at the base of the
door, releasing acloud of poison gas into the room from the chamber beyond.

Finally, the floors of the room tilt down at a steep angle, spilling the fleshy carnage that was once
the party into the middle of the chamber, where they will be crushed to death by the ceiling which
now collapses on cue. Thewall beneath the door, aswell, will collapse, dangeroudy weakened by
theboulder. Whenthedust settles, | suggest you close of f thiswing of your dungeon, becausethere
will beno survivors, and cost of resetting thistrapwill beprohibitive. But what theheck, itwasfun
while it lagted.

Phil Deaninvitesustogoto A BRIDGE TOO FAR withatrapfor whichhecheerfully admitsexists
no solution. SaysPhil, "Canthedeverssurvive? What, do | havetothink of every thing?* Attaboy,
Phil!

A door letsinto avast room divided by apit of fire. Theparty isable to stand on aledgejust inside
thedoor. A similar ledge projectsin front of what is presumably an exit door on the far sde of the
room, and on theother side of the flames. Accessiblefrom theledge onwhichthedeversmust stand
are three buttons, each identified by a different arcane symbol.

Flying characterswill find it difficult to crossthepit of fire. Thermal updraftsdisrupt flight, while
smoke and heat further complicate the process. Even if aflyer makes it across the pit, he'll smack
into the invisible wall protecting the exit door, probably resulting in adip into thefire. Earthbound
characters will concede their only way across the pit lays in manipulating the buttons.

Eachbutton, whenpushed, goesflush
into the wall and glows. The s=
guence is not important, although

the delvers will certainly believe it
is. Encouragethisbelief. Afterany
three buttons are pushed, a magic
bridge will appear, spanning the pit
of fire.

The bridge is an illuson. Anyone
gepping on theillusory bridgewinds
up in the fire. Simultaneoudly, al
three buttons on the wall pop out,
encouraging a different sequence.

iy
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Thenext timethe three buttons are pushed, another bridge eppears. Thistimethebridgeis genuine.
M T For half distance. Then it becomes an illusion again, meaning someoneis headed for the flames, and
ega Iraps )
the buttons will pop out once more.
NOTES -
Anyone left? There won't be if the delvers press the three buttons again. This time the entry door
will lock, and the ledge on which the party stands will dowly retract into the wall, threatening to
tumbleeveryoneinto thepit. Simultaneously, theinvisiblewall guarding the exit door will vanish,
meaning devers can now fly or maybe even legp to safety, but you needn't tell them that. They'll
be convinced there's no way across the pit, and that you've stuck them in an inescapable and unfair
deathtrap. Oh, boo hoo. 1'm redlly broken up. Honest.

w The OOPS, AAAAHHH! CRASH,
TN ;
1116 ww p JIJ " AAAHHH! CLANG, SPLAT,ZAP,SIZZLE TRAPis

the title Brian Moroz chose for adesign that
@m certainly livesup to it's name. If thisbeastly
engine doesn't deserve six skulls, then noth-
= f)& &T m ing does. Thetrapis triggered when the party
steps on apressure plate hidden in astairway.
ggﬂzﬂu@ TR AP: !! The dairs then flatten out, becoming a dide
("Oops"). Theparty will dide down the now-

R .r,' 2 ¥ 3

dick stairway and crash through a trap door at
the base of the dair, tumbling into a pit
("Aaasaeh!"). Thevictims fall down the pit
is partially broken when they crash through
severd panes of glass, each of whichis coated
with acohol and rock sdt ("Crash”). After
clearing theglass, apair of magnetsforcefully
rip away whatever metal armor the party may
be wearing ("Clang”). The fal down the pit
terminates on abed of spikes ("Splat™).

Butwait, there'smore. If anyoneisdtill alive,
they'll find the bottom of the pit is being

‘j.\ TRAPDOOR "5 1 47 T _J"_";} pumped full of boiling oil. Theonly chanceof
¥ OPENS... _ > Ry escape is to grasp a metal cable that dangles
RIS HY Sae \ Py just within reach...but the cable is electrified,

THROLGH p:iio i Wt 7% which should come as quite a shock ("Zap").
A Paries oF 3 ST [ By the time the treacherous cable has been
- Giass... ; el found out, thesurviving party members should
kN e be submerged in boiling ail ("Sizzl€"). Once
] maoNETS [ v FA e e O the party has conceded defeat, be sure to
3 E{@Q&Y : o & explainthenameof thistraptothem, painfully

recounting every last detail if need be.

59lKED oIt
q awmrs
] DELVERS...

s : : ; Nowimpsallowedwiththisnexttrap, by Rob

2] BOILING OIL* I ' Thorpe. IF YOU CAN'T STAND THE
' : HEAT,GET OUT OFTHETUBOFMOL-
" AR Ny TENDIAMOND! Thisoneissuretonail my
Y ELECTRInED RS pals out in Hollywood, what with their predi-
] caBLE b (s it lectionfor hottubsand brie. Remind metotdll
Y 45 roens o g2 you sometime about how the Hollywood
- ' ' Dream Factory broke yeold trollish narrator's
stoney heart.
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Alas, back tobusiness. Lay out ahot tub in the degpest level of your dungeon. Shoot the works—
redwood decks, a curtain of hedges for discrete bathing, and of course a platter of Caiforniawine
and cheeselayed out besde the tub. Theroom will be strangely warm, but the party can expect such
from the bubbling tub in front of them.

| doubt anyonewill be stupid enough to legp into the tub without precautions, but you never know.
Y ou might nail some ef girl from the Valley. Entering thetub isimmediately fatal. Itisn'tfilled
withwater, you see, but with molten diamond, thetemperature of which I'd need one of GrimBuck's
computersto calculate. Anyone entering the tub should be vaporized so fast it might seem they've
been teleported out of theroom, so if your Valey Elf brought some friends, you might get them all.
Radical!

| really likethis next one by David Stevens. HINDENBURG REVISITED evokes images of the
great days of airship travel, aromantic and mad notion that naturally appeds to trolls like me.

Bisect acorridor with achasm of fire. The upper reaches of the fire chamber are cloaked in smoke.
Visiblein the smoke, just above the dancing flames, hangs achain seemingly fastened to the upper
reaches of the fire chamber. Heroic characters may get it in their head to legp out and grab hold of
the chain, then use the sameto swing across thefirepit to safety, continuing on their way down the
corridor.

At leadt, | sure hope that's the idea

The chain, you see, isn't anchored to the celling at al, but rather depends from ahydrogen balloon
hidden above the smoke, in the highest recesses of the fire chamber. When someone legps onto the
chain, they'll pull thebaloon down from therecess, dipping themselvesinto thefire. Furthermore,
when the hydrogen baloon is exposad to the naked flames of the pit, you can expect a marvelous
explosion, when when channeed down the corridors leading to this pit, should nicely blow to bits
any party members that are standing around laughing at their companion who hasjust been crisped
by theflames. Oh, the humanity!
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Keith Mosher knowsfull well the horror of being stuck onthe TREADMILL , asdoesanyonewho
has ever edited one of these TRAPS books.  Keith has designed a corridor o' doom right after my
own heart. If this trap doesn't get the party coming, it will finish them off when they're goin'!

Theparty encountersalong corridor withadoor clearly visbleat thefar end. Thewalsof the corridor
are it with irregular, narrow fractures running from floor to ceiling. A cursory ingpection will
reveal narrow blades occupy each fracture, blades which are triggered by the series of obvious
pressure platesthat linethe floor. Experimentation will reveal that when apressureplateistriggered,
ablade whips out of the corridor wall behind the plate itsdlf, leading the party to bdieve the trap is
intended to murder parties headed the other way down the corridor. From where the party stands,
it will seem an easy thing to make their way down the corridor, what with the deadly blades dways
swinging behind them along theway. Theplatesand thebladesareirregularly placed, andafew close
cdlswill behad, but especidly if theparty runs, they should maketheir way to the end of the corridor
without serious mishap.

Unfortunately...

...just before the door at the end of the hall is ateleporter pad. When characters hit the pad, they're
teleported mid-way back down the hdl. Try asthey might, they will never reach the door, meaning
they'll have to go back the way they came. As should be obvious, going back will not be so easy
asthetripin, asthepressureplates and blades are now synchronized to nail theparty. Ah, well, such
is the fate of dl who seek to escape the treadmiill.

Asayoung troll | was far ahead of my contemporaries. What were to others novel concepts were
alwaysconsderedby metobeold news. | wasalways straining my brainin quest of originality, when
infact amereregurgitation of what was to metried and true woul d have passed as the same with my
pinhead peers.

Oneday, my Nazgul Nursery School teacher solicited dl uslittle darlings for knock-knock jokes.
| went to work trying to think of something new. Some littlefairy raised his diminutive hand and

sad,

"Knock Knock."

"Who's there?'

"Dwayne."

"Dwayne, who?"'

"Dwayne the bathtub, I'm dwoning!"

At which point my teacher doubled over in laughter for severd minutes. So | kicked her in the knee
and spit on the fairy, which was only fair. After al, that was a very old joke. | thought of it
immediately, then discarded it as trite. Here was thislittle punk taking credit for ajoke that was old
when Hector was apup, making the teacher laugh—something | could have donewith half abrain.
Come to think of it, the principa often accusad me of having half abrain. Too bad about hisinjury.

All of which is along way of introducing PLUG, by the prolific David Stevens, which will surely
resultin your heroes being drowned in abathtub, especidly if they try todrainit. Contriveto deliver
your victimsinto avast, Roman-style bath. Dress the place up with afew potted palms and a pack
of toga-boysif youwant, it'sno matter to me. Just be sureto sed theexits. Otherwisetheparty won't
recognize their peril when the bath begins to fill with water...and more water...and more water.



Mog ddvershavebeenthroughthisdrill. They'll shuck their armor, treedwater, and giveswimming
lessonstothedwarf. Whentheroom startstofill withthe stuff, they'll startto cast about for away
outof their predicament. Strong swimmerswill findthatthedrainatthebottom of thebathisblocked
by aplug. Ah-hal Thismust bethereasontheroomisfillingwithliquid. A few strong heavesshould
be enough to didodge theplug...

..rdesdng ageyser of water that fills theroom dl the quicker. Glug, glug. Dwayne the bathtub
I'm dwoning, my fundament!

A favoritetrap inmy late, lamented, legendary Blitz Pitz wasthe DOOMCOASTER, asdesigned
by that editor of mine Paul O'Connor. Themiddleleve of thePitz was an Abusement Park, where
weary monsters and shrill goblin children could enjoy avariety of lethd thrill rides even as they
staked overmatched dungeonddvers. Alwaysaertfor aprofit, | of coursecharged exorbitantrates
toridemy many dttractions, andwhen the complaintsof my dientdebecametoo drident, | relented
and opened abrand new attraction, the DoomCoader. Best of dl, from the cdebrants standpoaint,
wasthefact the DoomCoader wasfree! No admisson! Noteven alousy E-Ticketrequired. Step
right up, come one comedl, gep right up...

Atfirstglance, theDoomCoasterlookslikeanormal rollercoagter. Asmany victimsasyoucanround
up arestrappedinto atrain. Thetrainishauled up to thetop of astegp dedine. Thetrainrollsover
the gpex, and plummets at breskneck peed down apair of rickety rails.

And smack into ablock of solidrock. Elvesin the first row, what with their excellent vision and
dl, sometimes managed to read thefollowing inscription on the gonebefore they were crushed to
death:

"Thisridedtill under congtructionduetolack of fundsafforded by you fred oading amusement park
pikers. So sueme”

Never did get alawsuit out of that one. Like the lawyers say, if you hitahaobbit in the crosswalk,
back up and finish him off. It'salot chegper to beat amandaughter rap than to pay damages to
someone as long as they live.

Andif you want abit of wisdom, boys and girls, you need read no further.
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The 101¢ Trap

S0. Onceagain| havebeen asked "What isthe 1019 Trap?" asifitis something that is somehow owed
to you, just because you purchased my latest Tome of Traps. In my first book of traps, | admit | was
somewhat hesitant to reveal my sinister secrets, so | included the poisoned pages, in order to eliminate
any dull-witted dods who thought to evade my engines of dimination by memorizing the workings
described in the book. 1n an attempt to lighten their final moments, | described thistrap asa™bonus
trap”, onein addition to the 100 that had been promised and paid for.

In Traps Too and Traps Fore, | dso included asimilar bonus. By Traps Ate, | thought thislittlejoke
had worn abit thin, and denied having a 1014 trap. But theletters pouredin, demanding to know what
the "hidden" trap was, from people who refused to believe that | would skip an opportunity to "get"
them. (Andif youwantto sseif you are smarter than dl these people, buy acopy of Traps Ate & read
the afterword yoursalf.)

Now my publisher iswhining about how everyoneis"expecting” a 101 Trap, and that even though
we've only contracted for 100, somehow the "usud” 1014 has become "standard”. Very well. Rather
than continue to listen to his plebian pleading, | will resort to that hoariest of ancient ambushes, that
perilous pitfall, the venerable Samese Curse.  Some authorities trace this Curse back to chief Phra
Ruangwho on hisdeathbedin 1090 cursed theinvader Suthammarat whowasabout to sack theancient
capital of Sukhodaya-Savargalok. Others claim that Phra Ruang was only quoting chief Phraya
Thammaratwho in 100 BC, used the Cursetodestroy hisenemiesbeforefounding thecity, thenknown
only as Savargal ok.

But no matter. Theimportant thing isthat the Curseis gill effective today, many hundreds of years
later. And it will work for you. Hereitis

"Owa TanaSiam"

Simple, yes. Of course, you didn't actualy LOOK at the words, did you? Oh, my gracious, SO sorry.
| forgot towarn you. If youlook at, or reed the words of the Curse, then Y OU are the one affected by
that curse! Tsk.tsk. Y ou should haveknown better. Now of course, your hairisgoing tofallout, you'll
grow wartson your nose, and you will be plagued with ingrown toenails. And that'sjust the FIRST sign
of theactivitiesof theCurse. Thingswill getprogressively worseuntil youfindyour socid lifeseverely
curtailed. What ashame. Too bad you inssted on a 1014 trap.

| supposenow you'll wantmetotell youthecure. Actually, foranAncient Curse, thisoneisremarkably
essy to gop. All you have to doisright now, before the Curse gets agood foothold, say the words out
loudten times. Y oumust spesk inaloud, clear voice, sarting dowly, and gradually getting faster until
thetenth timeyou are saying thewords asfast as you can get them out of your mouth. If this doesn't
work, then you must say them ten moretimes, even louder. It is possible that you may have to shout
the words before the curseis completely cancelled. Some authorities say that the Curse Cancellation
worksbest if donein front of an audience, especidly if you Hill don't understand what's going on here.
If, in spite of your best efforts, you find your ears growing longer and pointed, like adonkey, perhaps
you are not pronouncing the words correctly. Thetricky partisthe "Tand' word. Thefirst"d' isan
"ah" sound, like in "far" and the second "d' is more of an "eh” sound as in "ak" or "aspirin®.  If that
doesn't work, then you are probably hopeless. Stop making yourself apain in the... um ... rear, and
go hide in a stable or something.

~ Gorimt—



Since so many ofyou liked my scrapbook last time , | have allowed
Flying Buffalo the privilege of presenting one of my
more recent adventures ...
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STORY BY PAUL O'CONNOR, BEAR PETERS AND ... STEVEN S. CROMPTON

WHAT DID | TELL YOU? QMY IT'S SO STORMY
IS THIS NOT A PERFECT PLACE AND LIKE, BLEAKY
FOR A BRIEF RETREAT FROM IT'S REALLY. ..
?

UNiTH TRAPS LITE
COMPLETED, GRIM-
TOOTH TAKES GRIM-
TINA ON A BRIEF

AH. .. MY NEWLY ACQUIRED AIRSHIP HAS GIVEN ME
AN EASE OF MOVEMENT | HAVEN'T HAD SINCE |

| WON THE AIRSHIP IN A BET
WITH AN OVER- CONFIDENT FOOL
WHO THOUGHT HE WOULD
BECOME MASTER OF THE WORLD
OR SOMESUCH. HiIs MEN DID
NOT EVEN GET PAST THE
FIRST LEVEL OF THE
DUNGEON !
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¥ AWW SHUCKS.. . W

| WANTED TO SEE
THE BOTroM ! 48 '

B COMEON!

BAH! we can

e

i

- | THINK 1T 1S
WHERE ARE WE NOW, PLAIN TOMB-MEE.

OH BIG BROTHER L
| OF MINE ? e

CAN 1 SINK ABOAT &
WHEN WE GET HOME? B

A CAN |,HUH? CAN ) ?

' HAVE NO IDEA
WHERE WE ARE

WE'RE AT TME
> PLAIN OF TOMB-MEE,
B YOU MIRAGE BRAINT!! @

WELL IT MAY BE
PLAIN TO YOU,
BUT I STILL




PLAIN OF TOMB~-MEE? HEY,
ISN’T THIS THE PLACE YOU SENT
ALL THOSE EXPLORERS AND A&
ARCHIE-QLOGISTS ?

Tl DON'T EVEN REMEMBER HOW MANY‘
MEN HAVE LOST THEIR LIVES IN VAIN
ATTEMPTS TO FIND FOR ME THE LOSY
TOMB OF EVINROOD, THE CURSED.

YOU MEAN THEY ALL DIED iN THIS BLAZING, Rl
LIFELESS, WASTELAND, LOOKING FOR
THE TOMS OF EVINRDOD ?

GRIMTOOTH & GRIMTINA DESCEND
FROM THE FOOTHILLS, UNTO THE GREAT

....

UNWASHED PLAIN OF TOMB-ME...

THIS AREA IS INFESTED %
WITH POLSIONOUS SNAKES,
SCORPIONS, & MAN-EATING
ARMADILLOS. .. SO | DON'T
WANT TO SEE YOU BRINGING
HOME ANY MORE PETS!

¥ on, ALL 3
RIGHT ...
HURUMPH

—

NQ. .. THEY DIED WHEN THEY CAME
BACK -- § HAD THEM EXECUTED FOR
NOT FINDING EVINROODS & STILL
EXPECTING TO BE PAID ! ;

HOW DO YOU KNOW THIS EVER- RUDES
TOMB 1S HERE, ANYHOW ? LIKE | MEAN,
IT MAY NOT EVEN EXIST !

= e e

0 HAVE IN

o
MY POSSESSION 9
SEVERAL ANCIENT ’ |

TEXTS, WHICH TELL ’ |
AN\

OF THE TOMB OF
PINPOINT ITS' LOCATION ’*‘

EVINROODS & EVEN
AS BEING ON THIS PLAIN.
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A WHILE LATER. ..

AN OLD RUIN !

WHAT'S THAT
QUT THERE!

GRIMTQOTH & GRIMTINA
APPROACH THE RUINS, .

BUILDING,
PROBABLY.

= e
e e I
| ==
- WHO KNOWS ?
- THE DUST &
GEE, WHAT ! BUZZARDS KEEP
DO YQU SUPPOSE - THEIR SECRETS
IT WAS? A FORTOR S S e WELL. . .tégiT(s
A CASTLE? MAYBE EE-eE - T?’tKAE'B?.—'_ 00K
EVEN A HAMBUR- RN S FIND A —
GER STAND? CLUE.
=
. = -
e oA
AW TN _
.
il i I Y - - L_'ﬁ:"l_‘_::;\
Tt o RGP LS SR TR
s TS AT L . =S S IS
\": R Ny // O ey o 14.-—( I
:<_,‘”_.:,I SAE ,;Zg;e/{-' f;:,"j'ég)" 25 ] =
s SN =
¢ e < !




OK- OKO - ¥ AT
LEAST WE GOT TO
SPEND SOME REAL
QUALITY TIME

TOGETHER BIG
BROTHER Y

AFTER A COMPLETE SEARCH I COME ON. LETS ;
OF THE RUIN... HEAD BACK TO

ZHOTHING |t NOTHINGY ] - = THE AIRSHIP!
BUT DRY STONE AND |
OLD BONES! ARRG"!

PWELL GO N
THIS WAY. .. ITS

P AW, THE OCEAN... IT WAS FOOLISH X8
TO THINK | COULD FIND EVINROOD'S ¥
SO EASILY IN SUCH VAST TERRAIN.

I TTTRNR

i

it

IT WILL BE
FOUND, 8UT ONLY ,
THROUGH PERSISTANCE I
& PURE, BLIND, &
STUPID LUCK.

-




GRIMTINA. .. ARE YOU
ALL RIGHT ? WHAT HAVE

YOU STUMBLED UPON?

OH...1 JUST HURT

MY PRIDE TRIPPING ON Y
THIS BIG,STUPID TRAPDOOR WY .
WITH THE ROCKS ARCUND IV f A~

ONE OF THE
GREATEST DUNGEONS
OF TRAPS EVER DEVISED!
AND IT IS ALL OURS TO
DO WITH AS | wWiSH !

e

L1ms

IS THIS
GONNA BE
YOUR NEXT
BOOK, BIG
BROTHER?

EVINROODS !!

YES, 'LL CALL IT THE ALL-NEW:
=—Crimtooth's =—=——

JUNGEON =DOOM

ummrlddhn)
oll role-playing systems

FILLED WITH TRAPS OF EVERY
TYPE - MORE FORMS OF GRIM DEATH
THAN ONE CAN MAGINE! FACE
CAVE SHARKS, ELECTRO-SQUIDS &
THE LEGENDARY GLASS CAT!
TRAVEL FASTER THAN A SPEEDING
BULLET-FALL FURTHER THANATALL
BUILDING, & MUCH, MUCH MORE?

\LOUK OUT FOR IT - SOON 'JT




The Great Grimtooth's Traps Index

Since you mortals don't have photographic memories, and the titles of all
of my traps are so enthralling, I have allowed our editor to
create an index of all the traps from my first five volumes. They are coded
by title & page number as follows: Traps =T Traps Too=TT
Traps Fore = TF Traps Ate=TA Traps Lite = TL

ROOM TRAPS

After the Flood.......covnn.n. TASLS
Agony of Defeat................. TA/ND
All that Glirters Is Not Gold. TF/7
Another Brick Through the

Wall TT/5
Archimedes’ Revenge.......TTA7
Atlas Affair, The....ooveen i, T
Barrel of Infinite Monkeys. TL/11
Benter Mousetrap, The.......TT/13
Beware of Low Ceiling........ TT2
Bridge at Rue Vincent.........T/10
Burial at Sea...vevencenenn T
Candlelight Trap................ TLf11
Captain‘s Log—He's Dead Jim
TLf12
Ceiling Trap, The............... TT{L1
Cretin in the Circular Citadel
TTR
Cyclone, the Deadly Maypole
Taf12
Danger Room, The..............TAM4
Dastardly Lava Room, The.... T/7

Deadtine Trap, The............ TA/19
Death of 1000 Slices........... TT/10
Deluxe Centerpost, The.......... Tr7
Delver Steam-O-Matic........ TE/4
Dinner Gong....cosvvssrissnisnenss TLT
Door-Lovers' Room......cu.vn. TT/S
Double Trouble Trap............ TS

Eighteen Fi. Deep Carpet...TAf1 ]
Electric Shark... e TASS

Fruits of Misfortune...........,
Giant's Pool Table.............. TA/14
Good Night's Sleep............
Grate Treasure Room......... TL/15
Hall of the Memorial Carpet, The
TT/?
Hole & the Wall Bang........ TL/12
Hoovermatic Trap.............o.c... T
Iee Cube Lube Tube............. TAS?
Musions................ B
Indirect Fire Skullcmsher .TAA3

Infamous Wheel Trap ............T/2
Is It the Piceolo, or Is it

Memorex?.....cormmeammrsmrisms
It's Amaze-ing........ccorvvernveer THS

Kareem Abdul-Jabbar Memorial

Skyhook......veesveees TASIS
Kiss of Deal]L ..‘."I'I')‘14
Let Me st ‘Em .................. TTA3
Lighthouse Gem................... TL/8
Lodes of Fun.....c.occoreeeens TTN3
Love Honor & Hurl i TLI9
Lowest Bidder...........ccc...... TLA3Z
Make Sure the Flue Is Open

TAf18
Midnight Su......c.ovcessnen . TAS3
Music to My Ears............. TF/11
Musical Squares................... TFf3
No Strings Attached............ TR0
Obwious Trap......cosirienns

Oh There It Is... -
Oh What a Tangled Web We

Weave.... sosssesoreenconne ILS14
One That Got Away, The........ T/
One Way or Another............ TTS3
Peerless Pillar Room, The.....TE/2
Petmanent Rope Bum.......... TAR
Cuiicksand Box........coeevernr TLAS
Roman Amphitheatre Trap.....T/3
Roulente Room................. TEFLO
Safe-Cracker’s Nemesis, The

Sands of Time, The.............TA/9
Sauna

Shock Treatment........
Shooting Gallery.........cccnn...
Sink oF SWHTL...coecciereresrrrrrens
Slider Spiker.....covveconinnicninnnes

Television Culture............. TLAO
The Bigger They Are ........... T/7

Thief Squasher........coreenreee.. TASS
To Him Ungrounded........... TL/8
Toe Tickle.....oonsevvsssrinseen T T4
Trollish Bikini Team..........TL{16
Trolls’ Bridge-Work............TT®

Vacuum Chamber, The....... TF/13
Vacuum Chest Trap.......... TA/16
Wimp’'s Revenge.... .TFA4
YouRang?.....coviervnnrirnnnn TT/6

CORRIDOR TRAPS

A Lever & I'll Move the
World
Achilles Willies.................. TA/J26
Acid Rain........

Arnazing Electric Hero, The
TF/28
Amazing Ginsv Chuee....... TT/35
Anything He Can Do..........TF/25
Archer's Tunnel.........cocuver.. TF13
Avenging Treadmill, The.... T/26
B-B Slope, The........cconveenee T/2S
Ball Bearing Corridor........... TN9
Beauty Is in the Eye of the
Behead TAR4
Bee Hive Trap.....cocccoeveer. TT28
Beer Barrel Stairwell.......... TTRS
Between a Rock and a Hard
Place TAT
Beware Flash Flood........... TT/24
Body Slam... ceraies TASIT
Bumin® Down the House... TL/25
Button, Buton, Who's Got the

CC? Delver Exnngulshet .T/26
Ceilings, Nothing More Than

Chinese Finger Hole........... TL18
Chute and Hammer Trap...... T/21
Chute the Loop L.....cc..... T35
Chute the Loop IL ... TL/18
Chuting Gallery, A........... TT/36

Click Flate, The...................TF29

Coney Island Express......... TF/31
Corridor O'Flypaper.......... TA/2
Cracked Back and

the Beanstalk ..........

Crossbow Thirteen

Cursed Comical Corridor... TA/36
Creeping Down the Hall & Up

the Wallo..oooeocvccrcnnnnnnn TLA26
Dead End.....ooococnnivinennnnns TT/36
Death Slide...coco. e TL/20
Delver Mulcher.................. TASBO
Delvermatic Pin Setter....... TA/35
Double Scythe, The...........TT29
Dropping Delver Dicer....... TL/21
Dropping (in) Acid..

Duck! ...................................

Emergency Exit...............
Fairy Basher.........c....connnsd
Feats of Creation...........co..
First Siep Trap.....ccorvcvevrinnn
Hesh Pot, The..... -
Folly Hight........ccocoverrrrens

For a Case of Fire..............

FOtel.. i emersteneressnerenees TT/23
Gargoyle with

Mouthwash. ......ocoeivismanisns:
Gas Passage, The......coovrnvinn.. TF13
Gas Pl cocececesisiesisssnns
Glo Moss..........

Glowing Moss........ccooowo.. TASZS
Going Up?..coe e TF25
Grab For the Brass Ring.....TL/27
Greystoke Memonrial, The.... T/18
Heart of Glass........oeeene.. TA/S
Hero Sandwich......ccooeeeenad T30
Hieroglyphic Traps.. WTLA2S
Hit ‘Imn Where He Ain’r.... TT/25
Hop, Skip, and a Jump.........Tf12
Hotfool. ..ot TLR4
Household Accident, A..... TF/34
I'll Take a S1ab at That...... TT/26
Ipaling Pi..oovooo e

In Case of Fire.....coccocseeee
Instant Mash.........ccooeenrnnn.

Jade Jugpemaut....




Last LaughTrap..............
Leveraged Dropout..........
Life Is the Pits..coieereinne
Loanshark’s Help.............
Long Walk Home, The....

..... T/16

TE2T
TL27
TL27
TL23

Look Before You Leap.......TA7

Lose the Spock Ears,
Clyde

TASY

Magnificent Marble

Misadventure.........cccornnee.e.

Mangler, The......cccovveeranennns

Mapper Maddener..............
Max Headroom 5 Feet.....

Mirror, Mirror, and

Moebius Hallway.............
No Toll, No Life..............

Now You See It, Now

You're Dead......covveivmnansns

Cil's Weit That Ends
Well

THS
TTR2
Ti22

TT/26

One Orc's Sauna Is Another

Man's... e
Only aSl.upe St.oops

Only Time Wili Tile.......
Oriile’s Slide of Delver

..-TAS30
e TLI28

Palm Red...............

Path of Indecision, "{he o

Quasimodo’s Lament.......
Rat Rations..........covvemveennns
Revolver........oerveeneanns

Rocky Point............

Roller Derby...ccveevrerenres
Rolling Stone, The.......-...

Rotating Corridor..........r..

Russian Roulette
Stairway....

Screw the Fre Dnlll
Sea What [ Mean?...........
Sectioning Corridor............

Pits and Pancakes. ...
Pivoting Pit, The...............
Please Take Out the
Garbage....oceivvinssresannes

TE24

... TFf29
. TTf31
~TER26

Tr26
TA27

TL/25
TLR26

Tr23

See-Saw Corridor... W mva

Shont Fuse....
Shower of Gold

Shuffle and Deal With It. 'IF!34
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Slayground Ride.......ccovvvervns
Slippery Pit, The..oiennenn 9
Smashing Floot Trap, -........... T/28
Snakes Into Sticks....ccccvereuns TA31
Spinning Spiral Stair.....ocour. TARS
Spring Slab.... W TT28
Stair Snare... SRR | /..
Stairway 10 Mortuary, The.... TF/33
Starue T1ap......ococcrmmsersinenen TA23
Stealing Home.....coecveeeeennenn. TAS
Step and Slide.....ovieicarssissnnns
Step This Way, Please.......... TTR22
Sucker Sucker, The...cccove..... TER2

Supercharger Crawlway......... TS24

Suspension Ladder..............TT/22
Take a Deep Breath................TA7
Tale of Two Pitys....cceree . TAS32
That Sinking Feeling.............TFf33
The Simpler, the Better.........TF/22
There and Back Again.........
Tipping Corridor........c.ccceu... TASZT
Too Many Tentacles.. TTf34
Trampoline of Doom.
Trip Wire That Isn"t...cevon. oo T/16
Tripple Trap Tunnel.............
Troll Co. Retractable Blade
Tube City.......
Ups and Downs..
Velcro Ceiling.........con.e
Von Hindenburg Chamber ..... T/26
We All Fall Down......coenieen TTf24
Wet Pit TT/20
Which Way 1o the Front......... T/20

Whirling Blade Boot
Bloodier. T8
Who's on Finst....cueeeeeern  TEf31
You See a Bends in the

Comidor........cooeeecvaimsrsnssnns

TAB4

DOOR TRAPS

Backstabber.........onvrsrmnerecenn. TE42
Beware of Dopplegangers.... TF/36
Bookease Cliche, The......... TF/39
Bucket Over the Door, The..TF/37
Bug Door......covsaissnsesrssarenn TLI3
Buster's Facade......owsmmeen [FF4
Cauastrophic Keyhole, The... TT/40
Circular Doorway, The.......... T/32
Cure a Kicker Trap.................. T/33
Cut Them Down to Size...... TA/44

TT/30

Delvermatic Dicer and

Double Trap....ov.eeseereeesnreens TT3%
Dragging Doorway.............. T/34

Ear's Looking at You,

Kid TFH42
Giant's Razof........ccoveieeuae T2
Golden Archway.....o. TA/MS

If Cihalba Calls, Don't
ADIWELcucvovneirsrvnsorrissosssssons TAJMAS

Moleailar Screen Door......

Open the Door............

Poison Door........

Put a Foot Throogh the
Door.

Sandman/Dooman........u..
Shrieker Shrinket .. ..ovsims
Slipshod Operation, A........ TH/39
Solicitors Will Be

Spikes and Springs.............

Spring Cleaver.......civrnes TT/3%

Two x Four Headache........
Upsidaisy-Downsidaisy...... TF/36
What You Den’t Know WILL

Hort Yoo eeeeceesennnn  TTHA2
Windmill, The..eoronn...... TF/0
Wrong Side Trap, The........TLf32

ITEMS

Achilles’ Shield................... T/45
ACId ASSELS.c.ovesrissssssssssssns TASS2
Acid BOOLS.....erveererrrrsronsenn TR0
Acid Test Scabbard, The.......T/45
Amor-Dillo.. e TES51
Anti-Trap Traps.......cooensd
Asg Funny as a

Rubber Crutch............cce.e. TLA4 1L
Atomic Necklace..........conn. TG
Barbells of Death............... TF/58
Boomerang Ammows...........TA/58
Brittle Bams.......ccnvrvessseeren TASS3
Bury the Hatchet.........co..... T/5
Cape of Dorian Grey............. TiS5
Cask of Immolation, A......... T/i4
Cauterize the Wound..........
Cup of Golden Mead............ TH2
Dangerous Trevor..............
Deadly Work of An........... TF/M49
Diamond Is Forever, A..... TA/S4
“Don’t Sweat It"” Polearm,
TRE...ocrvrmresssereemnereresse e T8
Double-Crossbow.. . TH6
Dribble Lantern.....

End of Your Rope, The......TT/49
Excaliber Reprise........c...... TT/46
Flashblade ..... wrisssenssenanas TLA39
For Someone Special......... TTH6
From Across the Room Their

Eyes MeLo.oocoaeecncerirrinsen ILA2

Gaontlets of Doom.....onr.... T4
Goonwalker Boots.......c...
Guncotton SWeaters...........
Halfling Handles...............
Handy Treasure.......ooeonnied
Have a Ball.......cccoennennne  TH3
Heavy Coins Trap, The
Here Doggiel......coovoreeenennn. T4
Here There Be Monsters....
Hey, Pizza Face.........cccivs TLA3E
Hot Breastplate Special......
Hot Rocks, The.......courennene. T8
Idiot’s Vase.......cvernivennnnnn TH2
I'm Invisible, Nyah
Nyaht....
Incredible Shrm.kmg

Ammor. TA/SS




Interdimensional Book of
Magic....

Tron Maidcn Helme:
Jerk With the Box

Key 1o Pain, The......ocorevernees
Last Bulge You Will Ever
Sex

Lighining Gem.........cooininsns T/42
Love Potion #9.......ccooeo...... TASSS
Magic Gems....ooeeeveevseerennens TE/55
Magical Binoculars, The...... TF/5%
Magnesiurn Torch......covvneee. T/38
Magnetic Armbands............. TT/44

Matchless Shield. ................
Momingstar Supemnova,

The . 1146
Moviola Tr39
Nefarious Nymph Stacuette....T/38
Nice Wines Don’t Explode.. TL/43

Not So Soft Drink, The........TF/60
Nothing Box, The...rceriernren TF/55
Nothing Goes As Far As It

Used To..oovocieereceerersenen TL#0
Painful Aid....ocomccerenre e TF/54
Pillow of Mung Lung.......... TE/57
Plaid Thumb, A.......cocoremmnne TEfS8
Poison Surpise.........cooionere TF/44
Poisonous Pitons, The..........TF/53
Privileged Information......... TF/53
Reversie, TF/H48
Ring Around the Finger.......TF50
Ring of Doom.......c.cvvvveennn TF/49
Ring of Doom IL......ccun...... . TLFIS
Ring That Won't Let Go,

The TF/50

Rope Serpenb....c.ooeerrenercurens
Royal Collar, ..o ierecercne.
Run You Suckal....ceoeraen,
Sasquatch WDB.........convna.
Satan's Bow ..o,

Scold’s Bridle....... . TTHs
Shades of Death........ .. TAJ5G
Sharp Dressed Man..............TLf39
Skraprel Mummy.............. TA/S9
Sliding Sword, The............. TF/8

Slime Gauntlet.....o.oovvisiniens
Smokey Torch.....coiiicnnaen
Soprano Chair.....ererne
Soprano Chest.........couevicnnns.
Speak Down..

Sponge Armbands........oront
Spy Glass....cocorveccsnnessirnnre
Smiffed Raccoon...
Suggestion Box,..
Sweet Drink Machme

Swiss Army Sword............... TT/47
Teach All You Want............ TA/56
They Cried With Their Boots
On TT/44
Tools of Ignorance..............TL/39
Trap Detection Amulet........TA/S9
Tum-Abowt Is Fair Play........ T/44
Vexatious Vending

Machine.... cereeearerne: TE/AG
Vincent Van Gogh Seashell T/a3
War of the Ring Trap.............. TH3
Well Blow Me Down..............

What Are the Ingredients, _
ANYWayT.....coeccsssssserssenass TFES
You Can‘t Put It Down....... TL#M1

THINGS
(found only in first three)

A Hot Time In the Old Camp
Tonight
Accordion Throne, The....... TT/59
Ariadne’s Revenge.................T/50
Black Widow Pinata............ TT/54
Blotomote Trap, The............
Cranequin Goose, The...........
Crossed Swords........cceuernenr TT/55
Daphne’s Revenge.......coon..
EpPOXY TrED. .o cvaericcrrreenecesens
Eye-Catching Trap................. T48
Figger McGee's Closes of
Caltthl"_\g

Firemen's Pole....c..ooovvvavrnnn. TTIST
First Sign of Danger, The.... TT/58
Floor Creatise....covrremrrrienene. 1449
Fountain Trap..-.....ccoecrreree . TH9
Four On the Floor...........e....... TS0
Genius Gold..........vvvrerennn. TI52
Getcher Fresh Hot

Toasties! TFf64
Good Things Come In Small
Packages.............cocovsvremieen.. TESG

T/52

Hellevator ..comcinmsinnincae L1199
Helpl TFi62
Miss Moffat Engine of

Destruction TT/54
Napalm Rocks....coorvereecnnnen TT52
Never Trust a Drawer.......... TF/&7

Not Quite Rapunzel.............. TFf62
Psrancid Frustravor............... TT/56
Rigged Mommy........ocneeen. TTS0

Scem of Death, The............. TF/64
Spiderweb Fuge Trap.......... TT/53
Sword Bregker.......ocuvens reenees 148
The Eyes Have It TTIST
Toad In the Hole.......cc.oo..... TF/65
Trojan Dragon, The............. TT/55
Tamble Toidee.........ccrvrsone T 158
Various Killers of Paranoids.. T/51
Wall Wards........eeervereceoeereane 149
Water That Glimmers,

Shimmers and Kills........co.c.. TT/S6

FOOD TRAPS

All You Can Eat.

Delver Pancakes. ..o reeveness
Devil's Food Processor.......
If You Knew How They
Madelv...
Jelio Pn. -
Lobster Trap Rev:s:l.ed. ....... TAIET
Never Give a Sucker an Even
Break
Shish-ka-Delver........oreeenns TAGS
Stick To Your Ribs....

SCIENCE FICTION TRAPS

Anti-Magnetic Boots............
Bite the Bullet.......cenisrninnss TL52
Boomerang Handgrenade.... TL/53
Bouncin’ Chainsaws............ TL/52
Coming Owt of the Closet... TL/51
Devious Designs.........cor.. TLIS0
Every Room Haz a
Evolutionary Regression
Machine.... TR | I
Expanding Umvem Trap TLI54
Fun With the Air Supply..... TL/51
Funire Was Bright, Until..... TL/54
Helicopter Beanie of

TLMS

Negative G-Whiz Roam ... TL/48
Not-So-Vinoal Reality........ TLM48
One Step Beyond........oo.. TLAMT
Run Into Debt, Crawl Ow... TL/53
Shocking Development....... TL/49
Suspended Alignment......... TL/5O
Unbearable Lightess of

Being

What’s That Smelf?.............. TLi54

MEGADEATH
{Lite, nawarally)

A Bridge Too Far.................

Boulder Trap.....
Doomcoaster....
Hindenburg Rewsn.ed

TU63

HYouCantStmdmeHul,

Get Out of theMolten

Insurance Salesman Trap....

Let the Hogs Sont Them

TL#2
TL/58

Out
Opps, Aash, Crash, Clang,

Splat, Sizzie TraP.m.cr e

Treadmill Teap.......conovoo

TLs58

the end.
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Quarantine of Quality & Freshness
Your Traps Lite book is made from the finest
ingredients available, under the strictest sanitary
conditions. This book should reach you fresh
and in excellent condition. If not, tell us where
you got it and we will have the proprietor of that
establishment drawn & quartered

Best when used by: 2/31/2055

Product sold by number of traps, not volume.
Some settling of contents may occur

Cinnamon Lynn Allen 41
George Andricopulos 23, 24, 28
Sebastien Blouin 12, 32
Kenny Bolser 23, 34, 39
Eric Boyd 18, 20, 27, 43
Bob Brown 12, 32
S. 8. Crompton 35, 47,

Jay Dahmer 52, 54
Phil Dean 14, 28, 61
Dr. E.L. Frederick 34
Clinton Gaskill 9, 18, 32, 26, 46
Kenneth Harm 13, 26, 51
Tom Keefer 41, 49, 53, 54
Dan Lambert 8, 19, 22, 26, 46
Stu Lateforme 53
Steve Laybome 39
Osborne Lone 29, 58
Rick Loomis 18, 25, 38, 42
Rory Madden 8§, 11
Ari Marmell 22, 39, 50
Dr. Cosmo McMoon 50
Alison McDaniel 24, 35, 43
Brian Moroz 42, 62
Keith Mosher 64
Rita Moshier 29
Paul O'Connor 19, 65
Molly Ringworm 26, 48, 56
Rowdy Rhodes 11, 41
Lee Russell 10, 15, 16, 38, 58
Tyrone Shoes 40, 46
David Stevens 14, 15, 20, 25, 26, 28, 59, 63, 64
Norm Strange 16, 54
Corey Tex 51, 53
Rob Thorpe 21, 62
Jersey Turnpike 33, 36, 49, 55
Lisa Walker 25
Ephram Xygote (Oops! Not in this book!)




For All Role-Playing Systems!

Start your game off right with improved Traps Lite, the
newest addition to our line of Grimtooth's Traps books.
Eighty pages of "kinder, gentler traps, each presented
without game mechanics. The nature, cause and effect
of each trap has been described so that any game master
can use the various traps in whatever role-playing
system they wish. For example:

+
-

BOY, THIS DOOR
SURE NEEDS TO
BE REPAINTED.

Now a word from the Troll himself, Grimtooth:
"That's right humans, I have a new book justfor you and
whatever RPG you use. Over 100 specially designed
traps for all occasions and situations. The traps in this
tome are meant to humiliate, confound and embarass
adventurers of all types (past, present & future), but not
necessarily kill them. Read 'em & weep, mortals!”

Plus meet other members of the Grimtooth Clan, as
they pitch in to host different chapters. Also included
in this book is a bonus Grimtooth Traps comic section,
with an eight page story, written by comicbook author
Paul O'Connor & illustrated by ever-present Traps

' artist S.S. Crompton.

RN NARA

Tastes Great
Less Killing!

Nutritional Information:

Servings per book: 101
Serving size: 1 Trap
Calories: Og
Protein: 5¢g
Fat: Og
Sodium: Og

Percentage of Grimtooth's
Recommended usability
& enjoyment factors:

Useability 100%
Compatability 100%
Laughter 9%
Parody 69%
Statistics 01%
Role-Playing 99%
Vitamin X 03%

Contains less than 1% of the
boredom, uselessness, charts,
and redundency of many other
RPG supplements .

Ingredients: Wood pulp,black
ink, binding glue,pantone blue
ink, ultra-violet gloss, Room
traps,corridor traps, door traps,
futuristic raps, & mega traps,
along with a healthy dose of
sardonic humor, & biting wit.

Brought to you by Flying Buffalo

1SBN 0-940244-87-X

i

ISBN: -0-940244-87-X
Inspected by: # 8509
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