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Barrel and Stair
Cr 11

A dusty spiral staircase ascends into the dark-
ness. The landing above can barely be seen.

Type mechanical; Perception DC 27; Disable Device DC 31 
(failure triggers)

Trigger location (pressure plate on stair); Reset none

Effect 
A pressure plate on one of the stairs triggers this trap. A barrel, 
with blades protruding from its sides, bounces down the stairs. 
When it hits the wall at the base of the stairs, it explodes.

Barrel blades Atk (+15 melee, 2d6+3 damage); multiple targets 
(all targets on stairs)

Explosion Atk (5d6 fire damage, DC 25 Reflex save for half 
damage); multiple targets (all targets in 30-ft.-square area)
         





Open BOOk
Cr 2

A black leather book with inlaid gold foil 
lettering is set, opened, on a small table. A red 
velvet bookmark is draped over the top of the 

book

Type magical; Perception DC 27 (to notice that the writing is 
illegible); Disable Device DC 31

Trigger proximity (visual); Reset automatic until disabled

Effect 
The trap is triggered when a character looks at the pages of the 
book. 

Spell Effect (illiteracy, character is illiterate for 1d4+1 days, DC 
14 Will save negates). Illiteracy can be removed with remove 
curse.
         





COnfeSSiOnal
Cr 10

This wide foyer is bathed in purple and blue light.
Small confessionals line the side walls.

Type magical; Perception DC 25 (to notice that the light is 
focused on the confessionals); Religion or Sense Motive DC 25 
(to notice the absence of the aura inside the confessionals)

Trigger proximity (alarm); Reset none

Effect 
Once the last character enters the room, all exits will close 
and cannot be opened by normal means. A disembodied voice 
commands the characters to confess their sins. A visible aura 
illuminates the room. There are not enough confessionals for all 
the characters.

Aura Atk (3d6+6 negative energy damage, DC 20 Will save 
for half damage); multiple targets (all targets in room and not in 
confessional); multiple attacks (1/round). 

Disable Aura (DC 25 Religion, Bluff or Diplomacy check, 4 
successful checks, each as a full round action)         





falSe dOOr
Cr 8

Two scorched, sturdy wooden doors are inset into 
one of the walls, spaced apart by about five feet.

Type mechanical; Perception DC 25 (to discover the secret door 
between the two doors) DC 29 (to notice a wire connecting the top 
of all three doors); Disable Device DC 29

Trigger location (any door); Reset manual

Effect 
Opening any of the doors triggers the trap. If both of the wooden 
doors are opened, the trap is circumvented, but not disarmed. The 
wooden doors are fake; there is a wall behind them. The secret 
door is real.

Electricity Arc (5d6 electricity damage, DC 25 Reflex save for 
half damage); multiple targets (all targets in 30-ft line).         





flOwer pOt
Cr 4

Dozens of potted iridescent flowers have been 
haphazardly placed around this chamber.

Type natural; Perception DC 25 (to hear a high pitched hum); 
Nature DC 25 (The plants release toxic spores, which are 
dispersed by powerful sonic waves) DC 30 (to prevent the plants 
from releasing spores and emitting sonic waves) 

Trigger proximity (visual); Reset none

Effect 
The trap is triggered when any character enters visual range. 

Spore Atk (1 Con damage plus sonic attack, DC 20 Fortitude save 
negates); multiple targets (all targets within visual range) 

Sonic Atk (1d6 sonic damage, DC 20 Fortitude save for half 
damage); multiple targets (all targets hit by Spore attack)
        





irOn handS
Cr 5

Black leather gloves adorn a set of iron hands. 
The fingers of the gloves are flexed, as if they are 

reaching for you.

Type magical; Perception DC 27; Disable Device DC 27 (failure 
triggers)

Trigger touch; Reset none

Effect 
Glove Atk (1d4 damage and target is held, DC 25 Reflex save 
negates). 

Once held, the character can be freed with a successful DC 25 
Strength or Escape Artist check. Failed checks deals 1d4 damage. 
The hands can be destroyed. They are AC 15 with 50hp. Each 
damaging attack against the hands deals 1d4 damage to the held 
character.
         





warped mirrOr
Cr 6

The door is covered with a tarnished, warped 
silver mirror. You can barely make out your own 

reflection.

Type magical; Perception DC 25 (to notice reflections are warped 
and sinister, provides a +2 bonus to the Will save vs. the mirror’s 
attack); Disable Device DC 29

Trigger proximity (alarm); Reset none

Effect 
This trap activates when a character observes the mirror from five 
feet away or less.

Mirror Atk (1 Charisma damage plus character is paralyzed, DC 
17 Will save negates); multiple attacks (1/round until successful 
save)
         





pipe Organ
Cr 5

A magnificent ebony pipe organ completely domi-
nates the back of this room. Surreal music begins 
to play from the pipes as the bursts of air gently 

blow some sheet music to the floor.

Type mechanical; Perception DC 20 (to notice that the organ is 
playing the score on the sheet music); Bluff or Perform DC 20 
(three consecutive full round checks are required to silence the 
organ by singing the lyrics from the sheet music)

Trigger proximity (alarm); Reset none

Effect 
Organ Atk (1d3 Wisdom damage, DC 17 Will save negates); 
multiple targets (all targets within a 30-ft.-square); multiple 
attacks (1/round until silenced).

Sound altering spells or abilities can temporarily disrupt the organ.





nOt SO SeCret dOOr
Cr 7

Green slime coats most of the wall. The faint 
outline of a door is barely discernable through 

the dripping slime.

Type magical; Perception DC 27; Arcana or Dungeoneering DC 
27 (the slime is vulnerable to fire)

Trigger touch; Reset none

Effect
Slime Atk (1d4 Con damage and target is stuck to slime, DC 20 
Fortitude save negates); multiple attacks (1/round until slime is 
destroyed or target is unstuck). 

Character can escape the slime with a DC 25 Strength or Escape 
Artist check. Burning the slime will also destroy it and free the 
character, dealing 1d6 damage to any stuck character. The door 
is fake.





Slimy rOOm
Cr 6

The walls and floor of this room are covered in 
green slime. The dank smell of mold and mildew 

permeates the air.

Type mechanical; Perception DC 25; Disable Device DC 27

Trigger location; Reset none

Effect
The slime in the room conceals a pit in the center of the room. 
When it is stepped on, the slime falls into the pit, dragging nearby 
characters into the pit as well.

Pit Atk (3d6 damage and character(s) are knocked prone, DC 18 
Reflex save negates); multiple targets (all targets within a 25-ft.
square area).





Open game liCenSe  
VerSiOn 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other form in which 
an existing work may be recast, transformed or adapted; (c) “Distribute” means 
to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game Content 
by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, environ-
ments, creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the Open 
Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, 
Distribute, copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the licensee in 
terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under and in 



terms of this License. You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content. 

5.Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed 
by this License. 

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing Open Game 
Content except as expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed under 
any version of this License. 



10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission 
from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content due 
to statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make it 
enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. 
Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; 
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, 
and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights 
reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott 
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, 
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; 
Based on original content from TSR.

Ultimate Traps, Copyright 2011, Mentats of Gaming, Rory Toma, Richard 
Langsmith - Digital Reality, Inc.


