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NECROMANCER GAMES

"THIRD EDITION RULES. FIRST EDITION FEEL"

Sword & Sorcery Studios

1554 Litton Drive

Stone Mountain, GA 30083
Dear Sword & Sorcery Studios:

Greetings from the Traps Bazaar! Wish you guys were here!

Our visit with Grimtooth is going great! Bill and I have been here for a few days now. (Bill wanted me t6'Say hi for
him; he’s off with Spike the Grim Dog.) Grimtooth just can’t seem to get enough of us. He sure is a nice guy for a
troll. It was a great idea you guys had to send Bill and me to talk Grimmy into doing a book about traps! If anyone
can bring the old passion back to traps, it’s Grimtooth. Your idea to collect the best of his traps and compile them
into a new book is pure genius! You guys really know your stuff. This book is going to be a big hit. I can feel it!

And it’s not just me. We showed Grimmy the Third Edition trap rules and he just lost it. If I recall
correctly, his rant went something like this:

*Search DC 207?!? Disable Device DC 20?!? That’s it?!? That’s all?!?That’s what traps have been reduced to?
Where is the artistry? Where is the evil? How in the *@$%! can you describe my favorite double tripwire, triple
pressure-plate, poison gas-releasing, scything-bladed, corridor-shifting, delver-dropping, giant lobster cage trap
with *Search DC 20’ and ‘Disable Device DC 20°!?!  Wait ‘till I get my hands on those Coastal Wizards...!I”

It didn’t get much better when we showed him the revised v.3.5 rules, either. We tried to calm him down — no easy
task when you’re talking about a carnage-loving troll! Still, tossing him a group of delvers to take the edge off (and
a few elf maidens for dessert) seemed to do the trick. After all that, we finally got him to talk about his favorite
subject — traps. But I'm getting ahead of myself... I forgot to tell you about how we met with Grimmy in the first
place. The trip was great. (By the way, the map you gave us to the final resting place of Evinrood the Water Wizard
was dead on!) We saw lots of interesting places. The Plain of Tomb-Mee. The Death Grange Cliffs. The Bjorni Sea.
Bill drew some sketches; we’ll try to send them along soon.

Anyway, after much toil and trouble, and a nasty rash, Bill and I stumbled on the place we had been searching for:
Grimtooth’s Traps Bazaar. And I do mean “stumbled.” We’d been looking for a while with no results. Then I tripped
over a strange capstone and one of our few remaining halfling hirelings got electrocuted. (Call it dumb luck, but as
[ always say “It’s better to be lucky than smart.””) Spotting a set of gates nearby distracted us from the halfling’s
death shrieks. Surely this was our destination! Bill recited the cryptic phrase, “Klaatu, Borata, Nikto” — along with
dramatic gestures (he’s good at that) — and the gates of the Bazaar opened. Bill thinks his phrase did it, but it
might’ve just been the halfling’s screams. Once the gates opened, who should step out from behind them but
Grimtina, Grimtooth’s little sister! I'll never forget her first words to us: “What the heck are you two idiots doing
here? And what’s with the halflings? I'm gonna tell my brother.” We knew then that we’d done it! Here we were,
at the famous lair of Grimtooth the Troll! Trap knowledge was right around the corner!



We got on Tina’s good side by giving her some haughty elf boys to do with as she pleased and a few
balloons (she loves balloons). Soon enough, she had invited us into the lair. She even showed us around
Grimmy’s workshop. Boy, we sure are learning a lot about traps!Grimtooth was with the Trollish Bikini
Team when we arrived. So, it was a little while before we met the troll himself. What a great guy! He
was really nice, and seemed to like us a lot! Well, there was that part where he talked to Tina over in
the corner for a while, but then he came back and said hello. Er, well, maybe not “hello.” Maybe more
like, “Give me one reason why I shouldn’t kill you two morons on the spot.” That’s when we sprung
the Third Edition trap rules on him.

Well, I can’t write any more now. Bill and I are supposed to meet with Tina. Hopefully we can get her to sneak us
into Grimmy’s study again so that we can look at some of his tomes about traps. Then we have to go meet up with
Grimtooth over at the Dungeon of Doom. He says he has one final trap he wants to show us....

See you guys soon!
Clark Peterson and Bill Webb
Necromancer Games

PS: Bill said to tell Mike C. that he got a “special” drawing of Grimtina just for him!
PPS: We found this funny note on the back of some trap drawing. You probably should put it in the book.

Ven&ure“"
rched high
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Unauthorized disclosure of this material may contribute to the unjusti-
fied survival of adventurers, delvers, and player characters... and may
result in serious damage to the deadly reputation of the Game Master.




A WORD
FROM GRIMTOOTD

Greetings, and welcome to my book of traps — well, it will be my book of traps once Tve
taken care of those meddling Necromancer guys.

Sssembled herein are some of ‘VV% favorite traps, gathered from all my many previous books
and presented for your approval. These traps are the work of a host of distinguished con
tributors — each a DM extraordinaire. In short, J feel that you'll find this to be the most
entertaining collection of traps you've ever laid eyes on.

Besides, if you don't like my book, YL rip your lungs out.

1 have organized this volume into easy to distinguish chapters. This will better facilitate in
serting traps into your own pits and tunnels. Plus, Jve induded my own special Traps Bazaar as
well as a key to the most deadly trap filled dungeon of all time — the Dungeon of Doom!

To give you a general gauge by which to determine approximately how destructive a
trap is, Tve assigned to each trap a “Deadliness Rating™ a
= series of skulls printed with the trap in ques
=i tion. The more skulls you see, the deadlier the
ﬁ%’/ﬂ'ﬁ?’ trap. Yeah, yeah, I know. “Third €dition” uses
"""/.r/ =) CRs for traps. Well, this is my book so we are
=7 doing it my way! No wussy CR’s for this troll.
Skulls. Get it? SKULLS!
You will find that the traps in this book
. QI I 7, range from wounding egos and broken
Y R \ fingers to causing almost certain
death. n fact, Tve heard that
some of you think my traps
are too deadly.
T00 DELDLY?2212
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What? How can a trap be too deadly? Most of these traps, having been designed by
mere mortals, aren’t deadly enough.

&t times 7 am left to wonder why J even bother to share my wisdom with you, when you so
allously ignore it.

&l right, T accept the fact that some of you have twisted ideas about how to administrate a
dungeon. Newfangled ideas about delvers actml%ascaping with their lives, and stuff like that.
T 0 each his own, J suppose, but if youre going to be a maverick, then youve got to blaze your own
trails. Don't ask me to make my traps less deadly. .. change them yourself.

Now isn't that a fresh idea? Bet you can't find a rule for that in your hardbacks.

You see, these traps are now yours you don't need special permission or a membership card
to change them to your liking. You certainly don’t need permission from those Coastal Wizards.
Use your imagination. Use these traps anyway youwant to. That’s right, you can increase or decrease
the “punch” of a given trap by altering its consequences. This will depend upon your mood and
circumstances, naturally. By filling a pit with an obnoxious&melling green dye instead of boiling
oil, you have altered the entire trap—yet the delivery system remains the same. With a modicum
of monkeying around, you should be able to make a the traps in this book leap through hoops

for the edification and bemusement of delvers who_jowrney through your dungeons.

Iwon’t come after you if you do change some. But if Jever receive another letter about
how my traps are “too deadly,” Ym going to hand some wimp his head. Js that clear, human
worms? Grimtooth will not be bothered again!

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

Besides, Rilling isn't really the point. &ny fool can Rill adventurers with incredible ease, and
perhaps my traps have merely given them new and more comple x weapons. Jf this is true, it is
a pity. 1 have found that it’s not nearly so much fun to kill as it is to terrify.

The most delicate and vulnerable part of any delver cannot be armored; it cannot be
strengthened by magic or regrown after drinking a potion. J speak, of course, of the
adventurer’s ego. &1L too of ten it is forgotten and left unmarred by DMs who scarcely
deserve such an honored title. Jt is to the pursuit of ego shredding that this volume
of traps is dedicated.

Thus, without further ado, J hereby present my book of traps. Prepare to discover
the joys of inflicting ethereal as well as physical damage! Steel cuts well, but ridicule
cuts deeper, and the scars, while invisible, hurt nonetheless.

€njoy it or die, mortal.

The Troll is Back!

~§/u:mt:;




CRAPS
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Bl and I convinced Grimtina to let us into Grimtooth's secret study.
All we had to do Wéoyw;omwdom — o, and a new
chatnsaw:

Lefmteéé)/om,)/omdo not want to know what a troll keeps in his
secret :tmg/. It it pretiy. It still gives me m'ﬁhtvmraf.

Anyway, we got really MCZ — Grimtooth's fournal was open on his
desk. That’s rtﬁht, out inthe open! Can )/owbdém (2 [fI didn’t know-
better I'd think & was sowwkéndsftmf«.

Anyway, I quess seeing the Thivd Edition trap rules got him so mad
that he started jott%cfow% notes on better ways to describe traps for
the Third Edition rules. In fa,af, his last jour entry talks about how-
he’s come up with :omet/w'nﬁ special for us! He must be ml/c&g about
these rules!

We didn't have much time, éutwammmgedto copy down most c::f
what we found in Grimtootl's journal. Well, except the parts about
one he for a certain ‘M.C.”—mkﬁtﬁatowbmm&étm
too graphic. Mﬁh. It still makes me shiver.

Bill dropped the candle at one point Mﬁot wax W/MW&. We
hustled, to clean & up; and I think we got wost of it. Grimtooth
shouldn’t notice Wfkmﬁ .. Anyway, Tve enclosed the important
:foyﬁ‘ we got.

We're off to see Grimmy at the Dungeon of Doom. L' sure he wanis to
say goodbye to us before we go.

Clark Peterson, Necromancer Games
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Wednesday

Met with those chowder heads Clark and Bill. They showed me the new Third €dition
rules. Unbelievable!! ’'m not sure who these “wizards at the coast” are, but they don't
know the first thing about traps! &s if you can distill one of my masterpieces into
“Search DC 20, Disable Device DC 20" 71l show those bozos!

Thursday

1 just can’t get Clark and Bill to leave me alone. Now they've showed me something
they call “version 357 7 don't really know what those idiots are talking about, but 7 do
know this who ever wrote those rules needs to be boiled in oil!

Clark and Bill want me to help them stat out my classic traps for these silly new
rules. Hah! That's too much knowledge for mere mortals!

Note to self: Talk to Tina about letting goofballs like those two into the lair.

Friday

J can't get that “Search DC 20" out of my head. 1 had to Rill 20 delvers today just to
be able to write this down.

Oh, for the good old days when all 7 had to do was assign a couple death heads to a
trap and people knew what to do with it. But no, now its “Reflex save” this and
“Search DC" that. Surely even a dim-witted mortal could come up with something
better. Maybe 1 will jot down a few ideas if it will get those Necro-numbskulls to
leave me alone.

You'd think a little more complexity would mean that people could now understand
my traps. Wrong! That's what happens when you let a bunch of coastal wizards do a
troll's work.

On a more pleasant note, 1 think ] came up with something “special” for those two
meddling morons, Clark and Bill
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e

l
)



RN R e N

Expanded Trap Rules

For some people, “Search DC 20; Disable Device
DC 20” is all they need to describe a trap. The DM
says they found the trap, the player rolls some dice
and the DM says the trap is disabled. No
roleplaying. No interaction. No fun. Just numbers
and dice rolling. The trap is nothing more than a
stat block.

For those of you who love the fiendish complex-
ity and problem solving that goes along with traps,
the current method of detailing traps in the Third
Edition rules is insufficient for anything other
than the most basic pit trap where the trap and the
trigger and the effect all are in the same location
and stem from one event. The v.3.5 rules are a bit
better. But what about when the trigger and the
trap are not located together? What if the trap has
multiple effects and stages? How do you account
for intelligent (or foolish) actions by the PCs?
And what if your trap includes a spring-loaded
chair and a giant lobster? That’s where Grimtooth
comes in.

The following section contains a more detailed
trap description system that allows DMs to de-
scribe and run complicated traps, such as many of
the ones in this book. It builds on the trap infor-
mation contained in v.3.5 of the DMG, Chapter 3,
in the section entitled “Traps.” The most impor-
tant additions and distinctions between this book
and the DMG are detailed below.

Separating Trap from Trigger

The rules in the DMG provide one Search DC
and one Disable Device DC for each individual
trap. This doesn’t make sense for complex traps
where the trigger is separate from the trap itself.

Sometimes, the trigger might be obvious but
what it triggers may be deceptively difficult to
find. For example, consider a tripwire on the floor
that triggers darts that come from the opposite end
of the room. The tripwire might be easy to locate,
but the dart holes at the end of the room might be
very difficult to find. These components warrant
separate Search and Disable DCs. Things like this
are detailed in this book’s various trap entries. See
the sample Slider Spiker trap in the sidebar to see
how the trap and the trigger are detailed sepa-
rately.

Similarly, finding the trigger to a trap may make
it easier to find the trap it triggers, or finding a trap
and knowing one is there may make it easier to
find its trigger. These factors are detailed under
“Adjudicating Traps,” below.

TRAP MECHANICS

Separating Components

As with triggers, traps may have separate com-
ponents, depending on the actions of the PCs or
the results of prior stages of the trap. With com-
plex traps, each separate component should have
a listed trigger, effect and save.

The way to determine if a trap should be split
into multiple components is to ask if intervention
could prevent one effect of the trap but not the
other effect or effects. If so, the trap is divided into
different components. Multiple components of the
trap are listed as Primary, Secondary, Tertiary and
so on until all the components are described. A
separate trigger, trap effect and save are listed for
each effect. In a sense, a trap with multiple com-

Example Trap: The Slider Spiker Trap

DRI

CR: 5

Type: Combination (Magical and Me-
chanical)

Search: Trap (DC 20), Trigger (DC 20)

Disable Device: Trap (DC 20,2d4 rounds); Trig-

ger (DC 20, 2d4 rounds)

Primary Trigger: Touch (touching the door)

Primary Trap Effect:  Stairs turninto aslide and sends
PC down into 30-foot pit (3d6
falling damage).

Primary Save: Reflex (DC 20) avoids

Secondary Trigger: Location (teleport pad at bot-
tom of pit)

Secondary Trap Effect: 30-foot fall onto giant spike
(+20 melee; 3d6 falling damage,
no save, plus 3d6 damage from
spike if attack successful)

Reset: Automatic (stairs reset after 1
minute)
Cost: 10,500 gp

The trap takes the form of aroom with a staircase that
goes up about 30feet and ends in adoor. The only other
notable features in the room are a hole in the ceiling
and, directly beneath it, a thin parchment target. The
parchment conceals a long, sinister steel spike.

When a person touches the door at the top of the
stairs, the steps fold down and the stairway converts
into a slide. Unless the delver can somehow stop
himself, he slides down the length of the stair and
falls through a trap door hidden at its base. The trap
door snaps shut immediately after and the character’s
screams are heard receding into the depths...

...until they’re heard again from the ceiling. A
teleport pad lies at the bottom of the trap door pit
which transports anything that hits it to the hole in
the ceiling above the target. Anyone falling through
the trap door is thus teleported to fall through the hole
in the ceiling, through the target, and onto the spike.
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ponents is like a
collection of mul-
tiple traps all in one. This is the key concept
of a complex trap.

The Slider Spiker trap has several components: the
stairs are a trap, the pit at the end is a trap, the teleport
pad is a trap and the spike is a trap. But using the
definition above, there are only two “components”: the
stairs that turn into a slide dumping you into the pit and
the teleporter that makes you fall onto the spike.

If a component does not list a save, there is none for
that component. [t is still considered a separate compo-
nent of the trap even without a separate save because of
the separate effect or trigger. For example, with the
Slider Spiker trap, the second component (the teleport
and fall on the spike) does not have a separate save. If
you fell into the pit, you got teleported to fall onto the
spike. But it is listed as a separate component because
the teleporter could theoretically be detected and dis-
abled before anyone slides down the ramp — rendering
that second component ineffective. Or, similarly, some-
one could go into the pit without having slid down the
ramp and could be teleported to fall onto the spike.

Trap Description

Each trap in this book has an expanded description,
similar to a monster entry in the MM, detailed as
follows:

Skulls: In addition to the standard CR for each trap,
this book uses an additional way to measure the deadli-
ness of a trap — skulls, like so: 2. The more skulls, the
deadlier the trap. Traps range in deadliness from 1 to 5
skulls, with 5 being the most deadly. You may notice
that the skulls do not always correspond to the equiva-
lent CR from the Third Edition rules. The skull ratings
come from the original Grimtooth products. It’s up to
you to decide which one actually is a better reflection of
trap deadliness.

Challenge Rating: The Challenge Rating, or “CR,”
for each trap is listed in addition to its skull rating.

Type: The DMG says
that traps come in two
types, Mechanical or
Magical. This book adds
a new type: Combina-
tion, meaning that the
trap is a combination of
both magic and mechan-
ics.

Search: Each trap en-
try lists a search DC for
both the trap itself and
the trigger for each of
the trap’s components.
Generally, the Search
DC only applies to the

trap and trigger for the Primary component
of the trap. Ordinarily, triggers and traps for secondary
trap effects are not initially detectable. Use your judg-
ment regarding what other components of the trap can
be detected.

Disable Device: This entry provides a Disable Device
DC for both the trap itself and the trigger. The entry also
includes the normal amount of time it takes to disable
the trap or the trigger. Generally, the Disable Device
DC only applies to the trap and trigger for the Primary
component of the trap. Ordinarily, triggers and traps for
secondary trap effects are not subject to being disabled
unless the PC has access to them. Use your judgment
regarding what other components of the trap can be
disabled.

Trigger: Unlike Search and Disable Device, each
trap component has a listed trigger, indicating its type
from the DMG as well as a parenthetical which provides
additional details. The trigger types are: Location, Prox-
imity, Sound, Visual, Touch, Timed and Spell. See the
DMG for more on trigger types.

Trap Effect: Each component of the trap has a listed
effect, including a text description and game mechanics
in parentheses. The effect is what happens when the
trap is sprung.

Save: Each component of the trap has a listed save
type, save DC, and a description of the result of a
successful save. If a save is not listed for a trap compo-
nent, there is no save for that component. Normally,
traps that have an attack as their trap effect do not also
have a save.

Reset: Lists the conditions under which the trap can
be made ready to trigger again, as per the DMG. Reset
types are: No Reset, Repair, Manual and Automatic.
See the DMG for more on trap resets.

Bypass: Some traps have a bypass. If so, they are
listed. The entry provides text detail on what the bypass
is, any game mechanic information such as a Search DC
in parenthesis and then details on what the bypass does.
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Cost: A cost to make each trap is listed using the
guidelines from the DMG. See the DMG for more
information. Cost is difficult to standardize and may
vary widely. The listed cost is a suggestion and does not
include expensive individual components or rare mon-
sters that may be found within the trap that have to be
provided separately. Use this cost entry as a suggestion
and modify as needed to suit your campaign.

Adjudicating Traps

Adjudicating traps is one of the more difficult tasks
for the DM. You could just let the rogue’s player roll a
d20 and say the trap is disarmed, but that takes the fun
out of traps. You can’t prevent rogues from using their
abilities — after all, those abilities are key to the class.
But you can increase the fun of a trap by allowing for
creative and real world trap solving. If you don’t do this,
traps run the risk of being reduced to faceless obstacles
and die rolls. Here are a few suggestions to make traps
more interesting and fun to encounter. Oh yeah, and
more deadly too.

Damage Variants for Damage from Traps: Traps are
nasty. Trap damage is listed as part of each trap descrip-
tion. But many traps are not just damaging, they are
debilitating. For that reason, we suggest that you use the
Variant: Massive Damage Based on Size as well as the
Variant: Damage to Specific Areas found in the DMG,
Chapter 2. Long falls onto spikes should certainly trig-
ger massive damage rolls. Similarly, traps that cause
damage to specific parts of the body — hands, feet, legs,
eyes, heads, whatever — should gain the additional
benefit of doing what they are designed to do, which is
injure those specific areas. Sometimes the trap descrip-
tions list that such variants should be used. Still, feel free
to use such variants any time you believe it is applicable.
The fact that a trap entry in this book does not mention
the use of the above variants does not mean that you
should not use them. Use your common sense. Or your
wicked desire to main delvers. Whichever you prefer.

Searching for Traps and Triggers: Remember that
the trap and the trigger can be searched for separately

TRAP MECHANICS

and discovered separately. Finding one (either the trap
or the trigger) generally grants a +2 circumstance bonus
to find the other as one alerts the rogue to the presence
of the other.

Disarming Traps and Triggers: Triggers can be dis-
armed separately from the trapsand vice versa. Depending
on the degree of success, you could rule that the trap is
bypassed only briefly if the success is marginal; or that the
trap is permanently disabled until repaired if great success
is achieved; or even that the rogue has managed to work
in his own bypass to the trap depending on the result.
Generally, marginal success means the trap is bypassed for
1d6 rounds or as determined by common sense. Great
success (5 or more above the Disable DC) should allow
the rogue to permanently disable the trap if he so chooses,
or simply temporarily bypass it. Extreme success (8 or
more above the Disable DC) gives the rogue the same
choice as with great success, but also allows him to work
in his own private bypass if he so chooses.

Destroying the Trap or Trigger: The key to a
Grimtooth trap is to get away from the pure die rolling
aspect of trap handling. If the delvers come up with a
way to destroy or disable a trap or trigger, you should
allow it. Frankly, half of the traps in this book are
designed to get even worse for the delvers if they take
this approach, but that is just part of the fun.

Using Real Solutions: An extension of destroying the
trap or trigger discussed above, rather than just saying
“roll a d20,” encourage the group to actually try to solve
the problem the trap presents. In fact, you could grant a
+2 circumstance bonus (or more if you deem it appropri-
ate) to agroup that comes up with a good solution. Or you
could just rule that the solution the characters come up
with works and no die roll is needed. After all, once an
adventurer finds a covered pit, wedging the cover shut
shouldn’t be that difficult. (Of course, that is where the
invisible hinge, false lid, acid spraying trap gets sprung,
spraying the delver in the face with acid....)

In short, the Third Edition rules took the fun out of

traps and reduced them to die rolling. It’s time to take
the fun back!
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1 believe it was Napoleon’s mother who first said, “Good things come in small packages,”
but she obviously had reason to lie. Many people view the height of creativity as being
able to assemble a hideous engine of destruction and place it inside a tiny object — an
object far too small to be able to cause any destruction at all. Those small minded
individuals lack the imagination to conceive of havoc on such a massive scale that only
an entire room could contain it.

Room traps are regimented death boxes about which the wheel of fantasy gaming
rotates. They are the bread and butter, the meat and potatoes, of dungeons spiced with
traps and tricks to ensnare the unwary. They are not to be dealt with lightly, for they
fold, spindle, and mutilate dungeon delvers with more panache and malice than any
other form of trap.

The necessary complexity of a trap that comprises an entire room delights me no
end. What delver can ever feel safe when he knows that death lurks beneath the
polished floor? What adventurer can ever truly relax when he expects the walls to open
and mayhem undreamed of in his worst nightmares to explode all around him?

Care And Feeding of Room Traps

Use these traps carefully. &In overabundance of room traps can slow your pacing to a crawl, and will disrupt
the daracters’ interest in continuing the adventure. TPXs — total party Rills — have a way of doing that.
wWhen used correctly, however, room traps can provide the finest of challenges.

To build a truly memorable room trap, remember Grimtooth’s Three Rules:

L M&XE ¥T BIG! How much can another few squares on the grid paper cost?

2. MS&XKE IT WEIRD! Never use an orc where a moose will do. Make sure your victims
remember your trap, and have something to tell their pals when they're Rilling time in the
af terlife.

3. M&XKE IT VIOLENT! No half measures! Crack some skulls! t’s a new century of gaming,
and it’s time to make it count!

Got it? Good. Now listen up and watch your hands and fingers.

i @A/;)nt::/
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Infamous Wheel Trap

DRI

CR: 10

Type: Mechanical

Search: Trap (DC 25), Trigger (DC 25)

Disable Device: Trap (DC 25, 2d4 rounds); Trigger
(DC 25, 2d4 rounds)

Primary Trigger: Proximity (when creature starts up
slope)

Primary Trap Effect: ~ Large stone wheel (no attack roll
needed; 16d6, crush; multiple targets
in corridor)

Primary Save: Reflex (DC 20) avoids (jump in trench
or behind barrels)

Secondary Trigger: Timed (after large wheel rolls free)

Secondary Trap Effect: Small stone wheel (no attack roll

needed; 8d6, crush; multiple targets

in trench)

Secondary Save: Reflex (DC 28) avoids

Tertiary Trigger: Location (near barrels when wheel
destroys them)

Tertiary Trap Effect:  Acid splash (5d6 acid damage)

Tertiary Save: Reflex (DC 25) for half

Reset: Manual (must put wheels back in place)
and Repair (replace barrels and acid)

Cost: 80,000 gp

You can put this complex trap, created by Paul
O’Connor, just about anywhere you have a lot of room.
[t works best when it is sprung upon a large number of
delvers all at once — such as at a dungeon entrance.

The delvers walk through a door to find that they are
standing at the base of a long ramp. The incline slopes up
from them, ending in a wall with a door in it. A 5-foot
trench is dug along the direct center of the incline from
the base of the slope to disappear beneath the door at the
top. The ceiling over the main-corridor part of this trap
is quite high.

To the right

the sides vibrates the containers enough that faint slosh-
ing is heard from within, suggesting that they are filled
with some sort of liquid. With a bit of effort, delvers can
scurry over the barrels and into the rooms beyond.

The trap is activated when someone starts up the
slope. At this time, a steel curtain slides down from the
ceiling to block the doorway through which the delvers
entered. At the same moment, the wall at the top of the
slope drops into the floor to reveal a large, black wheel
that fills the width of the corridor. The wheel starts
rolling down the slope immediately, rushing toward the
party at an amazing speed!

The wheel reeks of strong anti-magic, and is indestruc-
tible. Thus, the party’s options for evasion are limited to
the less destructive methods. Delvers can scramble over
the barrels into the small rooms or they may hunker
down in the trench that runs up the slope and allow the
wheel to pass by overhead.

Determine whether or not a character escapes the
wheel however you like, but I suggest that you make the
required rolls tougher and tougher as each character
completes his evasive maneuvers. This ensures that
those who think and act fastest have the greatest chance
of survival. If you're feeling especially fiendish, you may
rule that a character who fails to clear the barrels or make
the trench blocks off any others from trying for the same
spot.

The fun is just beginning. The wheel passes over
anyone in the trench (unless they’re absurdly large, like
giants) — but those characters will be horrified to see
that a second wheel, every bit as deadly as the first, is
rolling down the trench just a few feet behind the first
wheel. The only way to escape it is to leap back out of the

and left at the
base of the in-
cline are two
small, featureless
rooms. Entrance
to these rooms is
blocked by sev-
eral rows of
sealed barrels,
arranged tostand
partially into the
main corridor.
Upon inspec-
tion, these
barrels prove to
be impossible to
move or even to
open. Banging

Infamous Wheel Trap
(cut-away view)

Top View
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trench just after the first wheel passes — something that
should prove considerably tougher than jumping down
there in the first place.

Anyone who escaped the wheel(s) by rushing into the
side rooms isn’t out of danger yet, either. The barrels of
liquid are crash-cushions to prevent the wheel from
inflicting horrible, telltale damage to the room’s back
wall — however, the barrels collapse in the process,
offering no protection to anyone who tried to hide
between them and the back wall. Further, the liquid
inside isn’t water, but a burning, corrosive acid!

The acid sprays into the side rooms when the barrels
collapse, almost certainly covering anyone standing within.
Armor provides a certain amount of protection, but only at
the expense of its future effectiveness — this acid is corrosive!

SECTION ONE: ROOM TRAPS

Getting the characters back into the flow of the
dungeon after the destruction ends might prove a prob-
lem. You could design the room so that the splashing acid
burns away the top layer of plaster within the small
rooms, revealing secret doors. Or, you might place a door
at the top of the incline, behind where the wheels were
located originally. Suit yourself.

Not content with this design, Paul O’Connor has
developed two more room traps — the Lobster Trap and
the Slider Spiker Trap — described elsewhere in this
chapter. Both are absurdly complex and go to great
lengths to dispose of characters in bizarre ways. When
confronted with the fiendish workings of his mind, I
begin to suspect that Mr. O’Connor is a distant relative
of mine....

Roman Amphitheatre Trap
g

10
Type: Mechanical
Search: Trap (DC 25), Trigger (DC 30)

Disable Device: Trap (DC 27, 2d4 rounds); Trigger

(DC 27, 2d4 rounds)

Primary Trigger: Location (stepping on amphitheatre
floor)
Primary Trap Effect:  Giant golden ball rolls down steps

(no attack roll needed; 16d6, crush;
multiple targets in a 10-foot wide
line from steps)

Primary Save: Reflex (DC 25)
Reset: Manual
Cost: 66,000 gp

Designed by Betty Kopf, this trap hurls lethal
objects at the unsuspecting party. This is a rather
obvious trap, but it’s great for visual effects and
will almost certainly be triggered due to the trea-
sure it offers.

The amphitheatre itself is dominated by a crouch-
ing statue that bears a huge golden globe upon its
shoulders. The globe is roughly 5 feet in diameter,
weigh in the neighborhood of five tons, and is
worth approximately 50,000 gp.

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

The globe itself makes quite a prize, but getting
it out of the dungeon is tricky. Reducing it to a
more manageable size would ruin the sphere’s qual-
ity, likewise reducing its value.
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Ilusions

DD

CR: 2

Type: Combination (Magical and Mechani-
cal)

Search: Trap (DC 20), Trigger (DC 20)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger

(DC 20, 2d4 rounds)

Primary Trigger: Location (pressure plates on either
side of illusory pit)
Primary Trap Effect:  Spring-loaded floor slams PCs into

ceilingspikes (+10 melee, 1d4 spikes
per target, 1d4+2 each)

Reflex (DC 20) avoids

tomatic (floor resets immediately)

2,100 gp

Primary Save:
Reset:
Cost:

This fatally subtle room trap was designed by Pat
Mueller. It presents the delvers with a room, the
center of which is occupied by a spike-filled pit.
The only way around the pit appears to be walk-
ways to either side of the spikes. (See Figure A.)

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

So, walking across the “pit” is actually the safe
way through. Using the walkways causes the springs
beneath the floor to slam those sections against
the ceiling. Ouch.

Fig. B (trap as it trul;/ is)

Slider Spiker Trap

CR: 5

Type: Combination (Magical and Mechani-
cal)

Search: Trap (DC 20), Trigger (DC 20)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger

(DC 20, 2d4 rounds)

Primary Trigger: Touch (touching the door)

Primary Trap Effect:  Stairs turninto aslide and sends PC
down into 30-foot pit (3d6 falling
damage).

Primary Save: Reflex (DC 20) avoids

Secondary Trigger: Location (teleport pad at bottom of
pit)

Secondary Trap Effect: 30-foot fall onto giant spike (+20
melee; 3d6 falling damage, no save,
plus 3d6 damage from spike if at-
tack successful)

Reset: Automatic (stairs reset after 1
minute)
Cost: 10,500 gp

Paul O’Connor designed this trap, but it’s
devious enough to have come from me! The
trap takes the form of a room with a staircase
that goes up about 30 feet and ends in a door.
The only other notable features in the room are
a hole in the ceiling and, directly beneath it, a
thin parchment target. The parchment con-
ceals a long, sinister steel spike.

When a person touches the door at the top of
the stairs, the steps fold down and the stairway
converts into a slide. Unless the delver can
somehow stop himself, he slides down the length
of the stair and falls through a trap door hidden
at its base. The trap door snaps shut immedi-
ately after and the character’s screams are heard
receding into the depths...

...until they’re heard again from the ceiling.
A teleport pad lies at the bottom of the trap
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door pit which transports anything that hits it
to the hole in the ceiling above the target.
Anyone falling through the trap door is thus

teleported to fall through the hole in the ceil-
ing, through the target, and onto the spike.

A usually fatal trap. And an incredibly con-
fusing one.

The Lobster Trap

CR: 6

Type: Combination (Magical and Mechani-
cal)

Search: Trap (DC 26), Trigger (DC 26)

Trap (DC 26, 2d4 rounds); Trigger
(DC 26, 2d4 rounds)

Touch (handhold rings)
Unless a Strength check (DC 25) suc-
ceeds, the cage doesn’t slide all the
way along the track and plummets
into the room. The PCs take 3d6
falling damage and must now con-
tend with at least one giant lobster
(the wall of force keeps the other
one at bay).

Secondary Trigger:  Touch (hidden lever in floor)
Secondary Trap Effect: Suspends the wall of force (until
manually reset) and allows all the
lobsters to attack.

Disable Device:

Primary Trigger:
Primary Trap Effect:

Reset: Manual (cage must be reset); manual
(suspended wall of forcereinstated
by speaking mystic command words
“hot butter”)

Cost: 25,000 gp

Paul O’Connor designed this trap for characters who
have been captured and rendered unconscious elsewhere
in the dungeon.

The characters find themselves in a precarious
position when they come to. They are held captive
in a cage suspended 50 feet above the sandy floor
of alarge, circular room with no obvious exits. The
crate hangs by a chain from a winch, which is fixed
into a track that runs across the room’s ceiling to
terminate in a blank wall some distance away.
Hungry rock lobsters prowl the room, clacking
their claws in anticipation of the feast to come. As
the characters may learn if they get out alive, their
weapons, armor and other possessions are in a
small room beyond the only door out of this com-
plex.

One trap door is in the floor of the cage and
another is in the roof. Both are visible and un-
locked. Opening the door in the floor reveals a
rope ladder that dangles to the floor. Opening the
roof door allows inspection of the winch device,
which is equipped with two ring-like handholds.

There is more to this situation than meets the
eye. First, an undetectable invisible wall (wall of
force) projects from a stationary spot on the cham-
ber floor to the cage’s bottom trap door. This wall
protects anyone climbing down the rope ladder
from attack by the lobsters — but don’t tell the
delvers that! Second, a hidden hollow in the ground
within the wall of force contains a treasure chest
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The delvers cannot
simply kill the lob-
sters to escape. The
lobsters are set up in-
tentionally as an
unbeatable menace;
not surprisingly, di-
rect combat with
them would probably
end in disaster — es-
pecially since the

and an unmarked lever. Third, the portion of the
chamber wall in which the ceiling track termi-
nates is actually a thin section of painted
parchment — the track continues straight on
through. This obscured chamber has a door that
leads out of the room.

Fearless characters who climb down the rope
ladder may notice that the lobsters keep a respect-
able distance from them — this is thanks to the
wall of force, of course, which gives the delvers an
opportunity to discover its existence.

Any character who reaches the floor of the room
has a good chance of finding the secret hollow.
The hollow contains a chest full of treasure —
plentiful or poor, depending on your whim. Beside
the chest is a lever which has no obvious function.

Levers lead to doom for dungeon delvers. Pull-
ing the lever suspends the wall of force instantly.
The lobsters, being sensitive to such things, rush
in greedily for the kill.

characters awoke in
the cage unarmed!

Pulling the handhold
rings causes the cage toslide along the track in the ceiling
— however, it drops once it stops moving along the
track! A character with sufficient Strength to make the
required check pulls the winch enough so that the cage
smashes through the false wall and into the bed of
feathers beyond. Otherwise, the cage moves some dis-
tance along (how far depends on the check result as you
prefer) before plummeting down to the chamber with
the lobsters below. Too bad.

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

Monstrous Lobsters: CR 2; SZL Vermin; HD 4d8+8;
hp 26; Init +0; Spd 20 ft., swim 40 ft.; AC 15, touch 10,
flat-footed 15; BAB/Grap +3/+10; Atk +5 melee (1d6+3,
claw, 19-20/x2); Full Atk +5 melee (1d6+3 [x2], claws,
19-20/x2); SA improved grab (grapple bonus +10),
squeeze; SQ improved critical (with claw), vermin; AL
N; SV Fort +6, Ref +1, Will +1; Str 16, Dex 10, Con 14,
Int —, Wis 10, Cha 2.

Skills: Hide +6, Spot +10.
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The Deluxe Centerpost
o2

10
Type: Mechanical
Search: Trap (DC 22), Trigger (DC 22)

Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)

Disable Device:

Primary Trigger: Touch (staff in room)

Primary Trap Effect:  Collapsing ceiling (no attack roll
needed; 16d6, crush; multiple tar-
gets in 10-ft.by 10-ft.room)

Reset: Repair

Cost: 25,000 gp

SECTION ONE: ROOM TRAPS

This trap, by Rick Loomis, is a rather simple trap.
In the center of a square room, a single, indestructible
deluxe magic staff is wedged betwixt floor and ceil-
ing. The staff, a coveted prize, supports the ceiling: a
freestanding, 10,000-pound block of granite. Aside
from this handicap, the staff is free for the taking.

Use whatever magical staff you want for the prize.
Or, if you are feeling particularly nasty, give it no
powers other than being indestructible. That is sure
to make the delvers scream — if any remain alive
afterward, that is....

The Dastardly Lava Room
e

10
Type: Magical
Search: Trap (DC 27), Trigger (DC 27)

Disable Device: Trap (DC 27, 2d4 rounds); Trig-

ger (DC 27, 2d4 rounds)

Primary Trigger: Proximity (journeying into
corridor)

Primary Trap Effect: Lava (20d6 submersion or 2d6 con-
tact; half damage for 1d3 rounds
thereafter)

Reset: Automatic

Cost: 50,000 gp

This elegantly simple trap was designed by Scot Rhoads.
With this trap, delvers enter a standard dungeon room that
contains several mounds of glowing (and imperceptibly
growing) lava. Regular exits through standard doors are
accessible from any point in the room.

A medium-sized tunnel leads from this room; at the
end of this tunnel the delvers can see a sign. Exactly what
the sign says, however, is impossible to tell from within
the chamber itself.

A character who journeys down the tunnel to the sign is be
greeted with the inscription, “You Blew It.” The unfortunate
delver discovers that the lava mounds moved in behind him to
block the tunnel entrance, leaving him hopelessly trapped.

The Hoovermatic Trap
22>
CR:

4
Type: Mechanical
Search: Trap (DC 25), Trigger (DC 25)

Disable Device: Trap (DC 25, 2d4 rounds); Trigger

(DC 25, 2d4 rounds)

Primary Trigger: Location (pressure plate in floor)
Primary Trap Effect:  Air thins out. PCs begin taking suf-
focation damage after spending 6
minutes (60 rounds) in room.
Reset: Automatic (after 30 minutes)
Cost: 20,000 gp

The devious dwarvish mind of Todd Diesen was
responsible for this trap, which takes great pains to
prove the effects of a partial vacuum upon dun-
geon delvers.

The delvers enter this room through its only
door, which slides shut noiselessly and locks once
the last party member is inside the room. The door
fits flush into the wall and is very difficult to
rediscover (Search DC 30).

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

Once the door locks, the ceiling starts pulling
silently away from the floor. This causes the room
pressure to change, making the air incredibly thin.
After six to eight minutes of this treatment, char-
acters begin to faint.
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After ten minutes, the air is thin enough to kill
the unconscious characters. Sputtering torches or
lamps, the fainting of small animals the delvers
might have brought along, a feeling of pressure in
the ears, or the fact that characters are dropping
dead right and left will tip off those who remain

conscious that something is amiss. Unconscious
delvers bleed from the nose.

The trapped characters are well advised to search for
the door they entered through. If they appeal to the Gods
for something to breathe, feel free to fill the room with
poison gas....

The Bigger They Are...

9
Type: Mechanical
Search: Trap (DC 20), Trigger
(DC 20)
Disable Device: Trap (DC 30); Trigger
(DC 25)
Primary Trigger: Proximity (entering cavern)
Primary Trap Effect: Cavern fills with water in 4
rounds (see the Drowning rules in
the DMG)
Secondary Trigger:  Touch (large boulder)

Secondary Trap Effect: Crushing rock (no attack roll
needed; 12d6, crush; multiple
targetsina20-ft.by 20-ft.area)

Secondary Save: Reflex (DC 25)

Reset: Manual (rock must be set in place)
and automatic (water automatically
drains from room)

Cost: 54,000 gp

Once more in his infinite generosity, Mike
Stackpole has subjected delvers to another form of
cliché doom in the form of this trap.

Delvers encounter the trap when they enter a large
natural cavern. The entrance seals behind them
quickly — a door slamming shut, falling rocks, or
what-have-you. At the same time, the room begins
to fill with water.

Somewhere near the ceiling, overhanging a
ledge, is a large rock doing a credible imitation of
a piton. Some smart delver may try to loop a
rope around this rock so as to climb to safety. j

You can provide extra incentive by introduc- K

. . . . &

ing sharks or similar nasties into the water. J'.
In fact, the rock is balanced precariously. / { : \'

Any sort of tugging causes the rock to drop
— usually onto the heads of those

trying torope it. And, the bigger it s,
the harder the fall.

C!'
f




——_— TR e N

The One That Got Away

6
Type: Mechanical
Search: Trap (DC 25), Trigger (DC 25)

Disable Device: Trap (DC 25, 2d4 rounds); Trigger

(DC 25, 2d4 rounds)

Location (chair seat)

Spring-loaded seat catapults victim into
either thestalactitesifheletsgoof therod
(3d6 points of damageandfallinto water)
orintothehiddenreefifhehangsontothe
rod (6d6 points of piercing damage)
Automatic (the chair resets imme-
diately)

27,000 gp

Primary Trigger:
Primary Trap Effect:

Reset:

Cost:

Michael Austin designed this truly absurd room
trap. It goes to such incredible lengths to be silly
that [ had no choice but to include it.

The room is formed from natural rock, complete
with an array of menacing stalactites. Most of the

SECTION ONE: ROOM TRAPS

floor area is covered by a freshwater lake. Set out
some distance onto this lake is a pier of sorts, upon
which stands a fisherman’s chair, complete with
pole. Numerous hungry — and deadly — fish pa-
trol the water. There is already some tension on
the fishing line, which disappears into the water.

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

The chair is hurled high, sending the character
flying. If the character releases his grip on the
fishing pole, his trajectory intersects with one of
the ceiling’s stalactites with a resounding splat. If
the character hangs onto the pole for dear life, he
clears the ceiling easily — and lands upon a hid-
den reef located just inches beneath the surface of
the water.

21
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The Atlas Affair

DD

CR: 10

Type: Magical

Search: Trap (DC 25), Trigger (DC 25)

Disable Device: Trap (DC 25, 2d4 rounds); Trigger

(DC 25, 2d4 rounds)

Primary Trigger: Dispelling magical permanent wall
of forcecylinders (caster level 13th)

Primary Trap Effect:  Collapsing ceiling (16d6, crush; mul-
tiple targets in 50-foot by 50-foot
room)

Reset: Repair (ceiling), no reset (cylin-
ders, permanent wall of force must
be cast again)

Cost: 35,000 gp

Michael Austin developed this trap to deal with
unnecessarily violent and/or greedy characters. The
room is filled with exquisite Greek statues, each
mounted upon a turntable that turns slowly to show
the statue from a variety of angles. To enhance the
beauty of the statues — and thus ensure the delver’s
doom — a valuable gem is set into the base of each
figure. (Each gem is worth at least 700 gp.)

Each statue stands within a magical cylinder (per-
manent wall of force) that runs from floor to ceiling.
In addition to protecting the statue, the cylinders
also hold up the roof. Thus, if the delvers choose to
loot the room by dispelling the magical cylinders,
they end up bringing the roof down upon their heads.

The Bridge at Rue Vincent
B

6
Type: Mechanical
Search: Trap (DC 10), Trigger (DC 20)
Disable Device: Trap (DC 20, 2d4 rounds)
Primary Trigger: Location (standing on bridge re-
quires a Balance check at DC 25;
failure dumps character into wax)
Primary Trap Effect: Falling into wax (10d6 points of

scalding damage each round in
wax; suffocation damage if head
goes under)

TN
& :,.é';%ﬁ ¢

3

Touch (attacking flint golem
sends sparks into the air igniting
the wax vapors)

Exploding wax vapors (5d6 points of
fire damage toall withina40-ft.radius,
plus Reflex save DC15 to avoid catch-
ing fire)

No reset needed (unless golem is
destroyed)

18,000 gp

Secondary Trigger:

Secondary Trap Effect:

Reset:

Cost:

FLINT GOLEM

N

- BOILING ‘OlL. - -

) ‘."V'\T\

'

Q)
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Michael Austin designed this trap as a room
filled to a depth of ten feet with boiling wax. A
narrow wooden bridge lacking guardrails — or
safety measures of any sort — spans the wax.
The air is laden with boiling wax vapors. Fur-
ther, the wax has splashed up upon the bridge,
making it quite slippery (DC 25 Balance check
to remain standing). Guarding the bridge is a
magical statue of living flint (see the flint golem
below).

The characters can smell the wax in the air
and feel it on the bridge — and begin to coat
their clothing. A fall into the wax is likely to
be fatal — if the fall doesn’t kill the character
outright, being suffocated in boiling wax prob-

ably will.

SECTION ONE: ROOM TRAPS

The flint statue is the crux of this trap. If the
statue is attacked with steel weapons, the flint
sends up a shower of sparks. Each time the
sparks fly, there’s a chance that the wax vapor
ignites (determine however you like) setting
fire to the bridge — and probably to a number
of the characters as well.

Flint Golem: CR 3; SZ M Construct; HD
5d10; hp 27; Init -1; Spd 20 ft. (can’t run); AC
15, touch 15, flat-footed 15; BAB/Grap +3/+4;
Atk +4 melee (1d8+1, slam); Full Atk +4 melee
(1d8+1 [x2],slams); SQ construct, resistances
(+4 to saves against spells), magic immunity
(as stone golem), damage reduction (10/magic);
AL N; SV Fort +1, Ref +0, Will +1; Str 13, Dex
9, Con —, Int —, Wis 11, Cha 1.

The Teeter-Totter Room

CR: 2 (or higher)

Type: Mechanical

Search: Trap (DC 20), Trig-
ger (DC 25).

Disable Device:

Primary Trigger:

Primary Trap Effect:

Secondary Trap Effect:

Bypass:

Reset:
Cost:

Trap (DC 25, 2d4
rounds); Trigger (DC
25, 2d4 rounds)
Location (more than
one-half the party
crosses the pivot
point under the floor
in the center of the
room)

Floor tilts and bal-
ances like asee-saw.
Each character in
room must succeed
at a Balance check
(DC 20) if he at-
tempts to move. A
successful check al-
lows the PC to move
at one-half speed for
one round. A failed
roll means the PC
can’t move, and a failure by 4 or
more means the PC slips and falls
(perhaps sliding off the edge and
into whatever is waitingunderneath
the floor)

No attack roll necessary; spring-
loaded door sends creature into
moving North wall (1d6 per 10 feet
traveled).

A hidden trigger switch (Search DC
20) allows you to lock the floor in
place so it doesn’t swing on the
pivot point

Automatic

7,000 gp (or more)

)‘ —2 5 mmpor- 52
\ This is CIliff
Baird’s contribution to the genre of
room traps. It wasn’t designed to kill
delvers; instead, it traps them (and in the pro-
cess turns them into nervous wrecks).
Characters who enter this room may dance,
jump up and down, or have a picnic between the
door and the pivot point beneath the floor.
However, when over half the weight in the room
has moved to the other side of the pivot, the
floor no longer rests on the support brace near
the door. The brace falls away, and the floor
becomes a great teeter-totter upon the pivot
point.
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It is up to you to decide what will happen to
the characters if they fall off the floor. As an
especially savage variation, have the floor slide
off its pivot and follow the delvers into the pit if
they blow it.

You can bump the CR of this trap seriously high or
make it a multi-part trap (in Grimmy fashion) by
placing a spike-laden pit or pit full of boiling oil or lava
beneath the floor. Simply have the floor tilt on the
pivot point and dump the PCs head first into whatever
waits beneath the floor.

One Way Or Another

CR: 10
Type: Mechanical
Search: Trap (DC 20), Trigger (DC 25).
Disable Device: Trap (DC 25, 2d4 rounds); Trigger
(DC 25, 2d4 rounds)
Location (pressure plate on walkway)
No attack roll needed; crushing wall
(16d6, crush); multiple targets in hall-
way. Those in front of doorway take
4d6 points of damage from the force of
the walland are catapultedinto the room
possibly hitting those on the walkway.
No attack roll needed; 40-foot pit
(4d6 falling damage).
Reflex (DC 25) for those against the
walls in the hallway; Reflex (DC 20) for
those in the doorway.
The bypass to this trap is to either avoid
touching the chest or to step through the
secret door in the North wall once the
wall section begins moving.
Automatic (and Manual for levers); the
wall resets itself within 1 minute. If the
PCs grabbed andbroke the leversonthe
wall, they perhaps need to be replaced.
Cost: 40,000 gp

Primary Trigger:
Primary Trap Effect:

Secondary Trap Effect:

Primary Save:

Bypass:

Reset:

Michael von Glahn offers this as a possible end-
ing to the search for that trap which will turn
adventurers every which way but loose. While
sinister in construction and implication, this
beauty has certain humorous overtones in applica-
tion.

The room is your normal type dungeon room. A
walkway bisects the floor into two pits, running
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from the door to a niche in the opposite wall that
houses a chest. Each of the pits is covered by an
illusion of normal flooring — obvious to even a
casual glance. At either side of the niche, just
barely out of easy reach from the walkway, is a
lever.

In the corridor opposite the open doorway is a
spring-loaded section of wall that is triggered by
weight being dropped on a pressure plate in the
walkway. The cautious delvers who stand in and
around the doorway while someone walks out on
the walkway, or while they throw the carcass of
their latest victim onto the walkway to test the
floor, are rammed by the wall into the room. Those
not in the doorway are splattered against the wall.
So much for those outside the room.

The delvers who have just been shot into the
room like pinballs being blasted into action, must
act quickly. It is not likely that they will fly
straight and true at the chest, though you may
wish to allow this if your thirst for blood has been
quenched. Those who pitch off of the walkway fall
through the illusory flooring into the pit below.
Those who fly across the room and grab the levers
to stay out of the pit find that the levers are fakes
that detach from the wall, becoming nice souve-
nirs they can take with them as they fall.

As for any character lucky enough to survive
this mayhem, Michael suggests something suitable
in the chest to dispatch them. [ suggest that DMs
select carefully, for the thing in the chest should
be like an aperitif after such a heavy meal. That is,
small, aromatic, and packed with a big kick.
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Toe Tickler

CR: 4

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 20).

Disable Device: Trap (DC 20, 2d4 rounds); Trigger (DC
20, 2d4 rounds)

Primary Trigger: Location(pressureplateinfrontof doors)

Primary Trap Effect: Small spears (+20 melee, 1d4 spears,

1d6+2 each spear). A character hit suf-
fersa-2 penalty onall checks, saves, etc.
that require the use of his legs. This pen-
alty lasts until the delver heals naturally,
magically or receives a Heal check (DC
15).

Perhaps ahidden switch (Search DC 20)

or pressure plate keeps the trap from

activating.
Reset: Automatic
Cost: 15,000 gp

SECTION ONE: ROOM TRAPS

Greg Day has submitted an impairing room
trap that is sure to wreak havoc among those
delvers who think of greaves as old and useless.

The room can be entered without mishap — the
trap is triggered when the delvers attempt to exit
the room through either of its doors. The floor of
the room drops one foot and the door-side wall of
the pit is revealed to have a series of 2-inch holes
running along it. From the holes come spears that
should catch most characters in mid-shin, causing
a painful wound if they do not break the shin
outright. It should also slow a character signifi-
cantly if being pursued....

Fire and Ice

22> D)

CR: 5

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 25).

Trap (DC 20, 2d4 rounds); Trig-
ger (DC 20, 2d4 rounds)

Touch (opening the silver door)
Water fills room in 4 rounds (see
the Drowning rule in the DMG)
Secondary Trap Effect: No attack roll needed; 1d6 spikes
each character, 1d4+2 each spike.
Touch (opening the trapdoor in the
ceiling)

Disable Device:

Primary Trigger:
Primary Trap Effect:

Tertiary Trigger:

No attack roll necessary; crystals
immediately freeze the water. Char-
acters trapped in the ice begin
taking 1d6 points of cold damage
each round they remain trapped.
Characters unlucky enough to have
their heads underwater when it
freezes not only suffer cold damage
but begin suffocating as well (see
Suffocation in the DMG).

Manual (water tank must be refilled
and crystals must be replenished)

19,000 gp

Tertiary Trap Effect:

Reset:

Cost:
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Michael Arner brings us this trap. Like many
others in this section, it is harmless until some
poor schmuck screws up and does (in his opinion)
the sensible thing....

Rows of nasty-looking spikes cover one entire
wall of a small room; in the wall opposite the
spikes is a silver door. There is a trap door in the
ceiling. Delvers enter the room through a separate
door on one of the unused walls; this door seals and
locks itself behind the delvers (the door is Hard-
ness 5, hp 20, Break DC 23).

If the party opens the silver door, they unleash a
torrent of spring water that knocks them back against
the spikes. The water continues to gush from the door
and begins to flood the
room. If the delvers sur-
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The safest thing to do is to sit tight. After about
five minutes, the water drains away, allowing the
delvers to exit through the now-dry silver door-
way.

The delvers may panic, convinced that they will
drown, and try to open the trap door — however, the
trap door leads to doom! Behind the trap door is a
chamber filled with crystals that freeze water. When
the trap door is opened, the crystals dump into the
water to cool things down....

Freezing Crystals: If somehow bypassed so that
the crystals are obtained, the crystals fill the en-
tire room above the trap door (a 10 foot by 10 foot
room) and are enchanted so that when used to-

gether they have the
effect of a strangely

vive the spikes, they find
that they must drop most
of their equipment to
tread water. The room
fillstoalevel dangerously
near the ceiling (and the
trap doors).
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modified ice storm spell.
The entire roomful of
crystals is needed to
achieve the trap effect
and are consumed when
used.




Door-Lover’s Room
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DD
CR: 5
Mechanical :
Trap (DC 20),
Trigger (DC 25).
Trap (DC 20, 2d4 B
rounds); Trigger
(DC 20, 2d4
rounds)

Touch (the door at §
the top of the
stairs)

No attack roll
needed; chute
dumps characters ¥
into pit with spi-
ders(2d6 pointsof
falling damage for
20-foot fall from
chute to pit)

A hidden switch
(Search DC 20)
perhaps extends a
bridge or covers }
the pit thus allow-
ing passage. Or ¥
perhapstheswitch
disables the trig-
ger.

Automatic

17,000 gp

Type:
Search:

Disable Device:

1070/

7
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Primary Trigger:
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Primary Trap Effect:

Bypass:

Reset:
Cost:

Caroline ]J. Maher designed this trap, which uses
its own snare as a red herring for its intent. Inter-
ested? Read on....

Inside the room is a deep pit filled with ravenous,
poisonous spiders (see below). Delvers enter the room
through a standard dungeon door. Narrow greased ledges
lead around the pit to the apparent safety of a corridor
on the other side of the pit. A DC 20 Balance check is
required to negotiate the ledges safely.

When the characters reach the corridor beyond,
they’ll doubtless feel proud of avoiding the trap. So
much the better... within the corridor is a spiral stair-

case that leads to a normal-looking door. When the
delvers open the door, a trap door opens beneath their
feet, sending them plummeting down a chute and into
the spider-filled pit they’ve just negotiated! Never go
forward until you're secure about what’s behind you.

Spider, Large Monstrous (6): CR 2; SZ L
Vermin; HD 4d8+4; hp 22 each; Init +3; Spd 30
ft., climb 20 ft.; AC 14, touch 13, flat-footed 11;
BAB/Grap +3/+9; Atk +4 melee (1d8+3 and poi-
son, bite); Face/Reach 10 ft./5 ft.; SA poison
(Fort DC 16, 1d6/1d6 temporary Str), web (as per
net attack); SQ vermin; AL N; SV Fort +5, Ref
+4, Will +1; Str 15, Dex 17, Con 12, Int—, Wis
10, Cha 2.

Skills: Climb +14, Hide +6, Jump +2, Spot +7.

See-Saw Room

22> D)

CR: 6

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 25).

Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)

Touch (moving one of the statues)

No attack roll needed; room tilts
and flings PCs into wall (1d6 points
of damage).

Disable Device:

Primary Trigger:
Primary Trap Effect:

Secondary Trap Effect: No attack roll needed; glass globes
break spilling contents (see text be-
low)

Tertiary Trap Effect:  Statues smashinto delvers (+20 me-
lee; 8d6, crush)

Reset: Automatic (floor, 10 minutes) and
Repair (the statues and globes must
be replaced).

Cost: 20,000 gp
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This trap from Larry DiTillo is a devious variation of the
Teeter-Totter Room. The trap is tailored to deal with those
inconsiderate delvers who like to play interior decorator
and move every piece of furniture in a dungeon room.

The room is small and rectangular. Identical stone
statues are set in opposite ends of the room; a series of
glass globes supported on iron racks rest along the other
pair of walls. Behind each statue appears to be a poorly-
concealed secret door (DC 10 Spot check).

The entire room rests upon a central pivot; the
statues secure small bolts that keep the room from
tipping as soon as the first adventurer enters. If the
statues are moved at all (presumably to gain access to
the “secret doors”), the room’s delicate balance is
upset, tilting the entire chamber radically to one side
or the other. The delvers are hurled toward one end of
the room and the fragile glass globes are dislodged to

shatter on the floor, spilling their deadly contents
(poison gas/flaming oil/scorpions/whatever you
choose). Finally, the stone statue from the “up” end of
the room plummets into the lower end of the room,
pulping the delvers caught there. Oh, the fiendish
wonder of it all!

This trap could also work as a corridor with a door at
its midpoint and a statue at each end “hiding” a secret
door. No matter how it is used, it is sure to be deadly.

The contents of the globes that shatter are left up to
you, the DM. Suggestions include:

Burning Oil: 1d6 fire damage each round and the
victim catches fire (see Catching on Fire in the DMG).

Burnt Othur Fumes: fills area in a 20-foot radius;
Con 1 perm drain/Con 3d6.

Stinging Scorpions: 40 Tiny scorpions, see the
MM.

You Rang?

CR: 2
Type: Mechanical
Search: Trap (DC 20), Trigger (DC 20).

Disable Device: Trap (DC 20, 2d4 rounds); Trig-

ger (DC 20, 2d4 rounds)

Touch (touching the golden ball)
Room swings back and forth. Those
standing on the floor must make a
successful Balance check (DC 20)
to remain standing. If the roll fails,
the character is thrown down (1d6
damage) andslides into the wall (an-
other 1d6 points of damage) as the
room pitches about. Every round
thereafter, the room shifts and

Primary Trigger:
Primary Trap Effect:
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throws the characters against the
opposite wall (1d6 points of dam-
age).

A character on the bell must suc-
ceed at aReflex save (DC 20) or fall
from the bell to the floor (1d6 points
of damage). If successful, the char-
acter maintains his grip but is
munched against the wall (3d6 points
of damage every other round as long
as the hold is maintained).

Reset: Automatic; room resets after
gonging 12 twelve times
Secondary Trap Effect: Fortitude save (DC 15) or deafened for 1d3
minutes. A successful save negates the effects
for the remainder of the time in the room.
Cost: 2,000 gp
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This trap, designed by Larry DiTillo, is a round
room (10 foot diameter) with a 30-foot high domed
ceiling. Hanging from the center of the ceiling,
about 10 feet from the floor, is a golden ball about
the size of a beach ball suspended on a silver rope.
The room can be entered without mishap through
a trapdoor in the bottom of the floor.

The party remains unharmed as long as no one fools
around with the golden ball. However, doing anything to
the ball and/or rope triggers acomplex mechanism above
the room, which starts swinging the entire chamber from
side to side with the delvers trapped inside. The room is
actually a giant bell!
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The golden ball strikes against the walls (now
revealed to be steel with a parchment-thin layer of
stone), making an awful gonging din that should
deafen the characters. Those delvers foolish enough
to hang onto the ball are pulped against the walls;
characters who merely stand in the swinging room
should gather their share of bruises too.

The bell also serves as an alarm for monsters in
the area. The room stops swinging after a few
minutes — just in time to admit the hordes of
hungry monsters who will have gathered nearby.
The monsters should have no trouble dealing with
the deafened and battered party within the room....

The Safe-Cracker’s Nemesis

CR: 1 (or higher)

Type: Mechanical

Search: Trap (DC 20), Trigger (OC 20).

Disable Device: Trap (DC 20, 2d4 rounds); Trigger (DC
20, 2d4 rounds)

Primary Trigger: Touch (turning dial on safe)

Primary Trap Effect: Floor slides 5 feet each time the dial

onthesafeis cranked. Falling into the
pit is left to the DM (see below for
suggestions)
IFyoudecidethereisasecret doorbehind
the safe, allow the PC to disable the trap
and find the door (but we don’t suggest it.
This just isn’t the Grimtooth way).
Automatic

1,000 gp or higher

Bypass:
Reset:
Cost:

Picture a long room (20 feet) with a door at one end and
a bank safe at the other. The safe is attached to the wall

permanently and cannot be moved. Thisis the setting for this
trap designed by Scot Rhoads.

Delvers, being nimble-fingered little monkeys, will al-
most certainly attempt to pick the safe’s lock by pressing
their pudgy ears against the door and twirling the dial. To
the safecracker’s dismay, however, he soon finds that every
mistake he makes while working the dial causes the floor of
the room to slide one foot into the wall holding the safe —
revealing a bottomless pit below. Too many mistakes, and
the gap between the door and the floor will isolate the
safecracker on the wrong side of the pit! You could be nice
and include a secret passageway on the other side of the safe
door if you wanted to give the delvers a way out....

The consequences of falling into the pit are left to you.
The pit very well could be bottomless. Or it could
magically teleport falling creatures anywhere from out-
side the dungeon to the middle of a cave full of pit fiends
on the bottommost layer of Hell.
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Troll’s Bridge-Work

&

CR: 1 (or higher)

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 20).

Disable Device: Trap (DC 20, 2d4 rounds); Trigger

(DC 20, 2d4 rounds)

Primary Trigger: Location (pressure plate in center
of bridge)

Primary Trap Effect:  Bridge folds up into a cage around
the characters. The cage is Hard-
ness 10, 40 hp, and Break DC 25.

Reset: Automatic (but see below)

Cost: 1,000 gp or higher

Charles Mollenhauer brings us this trap. No,
this isn’t a denture for monsters, but rather a
bridge over a chasm that quickly becomes a cage
hanging over a chasm...

The trap works simply. Characters coming to the deep
chasm see an easy way to cross it — a wide bridge
suspended by wires from the ceiling. Stepping upon the
pressure plate in the middle of this bridge causes the sides

of the bridge to fold up around the bridge middle, like a
perverted drawbridge. The delvers are now trapped in a
cage! You can leave them dangling over the chasm or
lower the cage to the bottom of the pit (where, presum-
ably, something horrible lies in wait)....

Adjust the reset time based on what happens
after the bridge folds up into a cage. If it just
traps the characters indefinitely, set the reset to
“manual” and leave the PCs trapped until some-
one comes to save them. If the bridge-cage starts
lowering them into a pit (boiling oil, acid, mon-
ster-filled), have it open once it hits bottom just
enough to dump the PCs out. Then it slowly
raises and resets itself.

Also, adjust the CR of the trap based on what
happens. Just trapping the characters and leav-
ing them suspended is CR 1. Lowering them into
a pit of acid, lava, oil, etc. should bump the CR
to 5 or 6 at least. If there is a monster (or
monsters) in the pit, set the CR equal to the EL
of the monsters.

Cretininthe Circular Citadel

EEd

CR: 6

Type: Magical (geas)

Search: Trap (DC 31), Trigger (DC 26).

Disable Device: Trap (DC 31, 2d4 rounds); Trigger

(DC 26, 2d4 rounds)

Touch (gem)

The affected character can do noth-
ing until he or she finds a corner in this
perfectly round room. Once a corner
has been found, then the character is
released from the geas and may take
the ruby without penalty.

None (gem functions until a character
breaks the geas on it by finding a
corner)

8,00 gp (includes cost of 5,000 gp
gem)

Primary Trigger:
Primary Trap Effect:

Reset:

Cost:
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From Pat Mueller comes this trap, whose intriguing
construction should lead to the doom of many a delver.

The trap is a round room; entry is gained by a single
door set flush with the wall. In the center of the room, on
araised circular dais, is a glowing ruby of great worth and
obvious magical nature (5,000 gp value). Parading around
the perimeter of the room are characters of all kinds and
types. Each has a glazed, fixed expression and appears to
be searching hopelessly for something. Several show
signs of advanced malnutrition. There are a few dead
bodies sprawled on the floor, as well.

The magical gem places a geas upon anyone who
touches it (the spell is as the spell cast by a 15th-level
sorcerer). An affected character can do nothing until he
finds a corner... in this perfectly round room. Once a



corner is found, then the character is released from the
geas and may take the ruby without penalty.

The various beings wandering around the room are all
under the geas. Many have died (or are in the process of
doing so) during their fruitless quest. None (obviously)
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have discovered how to find the corner in a round room.
The solution is simple enough: By knocking a small
chunk out of the wall space (Hardness 5, 10 hp, Break
DC 23), a corner is formed — thus ending the geas.

But there’s no need to make it easy on the
delvers and flat-out tell them that....

Death of 1000 Slices

CR: 3
Type: Mechanical
Search: Trap (DC 22), Trigger (DC 22).

Disable Device: Trap (DC 20, 2d4 rounds); Trigger

(DC 20, 2d4 rounds)

Primary Trigger: Location (pressure plates on either
side of the daggers in the floor)

Primary Trap Effect:  Collapsing wall staples character to
it with spikes (+20 melee, 2d4
spikes, 1d4+2 each spike).

Bypass: Perhaps a hidden switch (Search
DC 20) keeps the trap from acti-
vating.

Reset: Automatic

Cost: 15,000 gp

Andy Beauchamp brings us this room of dan-
gerously positioned cutlery. This trap is so
obvious, it’s likely to claim many a life....

Two opposite walls in a square dungeon room
are covered from floor to ceiling with thou-
sands of sharp knives; the other two walls
contain doors. Running along the floor, from
one door to the other, is a row of knives. Run-
ning along the
ceiling, exactly
in line with the
daggers on the
floor, is a row of
swords.

As soon as a character ventures more than 10
feet inside the room, the trap is sprung. If he
has walked to either the right or the left of the
row of daggers, then the nearest wall folds over
onto the floor, mincing him horribly.

The only safe way to walk through this room
is to straddle the daggers. This will cause both
walls of knives to fall inward at the same time
jamming together above the character.

If you want to make this trap even more
deadly (a technique which I heartily approve),
grease the floor around the row of knives. Thus,
even if the delver avoids the walls, he might
still slip and fall on the knives! An even nastier
addition is to have a voice over announce, in
the voice of the party’s leader, “Hit the deck!”

I have often found that the key to catching
the cleverest of characters in a trap is to pro-
vide a trap that is very simple, and provide the
adventurers with the solution to it. They act
upon that information and, well, see the next
trap as an example.
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The Ceiling Trap

DD

CR: 10

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 20).

Disable Device: Trap (DC 25, 2d4 rounds); Trigger

(DC 25, 2d4 rounds)

Primary Trigger: Touch (opening either door)

Primary Trap Effect:  Crushing ceiling (no attack roll
needed; 16d6, crush); multiple
characters in either center of room
or on each side of room depending
on which door is touched.)

Bypass: Perhaps a hidden switch (Search
DC 20) keeps the trap from acti-
vating.

Reset: Automatic

Cost: 25,000 gp

Ted Rassieur offers this trap. The room it is
placed in is a normal room with one centrally-
placed door in each of the east and west walls. The
doors are placed directly across the room from
each other, and the room is devoid of any furnish-
ings.

When the east door is opened — both doors
open out of the room — the ceiling area between
the two doors slams down. It should be quite clear
to the delvers that if they had been inside the
room and opening the door, they would have been
squashed. The ceiling then retracts after ten sec-
onds.

When the west door is opened, the ceiling ev-
erywhere except between the two doors smashes
down. What usually happens is that characters
who enter through the east door stand out of the
way to open the west door. By the same token,

Area stamped
when west
door is opened

Area stamped
when east
door is opened
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characters entering from the west know better
than to stand away from the east door when they
open it. Simple, but deadly....

Let Me At ’Em

CR: 10
Type: Mechanical
Search: Trap (DC 25), Trigger (DC 25).

Disable Device: Trap (DC 25, 2d4 rounds); Trigger

(DC 25, 2d4 rounds)

Primary Trigger: Touch (releasing the button behind
the bound man)

Primary Trap Effect: ~ Crushing wall (no attack roll needed;
18d6, crush; multiple targets[all crea-
tures] in room)

Reset: Automatic (wall resets in 2 rounds)

Cost: 30,000 gp

Mike Stackpole has retreaded a concept by Matt
Nadelhaft to create this trap. All you have to get the
characters to do is push the button....
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The adventurers enter a small, dingy room through a
door in the west wall. The north wall has a very strong-
looking man bound to it by a steel band around his
middle. As the adventurers enter the room, the captive
taunts them with cries of “You sissies, I'll rip yer throats
out. I'll smash ya all. I'll kill ya. I dare ya to release me;
you ain’t so tough.” The south wall has a red button on
it labeled “Release.”

At the captive’s back, within the band, is a button
that his body keeps pressed in. If the release button is hit,
the man is teleported away. This releases the button and
allows the north wall to slam into the south wall. If the
man has been killed, his body drops from the steel band
— if the release button is pushed — accomplishing the
same thing. A grim application of the “deadman switch”
principle....



——_— TR e N

The Better Mousetrap
o2

7
Type: Mechanical
Search: Trap (DC5 [fairly obvious]), Trigger (DC 25).

Disable Device: Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)
Touch (the cheese loaded in the trap)
If the snapping bar hits a character it deals
4d6 pointsof damageimmediatelyand 1d6
points of damage eachround the character
remainspinned. ThebarrequiresaStrength
check (DC 30) to move. The snap-bar also
triggers the secondary effect of the trap.
Location (pressure plate on edge
of mousetrap). Only the snap-bar
can release it. Characters standing
on it will not trigger it.
our cages spring open to release
four dire lions (see dire lions in the
MM).
Manual

16,500 gp

Primary Trigger:
Primary Trap Effect:

Secondary Trigger:

Secondary Effect:

Reset:
Cost:

This trap could only have been born in the mind
of Brandon Corey, and many adventurers will wish
it had been stillborn. A huge mousetrap stands in

SECTION ONE: ROOM TRAPS

a room laid out in the shape of an L. The spring is
the size of a man’s thigh, and the bar that would
break the neck of a mouse is fully 3 feet wide and
2 inches thick. On the trigger rests a pound of
cheddar cheese that radiates good magic. The L-
shape of the room is so that the characters cannot
initially see what they are going to confront. No
character with any sense would enter a room with
that big trap.

Triggering the trap is simple: just toy with the
cheese. As the bar snaps down, which it does when
the bait is removed, it hits a pressure plate at its
impact point. This activates the release catch on
the doors to cages containing several big cats
(lions, tigers, catamounts, and such).

As the characters examine the cheese, they note that
the center of it contains a cat’s eye gem (500 gp value).
The magic is coming from the gem and attracts cats to
the character with the gem. Of course, the cats will only
wish to play with this character, and the game they seem
to favor is ambush.

Just as an added surprise, you might have the charac-
ters meet the huge mice the trap was set for originally....

Kiss of Death

DD

CR: 4

Type: Mechanical

Search: Trap (DC 25), Trigger (DC 25).

Disable Device: Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)
Touch

Longsword blade springs out and
hits victim in face or throat area
(+20 melee, 1d8 plus automatic coup
de grace attack)

Primary Trigger:
Primary Trap Effect:

Primary Save: Reflex (DC 20) to avoid longsword
and Fortitude (DC 10 + damage
dealt) or die.

Reset: Automatic

Cost: 18,000 gp

Brandon Corey designed this trap, which turns the joy of
anticipation into the sour taste of reality with frightening swiftness.
The trap needs to be presented with a bit of
preparation and is best served if the characters
must ferret out information about it from many
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and varied sources; make it a mystery. The basic
rumor to be presented is that if the characters
perform a certain ritual and kiss the Statue of the
Goddess of Love at a nearby temple, they will
become immune to swords and fear. Details of the
ritual should be difficult to uncover, but they all
should be available to the characters by some
means or another.

The statue they must kiss is a huge head mounted
on the wall of the temple, behind the main altar.
The breadth of the lips must be easily as wide as a
normal human head. The head and face are carven
from unblemished white marble and are that of a
woman who is inhumanly beautiful. The head
radiates functional magic.

If the character attempting to gain the boon has
completed the ritual correctly and kisses her on
the lips, the boon is granted. Each DM must modify
the promise to fit the reality of the campaign world
being used.

If, however, the character failed some portion of
the ritual or kisses a part of the statue other than
the lips, the lips will part and a sword blade will
lick out like a serpent’s tongue. Anyone kissing
the lips of the statue should be hit in the face and
probably killed instantly. Characters kissing an-
other part of the face would take the sword in the
portion of the body at mouth level. The strange
thing is, for those who complete the ritual and for
those who blow it, the promise is kept.

Shock Treatment

DD

CR: 4

Type: Combination (Magical [lightning

bolt] and Mechanical)

Trap (DC 28), Trigger (DC 28).
Trap (DC 28, 2d4 rounds); Trigger
(DC 28, 2d4 rounds)

Search:
Disable Device:

Primary Trigger: Location (pressure plates in bot-
tom of fountain)
Primary Trap Effect:  Spear hits character on pressure

plate (+5 melee, 1d8 damage)
Secondary Trap Effect: Location (in water)
Primary Trap Effect:  Spear discharges electricity in wa-
ter and deals 5d6 points of
electricity damage to those in wa-
ter or to those attempting to scrape
gold from statue
Automatic (spear resets after 3
rounds), no reset for lightning
bolt (spell must be cast again) 4
Cost: 25,000 gp

Reset:

This next little number is certain to surprise
characters who believe themselves to be careful.
Chris Andrews, the designer of this trap, has a
knack for providing a new twist upon ordinary
situations.

The adventurers find
aroom with a fifteen-
foot diameter
fountain in the
center. The foun-
tain features
small jets of wa-
ter from a stone
pedestal in the
center of the
fountain.@®
Upon the ped-

estal stands a beautiful figure bearing a twelve-
foot long spear in an upraised hand. The statue is
made of gold-plated steel, and a seam can be seen
at the shoulder of the spear arm, as if the arm
might be able to move down in a windmill action.
The spear point is ten feet above the water level.
The water is not poisonous, and the bottom of the
fountain is dotted with treasure.

The adventurers will try to avoid the
spear arm, fearing astab in the back as they
gather treasure. Indeed, standing upon
one of the many pressure plates in the
base of the fountain basin will cause the
arm to fall, and only the clumsiest of
characters will be hit with the spear.
If the spear hits no one, it will dip
into the water. This is when the
large charge of electricity run-
ning through it will discharge
into the water and any delvers
in it as well... A similar thing
will happen to the witless
soul who tries to scrape the

\ gold from the statue.
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The Peerless Pillar Room

D2

CR: 2 (or higher, much higher)

Type: Combination (Magical or Mechanical
or both)

Search: Trap (DC 20); Trigger (DC 25)

Disable Device: Trap (DC 15, 1d4 rounds each pillar)

Trigger: Touch (Steppingonor hittingatrapped
pillar)

Trap Effect: Varies depending on the evilness of
the DM, see below

Reset: Repair (broken pillars must be re-
placed)

Cost: 2,000 gp or higher

Occasionally I’m sent a trap by someone passing
himself off as “merely human.” But [ can tell a
trollish design when I see one. That was the case
with this room trap, submitted by a troll-kin mas-
querading under the nom de plume of Mad Roy
Cram. Blood will out.

The room of pillars is meant to hamper tomb
robbers, and it is well to locate it in a tomb because
the survival rate of the robbers is not going to be
very high. The room is large and deep, featuring
five rows of five pillars in each row. The pillars are
30 feet high, at least, and only the cut-away tops

SECTION ONE: ROOM TRAPS

are at the party’s level. The pillars that rise from
shadow-shrouded depths are each three feet in
diameter; there are four feet between each pillar
and its closest neighbors. The pillars are polished
and greased, so climbing or clinging to them is
impossible. There are no exits from this room at
the level of the pillars’ bases, but there are seven
doors around the room at the same level as the tops
of the pillars. While every door has a 24-inch wide
ledge before it, only one door leads deeper into the
complex.

The appropriate task of jumping from one pillar-
top to the next might seem simple. It is not. Any
character in heavy armor will have difficulty with
his or her momentum, and could tumble off the
edge of any pillar if unlucky or clumsy. That,
however, is likely to be the least of the possible
problems. Roy has provided a sample of traps for
the individual pillars, and with such inspiration,
more can surely be invented as needed.

One pillar is made of fragile material that will
crumble under 75 pounds of weight. A long fall.
Another pillar, slightly similar, is hollow; its plas-
ter top will break through with the sudden weight
of a jumping character. The kicker to that pillar is
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that the solid circumference of the pillar is metal,
with a sharpened edge to sever ropes and quick
fingers. Another pillar actually extends all the
way to the ceiling — it just doesn’t look it. Glass
or a magically invisible wall will correct the as-
sumptions of the character who “jumped to his
conclusion.” Another surprise in store is the pillar
with a top that has been well greased. My favorite
of all is the two-pillar trap: playing “follow the
leader” is deadly when jumping on one pillar sends
the last one flying up into the ceiling, provided
there’s at least 75 pounds worth of delver standing
on it.

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

From the sample pillars given above the follow-
ing can be used:

Crumbling Pillar: Breaks under 75 pounds or
more of weight. Creature on pillar falls 30 feet or
more to floor (or whatever) below. The creatures
takes 1d6 points of falling damage each 10 feet
fallen.

Hollow Pillar: Plaster top breaks and character
falls into pillar. A Reflex save (DC 20) allows the
character to grasp the edge of the pillar where he

immediately takes 1d4 points of damage from the
serrated and sharpened edges. The damage contin-
ues each round the character holds the pillar.
Dropping into pillar not only traps character there,
but he suffers 1d6 points of falling damage for each
10 feet fallen.

Illusory Pillar: The pillar extends to the ceiling
but is magically (illusions) or mechanically (mir-
rors) made to look like it does not. Jumping “on to”
the pillar results in 1d4 points of damage as the
character connects with the very solid and real
pillar. He also suffers 1d6 points of falling damage
per 10 feet fallen as he plummets into the darkness
below.

Greased Pillar: Character landing on pillar must
succeed at a Reflex save (DC 20) or slip and fall off
the edge of the pillar suffering 1d6 points of dam-
age per 10 feet fallen.

“Follow the Leader” Pillar: After exiting a pillar the
next creature weighing at least 75 pounds that steps on
it is thrust straight up into the ceiling and takes 6d6
points of damage. Of course when the pillar resets (im-
mediately) the character falls and suffers 1d6 points of
damage per 10 feet fallen (don’t forget this guy is falling
from the ceiling to the floor rather than from the pillar
to the floor, so more damage!)

Music To My Ears

CR: 2
Type: Magical
Search: Trap (DC 22), Trigger (DC 20)
Disable Device: Trap (DC 20, 2d4 rounds)
Primary Trigger: Event (playing the lute)
Primary Trap Effect: A thunderous series of gongs
deafens all within the room (as
the blindness/deafness spell)
for 1 hour. Also, all random/
wanderingmonsterencoun- . [§
terchancesaredoubled(and |
immediately make a roll for
wandering monsters).
Bypass: Don’t play the
lute!
Reset: Repair (if the lute
is damaged)
Cost: 1,000 gp

Some adventurers make outra-
geous claims as to their main
profession — they don’t loot
tombs and slay troglodytes, they’re
musicians. Todd Miller has de-
signed a room trap that snares
these would-be minstrels with a

catchy special effect, and the re-
sult is Music To My Ears.

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

One good strum across the platinum strings by
the arrogant bardling, and the acoustics of the
carefully-designed room will make him wish he’d
never twanged a note of music in his life! “In tune”
with the lute, the walls of the room amplify and

SECTION ONE: ROOM TRAPS

distort the sound, creating vibrations that sound
like hundreds of gongs resounding on either side of
one’s head. It will be several minutes before the
lute’s last reverberations die away. At that point
not only will all the adventurers in the room be
temporarily deafened, but all the tunnel inhabit-
ants will know exactly where to find easy pickings.
What else is the dinner gong for?

Wimp’s Revenge

> D)

CR: 2 (or higher)
Type: Mechanical
Search:

Trap (DC 20), Primary Trigger (DC
20)

Disable Device: Trap (DC 20, 2d4 rounds), Trigger
(DC 20, 2d4 rounds)

Touch (the chest)

Dais rotates and shuts the chest and
the creature touching the chest in an-
other room whilst revealing what was
on the other side of the rotating wall.
Don’t touch the chest or perhaps a
hidden switch (Search DC 25)
doesn’t allow the wall to rotate.
Automatic or Manual (a hidden
switch allows the wall to rotate per-
haps; Search DC 20)

2,000 gp or higher

Primary Trigger:
Primary Trap Effect:

Bypass:

Reset:

Cost:

With this trap, Chris Alexander reminds us that not
all who wear the title “hero” deserve it. Too often a
smaller, weaker character (even stupider than his tor-
menter) is bullied into taking risks for which the
“hero” takes the credit — and the goodies.

A 15-foot long corridor comes to an end in an open
doorway that leads into a large room. The
room is bare except for a large, ornate,

enticing chest on a raised dais against the far wall.

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

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

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

What about the wimp and the chest? If you're the kind
~ hearted (fie!), putsome legitimate trea-
sure in the chest. However, an easy
exit from the dungeon, even empty-
handed, would probably be best.

It is really up to the DM as to
what is actually located on the
other side of the rotating wall. If
using explosives, allow the explo-
sives one round after the wall
rotates before they detonate. At

detonation, the explosives deal

4d6 points of
? damage to all
*  within a 30-
foot spread.. If
an ogre with a
big club is
chosen, see

the MM.
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Sauna

CR: 5

Type: Combination (Magical
[ waterbreathing] and Mechanical)

Search: Trap (DC 21), Primary Trigger (DC 25)

Disable Device: Trap(DC 25, 2d4 rounds), Trigger (DC
25, 2d4 rounds)

Primary Trigger: Touch (touching water)

Primary Trap Effect: Bestows waterbreathing on character
for next 15 minutes.

Secondary Trigger: Timed (10 minutes after first character

enters pool)

Secondary Trap Effect: Water begins freezing, dealing 1d6 points
of cold damage each round to any char-
acter in water.

Reset: Automatic (after 1 hour, the sauna re-
sets itself)
Cost: 15,000 gp

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

This room trap could be a deceitful shelter in artic
wastes or simply a magical room in a cold, dank dungeon.
The adventurers discover an elegant public-style bath,
about 10 feet across and a full 20 feet deep. It is heated to
just the right temperature by an underground hot spring.
Anyone entering the water will shortly discover two
things: while they are in the water they are gifted with
the ability to breathe water (wouldn’t want any acciden-
tal drownings here, would we?); and on the bottom of the
pool they can find scattered coins, gems, weapons or
whatever treasure you see fit. A very observant swimmer
might notice there is no wood, cloth, bones or other
organic material — just glass, stone, or metal. Delvers
may also notice small, helpless snails throughout the
pool, busily cleaning algae growing in the tepid waters.

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

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

Right. For another five minutes.

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

If some party members remain outside they can work at
chopping or burning a hole in the ice with some hellacious
spell. The ice has Hardness O and 24 hp, though the ice gains
3 hp every round as the water quickly freezes. But unless the
spell or the ice chopper is powerful, it'll take time. And time
is something the swimmers are notably short on.

If the worst occurs, the snails will clean up afterward.
Theywon’tget everything, though, because even the most
voracious snail has no taste for metal, stone or glass...

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

If this room (in its basic form) is located deep inside a
monster-populated dungeon, and you're seeing to the
monsters’ health and welfare, dispense with the snails.
Stack some fishing poles, gaffing hooks, and large spoons
nearby. Several hours after the delvers have “investi-
gated” this room — or whenever feeding time rolls
around — turn the hot springs back up to “simmer” and

provide your chilly mon-

sters with a good hot
meal... soup is
good food!
Come ‘ngetit!

Hmm...kills
delversand cuts
costs. Brilliant!




The Danger Room

CR:
Type:
Search:

Disable Device:

Primary Trigger:
Secondary Trigger:

Primary Trap Effect:
Area of Effect:

Secondary Trap Effect:

Secondary Save:

10

Mechanical

Trap (DC 20), Trigger (DC 20),
Secondary Trigger (DC 35).

Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds); secondary
trigger (DC 25, 2d4 rounds)

Location (pressure plate located by
main door to chamber)

Location (pressure plate located un-
derneath the treasure chest)

+15 ranged (1d8 [x 1d3], multiple
spears); each creature in a 5-foot
square is subjected to 1d3 spears.
Creatures in a 5-foot by 40-foot
areain front of the spears; crushing
trap affects any creature in any
square adjacent to the treasure
chest.

No attack roll needed; 15,000
pound lead weight drops from ceil-
ing (16d6, crush); multiple targets
in a 5-foot area around the trea-
sure chest.

Reflex (DC 30) avoids

_.___._.}\._‘
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Tertiary Trap Effect:

Area of Effect:

+15 ranged (1d8, multiple spears);
each creature in a 5-foot square is
subjected to 1d3 spears.
Creaturesina5-foot by 40-foot area
in front of the spears; crushing trap
affects any creature in any square
adjacent to the treasure chest.

Quaternary Trap Effect:Flame gout released by pressure plate

Bypass:

Circumstance Bonuses:

Reset:

Cost:

(under the treasure chest) when the
crushing block falls melts the wax
facade on the wall opposite. This im-
mediately releases a swarm of wasps
(see below). Should any creature be
in the path of the flames, they take
1d6 points of fire damage and must
make a Reflex save (DC 15) to avoid
catching fire.

There is no bypass for this trap,
other than avoiding the pressure
plate in front of the door.

Placing ashield over the spear holes
grants total cover against the spear
attacks.

Manual reset for spears, jam, and
wasps; Automatic reset for crush-
ing block.

80,000 gp
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Brian Lawton identifies himself both as
“Thorgrim Ghastlybeard” and the “Homicidal
Bugbear of the Year” when introducing his submis-
sion. I'm afraid there is nothing I can do for you,
Brian. Perhaps having your trap published will
bring you great fame in your native land of Scot-
land, and help you raise funds to purchase the
spare parts your head requires.

Brian calls this trap The Danger Room, a title
with which [ have no problem. It wouldn’t do to
call this “The Rumpus Room,” or “The Dining
Room,” or whatever-Brian’s title is understated,
but it works. What it is, Brian.

As with so many room traps, this place screams
“trap” to anyone with half a brain in their skull,
which means most delvers will blunder right into
it. Characters are presented with a room contain-
ing the ubiquitous treasure chest. Observant
individuals will notice rows of holes on the walls
directly behind and to the right of the treasure.

The fur begins to fly when a pressure plate located just
inside the door is activated. A shower of spears then flies
from the upper row of holes opposite the door. A standard
dungeon delver drop drill will dodge the spears, but the
characters aren’t out of the woods yet. When the spears hit
the wall surrounding the door through which the charac-

ters entered the room, a concealed 15,000-pound lead
weight is released to crash through the ceiling and land on
the treasure chest (and maybe on a greedy delver or two).
Simultaneously, a second volley of spears is released from
the lower row of holes, which should upset anyone who
avoided the first volley by dropping to the ground.

Brian’s not done. The lead weight oh-so-subtly
triggers yet another pressure plate, causing great
gorps of raspberry jam to eject from holes on the
left wall... the room should shortly be sticky with
the stuff. This is followed by gouts of flame also
issued from the left wall, the purpose of which is to
melt the wax facade on the right wall — behind
which is a tank of killer wasps.

Thus speared, crushed, gorped, and stung, the
characters should be about done. Brian suggests
that if anyone survives this treatment, they find
the treasure consists of a single gold coin guarded
by something small and gruesome and toothy.
Those Scots are crabby, aren’t they?

Basically, if you want to off your players, use this
trap. It serves that purpose very well.

Killer Wasps (200): AC 14, sting for 1 point
of damage per round; each attack against the
wasps kills a number of wasps equal to the
damage dealt.

ThiefSquasher

CR: 8
Type: Mechanical
Search: Trap (DC 20), Trigger (DC 25).

Disable Device: Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)
Touch (the chest)

No attack roll needed; crushing wall
(moves5feet perround; 16d6; crush);
multiple targets in room.

Touch (opening the South door)

No attack roll needed; spring-loaded
door sends creature intomovingNorth
wall (1d6 per 10 feet traveled).

The bypass to this trap is to either
avoid touching the chest or to step
through the secret door in the North
wall once the wall section begins mov-
ing.

Automatic; once theNorth walltouches
the south wall (remember it moves 5
feet per round), it operatesinreverse
and moves 5 feet in the opposite di-
rection until it reaches its original
starting point; at the same time the
chest rises from the floor and resets
itself.

Cost: 27,000 gp

Primary Trigger:
Primary Trap Effect:

Secondary Trigger:
Secondary Trap Effect:

Bypass:

Reset:
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Anyway, dying is easy. Escaping from a trap is
hard. Chris Herborth’s Thief Squasher is an old
fashioned type of trap. This is a rectangular room
containing a treasure chest. The party enters
through the door in the west wall, while a similar
door in the south wall promises escape. Inspection
will reveal the south door is locked, however, as is
the treasure chest. Especially sharp characters
might locate the secret door in the north wall, but
will find that it opens onto a blank wall — there is
not room or corridor beyond.

The fun starts when someone tampers with the
chest. First, audible clicks will be heard from the
west and south doors. The west door is now locked,
while the south door is unlocked. Next, the trea-
sure chest slowly sinks into the floor. The chest is
itself made of solid wood, so there’s not way some-
one can open the chest and hide inside.
Simultaneously, the north wall begins to ever so
slowly inch toward will drop all the way into the
floor seconds before the wall passes above, mean-
ing there’s no chance the characters can use the
chest to somehow jam the approaching wall.

Opening the south door just makes things worse.
The entire door is in fact a spring-loaded ram that
will pulp anyone trying to open it against the
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approaching north wall. The only way to escape is
through the secret door in the north wall, which
itself now no longer backs up against a wall.

Once through the secret door, the party will
notice two things. First, the treasure chest has
risen from the pit to resume its original position.
Second, the secret door is one of the one-way
variety — characters can pass through it from the
south, but it doesn’t exist at all from the north.
Observant characters will also note the west door
is once again unlocked.

If the party wants to leave now, they are free to
do so. I know it hurts to let them get away, but
there are lots of fools in the sea, and you’ll have
another chance to get them if your dungeon is
worthy of the name. If, however, the party gets

greedy, and tries to mess once more with the
treasure chest they already know is a trigger, then
they deserve what next.

No proper trap is without a means of resetting
itself. After pressing against the south wall (and
thus resetting the ram in the south wall, if it was
sprung), the screw powering the north wall will
operate in reverse after someone mucks with the
chest. The treasure chest will once again sink into
the ground to allow the wall to pass above, but this
time there is no escape. Without the secret door to
scuttle through, the party will be crushed to death
by the north wall as it returns to its original
position. Try this one and see if you don’t agree a
trap is all the more insidious when it offers a whiff
of freedom, then takes it away again.
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Permanent Rope Burn

CR:

Type:
Search:

Disable Device:
Primary Trigger:

Primary Trap Effect:

Area of Effect:

Bypass:

Circumstance Bonuses:

Reset:

Cost:

Andrew Bander offers this trap as a
means to foil would-be Tarzans in any
dungeon party. Place a room or chasm
placed somewhere in your dungeon
athwart the likely line of advance. Hang-
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2
Mechanical
Trap (DC 20), Trigger (no trigger

detection)
Trap (DC 20, 2d4 rounds)

Touch (grabbing the rope releases

the barbs)

Noattackroll necessary; multiple barbs
deal damage to creature touching the
rope (1d4 barbs each character, 1d4
each barb). Each round the PC holds on
to the rope he suffers additional dam-
age. A Fortitude save (DC 10 +
cumulative damage inflicted) isrequired
to continue holding onto the rope. Re-
gardless of the amount of damage taken,
the PC is treated as having suffered
damagetohishandsasdetailedin “Vari-
ant: Damage to Specific Areas,” as
detailed in Chapter 2 of the DMG.
Creature touching or

grabbing rope.
Avoiding the rope alto-
gether or perhaps
wrapping something
around the PC’s hands
avoids or reduces the
damage dealt by this
trap. Letting go
of the rope pre-
vents continued *
damage, but the
PC falls (which
brings its own
consequences)
APC that wraps
hishands in thick
cloth, leather, or
the like takes 1
point less dam-
age per barb. A
creature wear-
ing metal
gauntlets or the
like suffers only
half  damage
from the barbs.
Repair; must cover the
barbs in thin rope or else
the SearchDCisreduced
by one-half.

1,600 gp

ing over the abyss is a rope. The most obvious way
to cross the chasm is to leap out and grab the rope,
but those who do are in for a nasty surprise. The
rope is in fact tightly wound around a barbed steel
cable. The barbs stick up at a 90-degree angle, and
the rope sheath surrounding the cable is very loose
and thin. The results for anyone trying to hang
onto this horrible thing should be obvious. If this
trap is placed in a sufficiently dark location, you
may not even need to disguise the cable. From a
distance, it will be impossible to spot the barbs
until it is too late.

Of course, you can let go of the rope at any time.
But that means the character falls to the floor
below. We leave it up to your individual cruelty to
determine how nasty a fall that is and what par-
ticular beastie might be residing there in the
darkness....




The Sands of Time

CR: 5
Type: Mechanical
Search: Trap (DC 25), Trigger (DC 25)

Disable Device: Trap (DC 30, 2d4 rounds); Trigger

(DC 20; 2d4 rounds)

Primary Trigger: Touch (pulling the rope in the sec-
ond chamber)

Primary Trap Effect:  No attack roll needed; sand fills the
lower chamber in 4 rounds and suf-
focates those in it (see Suffocation
in the DMG).

Area of Effect: All within the second chamber.

Bypass: Don’t pull the rope!

Reset: Repair (someone has to get all the
sand back up into the first cham-
ber).

Cost: 17,500 gp

This trap, by Joseph Yeager, is a classy room
trap that properly foreshadows what will hap-
pen to anyone caught in its deadly embrace.

The trap is a two-story room entered from the
top through a trap door. The floor of the upper
room is filled with fine sand, and should seem
slippery and treacherous enough to make the party
feel this sand is in fact the entire
trap. Perceptive characters may
notice this chamber is shaped
something like the inside of a bell,
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but with the floor of the chamber covered in sand,
the exact dimensions are impossible to determine.
A careful search will reveal a secret door at ground
level, behind which is a slick slide spiraling down.
Anyone traveling down this slide will be disori-
ented, and should have a hard time determining
exactly where they end up. In fact, the slide lets
out into a dark bell shaped room directly beneath
the first — a room that form the lower half of a
huge hourglass. The only feature of this room is a
rope hanging from a cork in the ceiling. Pulling
the rope frees the cork, and permits sand from the
room above to flow into the lower chamber, suffo-
cating anyone within.

While this may at first seem a painfully obvious
trap, remember tumbling down the slide will dis-
orient most characters, and few will understand
they are in fact directly beneath the sandy room.
Furthermore, never underestimate a delver’s curi-
osity. Someone is bound to pull on the rope, even
if only to see what it does.

Note: The Search DC to find the secret door is
DC 15 (it is supposed to be found in order to spring
the trap). Sliding down the slide disorients a crea-
ture for 1d3 rounds (-1 to attack rolls, saves, and
checks).
Creatures
standing in
the top cham-
ber when the
rope is pulled
begin sinking
in the sand
and must hold their breath or
begin taking suffocation dam-
age. When a creature falls
through to the second cham-
ber it suffers 2d6 points of
damage from the fall.
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Free Fall Room

CR: 1
Type: Mechanical
Search: Trap (DC 20), Trigger (DC 22)

Trap (DC 30, 2d4 rounds); Trigger
(DC 15, 1d4 rounds)

Disable Device:

Primary Trigger: imed (after 1 minute, the door slams
shut)

Primary Trap Effect: No attack roll needed; the room drops
to a random level in the dungeon.

Bypass: Keeping the door from shutting pre-
vents this trap from triggering.

Reset: Automatic (after 5 minutes the room
resets itself)

Cost: 2,000 gp

Jersey Turnpike’s Free Fall Room is one of those
wimpy traps that plays hob with map-making at-
tempts and disorients delvers, when it really should
be busy breaking heads. To each his own.

The party finds a normal dungeon room at the
end of a featureless corridor. Within the room is a
sign reading, “Warning! Room subject to periodic
bouts of anti-gravity!” The floor is heavily padded,
and the walls are supplied with a number of

handholds. Padding and handholds? What is this,
Jersey, a filthy pleasure cruise?! I bet you sanded
all the corners off your table when your baby sister
started to walk, too.

Anyway, the “action” in this place is something
as follows. Sensible delvers will either flee the
room altogether or ready themselves for a bout of
“anti-gravity.” Sure enough, within a few minutes
the door to this room slams shut, and the entire
room drops down a shaft to the next level of the
dungeon, although to delvers isolated in the room
it may very well seem that gravity has abruptly
gone away.

Put away any images you may cherish of eleva-
tors plummeting out of control. Mr. Turnpike,
weenie that he is, has even designed a shock ab-
sorbing spring for the bottom of the drop shaft to
cushion the room’s fall. The delvers are now free
to leave the room through a corridor every bit as
featureless as the one through which they entered,
although they will now unknowingly find them-
selves on a new dungeon level.
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Cyclone the Deadly May-Pole

DD

CR:

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 20)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger
(DC 25, 2d4 rounds); jamming the
door prevents the maypole fromris-
ing from the floor.

Timed (door slams shut as soon as
someone enters the room)
Spinning weights (+15 melee, 1d8
damage, spinning weight); multiple
weights. After 5 rounds, the cen-
trifugal force lifts the weights above
the PC’s heads; no further attacks.
No trigger; automatic (spinning
maypole and weights ignite the olil
that gets dumped in the room)
Secondary Trap Effect: No attack roll needed; weights cre-
ate sparks that ignite oil that has
been dumped into room. Each crea-
ture in the room must succeed at a
Reflex save to avoid catching fire
(see Catching on fire in the DMG).
Reflex save (DC 15) to avoid catch-
ing on fire.

Don’t enter the room!

Automatic (after 10 minutes, the oil
drains from the room and the may-
pole and weights sink back
into the floor ready to
go again).

7.000 gp

Primary Trigger:

Primary Trap Effect:

Secondary Trigger:

Secondary Save:

Bypass:
Reset:

Cost:

P

Molly Ringworm has insom-
nia, and one night when she
was unable to sleep she con-
ceived of this trap. Some of the
best traps flow directly from the
subconscious when the mind
hovers between dreams and
waking, as this design clearly
attests.

A tall circular room is accessed through one or
more corridors. The floor is vaguely slippery, as if
oil has recently been spilled on the flagstones.
High up on each wall are continuous bands of
black stone that look something like flint. The
bands are regularly spaced and run all the way
around the room as they march toward the ceiling.
There appears to be some sort of circular depres-
sion directly in the center of the floor.

When anyone enters the room, all the doors slam
shut and lock. A tall maypole then rises from the
circular depression mentioned above. Hanging from
the maypole at several different levels are long
chains, at the end of which are heavy steel weights.

No sooner do the characters take all this in than
the maypole beings to rotate. Centrifugal force
causes the steel weights to fly up and away from the
maypole, and in short order the chains and weights
are whirling around the room perpendicular to the
pole. Unless the party hits the deck in a hurry,
someone is going to lose their head.

When the maypole reaches its top speed, the steel
weights are brought level with the multiple bands
of flint running around the room. Great showers of

sparks appear where the weights

strike the flint. Then, just
when things seemingly
can’t get any worse, flam-
mable oil begins to gush
from the top of the
maypole, showering
everyone and every-
thing in the room.
Combine the oil
with the sparks and
the lethal motion of
the steel weights,
and you have a May

Day celebration to
remember!

-----
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The Kareem Abdul-Jabbar Memorial Sky Hook Trap

CR: 3
Type: Mechanical
Search: Trap (DC 22), Trigger (DC 20)

Disable Device: Trap (DC 22, 2d4 rounds); Trigger

(DC 20, 2d4 rounds)

Primary Trigger: Touch (the doorknob to exit the
room springs the trap)

Primary Trap Effect:  No attack roll needed; creature in
front of door is tossed 50 feet into
net across the room; 5d6 points of
damage (2d4 if victim stays calm
and recognizes that the skyhook isa
gentle shot).

Area of Effect: Creature standing in 5-foot space
directly in front of door.

Primary Save: Reflexsave (DC 20) halves the dam-
age.

Reset: Automatic

Cost: 3 ,000 gp

This trap by Molly Ringworm is kind of a weak
design, but it is dedicated to one of my all-time
favorite humans, and thus deserves a place in my
book. Most dungeons already have a gymnasium in
the lower levels, so it shouldn’t be hard to include
this well-deserved tribute somewhere in your tun-
nel complex.

This room trap
takes the form
of a basketball
court com-
pletely filling a

After the game, any delver trying to exit the
room via the door opposite that through which he
entered is in for a rude surprise. Turning the door-
knob triggers a spring-loaded arm hidden beneath
the floor. The arm will quickly shoot from the
floor, gently catch the delver in the palm of its
mechanical “hand,” and launch its victim toward
the basketball net on the far side of the gym. The
hand is painted gleaming gold and has the cryptic
number “33” inscribed in the palm.

Anyone who has ever seen Kareem shoot the Skyhook
knows it is the most gentle of shots, and if the character
doesn’t panic he’ll land on the basketball rim with
minimal damage (or even pass all the way through, if he’s
tiny enough). Most characters will thrash about as they
fly through the air, however, which will lead to a painful
encounter with the backboard. If your victims complain
about their treatment at the hands of this trap, you can
always threaten them with the Wilt Chamberlain Me-
morial model — the one that reproduces Wilt’s powerful
slam dunk from the night he scored 100 points in a single
game or perhaps the Shaquille O’Neal Free-throw model,
which causes substantially more damage (and then flees
to another mysterious plane known as “Miami”).

room. Door ac-
cess the court
through walls
directly under
each basket.
There is noth-
ing dangerous
about the
court. If you
like, roll out a
ball and let the
delvers shoot
some  hoop...
maybe even some full court action with a squad of
giants is in order.
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CR: 10

Type: Mechanical :
Search: Trap (DC 25), Trigger (DC 25)

Disable Device: Trap (DC 30, 4d4 rounds); }

Trigger (DC 25), 2d4 rounds)
Location (pressure plate on
other side of depressioninfloor)
No attack roll needed; crushing ]
weight dropsfromceiling (16d6,
crush); multiple targetsina10- |
foot by 10-foot area. 3
Whirling fanblades (+25 melee, - b=
8d6 damage, crit 19-20/x2)
Noattack rollneeded:; room fills
completely with water in 6 7
rounds. ]
The water is filled with piranha.
They attack any living creature
that enters the water or re- :
mains in the water when it fills -
the room.
Opening the door on the far wall

Primary Trigger:

Primary Trap Effect:

Secondary Trap Effect:

Tertiary Trap Effect:

Quaternary Trap Effect:

Quinary Trigger:

. WATER [NFLOW

it

releasesthesodiumintothe wa- ‘Arrrmemmmrsev——

ter.
No attack roll needed; the sodium re-
acts with the water and results in a
violent explosion; 7d6 points of dam-
age to all those in the room.

Jamming the fanblades allows passage
through the blades. This does nothing
for the piranha, sodium, or crushing
ceiling block however.

Repair (floor and sodium); Automatic
(ceiling block rises after 1 hour; water
recedes after 1 hour)

50,000 gp

Quinary Trap Effect:

Bypass:

Reset:

Cost:

If you just want to punch the party members’
tickets, sink your teeth into this trap, by Chris
Hubbard. The trap is obvious from a distance, so if
the party gets wiped out they have only themselves
to blame.

Locate this trap at the end of any long corridor.
Just past the room’s threshold the party will see a

shallow trench in the floor.
On the far side of the trench is a trigger mechanism.
Stepping on the trigger causes a huge section of wall
to fall from the ceiling and settle into the trench,
crushing anyone standing there, and ensuring the
bulk of the party is not trapped in the room.

The room itself seems featureless save for asingle
treasure chest. Alert delvers might detect a faint
humming, as if a machine were operating near by.
The machine is in fact a huge fan blade that
whirled into motion when the trigger was acti-
vated.

The chest actually sits in the middle of a false
floor. The floor can be an illusion, but is less
expensive to build it from thin wood or cloth. The
chest is supported by a long column that reaches
down to the actual floor of this room. The column
is also the axle for the fan blade, which whirls
about just beneath the false floor.
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Anyone entering the room is bound to make this
discovery first hand, and in the most painful way
possible. After a delver or two has been diced by
the blade, everyone will turn their attention to
escaping this awful place. There’s no getting past
that big wall behind them, so the only exit will
prove to be a door in the wall across the room...
and on the far side of the fan blade.

Anyone waiting around long enough learn the bottom of
thisroom isactuallyfilled with water, and that the water level
isrising. The water should be near the level of the chest about
the time someone figures how to jam the fan and make it safe
to swim across the room.

Safe, that is, provided the predatory fish in the water
pose no threat to whoever has to swim across to the door.

And even if someone should make it to the door, all
they’ll find behind it is a chute full of sodium, which will

produce an explosive chemical reaction when it hits the
water. After the flood, there should be little left of the
party, and all you need to do is replace the false floor to
make this trap ready for the next batch of suckers.
Piranha (10): CR 1/4; SZF Animal; HD 1/2d8; hp 2;
Init +2; Spd swim 30 ft.; AC 20 (+8 size, +2 Dex), touch
20, flat-footed 18; BAB/Grap +0/-18; Atk +10 melee
(1d2-2, bite); SA frenzy; SQ low-light vision, keen
scent; AL N; SV Fort +0, Ref +2, Will +1; Str 6, Dex 15,
Con 10, Int 1, Wis 12, Cha 2.
Skills: Listen +6, Spot +6. Feats: Weapon Finesse (bite).
SA—Frenzy (Ex): Ifapiranha detects blood in the water,
it and all other piranhas within a 90-foot radius go into a
frenzy gaining a +2 bonus to attack rolls for 10 rounds.
SQ—Keen Scent (Ex) : A piranha can notice creatures
by scent in a 90-foot radius and detect blood in the water
at ranges of up to 500 feet.

The Lighthouse Gem

CR: 3

Type: Combination (Mechanical and Magi-
cal)

Search: Trap (DC 20)

Disable Device: Trap (no disable DC, light must be
blocked from touching creature or
gem must be removed from light,
i.e., knocked or removed from ped-

estal)

Primary Trigger: Location (in path of light beam) and
Touch (touching light beam)

Primary Trap Effect:  No attack roll required (permanent
blindness)

Area of Effect: Creature touchinglight beam is per-

manently blinded (as by the
blindness spell).

Reflex (DC 25) avoids

Knock the gem from the pedestal or
block natural light from touching
the gem

Placing a shield in front of your
eyes or covering your head with a
solid metal ob-
ject (such as a
bucket) pro-
vides  total
cover against
the trap
Manual (gem
must be placed
on pedestal if
removed and
light must be
able to touch
gem)

5,000 gp (base
cost not includ-
ing cost of gem)

Primary Save:
Bypass:

Circumstance Bonuses:

Reset:

Cost:

This trap by Dan Lambert is one of those neat
theme room traps, where the room is centered on
a treasure that is itself a trap. 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 a genuine lighthouse and it would work just
fine.

In the center of a circular, domed room rises a
pedestal. Atop the pedestal is a valuable magic ruby.
The ruby is silvered on six facets, and slowly turns
clockwise. Sunlight entering the chamber from above
is reflected through the ruby and stabs out across the
room in six arms of slowly turning light. The light
appears gentle, but is actually a low-intensity laser.
Being struck by one of the beams is enough to
damage the optic nerve in the eye, even if your eyes
are held tightly shut. Elves and others with acute
vision are especially vulnerable.

BB SUNLIGHT HITS B
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Tosteal the gem, a thief must enter the room at just the
right time, then synchronize his movement with the
gem’s rotation. An uneven floor makes this more diffi-
cult than it might seem. A smart delver might also
consider knocking the gem from the pedestal from a
distance, or might try to block sunlight from entering the
room. If you choose to use this trap, remember to guard
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the room atnight... unless you elect to make the gem run
on moonlight, as well.

The actual value of the gem is set by the DM, but
a gem of not less than 1,000 gp is suggested. (Not
by Grimtooth however. If it were up to him, he
would make the gem nothing more than a fancy
piece of glass that looks like a gem.)

ABridge Too Far

DD

CR:3

Type: Magical

Search: Trap (DC 27), Primary Trigger (DC
25)

Disable Device: Trap (DC 27, 2d4 rounds), Primary
Trigger (DC 25, 2d4 rounds)

Primary Trigger: Touch (press buttons)

Primary TrapEffedt:  lllusory bridge spans pit. Those step-
pingontobridge fallintofire (see below)

Primary Area of Effect: Those that step on illusory bridge

Secondary Trigger: Touch (pressing buttons a third time)

Secondary Trap Effect: Ledge characters are standing on be-
gins retracting into wall and is
completely gone in three rounds.

Secondary Area of Effect: Anyone standing on ledge.

Bypass: Press the three buttons again and the
bridge is genuine and allows passage.

Reset: No reset

Cost: 6,000 gp

Phil Dean invites us to enjoy a trap for which he
cheerfully admits no solution exists. Says Phil,
“Can the delvers survive? What, do I have to think
of everything?” Attaboy, Phil!

A door lets into a vast room divided by a pit of
fire. The party can stand on a ledge just inside the
door. A similar ledge projects in front of what is
presumably an exit door on the far side of the
room, and on the other side of the flames. Acces-
sible from the ledge on which the delvers must
stand are three buttons, each identified by a differ-
ent arcane symbol.

Flying characters find it difficult to cross the pit
of fire. Thermal updrafts disrupt flight, while smoke
and heat further complicate the process. Even if a
flyer makes it across the pit, he’ll smack into the
permanent wall of force protecting the exit door,
probably resulting in a dip into the fire. Earth-
bound characters will concede their only way across
the pit lays in manipulating the buttons.

Each button, when pushed, goes flush into the wall
and glows. The sequence is not important, although the
delvers will certainly believe it is. Encourage this belief.
After any three buttons are pushed, a magic bridge
appears, spanning the pit of fire.

The bridge is an illusion. Anyone stepping on
the illusory bridge winds up in the fire. Simulta-
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neously, all three buttons on the wall pop out,
encouraging a different sequence.

The next time the three buttons are pushed,
another bridge appears. This time the bridge is
genuine. For half distance. Then it becomes an
illusion again, meaning someone is headed for the
flames, and the buttons pop out once more.

Anyone left? There won’t be if the delvers press
the three buttons again. This time the entry door
locks and the ledge on which the party stands
retract slowly into the wall, threatening to tumble
everyone into the pit. Simultaneously, the wall of

force guarding the exit door vanishes, meaning
delvers can now fly or maybe even leap to safety...
though you needn’t tell them that. They may well
be convinced there’s no way across the pit, and
that you've stuck them in an inescapable and
unfair deathtrap. Oh, boo hoo. I'm really broken
up. Honest.

Note: Anyone attempting to fly over the fire
takes 1d6 points of heat damage while anyone
taking a “fire bath” suffers 2d6 points of fire dam-
age each round and automatically catches fire (see

Catching On Fire in the DMG).

Trollette Talk

Hello? Grimtooth’s like, been in a bad mood
since the Raiders traded John Gruden for some
draft picks. Don’t let him bother you. He acts
all tough, but he’s just a big pussycat. Or maybe

he eats big pussycats. I get confused some-
times.

Oh, wait a minute. We haven’t been, like,
properly introduced, though you probably saw
my picture earlier in the book when I was
telling one of those guys from Necroman-
cer Games all about my brother’s traps
and stuff.

My name is Grimtina. ['m
Grimtooth’s kid sister. Some of you
probably remember me from a book
called Grimtooth’s Traps Ate. 1 was
the 102nd Trap. You don’t remem-
ber? You didn’t call me on
my toll-free, uninhibited
“900” number? Oh well,

your loss. I discon-

nected my chat



line months ago. Grimtooth made me. He said
it wasn’t fair to tease boys like I do. He said it
wasn’t right to demand my suitors mail me
their ears as a token of devotion. What’s so
bad about that? Van Gogh did it, and he’s
famous, even if he’s crazy and mutilated and
dead these days. His paintings are still worth a
lot, and its money that matters, right?

Anyway, seeing as how Big Brother has stalked off
saying he had something to cook up for those idiots
from Necromancer Games, | guess it’s my job to
keep this thing going. Don’t worry, I’ve been watch-
ing Grimtooth for years, and there’s nothing to this
job. Besides, I have a feeling Grimsie will return
when he learns the Trollish Bikini Team is helping
me present some of the traps. If he doesn’t come
back then who needs him? You’ve got little old me
and that should be all you silly boys really need.

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.
I don’t use it on my friends.

Grimtooth loves room traps, because he
works with an unlimited budget and only a
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room trap lets him exercise his unhealthy love
of giant lobsters. I know Grimsie said think
big, but I prefer to think small. You should see
my room. It’s in a zillion shades of crimson,
decorated with posters of the Dead Kids on the
Block and teen idols savaged by wild beasts for
Tiger Beat centerfolds. I have my very own
Bone Phone, a wardrobe of the cutest mini-
skirts and of course more wizards and unicorns
than you could shake a stick at. The real thing,
of course. No pewter miniatures for THIS girl!
If you are very good, maybe I'll let you see my
room sometime. But don’t count on it. And
we’ll have to leave the door open, no matter
what.

In the mean time, here are a couple of my
favorite room traps. Oh, and I didn’t want my
rooms to have any of those silly skulls. I was
thinking of using black hearts or maybe uni-
corn stickers but I went to find the artist and
Big Brother had already fed him to a giant
lobster. Oh well, I’ll just have to use the skulls.
But we can all pretend they are the skulls of
dead haughty elf boys who teased me, can’t
we!

Hole and the Wall Bang
2)

CR: 3

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 20, door
knob)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger

(DC15,1d4 rounds or use of univer-

sal solvent)
Primary Trigger: Touch (doorknob)
Primary Trap Effect:  No attack roll necessary (stuck to

door as if by an application of sov-
ereign glue)
Secondary Trap Effect: No attack roll necessary, 1d6 dam-
age from door; 1d4 spikes from wall
(1d4+2 each spike)
Automatic, 5 rounds; door closes, if
victim is not removed, the door
slams into the wall spikes again in |
minute. This cycle repeats itself
until the victim is removed from the
door or the trap is disabled.
7,000 gp

Reset:

Cost:

The designer of this next submission signs
his letters, “I’m Bob Brown and I'm English.”
[ promise not to hold it against you, Bob,
because you sound kind of cute. Besides, I like
your trap.

This room belongs on the second or lower level of
your dungeon. Upon entering a room, the delvers

will notice four things. First, the north wall of the
room is covered with cruel metal spikes. Second,
the floor of the room is etched with grooves and
scrape marks running north/south, making it seem
that the spike wall is mobile. Third, the south wall
is pitted with holes such as the spikes might cause,
and is bloodstained besides. Finally, there is a hole
in the ceiling leading through which delvers stum-
bling into a pit on an upper level would tumble.
Putting it all together, the party will reason victims
fall through the hole in the ceiling, and are then
crunched against the south wall by the moving 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. I always get even with boys
who laugh at me. Especially haughty elf boys.

Whoever tries to open the door leading out
of this room is in for a shock. The doorknob is
coated with adhesive, which will bond with
whatever touches it. Hopefully, this will be
the victim’s naked hand. Next, the door is
battered open from the north by a powerful
spring. The door will slam into the victim,
who will be unable to release the doorknob,
then bang him against the wall of spikes. That
should end the laughter.
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Note: Touching the door with a gloved or
otherwise covered hand offers no protection.
However, touching it with a hand or item
coated in an application of universal solvent

dissolves the adhesive and does not spring the
trap nor stick the victim to the door.

A variant of this trap (if you are feeling
particularly evil because Grimtooth is whis-
pering nastiness into your ear) has the spikes
coated with poison (most often black adder
venom, Fort DC 12, 0/1d6 Str). The CR for
this variant is 6.

Oh What ATangled Web We Weave

CR: 3
Type: Mechanical
Search: Trap (DC 25), Trigger (DC 10),

Bypass (no bypass DC needed, but
creatures must deduce that they
can use the atomizer to spray the
webs and travel safely through
room).

Trap (DC 25, 2d4 rounds); Trig-
ger (DC 20, 1 round if atomizer is
used; otherwise 2d4 rounds)

Disable Device:

Primary Trigger: Touch (touching webs releases
crossbow bolts)

Primary Trap Effect: +12 ranged (1d8, crossbow bolt)

Area of Effect: First creature touching a strand of
web in the room releases a crossbow
bolt in the area where the webs were
touched

Bypass: Atomizer on shelf outside room

* Reset: Repair
Cost: 6,000 gp

David Stevens calls his next trap Oh What a

Tangled Web We Weave, which [ think is a
* quote from Shakespeare or maybe President
Clinton but I asked the teacher if it would be
on the test and he said no so I didn’t bother
remembering it. | mean, if it’s not going to be
on the test, why bother learning it, right?
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David fills a room with spider webs. Yuck! I
hate spiders! Excluding those spiders ['ve
dated, of course. Sitting on a shelf just outside
the door to this room is an atomizer. I know
what you’re thinking — “Guy, not more sci-
ence! [ never pay attention in science!” Well,
I felt the same way, but then I found out an
atomizer is really just a fancy name for a per-
fume spritzer. Science guys call them atomizers
because they create a fine spray of mist from a
reservoir of liquid, like spraying perfume from
a bottle. David doesn’t say if the atomizer is
bejeweled or of precious glass or anything, but
in my dungeon you can bet it will be!

Okay, so we got this room full of webs and a
handy atomizer on the outside. What’s it all
mean? Is this going to be on the test? Tripping
any of the webs releases a crossbow bolt from
hiding, designed to strike whoever triggered
the web. If someone blunders about in the web
room, they’re going to look like a pincushion.
If some bright boy hits on the standard notion
of burning out the spider webs with a torch, all
they’ll do is release a wave of crossbow bolts.
What to do, what to do?

This is where the atomizer comes in. If
sprayed with a fine mist of water, the webs,
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previously near invisible, will now glisten with
reflected light. With the webs now clearly
visible, the party can make their way through
the room without triggering any of the cross-
bow bolts. If you want to work a giant spider

SECTION ONE: ROOM TRAPS

into this routine, it’s up to you, but since I just
broke up with one I’m not really in the mood.

Note: Burning or running through the webs
releases a hail of 4d6 crossbow bolts (each
attacks at +12 ranged).
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&L right, Im back. Those troll girls got to me, I must admit. &Ind the lobsters. But don't think for
a minute you've found a weakness in Grimtooth’s armor! 1 may be mellowing with old age, but m still
a mean cuss when J want to be.

Stop sniggering!

Right. What's next? 1 can’t read Grimtina’s handwriting. Let’s see... Hmmm. Looking past
all the stickers and the black hearts and the “i's” dotted with big open circles, ] think J can make
some sense of my sister’s notes. Jf this next chapter is a mess, blame Grimtina. What a
scatterbrain. Remind me to scatter her brains on the floor when she comes back.

] think this is the corridor chapter. Bear with me. Why? Because 7 said so, beanhead!

It’s all the fault of those morons Clark and Bill from Necromancer Games. I they hadn't
showed up poking their noses into things Iwouldn’t have had to leave Grimtina in charge while
J... uh... while J... prepared a “special surprise” for them.

€nough of that, let’s get to corridor traps.

Perhaps 1 was a tad harsh when J suggested that the old saw, “Good things come in small
packages,” was a lie. Small, after all, is a relative term and can be used to describe anything
froma “small” weapon like a stiletto to a “small” disaster, such as two empty seats on a wagon
full of wizards going off a cliff. &nd a “package” is merely something that contains an item
or items.

& corridor, therefore, could be considered a “small package” of sorts. )f you think about it, it is
often filled with delvers packed more tightly than tenpins. Jf delvers thought of corridors as the
passages of death that they are rather than a way to get between one treasure room and the next,
they'd never consider cramping themselves so into such a tiny space. One of the main reasons traps
work so well in corridors is the fact that, due to the tunnel’s dimensions, you have a fairly good
idea where the party will be walking, and can plan your horrible devices with a high degree of
directional accuraqy. Where else can you expect your victims to line up in a neat little row like a
sequence of popéup targets?

So, “small packages” — corridors — can contain “good things” — delvers. &nd, as another
proverb has it, “all good things must come to an end. ” To achieve that end, herewith, then,
are the corridor traps.

No running in the halls!

- &A,JmZ::/
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Hop, Skipand aJump

DRI

CR: 10

Type: Combination (Magical and Mechani-
cal)

Search: Trap (DC 30), Trigger (DC 30)

Disable Device: Trap (DC 30); Trigger (DC 30)

Primary Trigger: Location (jumping over pit and hitting
wall)

Primary Trap Effect:  Victim bounces off of a wallof force, glass,
or what have you and plummets into lava pit
(20d6 submersion damage; 10d6 fire dam-
age for 1d3rounds after getting out of lava).

Reset: No reset needed (unless using a glass
wall and it happens to get broken or
the spell is dispelled)

Cost: 7,000 gp

A popular form of corridor trap is the variety that
obstructs or otherwise impedes the party’s path of travel.
With this in mind, Barry Sullivan developed the Hop,
Skip and a Jump trap. The construction is simple. Present
the party with a typical trench perhaps 4 or 5 feet across
and filled with some disagreeable substance. Tell them
that they could probably jump across the pit with a
certain amount of effort, but that falling into the sub-
stance would be fatal. Do not tell them that a permanent
wall of force stands on the opposite side of the pit!

Thefirst character toattempt the jump isalmost certainly
doomed. The wall of force has nothing to grab onto, and

thanks to gravity and surprise the incident should happen
so quickly that the remaining party members won’t have a
chance to save him before he splashes into the pit. The only
way to defeat this trap is to dispel the wall and then jump,
or to teleport across to a spot beyond the wall.

If you think this trap is too deadly, you can apply a number
of variations. For instance, a sheet of heavy glass can go in
place of the wall of force. This removes all magic from the trap,
thus eliminating the chance of a magic-user sensing that
there’s something on the other side of the pit. Also, the first
character tojump the pitmay leap with enough force tosmash
through the glass instead of simply bouncing off it (glass has
Hardness 1 and 1 hit point per inch of thickness). The delver
suffers 1d4 points of damage per inch of thickness upon
crashing through (a Reflex save halves the damage — use
whatever DCyoufeelisappropriate);still, he’sin bettershape
than if he’d fallen into the lava.

If you want to make the trap more insidious (and those
nasty delvers certainly deserve whatever abuse you can
dish out upon them), you can cover the pit with a trap door
designed to give way when a delver treads upon it. Thus,
the same pit might get two delvers — the first when the
lead character falls in the pit, and the second when the
remaining party members attempt to jump over the trench.

Note: If you opt to use something other than a wall of
force to bounce the characters into the pit (such asasheet
of glass) change the Type to Mechanical only.
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Sectioning Corridor
Gkl
CR: 1 (plus CR of monster released)
Mechanical

Trap (DC 20), Trigger (DC 20)

Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)

Type:
Search:
Disable Device:

Primary Trigger: Location (pressure plate on floor)

Primary Trap Effect: ~ Walls rotate perpendicular to each
other isolating each member of
party in a separate section.

Bypass: Perhaps a hidden switch (Search
DC 20) disables the pressure plate

Reset: Automatic (walls reset after 10 min-
utes)

Cost: 2,000 gp

Delvers often seek safety in numbers. They walk close
together, fight back-to-back, and navigate dangerous
locations while roped together. Some of the most inter-
esting combats are those which match individual delvers
against one or more monsters. Rick Loomis developed
this trap to set up these sorts of one-on-one situations.

The trap is triggered by a pressure plate concealed
within the corridor floor. When this plate is stepped
upon, the walls of the corridor turn perpendicular to

SECTION TWO: CORRIDOR TRAPS

themselves, isolating each
member of the party in a
separate section (this can
be 5-foot sections or what-
ever you prefer). You can
then release monsters into
the separate sections.
Delvers walking side by
side when this trapactivates
will probablywind up in the
same section together.
That'sfineif youlike togive
delvers a break. If you're
properlyfiendish, however,
narrow the corridor to a
width of 5 feet, ensuring
that the party must be in
single-file formation. Inany
event, be sure to provide a
means of re-setting the trap,
allowing the corridor to
form up again and provide a

way for the party to continue their journey.

Archer’s Tunnel
22)

Charles Scott Kimball offered up a corridor obstruc-
tion trap with a twist, to put interest back into vertical
ladder chambers.

Originally designed for a dungeon with three or more
levels, the trap works best when the party comes upon it
from the middle level. The structure of the trap is
composed of a ladder shaft, complete with a pit or boiling
lava (or some other horrible substance) at its bottom.
The ladders may be sturdy or secured only loosely,
depending upon how malevolent you feel.

At the top of the shaft stands an archer, his weapon
ready. Determine his stats to best suit your needs, but
make him fairly accurate. The archer shoots at anyone
climbing up the ladder (or flying up the chute). Once the
adventurers start up, they’'ll find themselves in a sticky
situation — especially if the archer waits until they are
midway between levels before shooting, so as to strand
his targets between routes to safety. Hard-pressed to
retain their grip upon a possibly unstable ladder, the
party members will find it hard to return fire or undertake
extensive spell casting in their defense.

Notes: Simply use an NPC or monster with a lot of
archery feats (Far Shot, Manyshot, etc.) and give it a
composite longbow.

Archer’'s Tunnel
(cut-away view)
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Mirror, Mirror, and the Fall

DIDD

CR: 8

Type: Mechanical

Search: Trap (DC 20); Trigger (DC 20)

Disable Device: Trap (DC 25, 2d4 rounds)

Primary Trigger: Touch (touching molten gold)

Primary Trap Effect:  Molten gold (12d6 points of fire dam-
age for submersion; 6d6 points of
damage 1d3 rounds after extraction)

Reset: Noresetneeded (unless mirrorisbroken)

Cost: 16,000 gp (includes cost of molten gold)

This clever trap was designed by Maughn
Matsuoka. With the use of a single mirror, it
lures characters to their doom.

The delvers enter at one end of a 50 foot
long corridor. From what they can see, side
passages extend from the left and right a short
way in, but it’s impossible to determine how
long those passages go. The most direct route
to the next door is at the other end of the 50-
foot corridor. The problem is, the entire
expanse — up to a few feet from each doorway
— is filled with molten gold. The delvers must
find a way to cross the gold before they can
continue their journey.

In fact, the far end of the corridor has no
door — it’s molten gold all the way to the far
wall. This little detail is obscured by a mirror
that crosses the main corridor diagonally at a
second set of side passages. Thanks to how the
mirror is set, it reflects a side passage to sug-
gest that the characters are looking at a
continuation of the main corridor.

Adding to the challenge, a permanent wall
of force (or perhaps just a normal plate of

looks
like this
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metal made invisible by a permanent invisibil-
ity spell) is placed halfway down the corridor;
it stands between the party and the mirror.

The suggestion that there is a door a mere 50
feet straight ahead may encourage some to
dimension door across. Of course, this lands the
caster in the gold. Anyone who doesn’t go
along sees the unfortunate character or char-
acters vanish, but no one reappears at the
other “end” — remember, they’re actually look-
ing at a reflection of the side passage! Though
they see nothing, they’ll surely hear horrible
screams as the molten gold does its worst.

A teleport spell will take the characters safely
to the door shown in the mirror. However, the
door is a fake, opening on a stone wall. In fact,
all the doors are fake — except for the one first
used to enter the corridor and the one in the
side passage hidden by the mirror. If the party
is split at this point, the delvers see each other
reflected in the mirror, seemingly at opposite
ends of a straight corridor. An alert character
may realize that those on the opposite side are
shown in reverse (weapons hanging on the
“wrong” side of a character’s belt, etc.), but
the reason for this is not immediately appar-
ent.

The characters must find a way to breach the
wall of force, then realize that there’s some-
thing behind the mirror and break it (Hardness
1, 3 hit points) before reaching the only door
out. At that point, you might surprise them
with some troops awaiting on the landing,
making it quite sticky for the delvers to get
out safely.

is really
like this

invisible
wall
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Magnificent Marble Misadventure

CR: 1 (or higher)
Type: Mechanical
Search: Trap (DC 20), Trigger (DC 20)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger

(DC 20, 2d4 rounds)

Primary Trigger: Touch (disturbing the curtains)

Primary Trap Effect:  Oil-coated marbles (Balance check DC
25 to remain standing on marbles; each
round)

Secondary Trap Effect: Pit trap (1d6 falling damage each 10
feet fallen)

Reset: Repair

Cost: 1,000 gp or higher

David McConnell submitted this vicious ob-
struction trap which is sure to slow even the most
confident party to a crawl.

The trap is first encountered as a simple, un-
adorned set of curtains hanging across the dungeon
corridor. When these curtains are disturbed or
parted, a large door swings down from the ceiling
behind the party, releasing a supply of oil-coated
marbles onto the floor. The characters will prob-
ably have a hard time keeping their footing at this

point, and might even end up falling into the pit on
the opposite side of the curtains. (A Balance check
at DC 25 toremain standing on marbles each round.)

At the same time the marbles are released from
the ceiling, a hopper on the opposite side of the
corridor opens, spilling still more marbles onto the
floor. The characters may or may not notice this,
depending upon how alert they are (Spot or Listen
check DC 20).

The delvers are now faced with the problem of
getting across the pit, as the door that dropped
behind them cannot be budged. The safest way
of crossing is for the party to push all the marbles
on their side of the pit down into the hole, and
then attempt a running jump for the opposite
side of the trench. Of course, the marbles on the
far side of the pit won’t provide much traction
for someone attempting to land upon them...

This trap was designed to function regardless
of the direction of the party’s travel. Thus, by
strict function, the trap should spring itself all
over again when the party passes the curtain on
the far side of the pit. You can ignore or imple-
ment this as you please.

Look Before You Leap
R

This trap combines magic and monsters to a terrible
end. Inform the delvers that they sense magic coming
from the corridor ahead of them. A detection spell will
reveal a pit beneath the floor, hidden from view by an
illusion spell.

The delvers, not wishing to be surprised by whatever
lurks in the pit below, will probably cast some sort of magic
to dispel the illusion. Lurking inside the pit is a gorgon or
some other appropriate monster with a gaze or breath
weapon that can be immediately used against the PCs. If
you are feeling really evil consider using a bodak....

Gorgon, Medusa or Bodak: See the MM for details.
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Trip Wire ThatIsn’t

Gkl

CR: 1 (or higher)

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 20),
Bypass (DC 5)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds); Bypass (DC

25, 2d4 rounds)

Location (tilting floor)

Floor tilts and dumps characters into
whatever evilness the DM has in
store (pit, monster pit, cages, etc.)

Reflex (DC 20)

Primary Trigger:
Primary Trap Effect:

Primary Save:

Bypass: Tripping the trip wires secures the
floor in place

Reset: Automatic (floor resets in | round)

Cost: 2,000 gp

This trap, designed by Mike Stackpole, uses “well-worn”
and “common” situations in new and unique ways sure to
cause problems for those “seen-it-all-before” delvers.

The main feature of the trap is a standard hinged section
offloor, balanced upon a central fulcrum. The floor will give
into the slightest weight; the flipping floor section letsdown
into a pit, a cage, or to some other horrible fate.

Strung across the corridor on eithersside of the floor section
is a highly visible trip wire. (However, glowing neon lights
and flashing arrows would be a bit much.) The wire, when
broken, causes two spring-loaded steel spikes to fire into the
floor section from the corridor walls, thus securing it for safe
passage. If the wire is left intact, of course, the floor section will
freely tip as designed.

Last Laugh Trap

2>

CR: 10

Type: Mechanical

Search: Trap (DC 27), Trigger (DC 27)

Disable Device: Trap (DC 27, 2d4 rounds); Trigger

(DC 27, 2d4 rounds)

Primary Trigger: Location (pressure plate in ceiling)

Primary Trap Effect:  Crushing ceiling (16d6 crushing
damage; multiple targets in 10-foot
by 20-foot area)

Reset: Automatic (ceiling resets immedi-
ately)

Cost: 29,000 gp

This Mike Stackpole special punishes eagle-eyed delvers.
The basic construction is designed around a tilting section of
floor. The floor section operates in the standard way, but the
device opens into a pit filled with the debris of former victims
— damaged armor and weapons, bones, perhaps a bit of
treasure, and maybe even a magical item or two.

60

The hinged slab of floor should be fairly easy to locate
—either by sight or by the fact that it moves when poked
with a staff. Thus, the party can “luckily” locate the trap
before it’s too late, and (they hope) decide to attempt to
recover some of the treasures below.

The actual trap is located in the ceiling, and is acti-
vated when the hinged section of floor is tilted at an
angle drastic enough to touch the roof of the corridor (as
would be caused by some idiot falling into the trap, or by
eager delvers who attempt to wedge the floor section into
place so as to better recover the treasures below). When
the floor section hits the ceiling in this manner, it
depresses a pressure plate, causing the roof of the ceiling
opposite it (where the bulk of the party is probably
standing) to smash down to the floor.

Once the party has been reduced to paste, a clean-up
crew will arrive to sweep the delvers’ remains into the pit
where they can serve to lure another group to theirdoom.
Tidy traps are the best traps.
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Between a Rockand a Hard Place

CR:

Type:
Search:

Disable Device:
Primary Trigger:
Primary Trap Effect:
Primary Save:

Secondary Trigger:
Secondary Trap Effect:

Reset:

Cost:

g

Mechanical

Trap (DC 25), Trigger (DC 25),
Secondary Trigger (DC 30)

Trap (DC 25, 2d4 rounds); Trigger
(DC 25, 2d4 rounds), Secondary
Trigger (DC 25, 2d4 rounds)
Location (pressure plate on floor)
30-foot pit trap (3d6 falling dam-
age)

Reflex (DC 20) avoids

Timed (acid burns through rope)
Crushing block falls into pit (no at-
tack roll needed; 12d6 points of
crushing damage; multiple charac-
ters in 10-foot by 10-foot area
inside pit)

Repair (rope must be replaced;
block must be hoisted back in place)
15,000 gp

This trap is a clever variation on the common
pit-in-the-corridor trap, and will ensure that char-
acters keep on their toes at all times — or they will
lose their toes!

The trap begins with a standard pit in the floor,
activated by whatever method you choose. When
a character falls to the bottom of the pit, he will
find that he is in too deep to climb out on his own.

When the trap door slams down against the side
of the pit, it pushes a button recessed into the wall.
This button causes a vial of acid to shatter, which
rapidly dissolves a wire that runs up through the
dungeon wall to secure in place the section of roof
above the pit.

The wire dissolves within seconds. As long as
weight remains on the floor of the pit, however,
the pressure plate therein will ensure that the
block of ceiling remains in place. If all the weight
is removed, then the ceiling drops into the pit,
almost certainly crushing anyone who still re-
mains within.
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The Greystoke Memorial
=

10
Type: Mechanical
Search: Trap (DC 26), Trigger (DC 26)

Disable Device: Trap (DC 26, 2d4 rounds); Trigger

(DC 26, 2d4 rounds)

Primary Trigger: Location (swingingacross chasm on
rope)

Primary Trap Effect:  PCslams into pit wall (5d6 points of
damage) and triggers secondary ef-
fect.

Secondary Trigger:  Location (pressure plate on pit wall)

Secondary Trap Effect: Crossbow (+20 melee; 1d4 bolts,
1d6 damage each)

Lava pool (no attack roll necessary;
20d6 points of damage each round
from submersion; 10d6 points of
damage 1d3 rounds after extrac-
tion)

Tertiary Trap Effect:

How sickeningly heroic. Anyway, this is there
the trap comes into play. The block and tackle
itself isn’t actually attached to the ceiling — in
fact, it’s attached to a rope-and-pulley system that
will come loose from the ceiling if the full weight
of your average dungeon delver hangs from it. The
whole tackle assembly will dip sharply down from
the ceiling, altering a swinging character’s trajec-
tory. Instead of casually clearing the far side of the
pit, the delver will slam into the pit wall itself.

To add insult to injury, Brandon has added a
battery of crossbow bolts that fire along the delv-
ers’ projected angle of flight when tension is applied
to the tackle device. Mindless overkill, true, but
certainly more fun than watching yet another
idiot delver act like Douglas Fairbanks.

Reset: Repair (must

replaced fired
crossbow

bolts)

Cost: 60,000 gp
Brandon Corey has designed
this trap in answer to the ques-
tion, “What’s a chasm doing in
the Death Star, anyway?” I’'m not
sure what this Death Star is —
although it sounds great! — but
[ am sure that I understand the
reason for Brandon’s residence

in a local mental ward.

The corridor is broken by a
huge pit filled with something
nasty — monsters, disgusting flu-
ids, or what-have-you. There

Figure A.
the heroic delver

appears to be no way to cross the
pit. Characters may panic at this
point if they’re being pursued.

Diligent observation will re-
veal a block-and-tackle device
in the ceiling over the approxi-
mate center of the pit. With a
bit of luck, a delver might be
able to cast a rope to find a se-
cure purchase, to allow the party
to...
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Ball Bearing Corridor

2
Type: Mechanical
Search: Trap (DC 18), Trigger (DC 18)

Disable Device: Trap (DC 18, 2d4 rounds); Trigger

(DC 18, 2d4 rounds)

Primary Trigger: Location (stepping on chamber
floor)

Primary Trap Effect:  Floor tilts and dumps characters into
40-foot pit (4d6 points of fallingdam-
age).

Primary Save: Reflex save (DC 20) avoids

Reset: Repair

Cost: 2,200 gp

We can all “thank” Mike Stackpole for this
devilish trap. Watch out for that first step...

The trap is a section of corridor that has been
hollowed out to form a perfect sphere. A spherical

SECTION TWO: CORRIDOR TRAPS

section of stone has been set within this cavity,
balanced upon fine rollers that allow it to spin
within the sphere.

As might well be expected, the fitting of the ball
within the cavity is tight enough to ensure that
the junctions with the hallway will be difficult to
detect. The ball is delicately balanced, and a char-
acter who steps into it will cause it to tip. You
might wish to increase the tension on the rollers so
that more than one character can enter the trap
before it rotates.

When the sphere rotates, the characters will fall
into the pit below. For added effect, place spikes at
the bottom of the pit. If you wish to be especially
cruel, install automatic crossbows in the upper
half of the trap to further bedevil characters trapped
in the pit below. Escape can be provided through
a trap door in the upper half of the trap.
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Another
type of corridor trap is
the detour device,
which forces the party
off their line of advance
and on to some alter-
nate pathway against
their will. These traps
can be especially useful

common

in dungeons where the
floor plan allows the
characters to wander
around aimlessly while
avoiding the provided
encounters. Traps such
as these ensure that the
party will “get in-
volved” — whether they want to or not.

A typical example of this trap was provided by
Paul O’Connor. Using a simple set of sliding walls
(triggered by either a pressure plate or a trip wire),
this trap swiftly changes a bare stretch of corridor
into a room. Such a room can be occupied by
almost anything, but if you should choose to place

pressure plate

a monster inside, remember that there’s an excel-
lent chance the party could be caught flat-footed
by the sudden situation change, with potentially
fatal consequences. After the party has dealt with
the room situation, they are allowed to leave
through the door — along a different path than
the one they wished.

Chute and Hammer Trap
CR: 2

Type: Mechanical

Search: Trap (DC 20), Trigger (DC 20)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)

Primary Trigger: Location (pressure plate on pivot-
ing floor)

Primary Trap Effect: Hammer (2d6 points of damage)

Primary Save: Reflex (DC 20) avoids

Reset: No reset needed

Cost: 2,000 gp

A rather violent method of sending
delvers to lower dungeon levels against
their will was designed by Jason Lujan.
The trap activates when the party walks
past the pivot point on a plate hidden in
the floor. The plate will then tilt down at
a 45-degree angle, dumping almost any-
one standing upon it into the aluminum
chute below. This chute is very narrow;
positioned within it is a hammer de-
signed tostrike charactersin the forehead
with considerable velocity as they slide

by. The smaller races might be able to avoid being bashed, but
human-sized characters are in for a whopper of a headache.

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




Orfile’s Slide of Delver Dumping

CR: 1 (or higher)
Type: Mechanical
Search: Trap (DC 20), Trigger (DC 20)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger

(DC 20, 2d4 rounds)

Primary Trigger: Touch (opening door)

Primary Trap Effect:  Eel ol splashes out and coats floor, ceiling,
andwall (Balance DC50toremainstanding)

Secondary Trap Effect:  Floor tilts and dumpsdelversinto what-
ever theDMdesires (pit, another room
on alower level, etc.)

Reset: Repair

Cost: 1,800 gp

Sefan Jones has developed an even more elabo-
rate means of sending dungeon parties plummeting
toward the lower levels against their will. This trap
is set up in a side tunnel, off the main corridor, and
can be located on almost any dungeon level but the
deepest.

In its normal state, the slide appears to be a
standard side corridor, leading from the main route
at a slight incline and ending in a door. When this
door is opened, gallons of eel oil (or some other
suitable substance) are released. The oil splashes
down the length of the corridor, coating the ceil-
ing, floors, and walls, rendering them nearly
frictionless (Balance DC 50 to remain standing).

At the same time, a large spring concealed be-
neath the corridor uncoils, lifting the entire tunnel
upwards at a sickening angle. Delvers thus find
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themselves skidding down the length of the corri-
dor at a dismaying speed.

The delvers aren’t out of the woods yet. A trap-
door located in the main corridor snaps open when
the spring uncoils, forming an expressway to the
lower dungeon levels. Characters might have a
chance to save themselves by grabbing at the rim of
the main corridor as they shoot by — but the
effectiveness of this move is left to the DM’s discre-
tion. Remember to account for the possible actions
of any characters who might be standing in the
main corridor, out of harm’s way, when all this
happens.

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

Mapper Maddener

J. Walker developed a corridor detour trap de-
signed to give mappers fits.
The trap is located in a cor-
ridor intersection, and is
composed of a number of
sliding wall sections. The
sections are designed to re-
arrange themselves into
various positions, altering
the basic shape of the inter-
sectionintoa “T,” a straight
section, or even a corridor
or dead end. Each time the
characters pass by, the con-
figuration will be different,
playing hob with any maps
the party may be making. Of
course, the trap will only

change the intersection when the delvers are out
of seeing or hearing range, thus assuring their
confusion.

Mapper Maddener

E::___I = wall section positions

R = pressure plates
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Pilum Pacifier

DD
CR:
Type:
Search:

Disable Device:

Primary Trigger:

Primary Trap Effect:

Reset:
Cost:

3

Mechanical

Trap (DC 25), Trigger (DC 20)
Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)

Location (pressure plate)

Spears (+20 melee, 3 spears, 1d8+1
damage each spear, range 200-ft
max range). Regardless of the
amount of damage taken, the PC is
treated as having suffered damage
to his feet or legs as detailed in
“Variant: Damage to Specific Ar-
eas,” as detailed in Chapter 2 of the
DMG.

Repair

2,800 gp

The inherent danger presented by a flight of stairs is
well illustrated in this trap from John R. Greer. The trap
is activated when the lead character in the party steps
upon a pressure plate concealed within the trigger step,
causing three pilums (spears) to spring forth from the
stairs to a distance of 8 to 10 feet. The pilums strike three
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specific area: 3 or 4 feet above the trigger step, an equal
distance above the step below the trigger step, and about
4 feet above the step below that. Thus, if a pilum doesn’t
strike the lead delvers, it may still hit the character who
standsnext in line. The DM should determine the extent
of any damage done to the characters on the stairs, and
should take into account exactly where the delver was
hit. The construction of this trap, combined with the
wildly varying heights of dungeon delvers, makes it
possible for a characters to be struck anywhere by a pilum.

Folly Flight

CR: 1 (or higher)
Type: Mechanical
Search: Trap (DC 18), Trigger (DC 18)

Disable Device:

Primary Trigger:

Primary Trap Effect:

Primary Save:

Trap (DC 20, 2d4 rounds); Trigger
(DC 20, 2d4 rounds)

Location (pressure plate)

Stairs tilt and dump characters into
whatever the DM has awaiting them.

Reflex (DC 20)

Bypass: A hidden lever or switch (Search
DC 20) locks the stairs in place

Reset: Automatic

Cost: 1,700 gp

This trap from John R. Greer takes its toll upon parties
who venture up a flight of stairs, utilizing a deceptively
simple construction to devastating effect.

The section of stair that comprises the trap perfectly
matches the rest — but is in reality a carefully balanced ploy.
Ifenough weightis placed on these stairsuphill of the fulcrum,
the entire device will swing downward, dumping the party to
whatever unkind fate the DM has waiting below.

Exactly when this trap is triggered is a matter of logic
anddiscretion. If asingle character navigates the stair, he
might feel a shifting beneath him as a forewarning when
he crossed the fulcrum. Depending on his speed, he
might actually recover in time to retreat back over the
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pivot point. If the character was running, the chances of
his doing this are very slim.

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

Note that the stairs are supported only at their down-
stairs end. Thus, a character who sets foot upon the trap
from upstairs would instantly trigger this device.
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CR: 6

Type: Mechanical

Search: Trap (DC21), Trig-
ger (DC 21)

Disable Device: Trap (DC 21, 2d4
rounds); Trigger
(bC 21, 2d4
rounds)

Primary Trigger: Location (pressure
plate in floor)

Primary Trap Effect:  Corridor tilts and drops PCs

60 feet into spiked wall
(now floor); 6d6 falling
damage, +20 melee, 1d4
spikes, 1d4+5 each spike
Primary Save:

ridor tilts
Bypass: A hidden switch perhaps locks the
corridor in place (Search DC 20) -
Reset: Manual (hidden switch resets the -
corridor) :
Cost: 5,000 gp

An especially fiendish corridor trap by John T. T.
Logenbaugh could prove to be the death of even the
toughest characters.

The trap works best in unlit corridors, to conceal the
spikes that will eventually lead to the delvers’ doom. The
trap is similar to “Folly Flight” in that a significant
amount of weight must move past the pivot point to
trigger it, but the consequences are a bit more sinister. In
a matter of seconds, the corridor that had provided safe

Reflex (DC 25) avoids and allows -

character to jump clear before cor-
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passage becomes a deadly drop-shaft! The specifics of the
damage cause by this trap are, of course, left to the Game
Master, but the compounded menace of a long fall and
impalement will probably do most characters in. If you
really want to be vicious, increase the length of the
tilting portion of the corridor so that the spikes at the end
are beyond the average range of darkvision or magical

light.

Supercharger Crawlway
e

4
Type: Mechanical
Search: Trap (DC 25), Trigger (DC 22)

Disable Device: Trap (DC 25, 2d4 rounds); Trigger

(DC 25, 2d4 rounds)
Touch (touching rubber wheels)
Wheels fire victim
into wall of spikes
about 20 feet away
(2d6 damage; +20
melee, 1d6 spikes,
1d4+6  damage
each spike)

No reset needed

20,000 gp

Primary Trigger:
Primary Trap Effect:

Reset:
Cost:

Paul O’Connor has designed a corridor trap
that uses spikes to grim effect. Located in a low crawl space
off the main dungeon corridor, this trap should provide a
fatal surprise for anyone foolish enough to venture within.

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

If the character continues, his pressure upon
the wheels will trig-




) )

THE WURST OF GRIMTOOTH’S TRAPS

ger the trap. The primary gears begin to turn at a
terrific rate, shooting the helpless character
through several feet of corridor and into the room
beyond. Traveling at a speed of approximately 60

miles per hour, the character bursts into the room
and encounters a wall of spikes. If there lives a
character who could withstand such ghastly pun-
ishment, [ certainly wouldn’t want to meet him.

The Rolling Stone

DD

CR: 2

Type: Combination (Magical and Mechani-
cal)

Search: Trap (DC 20), Trigger (DC 20)

Disable Device: Trap (DC 20, 2d4 rounds); Trigger

(DC 20, 2d4 rounds)

Primary Trigger: Location (pressure plate)

Primary Trap Effect:  lllusory ball released from wall in cor-
ridor

Secondary Trap Effect: Poisonedwallspikes (noattackrollnec-
essary; 1d6 spikes, 1d2 damage plus
poison [1d2 Dex/1d2 Dex] each spike)

Primary Save: Fortitude save (DC 15) resists poison

Reset: No reset

Cost: 2,000 gp

Rick Bourgeois is fond of this corridor-murder
trap. It presents the party with an enormous stone
ball bouncing down the center of the corridor. To
avoid this threat, the delvers will (naturally) throw
themselves flat against the corridor walls.

Unfortunately for the delvers, the corridor
walls are covered with many small, poison-
coated spikes. Such a surface can prove very
uncomfortable to an unarmored character.

Simple, yet
maniacal...

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

The Smashing Floor Trap
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CR: 7

Type: Mechanical

Search: Trap (DC 26), Trigger (DC 26)

Disable Device: Trap (DC 24, 2d4 rounds); Trigger

(DC 24, 2d4 rounds)

Primary Trigger: Location (pressure plate in floor)

Primary Trap Effect:  Spring-loaded floor slams into ceiling
(noattack roll necessary; 12d6 crush-
ing damage)

Primary Save: Reflex (DC 25) avoids

Reset: Automatic

Cost: 12,600 gp

A distinguishable sub-class of the “corridor murderers”
type of trap is the “step and die” variety. Traps of this type
are uniformly activated when someone treads upon their
trigger mechanism. These traps respon