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Welcome to the sixteenth issue of Explosive 
Runes!

As we pass through the hurdle that we all know 
as the middle of the year, the staff here at 
Explosive Runes has found themselves in a 
similar predicament.  Our beloved editor-in-
chief has found that he no longer has the time to 
give this magazine all the efforts it deserves and 
has decided to step down as of the last issue to 
allow others to take the reins and lead the 
charge into literary battle.  I humbly accepted 
the position and would like to thank Nimlos for 
all the time, effort and hard work he has put 
forth into further making this publication the 
wondrous piece that it has become.  It will be 
tough to live up to the standards set by those 
before me, but I shall give it my all.

Now, onto the content of the issue.  We were at 
a loss to come up with a theme and kept looking 
over the older issues to help figure out what we 
wanted to do.  In the process, a fantastic idea 
was dropped into our laps... we should take this 
back to the basics!  So keeping that in mind, we 
 quickly decided to pay tribute to Grimtooth 
and let loose with a barrage of trap-related 
articles to captivate your attention.

Within these pages are some of the simplest and 
most horrific trap concepts to entertain players 
and game masters alike.  We also have 
introduced a few newer authors for pieces, 
including having the long-time contributor Sean 
Samonus write the adventure module, 
earthdragon introducing kobolds in a unique 
manner, and WoLT giving sage advice on 
creating traps for your games.

Roll ‘em!

Grogg Tree
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Hall of Fame
The competition kicked off once again this year, 
this time with Chronicler taking the responsibility 
of helping get the most prized games inducted 
into this spectacular spot on DnDOG.  They are 
now into the final round of voting, with only 
several of many fine games making it into this 
special round.  Now it is up to the site's 
Community Supporters to decide who will be 
recognized for their efforts over the last year or 
more of gaming.  Be sure to watch for the 
suspenseful announcement on the front page of 
the site in the near future concerning the winners.

Rumors in the Tavern
News and Events from our Community
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The Crystal Ball
A Look Into the Future

CSEA
The Community Supporter Exclusive 
Adventures are going strong and only 
getting better. If you’re interested in 
taking part, please visit the CS forum. 
As the name indicates, these games 
are available only to Community 
Supporters, which you can find out 
more about down below.

Who can Outplay?
Last year, the site staff helped run a fantastic 
event that was similar to Iron DM.  Only, this 
contest pitted the best players on DnDOG against 
each other to see who could outplay the others.  
After a long and tough battle, Thorsten came out 
on top.  Now, as a follow-up to the successful 
trail of 2011, RonarsCorruption is again taking 
the reins to challenge the members of the site to 
show their A-game.  Be sure to look at the 
announcement concerning this on DnDOG's 
home page!

Community Supporters are one of the backbones of DnD Online Games. Not only do they enjoy a variety of 
special privileges, their annual contribution is a big part of what makes all this possible. The following people are 
those who have become Community Supporters or renewed their membership in the last few months.

Angry Panda, Anodyzed, Bade, Barlycorn, BatmanPizza, Baxder, Baxder, BloodyDove, Cendar, 
Cleokatrah, Dalinen, DaMavster, DamionKenley, DarkshireGT, davide15, DemonZypher, Diapadion, 
DoverianDragoon, Dragon Scribe, drakesylvan, DreaM, DukeofTuring, Egregious, ekidnu, EngrInAZ, 
Ereshal, Fafnir, FlaviusAetius, goplayer7, GrimDarkOtter, Guyv, icon, Insacrum, jlwelch, ka0sgh0st, Kesol, 
Keynzian, Kharis, Krazy, Le Noir Faineant, lordofquiche, LoveBug, Maestro, Mnemnosyne, 
mountainbound, Mystic Lemur, Nameless One, nebelun, Nightshade, Numen Wraith, OllieNorth, Postes, 
Pulsar, Quori, Raikhan, Ravingcatfish, ShadowcatX, Shiftysask, Slepter, SM1, Sofinho, SongDragon, 
Stozzy, Syllander, Tangler, Threadspinner, tiluvias99, TPasq98, Tryptyk, UndrekThoz, Uroboros, 
UrsprungDerLiebe, Valientar, WingedRayeth, Wolfman, Yuul, Zelek, Zeppo007

Join their ranks!  Click HERE to find out more about being a Community Supporter!

ER Contributor
Are you looking to get a writing 
or art gig?  Want to help make 
DnDOG a very special place?  
Then get your work put in 
Explosive Runes  and enjoy the 
satisfaction that comes with a 
job well done. For more 
information about this, please 
contact Grogg Tree. 

http://www.dndonlinegames.com/showthread.php?t=102368
http://www.dndonlinegames.com/faq.php?faq=feature_guide#faq_csaccts
http://www.dndonlinegames.com/member.php?u=34177


Easter Egg Hunt 2012
After another fun little hunt to find the elusive 
eggs for Easter, a winner was announced back 
in April.  Be sure to look to see how many 
people found and guessed the Bunny.

Site Upgrades
The new owner of the site (Birched) has been 
kept busy with his normal job of coding for 
DnDOG.  In the past few months, our 
Community Supporters have gotten to see a 
majority of the changes, including: a 
monthly option to pay, a mobile skin to view 
the site on that is much faster for those using 
their phones to view the site, and no longer 
needing to stare at ads.  The entire site has a 
newer way to write secret tags that are much 
more similar to other tags.  All of this can be 
found in the announcement here.

Post of the Month
DnD Online Games is still going strong in 
the Post of the Month contest, which 
continues to highlight some of the finest 
work by site members on a monthly basis.

5

The Trophy Case
Who's Won What and Why

The most recent Post of the Month winners 
are:

The winner for March was Fading Echo.
The winner for April was Tangler.
The winner for May was Outcast.

(Clicking on the name of any of the winners will take 
you directly to their winning entry.)

Authors
The staff here at Explosive Runes want to let 
you know that another of our members has a 
few more pieces of their work out.

Explosive Runes contributor, Michael 
McCarthy (RonarsCorruption), has two 
adventure modules out.  The first is 
Under His Skin and the second is 
It All Falls Down. Both are available now 
through Adventure-a-Week and have a bonus 
perk if you are a CS member.  Be sure to 
check them out if you'd like to throw a great 
adventure at your players!

http://www.dndonlinegames.com/showthread.php?t=121507
http://www.dndonlinegames.com/showthread.php?t=121507
http://www.dndonlinegames.com/showthread.php?p=4894919#post4894919
http://www.dndonlinegames.com/showthread.php?p=4932916#post4932916
http://dndonlinegames.com/showthread.php?p=4992449#post4992449
http://www.dndonlinegames.com/showthread.php?t=122482
http://www.dndonlinegames.com/showthread.php?t=124575


So, what can you do about it? Not fudge 
the numbers, that only makes it unfair, not 
harder - but that's a whole other article. 
Instead you have to add some urgency to 
the situation. The rogue certainly isn't 
going to take ten minutes for each hallway 
square if they know lava is seeping in from 
the bottom of the dungeon. And, there's a  
good chance the party won't stand for a 
slow pace when they know there's an evil 
ritual going on at the bottom of the 
dungeon.

But then, some PCs will, which is why it's 
absolutely essential to make the urgency 
obvious. If the lava is six rooms behind, 
the PCs know they have a few minutes to 
search for traps on this suspicious looking 
door, but if every time the group gets a lead 
on the lava the whole building shakes, 
sending the group tumbling backwards and 
the lava rising ever faster, well, that's sure 
to get their attention.

And this can work similarly with the idea 
of a ritual of some sort. Adventuring heroes 
thwart evil rituals all the time, it's one of 
the main tickets in the job description, and 
they always arrive just in time. If the group 
thinks there's no time limit, prove them 
wrong. Every minute, have a sacrifice 
scream out and suddenly go quiet, then 
perhaps the PCs can find the corpse of one 
of the people they were trying to rescue in 
the next room. Or better yet, a cultist, 
bragging how there is only six minutes 
until the ritual is complete.

And once the tension is set, don't go easy 
on your PCs. It might not be as fun to slip 
and fall into the rising lava as to outrun it 
at the nick of time, but coddling the PCs is 
even worse, because it totally destroys any 
sense of urgency you've built up. If the PCs 
are running for fear of being caught up by 
the rising lava that then stops to give them 
a few extra seconds to open that locked 

Gauntlets

You know the feeling… the PCs make it over 
the pit, around the swinging blades, and under 
the arrow dart, only to run smack dab into an 
anti-magic field where the ceiling is slowly 
descending, and acid pours in from all sides. 
We've all done it at one point or another, a 
dungeon with a gauntlet of traps, or one that 
is the gauntlet itself, nothing but traps and 
maybe a few oozes sitting around at the 
bottom of pits.

My name is RonarsCorruption, and I've been 
a Dungeon Master for over ten years. I'm here 
to give you some tips on how to make a great 
game, and how to run it smoothly.

At first conception, a gauntlet of traps is an 
easy dungeon for a DM. All one thinks is it 
needs a few twisty hallways, a handful of 
traps, and then the goal at the end. But, it's 
never that simple. PCs are clever creatures, 
and where they see one trap, they know there 
are going to be more. When they see two or 
three in a row, the dungeon is going to crawl 
to a halt, as they examine every square and 
every wall, even every ceiling to assure there 
isn't a trap in the next space they're going to 
step into.

But that's never fun, standing there and rolling 
dice every square. And it is not fun to simply 
say that the party rogue takes 20, because 
assuming they're built right, they're going to 
very quickly find and disable every single trap 
in the dungeon.
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door, they're not going to care as much next time. And if you pause two rooms later to let the 
group get over that pit trap, they'll care even less about the lava, until it becomes no more 
important to them than your generic description that, 'the walls of the room are uneven and 
covered in mildew'.

And, though I'm using a gauntlet of traps as an example here, the traps themselves are just 
window dressing. Urgency is a tool that a DM should wield alongside all his others, whether 
the PCs are subtly interrogating a prince at a masked ball while outside his secretive minions 
are murdering innocents, or if the group is waging war with the demons who are attempting 
to swallow a whole city into the abyss.
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to still do what the intent is but without 
overly slowing down the game. It might 
help to think of traps as a wandering 
monster; a wandering monster that sucker-
punches someone who is unaware. 

Traps can be used to slow a game down, to 
help control the pacing of the story. They 
can be used to reduce party resources. They 
can give the players a chance to use 
otherwise unused game mechanics, so in 
these ways they function much as combat 
does and should be thought of in similar 
ways. Like combat, it is probably best not 
to over think solutions, that is the player's 
job. Traps can be used in conjunction with 
combat encounters. They are also useful for 
battlefield control. They can be used to 
divide a party or divert attention away from 
other threats. For example, if a mage is 
throwing spells around safely behind the 
meat shields, it would be a simple thing to 
have the mage trip a trap trigger and 
suddenly find themselves in a pit 
surrounded by fire jets. To turn off the fire 
and unlock the pit, the rogue would need to 

Play by post presents unique challenges to 
DMs, not the least of which is how to 
incorporate traps into their game (or whether 
they should include any at all). In a table-top 
game, traps are seldom major encounters. 
They are fun, quick and don't necessarily slow 
down the game too much. In PbP, traps can 
become a major focus taking months of game 
time to resolve. One needs to consider this 
before using them. Every game is different… 
different stories, different settings, different 
group of players, different mix of characters, 
and different DMs. Therefore it can be 
difficult to pick traps from a list and make 
them work without customizing them to some 
extent. Because of the nature of PbP, consider 
how one might adjust them
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thanks to a good roll, but setting up a 
'succeed or die' trap will unfailingly result 
in dead characters. Unless the setting is 
"Mordheims's Trapped Dungeon of Death", 
dying from a single poor roll just isn't that 
enjoyable. Think about the intended reason 
for the trap in the first place. Then think 
about an alternative, non-lethal way a trap 
could achieve this goal. A trap could maim 
or otherwise weaken a character, making 
them less likely to succeed on the next 
challenge. For example, if the end boss 
uses spells that allow will saves, traps that 
lower a character's wisdom might be 
considered; if the treasure is behind a 
locked door, maybe crippling the rogue's 
hands would be a good trap - no key and a 
gimped rogue equals no entry; if there is a 
narrow ledge leading to the goal, maybe a 
trap triggers a blinding light and strong 
wind which makes flying, teleporting, or 
walking across that much more dangerous. 
Traps can trigger illusions, designed to 
misdirect. Such illusions could happen far 
away, perhaps a level down. They can 
trigger teleportation to any number of 
challenges - center of a maze, monster den, 
previously narrowly escaped water trap, 
decoy identical dungeon.
In the end, traps should be used sparingly 
and with a purpose, especially in PbP. That 
purpose can be as simple as slowing the 
game down to help with pacing and 
interest, or it can be an important story 
element. Consider avoiding save-or-die 
traps unless the PCs know that they will be 
up against such things. Instead of death, 
think about weakening, cursing, de-
equipping, annoying, or general pain-in-
the-arse effects. Consider using traps for 
battlefield control or to add creative 
elements to combat situations. Again, don't 
over think solutions, allow the PCs to do 
that. If they avoid the trap in an easy way 
you didn't think of, congratulations, you 
just made them feel like the heroes they are 
trying to become.

disable the trap and unlock the hatch before 
the mage is fried. Now the fighters in the 
front are two allies down, their artillery mage 
and their sneaky-backstabbing rogue are 
otherwise occupied. Falling blocks, spell 
effects, pits, spikes, reverse gravity, tangling 
vines - all can be used to control the 
battlefield and spice up combat. Rogues are 
usually too busy trying to sneak attack to 
bother checking for traps in a combat 
situation, but they can still be useful in 
damage control. They can save the day if they 
are able to disable a trap that is otherwise 
spewing copious amounts of pain. If a PC 
does find a trap during combat, it can be fun 
to allow them to use it against the enemy.

9

Traps do not have to be lethal to be effective. 
In fact, I'd argue that the best traps are not the 
lethal ones. It is very fun to be a hero and 
escape a deadly trap



get creative.

If you would like additional inspiration for 
traps, try viewing the movies Cube, 
Hypercube, and Cube Zero if you are age 
appropriate. These films are riddled with 
various traps and closely resemble a dungeon 
crawl. They are great for getting your brain in 
the trap-making mood and aren't half bad if 
you're into cheesy sci-fi horror.

(Please Note: These links are not to DnDOG's website, 
so use caution and open them at your own discretion.)

Definition
Traps and puzzles are (generally) non-combat 
obstacles that tend to be mechanical or magical 
devices designed to cause damage, restrict 
passage, or otherwise hamper access to some 
area or object. Traps typically can be avoided 
or dismantled by observant and skilled PCs, 
while puzzles generally have to be solved to 
get past. The greatest challenge with a trap is 
to make it interesting. The greatest challenge 
with a puzzle is to make it solvable without 
making it too easy.

Traps and puzzles also don't need to be 
mutually exclusive and can even come in 
several stages. For enticement of your PCs, up 
the stakes by restricting posts to round by 
round actions; this will make them really sweat 
the details of their posts and make what might 
otherwise be a simple roll to bypass into an RP 
experience.

The Anecdote
In a game I am running, I recently had set up a 
trap of sorts that was quite the dramatic 
scenario. In a previous scene I had captured 
one of the PCs and later two of his party mates 
found him in his safe house, only all of his 
followers (he was a priest with a following) 
were slaughtered, skinned and hung upside 
down from chains, rendered and rather messy. 
The sight was quite the horror, but that was 
only the setting. Things got more intense when 
the discovered he being the sole survivor, lying 
completely unharmed on an altar surrounded 
by candles. This was far too convenient and 
the PCs knew it. Nearby, very suspiciously, on 
a stand was a bottle, supposedly a potion that 
was a gift from a major antagonist that no one 
trusted.

So you want to make a trap, huh? Well hold on 
there cowboy, let’s get you properly primed by 
taking a look at some popular traps that are 
already out there...

Trap Primer of Free Resources
(Please Note: These links are not to DnDOG's website, so 

use caution and open them at your own discretion.)

●  Pathfinder Traps Database
●  D&D Wiki SRD Traps
●  101 Clever D&D Traps and Trap Ideas
●  Another Book of Traps
●  Locks and Traps
●  Trap Collection 1
●  Trap Collection 2
●  Trap Collection 3
●  Trap Generator (see middle left of page)
●  WoTC forums Traps Thread

Of course you can pay for some books about traps 
too; there are tons, most of which mimic the stuff 
you will find for free to a large extent. But let’s be 
honest, there were more free traps there than you 
would be willing to read through in ten separate 
sittings. If you happen to be running a modern or 
future tech game, in most cases the magical 
components can be replaced with technology… 
instead of explosive runes, its explosive gel; an 
illusion is a hologram; an anti-grav spell is 
powered by generators rather than arcane 
energies.

Now, assuming that we've looked through a 
sizable portion of those traps above we can easily 
infer that when people design traps, by far the 
majority are some sort of mechanical release trap, 
usually stuffed on a chest to cause the rogue 
trouble. While that's fine and dandy for what it is, 
with PBP games we find that the majority of our 
adventures don't fit perfectly into the kill and loot 
dungeon grind, even though some will. If you 
really want to make a worthy trap for your players 
(dungeon grind or not), you're going to have to 10

http://www.imdb.com/title/tt0123755/
http://www.imdb.com/title/tt0285492/
http://www.imdb.com/title/tt0377713/
http://www.dndonlinegames.com/showthread.php?t=121122
http://www.pathfinderdb.com/gamemaster-tools/traps
http://www.dandwiki.com/wiki/SRD:Traps#Magic_Traps
http://www.dungeonmastering.com/campaigns-adventures/clever-dd-traps
http://www.adnddownloads.com/zips/traps.zip
http://www.adnddownloads.com/zips/locks_and_traps.zip
http://www.adnddownloads.com/zips/trapcol1.zip
http://www.adnddownloads.com/zips/trapcol2.zip
http://www.adnddownloads.com/zips/trapcol3.zip
http://jtevans.kilnar.com/rpg/dnd/tools/
http://community.wizards.com/go/thread/view/75882/19903478/1001_Clever_Traps_for_Beginners_(DMs_especially)


where they rescued their friend from some sort 
of unidentified certain doom.

If you take anything away from the anecdote, 
take away that creativity will pay off with your 
players and they'll thank you for your efforts at 
making a great game that isn't just another kill-
n-loot crawl. Players that want that are 
generally bound to get a better result from 
playing Diablo 3, World of War craft, DDO, or 
some other kill-n-loot with pretty visuals. 
Players that love PBP are generally here for the 
non-linear, unexpected adventures they can 
have where creativity is paramount.

Remember that anything that is expected is 
discounted, so plan your traps well and give 
your players something to really consider, 
they're worth it. That isn't to say your typical 
pit of spikes covered in straw doesn't have its 
place, but let that be part of the background, 
not one of the defining adventure features.

The trap itself wasn't anything terribly clever, it 
was simply an atypical wizard alarm spell on the 
candles (which they could have bypassed by 
simply not touching the candles), but when the 
alarm was triggered the visage of a homunculus 
came to life inside the bottle, analyzing the scene 
and threatening the party if they so much as 
touched the body. It told the party the carnage 
around them would be nothing compared to what 
came next if they disturbed the body of the 
captured PC. The candles themselves were 
actually a timer, which when they burned out 
would have signaled the completion of a ritual 
that enslaved the PC.

Of course they did, and the visage left as it was 
simply a consciousness projection tied to a demon 
in the basement that was fortunate enough to have 
shape-shifting abilities. It was stationed there 
because it was resting after the battle with the 
faithful followers. It called out to the party in the 
guise of one of their known allies, feigning injury, 
drawing them into the basement where it had 
been resting and gave the PCs a rather good scare 
before it was defeated as well as opening up a can 
of philosophical worms in its defeat...

No spring trigger, no explosive runes, no pit of 
spikes, just an alarm spell, and that scene was one 
of the most potent in recent memory as the 
tension was high and the PCs really indulged the 
experience. Bear in mind I'm leaving out lots of 
details and RP for the sake of brevity. What made 
this trap good was partly that they expected a trap, 
but clearly something completely different, and 
that the trap itself was hand tailored to the PCs by 
an antagonist that knew enough about them to 
really pull on their heart strings and meddle with 
their psyches.

All in all it was a three phase trap (candle alarm, 
homunculus, injured impostor in the basement) 
and it could have just been a quick resolve roll, 
but then we would have missed out on all the 
great RP that went into that scene, to include the 
tension of whether or not they would save their 
fellow PC (they did eventually). There was also 
significant set up with this as the bottle that was 
placed was reincorporated from a prior scene and 
symbolized something to the players. At the end 
of it all, the players didn't think of the scene as a 
"trap" but instead a very crucial part of their story 
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A Few Trap Ideas
These ideas can be adapted for any system you 
are using, at any encounter level.

The Buffet
The buffet is best played deep in an ancient 
tomb (perhaps just outside the king's chamber) 
and is a trove of whatever it is the players are 
here seeking. It could be a magic item, gold, 
food, all of the above, some personal desire of 
the PCs, etc. but the key is that there must be 
ample and even excess amounts perfectly 
preserved and laid out as obvious bait, theirs 
for the taking. Ominously, humanoid skeletons 
lie in odd positions around the room (they are 
previous grave robbers).

By taking part in the buffet (touch trigger) the 
PCs must make some sort of incredibly 
difficult saving throw or be flooded with a 
horrendous and overwhelming bloodlust that is 
only satiated by cannibalizing anyone with this 
curse (starting with themselves) meaning they 
will be able to take no real action other than 
voraciously gnawing on their own flesh unless 
someone else is also infected, at which point 
you may deem the players can eat each other as 
well. Any player removing any object will be 
affected until death or for as long as the object 
is not in its proper place (whichever is first) 
plus another duration which can be however 
long the GM wants to punish them for their 
greed. Don't be nice about it either; they knew 
it was an obvious trap and they went for it 
anyway, so don't be afraid to put some serious 
hurt on the PCs for this. Note that other PCs 
touching an object to put it back will also be 
affected by the curse, and if you have a paladin 
under this curse, they are probably going to 
have some penance to do.

The trap itself was designed specifically to 
deter grave robbers like the PCs and should be 
entirely potentially lethal. If analyzed with 
arcane means all items in the buffet should 
give off a magic aura. To make matters worse, 
all objects in the buffet at close appraisal with 
mystical means are indeed worthless but will 
appear genuine at a distance. Gold is fool's 
gold, food is rotted inside, a sword is a fake of 
the real sword hidden in the tomb under heavy 
warding, etc.

20 Quick Tips
1)  Use bait to lure, further, wise combatants will 

confess that any attack that goes to well is 
likely leading to an ambush.

2)  Triggers, especially ones that definitively went 
off but don't have immediately visible 
repercussions can be lots of fun.

3)  Purely mechanical traps are rarely exciting. 
Consider using some magic, whether divine 
or arcane.

4)  Mix up your traps. Great GMs don't do the 
same trick twice because PCs won't fall for it 
the second time.

5)  Do not place traps in high traffic or civilian 
areas without a really good in-game reason. 
Always consider proper placement of a trap.

6)  Use traps sparingly (unless the plot requires 
otherwise).

7)  An underwater (or cursed, foreshadowed, 
ethereal, digital, or other exotic trait) trap is 
fine too.

8)  Weave your traps into the story, rather than 
sandbagging your PCs as a "reward" for 
exploring.

9)  Stages of traps add tension and make PCs 
aware of the stakes.

10)  Refrain from spelling out the answers to 
puzzles or alternately, giving no clues on 
how to solve the puzzle.

11)  Consider: What is the trap-layer protecting 
and who are they protecting it from?

12)  Consider: What are the resources of the trap-
layer?

13)  Not all traps cause damage, many are meant 
to capture or subdue.

14)  Remember, wandering monsters will set off 
traps long before PCs get the chance to.

15)  PCs will use your traps against your 
monsters if they can.

16)  Ancient traps will frequently misfire.
17)  Some traps reset.
18)  Search engines (that all PBP players have 

access to) obsolete all classic riddle and logic 
puzzles.

19)  Even custom logic and riddle traps are poor 
for PBP as usually either one person will 
swiftly figure it out or the whole group will 
be stumped which may end up halting the 
game if not planned for.

20)  In most cases when creating puzzle traps, 
focus solutions on PC abilities (rather than 
logic and riddles) and be sure each party 
member can contribute to the solution.12



So anyway, at some point the PC activates the 
pit for any reason... and here's where you have 
options:
1)  The pit works as normal.

This is the boring option. The pit is a 
machine, it does what it's supposed to do 
every time... and it's not really a trap then, 
is it?

2)  The pit works as normal, but...
This option is my personal favorite and has 
lots of loaded potential... the pit could be 
any one or multiple choice of the following:

●  Causes an addictive dependency on the pit.
●  Reduced restoration with each use.
●  Increasingly heinous demands for each use.
●  Causes undeath.
●  Causes increasingly grotesque mutations, 

eventually turning the PC into a mindless 
monster that wanders the pit ruins.

●  Causes insanity.
●  Causes a limited immortality curse, i.e., 

your body dies, but your mind remains 
alive, or, everything becomes boring and 
apathetic, or you can't have relations with 
normal people because of how fast they 
die, etc. This option is not great for a PBP 
game.

●  Causes immortality, but also comes with 
total enlightenment and serenity, the 
character is removed from the game as by 
all accounts they are now a lump of flesh 
that can't do anything beyond basic 
breathing, responds to nothing (not noting 
even discomfort), etc. This is also not a 
great option in most cases.
●  Causes some other significant negative 
side effects.

3)  The pit destroys the user.
This option is likely the mad plot of some 
god of justice or something, where in which 
anyone who would use it is justified as 
being destroyed.

4)  The pit doesn't work.
The arcana was never perfected, and some 
awful degenerative curse occurs instead. 
Something attached to aging and time is 
thematically appropriate. This is this same 
curse that killed the makers of the pit and 
ended its research, so no further clues are 
available to the PC, which sets them up for 
a quest for a divine favor or some other 
major curse alleviation. The divine favor is 

The Lazarus Pit
This trap is a circumstantial long-con and can be 
thought of more as a trap quest. You know that 
PC, the one that's always trying to find the 
fountain of youth for immortality, well this is it, 
or so it would appear.

During the PC's inevitable quest for immortality 
drop a few clues about the Pit about how there is 
a rumor here and a story there. Feel free to point 
to areas of the next clue where you have some of 
your planned adventures to help steer the party 
towards them, just don't do this with every single 
adventure or the PCs will start to suspect you're 
favoring one PC's story arc by having them being 
the defining connection between all of the 
adventures.

Stretch this out from early on in the campaign and 
then when the time is right drop a really good 
clue that leads the PC to the Lazarus Pit... and 
they know use of the Lazarus pit isn't without 
peril... and usually the PC seeking immortality 
has loose morals, and that will serve you well 
here.

Once they discover the pit it's there, it even 
appears as if it would work, except that it's not 
activated, and to charge it (as noted in the 
conveniently engraved instructions in some 
ancient language) the PC must do something that 
will stretch their boundaries of acceptable 
behavior considerably, like perhaps filling the pit 
with the blood of innocent young children to 
represent the vitality of youth, or something 
worse or less that falls within the bounds 
something that will definitely give the PC pause 
but that they might just due when terribly 
desperate (or immediately if they are willing to 
throw all morality out the window).

Even if they don't bite at it right away, fret not, 
the Lazarus pit will still be there... and they won't 
forget about it... the PCs may even fret over what 
to do about it, the more righteous wanting to 
destroy it outright, the greedy wanting to preserve 
it, or worse, use it. Sooner or later though, the 
party is going to need to bring back the dead that 
can't be otherwise resurrected or they will get old 
or something will happen where they'll want to 
use the pit, just be patient and don't forget the 
elaborate trap you laid out.

13



hazards. Players searching a house with a 
gas leak might find themselves passing out, 
or if they are exploring a coal mine and use 
a nice burning hands spell a dust explosion 
could occur... travelling too deep in the 
sea? How about pressurized crushing and 
the bends when you come back up too fast? 
Travelling through mountain tundra and 
just set off a loud-cracking, lightning bolt? 
How about a nice avalanche with that... 

The possibilities here are huge; you just need 
to do a little research first. If you're going to, 
say, use a gas leak, you might want to research 
the effects before using the effect. For 
example, not all poisonous gases have odors, 
and most cause numbness in the mouth and 
lightheadedness. Knowing these things ahead 
of time can baffle your players if they didn't go 
out and research this stuff before the game, or 
better yet, tip them off if their character should 
recognize the hazard, but in many cases still 
won't provide them with a clear solution (are 
any of the players equipped to deal with a gas 
leak?).  Just be careful with basic physics and 
chemistry as they can TPK a low-level party 
very quickly.

That's all for this edition. Enjoy making your 
own traps and weaving them into your game!

recommended though, as the PC will have to 
do something grueling to prove their goodness 
to get some god of light to alleviate the curse 
which will be a scenario rife with character 
development as the PC had to do some 
horrible things to enact the pit to begin with.

The Non-Trap
The last trap idea covers a wide array of ideas but 
is some of the best traps you'll ever have... they 
come in all shapes and sizes but there are two 
specific kinds.
1)  The Harmless Trap

Just having the goblins in your dungeon spray 
some cow blood and a few bones of fallen 
enemies around a corridor can do plenty to 
deter your players from going down that 
path... (That’s a pretty good search roll... you 
don't "think" you see a trap there...). Similarly, 
an old trigger plate that doesn't work anymore 
and also doesn't appear to trigger anything 
can keep players guessing for a while about 
what it's supposed to do or if it's part of puzzle 
they have to figure out. Psychology can be a 
very powerful tool if used effectively.

2)  The Natural Trap
These, unlike their sister counterpart, are 
usually incredibly deadly traps. They aren't 
even set up by anyone, they are just
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lanky in equal measure. Preferring the 
woodlands over the very base desires of his 
clanmates, he has become extremely adept at 
setting snares of an incredible assortment, 
from those designed to capture to those 
designed to kill. N'tas is happy to provide his 
services to all who ask, as his skills with wire 
and rope are hard to surpass, and his traps are 
masterworks of outdoor camouflage. Indoors, 
however, they are merely effective traps, but 
not outstanding.

To purchase a trap from N'tas, one needs 
simply find him. All of N'tas traps have a +1 
masterwork bonus at no additional charge, and 
gain an additional +4 on rolls to be hidden 
outside.

Gerald Masterson (NE human expert 16): A 
paragon of trapmaking, Gerald's name is 
known and feared by tomb-explorers 
everywhere. Two centuries ago, he was the 
epitome of a master craftsman; his services 
were requested the world over, demanding 
huge sums for his expertly designed traps. 
Despite his incredible skill, none of his traps 
are known to be actively magical, instead 
using complex mechanisms hidden behind 
lead sheets behind the walls. Rarely is it 
possible to disarm or disable one of Gerald's 
traps without first triggering it; because, as a 
perfectionist, he would use stone slabs to seal 
over everything but the outward facing front of 
his trap.

One can no longer buy traps from Gerald, as 
he is long since dead, but purchasing one of 
his traps 'lightly used' on the black market will 
cost fully three times the price the trap would 
otherwise cost, mostly for the name alone, 
though the DC to disable any of his traps is 
increased by 5. Some enterprising trapsmiths 
search for Gerald's traps, simply to appropriate 
them for new owners, a wealthy, if not 
dangerous, proposition.

Encage Cages (NG organization): A 
collection of trapmakers, Encage Cages 
specializes in nonlethal traps and snares 
designed to capture prey without killing it. A 
mixed dozen skilled craftsmen and mages 
build these traps and transport them across

Trapmakers

Traps aren't just for monsters, you know. The 
players, villains, kobolds, goblins, and especially 
NPCs all want a piece of the action when it 
comes to fun-sized death and agony devices, and 
that's great! Traps aren't limited to old, dusty 
things in the walls of some long-forgotten crypt; 
they're things that can serve all sorts of purposes 
for PCs and NPCs alike.

Below are five famous trapmakers; some vicious, 
some benign. Included alongside a depiction of 
the trapmaker themselves, is a description of the 
traps they tend to make and what one might do to 
enlist their services.

Christon Sevenfang (LN Male half-orc expert 
3): Christon is large and thick-fingered; the width 
of his shoulders is only eclipsed by his overall 
girth. He puts forth a constant effort to become a 
craftsman, but each time he works, his more feral 
nature takes the lead, resulting in surprisingly 
deadly everyday objects, from pitchers that shatter 
into a claw of razor sharp glass  to chairs that 
collapse and trap the unfortunate occupant inside 
their frame. His work is most often used by those 
attempting to practically joke others, but 
occasionally these pranks do turn deadly - for 
Christon resents others abusing what he feels are 
perfectly well-made household objects.

An item from Christon's shop will cost twice as 
much as a standard object of its type, and will 
always be treated as a simple melee weapon if 
used in combat.

N'tas (CN kobold ranger 7): Tall for a kobold, 
N'tas measures nearly four and a half feet, but is
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eyed man with a knack for magical symbols 
and illusory traps. Most often, he merely 
augments the work of other trapmakers, hiding 
a pit, adding an apparent threat where there is 
none, guiding people to more dangerous places 
than they would naturally go. The few traps he 
makes himself are crude, mechanically, but 
elaborate in magical detail.

Nihon charges standard spellcasting rates for 
enchanting magical traps, but often adds his 
own illusory flourishes, such as making the 
traps invisible for no charge.

the continent to install them wherever they are 
paid to - though unlike many other trapmakers, 
they will follow up on the use of their traps to 
ensure they aren't being used for any nefarious 
purposes outside what they were intended for.

Encage will gladly sell to any customer, though 
their prices rise the more suspicious they are of 
their clients. Those working directly alongside the 
group's goals can find they occasionally receive 
their traps at no charge!

Nihon the Magnificent (NE half-elf wizard 9): 
Cruel and calculating, Nihon is a lanky, sunken-
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A good trap is a combination of a clever 
idea and the hardware to carry it out. 
Sometimes the idea may be someone else's 
that you just take advantage of, but the 
hardware need always be there; even if it 
simply a bendy tree staked to the ground. A 
few of the traps presented here are your 
'standard' trap that you leave behind you, 
while a few of them are grenade type 
'traps'; usable as a normal weapon or 
setable as traps. The final item allows you 
to turn nearly any into a trap.
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Idiot Grenade

Aura Faint enchantment & abjuration; CL 5th

Slot -; Price 1425 gp ; Weight -

Description
A great anti-mage weapon. On a successful 
ranged touch attack, the target must succeed a 
Will save (DC 14) or this weapon applies a 
1d6 penalty to Intelligence, Wisdom, and 
Charisma for 50 minutes (scores cannot be 
reduced below 1) to the creature it strikes with 
a ranged touch attack. If the grenade does not 
hit anyone, it does not detonate and can be 
picked up and used again. It also dispels magic 
as if a targeted Dispel Magic (1d20 + 5 versus 
11 + Caster Level of enemy spell) on the 
target.

Construction Requirements
Craft Wondrous Item, Touch of Idiocy, Dispel 
Magic; Cost 712.5 gp

Created by Fragmaster01

Sphere Trap

Aura Faint evocation; CL 11th

Slot -; \Price 1650 gp (spell completion), 
3300 gp (use activated); Weight 

Description
These little tags of paper activate when you 
push your hand on them and whisper the spell 
completion words. Any creature of size Large 
or smaller who approaches within 30' of the 
Sphere Trap must make a Reflex save DC 19 
or he gets trapped in a sphere of force for 11 
minutes, as the Resilient Sphere spell

Construction Requirement
Scribe Scroll (spell completion) or Craft 
Wondrous Item (use activated), Resilient 
Sphere; Cost 825 gp (spell completion) or 
1650 gp (use activated)

Created by Fragmaster01

http://www.dndonlinegames.com/showthread.php?p=5014644#post5014644
http://www.dndonlinegames.com/showthread.php?p=5014676#post5014676


Remote Trigger

Aura faint illusion and abjuration; CL 3th 
(lesser), 6th (regular), 12 (greater)
Slot -; Price 1000 gp (lesser), 2000 gp 
(regular), 5000 gp (greater) ; Weight -

Description
This 1 inch diameter disk has a blue arcane 
rune etched on each side, and can turn any 
activated item into a trap. When activated, 
the rune turns purple, letting the user know 
it's active but making it difficult for anyone 
else to know without studying it closely as 
each has slightly different shading.

The user presses the Remote Trigger to the 
item and activates it like normal, but the 
item does not trigger at that time. The user 
then sets conditions as per the alarm spell 
(20' radius max). The Remote Trigger will 
trigger any item, mundane or magical, once 
the condition has been met. 

The Remote Trigger can only be used once, 
as it burns itself to ash.

Lesser Remote Trigger: This Trigger will 
function on mundane items, as well as items 
of Caster Level 6 and lower.It cannot be 
used with spell completion items, or items 
with any restriction (i.e. class restriction)

Remote Trigger: This Trigger functions as 
Lesser, but non-restricted items caster level 
12 and lower, as well as spell-completion 
items of 3rd level spells and lower.

Greater Remote Trigger: This Trigger 
functions as Remote Trigger, but non-
restricted items caster level 20 and lower, as 
well as spell-completion items of 6th level 
spells and lower.

Construction Requirements
Craft Wonderous Item, magic mouth, alarm; 
Cost 500 gp (lesser), 1000 gp (regular), 
2500 gp (greater)

Created by jj_wolven
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Fog Trap

Aura Faint enchantment & abjuration; CL 7th

Slot -; Price 3500 gp ; Weight -

Description
A great anti-fighter weapon. This weapon 
shrinks the target by one category as the 
Reduce Person spell, and makes them weaker 
per the Ray of Enfeeblement spell. Rather 
expensive to make, though. The attacker must 
make a ranged touch attack on the target, or it 
does not detonate. The target gets a Fort save 
(DC 16) to resist if struck.

Construction Requirements
Craft Wondrous Item, Reduce Person, Ray of 
Enfeeblement; Cost 3337.5 gp

Created by Fragmaster01

The "Book of DOOM: Dnd Onlinegames 
Official Manual" is the official sourcebook 
of dndonlinegames.com, created through 
the DNDOG Sourcebook Project. The Book 
of DOOM contains optional materials that 
have been submitted by the gamers at 
DNDOG, discussed/balanced by gamers at 
DNDOG, and voted on by the DNDOG 
Soucebook Staff, also consisting of gamers 
at DNDOG.

We'd like to thanks everyone who 
contributes to our Sourcebook, recognized 
at the end of each of their submissions, as 
well as the current Sourcebook Staff 
(aerondor, jj_wolven, Makenshi, TheChuck, 
Zhefonyll) and all of the 
dndonlinegames.com member who 
contribute to the discussion.

If you would like to contribute to the 
DNDOG Sourcebook Project, you can 
submit your custom options in the 
Public Submissions: Vol II thread.
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creativity can suffer when time is spent 
drawing such details on a map rather than 
writing them. Time constraints should not be 
the deciding factor when deciding whether or 
not to use maps in your game, however. In 
order to be effective, maps do not need to be 
time consuming to create. A simple grid with 
letters or symbols might be all that is needed 
(see figure 1). In general, more time should be 
spent on maps that will be used throughout the 
game than those that will be used only once. 
For example, it is better to take extra time with 
a city map than with a standard combat map. 
Time spent on a reference map translates to 
time spent crafting your world so it isn't really 
time lost so much as time invested. Having a 
clear geographic vision can only strengthen the 
world you are creating. Also, a reference map 
will be looked at over and over by your 
players, so you'll want it to be good. Such 
maps reinforce your game's themes through the 
use of style and imagery, and details like that 
take time to add. Combat maps, on the other 
hand, only need to clarify where characters and 
important things are, (obstacles, NPCs, 
chandeliers). Any details above and beyond the 
key ones are optional and should only be 
added if one has extra time. A simple map can 
be made in about 10-30 minutes. A complex 
map with great attention to detail might take 
many hours or days to complete. Much of the 
time can be in the design, rather than in the 
graphics work. A clever dungeon takes time 
and creativity to craft, as does a city or 
regional map. If you don't care as much about 
controlling every detail of the design, much 
time can be saved (by random or semi-random 
generation or using pre-existing maps).

Another way to save time is to only map what 
is necessary to map. Do you need to map out 
the whole dungeon, or just the rooms where 
combat happens? Do you need every building 
in a city, or just the districts? If you are short 
on time and don't want to use maps because of 
that, I'd encourage you to still use maps but 
only where they are most needed. Pretty much, 
this means tactical combat where things like 
cover, terrain, or other factors are involved. 
You may not need a map for combat in a 

About Maps
Dimensions, galaxies, star systems, worlds, 
nations, regions, cities, buildings, dungeons, 
caves, rooms - a map can have it all. A good 
map can really help define such locations for 
the player. Ironically, a good map can be hard 
to find. Randomly generated or pre-existing 
maps may not fit your game well; mapping 
tools may be too limited or cost money; 
painting software requires some degree of 
artistic ability and program knowledge; hand 
drawing requires more artistic ability and a 
way to digitize it; all require time. Reliance on 
maps can limit creativity, for they are two 
dimensional representations of three 
dimensional spaces. Making a map that 
properly communicates your idea may be 
difficult or impossible. Three dimensional 
mapping is often difficult using a two 
dimensional mapping system (examples of this 
might be a city, the jungle from floor to 
canopy, a realistic complex cave system, or 
even outer space). Despite the potential 
drawbacks, a good map used well can really 
help clarify and enhance a game. Concise 
combat maps can make tactical game-play 
much, much easier to understand. A detailed 
area map can help the PCs plan routes, form 
attack plans, stage ambushes, and more. A 
regional map can help the PCs better visualize 
the world their characters find themselves in 
and can be useful in creating one's backstory. A 
map's visual style can also help reinforce the 
over-all tone of the game.

Time
Running a game takes time, and often maps 
are seen as optional supplements. Time spent 
on maps is time lost on writing and running 
the game. Worse yet, descriptive text and 
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Figure 1

simple 30'x30' room; however if that room has 
balconies with enemy archers, columns and 
fallen statues for cover, rubble for hampered 
movement, and the princess tied to an alter in 
the center, a map will prove useful and be 
appreciated by your players. Such things can 
be represented by realistic textures and sprites 
or they can be symbolic. Symbolic maps tend 
to be quicker to make and often easier to 
understand.

Some Practical considerations
Maps can be uploaded as attachments or 
uploaded onto other websites like Photobucket 
and then linked to (normal hyperlink, or [img]
[/img] tags perhaps couched in a 
spoilerbutton). A DM can set up a private map 
thread where they are free to store attached 

maps they intend to use but don't want the 
players to see yet. When they are ready, they 
can link to those maps in their game or public 
map threads using the [img][/img] tags 
containing the map image's URL. Careful 
management of attachments helps keep one 
organized. It is good for the site to delete 
unused maps later, as out of control 
attachments can be a resource drain. This is 
why I prefer to use host my images off-site, 
and use other sites' resources rather than 
DnDOnlineGame's (I use Photobucket as I like 
the features it offers). There are practical 
considerations regarding the file specifics as 
well. The file size and dimensions shouldn't be 
overly large, nor the grid size overly small. 
Consider using the .PNG file format when 
possible because sometimes .JPG compression 
can obscure fine details. However, both are far 
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superior to bitmaps (.BMP or .TIF) for keeping 
the file size down. This may not be an issue if 
you are using other formats like a spreadsheet 
or those saved in a mapping program. Layers 
or some other way to keep map components 
adjustable are very useful. Moving PC tokens 
around can be very difficult if they are not 
isolated from the rest of the map. If layers are 
not an option, try to make it easy to select and 
move your token images around, perhaps by 
keeping a single color background. 
Representing temporary things like spell effect 
areas is likewise difficult without layers as 
they can be tricky to remove from the map 
after-the-fact. Did I mention that Paint.net 
supports layers?

Mommy, where do maps come 
from?

(Please Note: These links are not to DnDOG's website, 
so use caution and open them at your own discretion.)

There are many popular ways one can acquire 
a map. Maps can be found, that is maps that 
are pre-made and copied for use in one's game. 
A couple of good sources include 
RPG Mapshare or Dungeons Unlimited, 
though there are many others. Maps can be 
made using mapping software like MapTool, 
Dundjinni, or Pyromancer's Dungeon Painter 
to name but a few. Maps can be constructed 
using spreadsheet programs like Excel, as well 
as on free programs like OpenOffice's 
Spreadsheet or Google Docs. Maps can be 
drawn using graphic software like Photoshop 
or a similar, free program like Paint.net or 
GIMP, to name several. Maps can be randomly 
generated using on-line tools, such as those 
found on Gozzy's Cartographic Emporium or 
Dave's Mapper, to name a couple. Finally, one 
can do it the old tried and true way… hand 
drawn (remember graph paper?). Hand-drawn 
maps can be digitized via a scanner or even by 
taking a picture of the map with your smart 
phone's camera. One could even use real 
figures or game tokens on a real-life map and 
just take and upload pictures as required. Such 
photographed maps can also be touched up and 
further altered in a graphics program, (color 
adjustment, adding map tokens, labeling). 
There are mapping tutorials and discussions 
aplenty in the DM resources section of the 

forums where more tools and techniques are 
discussed in detail.

A map fit for a king
What makes a good map? A good map needs to 
be easy to understand. If movement is to be 
communicated, some system to represent this is 
needed; (X, Y) coordinates on a grid work well 
(think Battleship). Labels, a key or legend, and a 
clear scale are all helpful as well. Details shown 
should be relevant and uncluttered. Relevance is a 
matter of opinion, so the most relevant details 
should not be upstaged by less relevant ones. For 
example, lots of spider webs depicted in a 
dungeon room might be relevant in that they 
convey mood as well as where movement speed 
is reduced, however they might also clutter up the 
map so much that other details become difficult to 
see (see figure 2). Another example might be a 
tavern table; do you really need to spend two 
hours drawing dishes and food details on the 
table? I'd argue that such details are better left to 
your writing. It often comes down to a matter of 
personal preference and judgment. Labels tend to 
be easier to understand when placed on or near 
the thing they are labeling. For example, it can be 
difficult to decipher a map where one has to 
cross-reference numbers on the map to the list of 
what they correlate with in the legend. Unless the 
map itself is supposed to be part of the puzzle, it 
is better to make it as easy to understand as 
possible.

Practicality is all well and good, but sometimes 
one really wants to make the map a work of art. 
So long as the above practical concerns are not 
compromised, one should feel free to add as 
much detail as they like. If possible, a map's style 
should reflect some game theme. A steam-punk 
map might look like it is engraved in a copper 
sheet inlayed in dark wood complete with a few 
gears here and there; a historic map 
commissioned by king might resemble a map 
from an old atlas; a kobold map of where they put 
their traps might be chalk on slate. Superfluous 
details can really enhance a map more than one 
might expect. Examples of such details might be 
little pictures of ships in the ocean, a fish 
wrapped around an anchor next to the map's 
legend, faint lines radiating out from a compass 
rose, extra hand-written like notes along the  

http://rpgmapshare.com/
http://www.angelfire.com/rpg2/dungeonsunlimited/
http://www.rptools.net/index.php?page=maptool
http://www.dundjinni.com/
http://pyromancers.com/dungeon-painter-online/
http://www.getpaint.net/
http://www.gimp.org/
http://www.gozzys.com/section.php?cm_id=5
http://davesmapper.com/


you have extra time and enjoy mapping for 
mapping sake. The more time you spend, 
generally the better a map looks, however 
sometimes quick and simple is more 
appropriate. Keeping a map easy to read is 
generally more important than making it pretty. 
Extraneous details may be better described in 
the text of your post, rather than drawn on a 
map, especially if you are short on time. 
Layers are your friend; you'll want to be able to 
change individual elements of the map easily. 
Before you upload it, consider the image 
dimensions, file size, and format. All-in-all 
maps can be a very helpful addition to your 
game. Find a method that works for you and 
have fun!  That's what this is all ultimately 
about after all.

border or a wordy title describing who 
commissioned the map and when it was made, 
burnt borders and/or fold lines, props laid on the 
map as if set there to hold it down (a dagger 
perhaps), or some assorted stains with dubious 
origins. Like most things, the more time you 
spend on the details the better your map will look. 
Again though, a busy map isn't a better map.

To sum up
Using maps in your game doesn't have to be 
overwhelming or take a great deal of time (though 
it can if you want). Templates and good 
techniques can help you make a map quickly. 
There are mapping programs that can make it 
easy, or sometimes one just wants a randomly 
generated one. Map only what you need, unless
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Figure 2



The darkness of the underground, broken by odd, 
half-heard skittering and scratching noises that 
are overlaid by strange snuffling sounds; the dark 
holds a secret and it’s not a healthy secret at that. 
Pinpricks of light glare back at you, the reflection 
cast by your feeble torches as they touch the eyes 
of the denizens of this place void of brightness. 
And then, before you can muster your strength 
and prepare to face the points of light, there is the 
softest of ‘clicks’. In horror, just before the bar 
adorned with twisted, rusted spikes swings out 
from the wall to impale you, you realize what 
they are… kobolds!

History of the Kobold
The histories and libraries of the world posit 
varied and sometimes colorful accounts of the 
lineage of kobolds, that is, when they can bring 
themselves to spare shelf-space to such 
information. Kobolds, for their part, deny all such 
historical accounts, possibly because they don’t 
really understand them. According to kobold oral 
tradition, the god of the kobolds, Kurtulmak, gave 
life to the kobold race and taught them the 
important art of living off other creatures (usually 
by such tried and true methods as theft, looting, 
pillaging, and so on). All things considered, the 
kobolds proved to be apt learners.

It is said that Kurtulmak intended for his creations 
to live in the deep reaches of unfriendly forests 
and in shallow caves, recognizing their value as 
places to hide and from which to attack passing 
traffic. Unfortunately, these lands were also 
sought by gnomes and, given the temperament 
that Kurtulmak gave his creations, battle ensued 
frequently. This conflict proved hard for the 
kobolds, as they were quite primitive in combat 
and strategy when compared to the gnomes. Only 
the relatively high reproductive rate of the 
kobolds gave them much chance of survival 
during this period. 23

How the next part of kobold history came 
about is still not entirely clear, in spite of 
the number of captured kobolds 
“interviewed” by scholars interested in the 
subject. Somehow during this dark time, 
either as a whole race or simply tribe by 
tribe, the kobolds made an accord with, of 
all creatures… dragons. However the 
accord came about, it proved a godsend for 
the kobolds. Some kobold shamans suggest 
that the deal between the species was not, 
in fact, negotiated between the kobolds and 
the dragons directly, but rather brokered by 
Kurtulmak in the interests of preserving the 
life of his creations.

However the pact was made, it is certain 
that many a dragon’s lair is either also host 
to a kobold den or is located very near one. 
The kobolds’ lair is, generally, used as a 
sort of first line of defense, something that 
initially seems foolish until one considers 
that kobolds are skilled trap makers and 
setters. These traps, often quite hideous and 
brutal in design, are constantly being 
supplemented by new traps and the older, 
weaker traps are swapped out or repaired 
on a constant basis. Kobolds spend so 
much of their time manufacturing and 
setting traps, that two visits to the same lair 
will often be entirely different situations. 
Dragons also like the convenience of at-
call servants to run errands.



laying opportunities ahead. Whilst they hate 
humanoids in general, they are partial to the 
taste of them, so they often send out warbands 
to capture lone humanoids or small, poorly-
defended bands and bring them back to their 
lairs. Whatever their initial motive might be 
for taking prisoners, much of the time, the 
ultimate fate of the kobold's prisoner is to 
become dinner, though kobolds do also sell 
some of their prisoners into slavery. Even if 
the kobolds choose not to eat a captive, much 
time spent in captivity usually leaves the 
prisoner in a terribly poor state, unable to 
escape even if the opportunity arose. Most 
captives are tormented and tortured with great 
delight by kobolds, who feel that they are 
getting some of their own superiority back in 
the process.

Most likely as a result of their comparative 
weakness, kobolds are very respectful of 
authority and greater strength, largely as a 
survival mechanism. Kobolds who serve a 
dragon, for instance, are fanatically loyal, 
recognizing their greater place in the world 
when in such service. It is unlikely that a 
kobold with a powerful leader would betray 
them, whether out of great respect and loyalty, 
or (more likely) out of fear of what might 
happen if they were caught in the act. Kobold 
religion is largely centered on the tenets of 
survival, safety in numbers, the destruction of 
all larger racers through attrition, and 
obedience to authority. Whilst many kobolds 
are warriors and some are priests, the little 
creatures have a knack for sorcery, something 
that once again hints at a trace of draconian 
heritage.

As a rule, kobold heroes don’t have the 
courage and fighting skills usually expected 
from someone with the title of “hero”. Instead, 
they are often masters of “indirect combat”. 
This is the type of combat that kobolds prefer 
and respect, and it includes such skills as 
attacking the defenseless, ambushing, trap-
setting, and torturing. Kobold heroes prefer to 
lead from the rear and try to avoid one-on-one 
challenges wherever possible unless very well-
supported by other kobolds (who will likely 
attack at the first sign of the contest going 
against the “hero”). Kobolds have no respect 
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Physiology of the Kobold
One thing that cannot be denied is that kobolds 
are reptilian. Their appearance screams it, with 
scaly skin ranging from dark rusty brown to a 
rusty-black color. Additionally, kobold females 
reproduce via eggs that are laid externally and 
maintained to promote hatching. Kobolds also 
sport a scaled tail which somewhat resembles a 
scaly rat’s tail. Their heads are covered with 
protuberances reminiscent of the horns and ridges 
seen on dragon’s heads, suggesting some distant 
kinship between the species. Kobolds live either 
deep in the darkest forests or underground; as 
such they are perpetually in the dark in their lairs 
unless they choose to light the way (usually to 
bait adventurers into traps). As such, a kobold’s 
eyes glow red and this helps them see in the dark 
quite well. When it comes down to it, kobolds 
don’t actually need light to kill you.

Kobolds are perfectly capable of subsisting on 
plant matter and/or animal flesh, and this forms 
their normal diet. However, the flesh of intelligent 
creatures tastes better, and kobolds are partial to 
eating intelligent prisoners from time to time.

Psychology of the Kobold
In general, kobolds are relatively weak and they 
know it. As a result, they suffer very much from 
“small humanoid syndrome” and like to bully and 
pick on beings smaller than themselves or on 
captives and hostages (since they are pretty much 
at the kobold’s mercy). Kobolds aren’t terribly 
bright, but they are smart enough to realize that 
full-frontal assault against a more powerful 
enemy is tantamount to suicide and they instead 
prefer the hit-and-run style, guerrilla warfare. It is 
also in recognition of this relative weakness and 
disadvantage compared to other races that’s given 
rise to the kobold love of traps. Kobolds love 
traps and they are featured quite frequently in 
kobold lairs.

Kobolds, overall, are quite cruel. They recognize 
their inferior place in the world and they resent it 
bitterly. This manifests on harsh and atrocious 
treatment of captives, as well as in the design of 
particularly nasty traps. If a kobold has a choice 
between a trap that will kill and one that will 
seriously weaken and maim, they will tend to 
choose the latter, especially if there are more trap-



Kobold Allies
Kobolds really only have one true ally, 
dragons, and even that depends on whether 
there are any dragons needing minions in the 
area. Kobolds hate fey and almost all other 
humanoids, and despise gnomes especially. 
While a kobold warband might pass up the 

for the customs of other races but, being lawful 
evil, they have great respect for their own culture 
and rules, which do not include concepts such as 
“a fair fight” or observation of the rules of 
challenge held by most races. All in all, a kobold 
is usually not overly bright, but he is very 
cunning.
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opportunity to attack an isolated band of goblins if 
the numbers are about equal or the fight otherwise 
a “fair fight”, they won’t do the same with 
gnomes. Dragons, however, see value in the 
hostile, homicidal little creatures, and make use of 
them to help defend their lairs with traps and to 
run errands for the dragon. Dragons also don’t like 
wasting their magic on frivolities in case 
“something comes up” that requires the spells in a 
more up-front and personal way and choose, 
instead, to rely on kobold sorcerers when they can.

Alternate Kobold Origins
While the history previously mentioned is the 
generally approved, accepted, and sanitized 
history of the origins of the kobolds, other 

alternate hypotheses circulate which are not 
entirely incompatible with the commonly 
accepted myth. According to one alternate  
theory, kobolds are related to dragons through 
some distant and widely divergent path of 
evolution or perhaps through some magical 
means. This could still allow for Kurtulmak to 
be the creator of the race, but would place him 
in the position more as a facilitator of a 
particular evolutionary pathway. Still others 
suggest that the kobolds sprang from spilled 
dragon’s blood after a conflict between an 
extremely powerful dragon and another 
powerful being, possibly Kurtulmak, again 
making him the creator, but strengthening the 
bond between the species. This could also 
explain the kobold penchant for sorcery.



Rock Bomb: Urd are fond of dropping 
approximately 3 pound rocks on their enemy’s 
heads, preferably at night where the dark hides 
them. The rocks do about 2d4 damage, and the 
first attack is usually made as if the target is 
flat-footed, unless they have special 
knowledge that the attack is pending.
Light Sensitivity (Ex): Urd are dazzled in 
bright sunlight or within the radius of a 
daylight spell.
Skills: Urd do not make good miners and thus 
lack that skill held by their cousins (wings get 
in the way in tunnels), but they retain the +2 
racial bonuses to Craft (trapmaking) and 
Search skills.
Challenge Rating: Urd with levels in NPC 
classes have a CR equal to their character level 
-2.

Knowledge of the Kobold
The following table shows the results of a 
Knowledge (History) check as it relates to 
kobolds. People who dwell nearby a constant 
kobold threat, gnomes, and those inclined to 
study humanoid societies are the ones most 
likely to possess this knowledge. Kobolds are 
found on page 161 of the Monster Manual.

Urd
Urds are distant relatives of kobolds. Three feet 
tall, with short ivory horns, their bodies are frail 

and covered with mottled yellow to brick red 
scales. Their leathery, bat-like wings span about 8 
feet. Urds prefer to hunt at night, dropping jagged 

stones (about 3 pounds each) from the air. 
Unsuspecting victims are flat-footed for the initial 

attack. The rocks usually do about 2d4 damage, 
but most Urd tend to carry spears as well as rocks.

Urd, 1st-level Warrior
Small Humanoid (Reptilian)
Hit Dice: 2d8 (20 hp)
Initiative: +1
Speed: 30 ft (6 squares)/60 ft fly (12 squares), 
Average maneuverability.
Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 
leather), touch 12, flat-footed 14
Base Attack/Grapple: +2/-4
Attack: Spear +2 melee (1d6-1/x3) or rock bomb 
+3 ranged (2d4)
Full Attack: Spear +2 melee (1d6-1/x3) or rock 
bomb +3 ranged (2d4)
Space/Reach: 5ft/5ft
Special Attacks: Rock bomb
Special Qualities: Darkvision 60 ft, light 
sensitivity
Saves: Fort +2, Ref +2, Will +0
Abilities: Str 9, Dex 13, Con 10, Int 9, Wis 9, 
Cha 8
Skills: Craft (trapmaking) +2, Hide +6, Listen +2, 
Move Silently +4, Search +2, Spot +2
Feats: Alertness
Environment: Temperate to tropical hills and 
mountains
Organization: Gang (4-9), band (10-100 plus 
100% noncombatants plus 1 3rd level sergeant 
per 20 adults and 1 leader of 4th-6th level), Gen 
(50-500 plus 1 3rd level sergeant per 20 adults, 1 
or 2 lieutenants of 4th or 5th level, 1 leader of 
6th-8th level and 2 sorcerers of 4th-5th level)
Challenge Rating: 1
Treasure: Standard
Alignment: Usually neutral evil
Level Adjustment: +0

Combat: Urds, similar to their kobold cousins, 
like the overwhelming advantage of numbers 
before they make an open attack, though their 
ability to fly away from tougher challenges 
sometimes makes them a little braver. They also 
favor trickery and traps, especially in their lairs.26

Knowledge 
(History) DC 

Result

12 Kobolds are hateful toward all fey and 
humanoids, but harbor a special hatred 
for gnomes.

14 Kobolds are relatively weak and not 
entirely brave; as a result they 
engage in ambush warfare, guerrilla 
tactics and hit-and-run strikes.

20 Some dragons harbor kobold tribes 
to add to their defenses and to 
provide grunt labour for their lairs.

22 There are rumored to be various off-
shoots of the kobold race, some 
adapted other environments (such as 
aquatic and desert kobolds), and 
some of which can even fly and are 
known as Urd.

26 Kobolds have a penchant for traps, 
which they use to fortify their lairs 
beyond the level of danger one 
would expect of such insignificant 
creatures.

28 Kobolds claim a close kinship with 
dragons, one that evidence seems to 
bear out.



Room #2
This room is an ornately furnished room that 
exudes wealth and affluence. As you enter, on 
the left wall is a large tapestry depicting a 
massive red dragon sleeping upon a pile of 
gold and treasure. Across from you, the wall 
has an ornately carved fresco showing a golden 
statue being worshipped by kneeling followers.

The room is 20x15 feet. In the room, there is a 
secret door in the far left northern corner and 
to the right is a true door. The secret door leads 
to a 5x5 room with another secret door across 
from it. This leads to another 5x5 room with 
another secret door across from it. This leads 
to another 5x5 room with a door in the right 
wall. This leads to another 5x5 room with 
another secret door in the right wall. This 
opens up to a 10x10 room with a large chest 
overflowing with gold and gems in the center. 
If the party enters the room and touches the 
gold or treasure, it reveals itself to be an 
illusion and sets off the trap. The trap is a 
Poisoned Pit Trap. At the bottom of the pit trap 
is a small hole leading into a larger cavern. 
The cave opens up to a natural cavern about 
20' by 30'. The cave is full of thick spider webs 
so dense it is difficult to see through them. 
After some exploration, a dark hole leading 
further down can be discovered. 

The real door is locked with a good lock (DC 
30). It is trapped with a Wyvern Arrow Trap. 
The trap is hidden inside of the fresco.

Past a pillar in the exit hall is a shaft leading 
up. There is a rope tied to a ring in the ceiling 
about 20 feet up at the top of the shaft. Stairs 
lead from a landing there on upwards. 

Room #3
This room is a large room filled with several 
golden idols. When the party enters, they hear 
a booming voice shout out, "Ye who enter 
here do well to remember these words. To 
leave you must go out the true door. Picking 
false shall lead to doom. There are clues 
hidden within this room. Touch the item 
that you think be true, and the door shall 
open for thee."

The difficulty of this dungeon can be customized 
by moving the difficulty of the locks and traps up 
or down. I have set it at a medium level of 
difficulty, with a few really nasty traps. Also, all 
my rules and whatnot I'm getting from the 
Pathfinder rulebook, so you may need to adjust if 
playing other versions of the game.

The reason that the party would be going to this 
dungeon would be to find the weapon, Mixyl's 
Choice. This is a legendary artifact weapon of the 
followers of Mixyl, a goddess of luck and chance. 
You can always substitute her with any CG god or 
goddess of thieves or trickery.

Room #1
You fall into a large room and find it to be 
nondescript. Other than a small pile of rubble and 
debris, the only feature is a door on the far wall 
with a plain wooden door. 

The room is 40x40 feet. There is a door in the 
North wall. This room only has the first door. It is 
locked with a good lock (DC 30). The door is also 
trapped with a Frost Fangs Trap. The trap affects 
the entire room.

If the rubble and debris is cleared, a trap door is 
revealed. This is otherwise the trap door portion 
of a deadfall trap with a pressure plate in a room 
below. There is a small shaft leading down to a 
wine cellar. The cellar has an exit to the right 
comprising of a long series of descending 
stairways. 

DM Note: Once the trap in Room 8 has been 
activated, a secret door in this room opens up on 
the left wall leading to a hallway.

27
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This room is 25x15 feet. The idols are the 
following: A bull, a fox, an owl, a tiger and a 
bear. Each one other then the fox has a Harm Trap 
on it. Give the party members a Knowledge: 
Religion check (DC 25) to know that the fox is 
the animal most associated with Mixyl. Touching 
any of the other idols triggers the Harm Trap. 
Touching the fox opens a one-way door set in the 
right wall. 

The door leads to a long spiral staircase. There is 
a hall leading off to the right a few levels down. 
At the bottom of the stairs is a hall leading left, 
terminating at a simple wooden door. The door is 
jammed shut from the other side, but a solid 
shove can open it, however doing so is risky. The 
door opens up to a vertical shaft and any who 
shove it open must make a reflex save or fall.

Room #4
Entering this room, you see it resembles a large 
hallway. To your right is a seated golden statue of 
a demon, its ruby eyes glittering in the torchlight. 
To your left is a wooden doorway.

This room is 25x15 feet. The statue is trapped 
with an Energy Drain Trap. The first person 
entering the room (unless employing means to 
hide from the trap's true seeing ability) is hit with 
the energy drain. The door is also trapped with a 
Maximized Fireball Trap. Anyone approaching 
within 10 feet of the door sets off the trap.

Under the seated statue is a lever that slides it 
over, revealing a passage leading down. Rusty 
iron rungs are set into the shaft leading down to a 
rickety looking wooden landing. A rope is 
haphazardly tied off the end of the landing 
descending further down the shaft. 

There is a floor above this room, however it 
cannot be reached from here. A descending 
stairway leads to a small room where the ceiling 
has eroded away and now cave formations drip 
into a pool in the floor. There is a spiral stairway 
opposite the pool leading down to a long 
columned corridor. Water drips down from above 
but doesn't drain well so the corridor has about 
three inches of standing water in it. If any of the 
columns are messed with, an electric charge goes 
off, electrifying the water covered floor. The 
mechanism for this trap is located under a column 

and cannot be disarmed without first removing 
the column, something that will make the 
weakened ceiling collapse. The corridor is a 
dead end, ending in an old collapsed pile of 
rubble where one of the columns has broken 
long ago. Under the rubble, is a dead 
adventurer and all his possessions.

Room #5
This long hallway has an underwater theme. 
Various paintings of fish and other aquatic 
animals frolic and cavort along the walls. At 
the end is another wooden door.

This hallway is 5x20 feet long. It has a trap in 
the middle that will flood the room, which can 
be detected and disabled (DC 25 for each). The 
room immediately begins to flood if the trap is 
set off, as well as two large stone slabs fall 
down in front of the two doors. Once the trap 
has been set off, the only way to stop it is to 
find the bypass trigger. It is hidden in the eye 
of a great white shark, with a perception check 
(DC 30) to find it. Once the bypass has been 
hit, the water drains through unseen means and 
the stones lift themselves from in front of the 
doors.

In addition to the shark, there is an ooze that 
lives under the floor. A series of small drain 
pipes lead to a larger pipe that drains into this 
room as well as a hole leading down. There is 
a small pool here where bits of dead 
adventurers collect, and the ooze calls this 
home. Every so often it ventures up the pipe 
and into the main room above. 

The door that exits the room is also trapped. 
Once the door opens, it causes a Hail of 
Arrows trap to go off. The arrows fire from 
mechanisms under the stairs.

Room #6
This room is a plain looking room with 
another statue of a dragon to the right of the 
door and a large wooden door to the left. 
Another tapestry of a dragon sleeping on its 
horde resides in this room across from the 
door.

The room is 60x60 feet. This room is 
swarming with traps. The statue is trapped



on one side and shallow steps leading up to an 
important looking sarcophagus on the other. If 
the lid of the sarcophagus is moved, the hatch 
in the ceiling drops open and floods the room 
with acid from the acid lake above. 

Next to the exit door on the right there is an 
old elevator lift that is suspended by two heavy 
chains. The lift leads to a wooden door. The 
door is locked and the lock is rusted beyond 
picking, however it is very brittle. Beyond the 
door is a dusty room littered with red painted 
barrels of explosives and boxes of dynamite. 
Chemicals have leaked out of these explosives 
and now coat the floor in a slippery film. The 
slightest bump could set off a cascade 
explosion. A spiral staircase leads up on the 
other side of the room.

Room #8
This room has a large pedestal in the middle of 
it. The room is made of pure marble and glows 
with a soft light. Atop the pedestal is a 
shortsword, glowing with a light blue aura.

Any who picks up the sword triggers the final 
trap in the dungeon. This trap resets all 
previous traps, shuffles the order of the rooms, 
and randomly teleports the party to one of the 
rooms in the dungeon (other than itself).

The only way out of the dungeon is to figure 
out two things. One, that when they are 
teleported, it is to the same dungeon just with a 
different layout every time. Two, find the 
secret door that is hidden in Room #1. The 
way out is a passageway leading up on the 
ceiling that is hidden by an illusory wall that 
keeps you from seeing it. The only way to find 
it is to beat the DC of the spell (Will DC 25 
when interacting with it).

However, the last trap of the dungeon is on the 
exit. The ladder in the hidden column out leads 
to a wooden trap door. The trap door is trapped 
with an Empowered Disintegrate Trap. Once 
they exit, they have in their possession Mixyl's 
Choice. It is a +5 Shortsword. Any time the 
wielder makes an attack with Mixyl's Choice, 
the DM rolls for the weapon. It has the chance 
to be either steel (1), adamantium (2), silver 
(3) or cold-iron (4) (roll a d4 to determine 

with an Empowered Disintegrate trap. In the 
middle of the room is a lightning bolt gallery trap. 
The tapestry is trapped with a cone of cold trap. 
The door out is trapped with a camouflaged 
spiked pit trap.

Hidden on the side of the pit trap is a small 
opening to a larger natural cave complex. There 
are some old remnants of previous spelunkers like 
old rope bridges and rotten ladders. The cave has 
a shaft leading down and a larger chamber on the 
far side. Pools of water have collected in a few of 
the deeper areas. 

Hidden above the dragon statue is a small hatch 
that leads to a vertical shaft with an old ladder 
secured to it. The shaft leads to a crawl space 
which dead ends into a spiked wall. With a little 
fiddling, the wall can be made to snap open, 
revealing a shaft leading up. It is clear the spiked 
wall is now blocking a room below it. 

This room has bones littering the floor, most are 
crushed beyond recognition. Any vibration in the 
room activates the trap. The exit out the top is 
blocked by the spiked hatch slamming shut. Then 
two spiked walls close in from each side, slowly 
crushing any who are in the room.

Room #7
A tall spiral staircase leads up. At the top is a 
cave-in that appears to be a dead end. There is a 
secret door opposite the cave-in that leads to 
staircase back down to another door. The last 
three steps are trapped to drop the victim into a 
pit of acid. A glittery object can be seen in the 
depths of the acid pool. If one swims down, they 
find it is a polished metal plate over a stone 
block, probably there to protect it. One can swim 
in the acid caves to reach the other side if one is 
able. Swimming to reach the underside of the 
ladder trap door is the only way to disable the 
trap. Otherwise, the door above leads to a tall 
ladder down. The middle rung triggers another 
trap that drops the whole ladder into the pit of 
acid. As one trap door falls, another springs up, 
partially blocking the exit. A spiked saw is 
attached to the underside of the blocking trap 
door and rips up at the same time, catching any 
who try to leap off the falling ladder. 

Under the acid lake is a room with a few coffins 
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which). It then also randomly gains a magical 
ability. Roll on the magical melee weapon special 
abilities. Depending on your party’s level, you can 
roll on the minor, medium or major chart to help 
balance it. Any follower of Mixyl (or whatever 
deity you use) can set the sword as a +5 Anarchic 
Shortsword of whatever metal you wish it to be 
of. They can only use this ability 3/day.
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Artistic notes from the creator of the map
Here, in brief, are the basic steps I used in 
creating the Mixyl's dungeon tiles. I started with 
a square document. I made a background image 
layer by drawing a custom pattern using a 
graphics tablet, though I could have scanned in 
something I drew with a sharpie the same way. I 
made this pattern seamless by using the offset 
filter and editing as necessary. I placed guides 
at the horizontal and vertical centers of my 
document. Using a square brush sized to be 
about the same as a 5' square on the map (30 
px), I painted an exit passage on each edge of 
the map (Top, bottom, left, right). Because each 
exit is the same size and place, the maps will 
line up in any order and orientation. 

I colored this primary dungeon layout layer 
using a layer effect. (Color overlay= white; A 
soft large outer glow, and a stroke of a 1px black 
outside line). This way whatever I paint instantly 
has a line around it and is white with gentle 

shading. I then drew the layout of the room, 
being sure to add areas where the trap 
mechanisms are hidden. I used various 
brushes to achieve some of the wall texture, 
basically trying to avoid simple strait lines 
and to simulate brick walls. I then drew in the 
details like doors and trap mechanisms on a 
new layer. I drew them all with a thin black 
brush. Then, when the outlines were drawn, on 
another layer I added some shading. This 
shading layer's transparency was turned down 
so the shading never got too dark.

Last I added a grid layer using a grid pattern 
set to 20% transparency. Then I used a mask 
to remove the grid from all areas except the 
dungeon rooms to help give it a cleaner look. 
That's it, 5 layers: background, layout with a 
layer effect, detail lines, detail shading, grid.

●  Right: The base design for the room's background.
●  Below-left: The base design for the room.
●  Below-right: The full-size design for the room's 

background, equal in size to room layout.
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A map of the various rooms in Mixyl's Temple.



32

A map of the blank rooms so you can add your own challenges in Mixyl's Temple.
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Potion Trap
A glass bottle filled with a colorful liquid sits 
on a shelf, quite obviously a potion brewed by 
the wizard who inhabits this dungeon. 
However, it's all a clever trap designed to trick 
adventurers by looking just like a potion. As 
soon as it's touched, the bottle explodes, 
releasing a highly corrosive acid. Perhaps the 
adventurers will think next time before 
grabbing for a potion!

Wind Vent
As the adventurers traverse a long hallway, 
they come across a strange vent in the floor 
spewing a gentle upwards breeze. As one of 
the adventurers attempts to step over the vent, 
the current suddenly increases a thousand fold, 
blowing the unfortunate adventurer upwards 
into the ceiling. The ceiling may have spikes or 
yet another deadly trap awaiting the hapless 
adventurer.

Butterfingers
This trap can be placed on lock or device, 
possibly as the first stage in disarming a more 
complex trap. It is a two part trap, the first 
being a simple alarm spell if tampered with.   
If triggered, the victim's hands are coated in 
magical grease (as the spell grease or some 
other anti-friction coating) for some duration 
(24 hours maybe).  This makes subsequent 
skill checks that require the use of their hands 
to be very difficult. If the alarm was not found 
and disabled, it also triggers - possibly alerting 
something the PCs didn't want alerted.  The 
alarm spell is there to mask the grease spell so 
it should be easier to detect.  Detecting that 
there are two spells in the trap requires two 
detection rolls, one after the alarm spell is 
disabled.  

A Sticky Situation
This trap is used in conjunction with another 
trap or device one wishes to tamper with.  A 
trap is detected, but to disarm it one must first 
move something out of the way.  This might be 
a crystal orb, a large skull, a stone block, or 
just a wall panel.  Under or behind this object 
is the trap mechanism, ready to be disabled.  
Unfortunately for the victim their hand/hands 

Given all the traps that can be found across 
various books as well as the internet, the staff 
here at Explosive Runes couldn’t feel like we were 
neglecting our faithful readers by not giving them 
some of our own creative ideas, as well as giving 
you a variety of traps to change and mold to your 
own campaigns needs.  Gathered here are more 
than 50 ideas for you to throw at your players 
when they are looking for a challenge. Enjoy!

Fake Artifact
The adventurers came to this dungeon in search 
of a powerful artifact created centuries ago by a 
cabal of powerful wizards. After delving through 
countless rooms and corridors, fighting horrific 
monsters and dodging clever traps, the 
adventurers finally locate the glistening artifact. 
However, upon picking it up, the party leader 
begins to feel ill. Unbeknownst to the party, this 
item is a clever decoy smeared with a deadly 
poison! It would seem that the real artifact is 
located somewhere else within the dungeon.

Fool's Gold
In the center of a small room is a solitary treasure 
chest. Opening this chest not only reveals 
hundreds of gold coins, but also causes the door 
to the room to shut and lock behind the party. 
Suddenly the treasure chest begins to overflow, 
flooding the room with gold coins. The room 
continues to fill up; suffocating the adventurers 
once the coins get over their heads. The only way 
to stop the room from flooding with coins is to 
flip a small lever found on one of the walls. Of 
course, the door out of the room can also be 
unlocked if there is enough time. Those that 
survive this trap will undoubtedly fill their 
pockets with coins after their ordeal, however, 
these coins end up being worthless fool's gold 
instead of real gold.



give clues.  When they move their heads, the 
rustling increases.  When they breathe, they 
feel their breath come back at them, as if they 
are breathing against something.  They can 
only see strait below them, their bodies and 
feet out to about six inches.

The Incredible Shrinking Thief
The treasure is yours; there is nothing to 
prevent you from loading up and walking out.  
You enter and a trap is triggered.  Suddenly 
you are the size of an ant.  If you are lucky, you 
can carry away a single gold piece.  To become 
large again, you'll need the appropriate spell, 
enlarge person or some other similar spell.  
The previously defeated dungeon takes on a 
whole new challenge as you may have to make 
your way back as your current size.  All insects 
are now giant, that pool of water is now a huge 
lake, the small crack is now a chasm, and 
death by crushing becomes a very real danger 
if anyone walks by.

The Reverse-pressure Plate
The PCs come to a locked door, with an easily 
identifiable pressure plate directly in front of 
it. However, the pressure plate and locking 
mechanism are connected, and unless someone 
is standing on the plate, only a false locking 
mechanism is presented to PCs, not the one 
connected to the deadbolt itself.

are now magically/alchemically glued to the 
object they had to move.  A rogue with a heavy 
iron plate glued to their hands may have a nice 
make-shift shield but their ability to manipulate 
delicate mechanisms is now severely reduced.  
The glue/spell can only be removed with a 
universal solvent or appropriate spell.  The 
severity of the trap can be adjusted based on the 
object that is stuck to the victim.  A small panel 
might just give a -2 to DEX-based skills but a 
heavy sarcophagus lid in a room filling with 
water might be deadly.

Great Jumping Gemstones
A trap or device is located.  Upon inspection it is 
discovered that a magical gemstone is key in 
disabling it.  The stone is housed in a setting such 
that one could probably pry open to remove the 
gem.  The gem is a jump-gem.  When broken it 
teleports the breaker to another gem in some other 
location.  If the gem housing is tampered with, a 
hammering piston fires and shatters the gem, 
triggering it.  The trap or device is disabled when 
the gem is broken or somehow removed.  Where 
one is teleported too is up to the DM, but here are 
some ideas: center of a maze, monster den, 
previously narrowly escaped water trap, the top of 
a tall obelisk in the center of a lake of lava, decoy 
identical dungeon.

Couldn't Find Your Way Out of a 
Paper Bag

This is a magical trap.  When triggered, 
everything suddenly goes dark and the sound of 
crumpling paper can be heard, which might be 
mistaken for a crackling fire.  Attempts to use 
light sources are ineffective, even magical light.  
Eventually it becomes warmer and difficult to 
breathe.  After more time, the victims pass out 
and eventually die of asphyxiation, (assuming 
they breathe).  

What is happening is magical bags have been 
summoned over the victim's heads.  The bags are 
force effects and have no real substance to them, 
so they can’t be felt.  They can, however, be 
removed just like a normal bag.  One can simply 
pull it off or rip it off.  The first player to do so 
can see the other characters all standing there 
with bags on their heads.  

To keep this trap from being too lethal, one can 34
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The Offset Pendulum Blade
The PCs approach a hallway, only to find a large, 
swinging pendulum blade moving slowly back 
and forth across the hallway. Clever or prepared 
PCs might notice that there is illusion magic 
filling the hallway, covering the true trap - two 
separate pendulum blades swing back and forth 
on opposite sides of the visible, illusory one 
designed to catch any PC trying to leap past what 
they normally see.

The Reverse Pit
The PCs come across a hallway which appears to 
be mid-renovation. Tarps partly cover the 
unfinished walls and ceiling, and a deep, 
unfinished pit trap sits in the very center. 
However, directly over the pit trap is a second pit, 
hidden by the tarps, which will catch PCs 
jumping over the real pit using a permanent 
reverse gravity effect.

Book/Manuscript Trap
This is a composite trap that is used to defend 
books, scrolls or other manuscripts of particularly 
high value or of great secrecy.  It consists of 
several devices.  First, the room itself should have 
one or two moderate traps to “throw off the 
scent”.  Assuming passage through room traps, 
the desk/document case containing the 
manuscript is trapped.  The manuscript is visible 
and identifiable, but contains a relatively obvious 
trap, usually poison needles and the trap is 
triggered by fine wires rigged to the manuscript.  
Successful attempts to disarm this trap actually 
engage a secondary trap.  This second trap is tied 
into the real manuscript, which is in an extremely 
hidden compartment.  Opening the hidden 
compartment without disarming the initial trap on 
the fake manuscript triggers the second trap.  
Disarming the first trap means that the fake 
manuscript is readily accessible and can be taken 
without injury.  However, moving the fake 
manuscript releases acid into the real manuscript, 
ruining it completely.  Recognition of the second 
trap allows an opportunity to disarm it.  Failure to 
disarm the second trap once again releases the 
acid onto the manuscript, but also a jet into the 
face of the character.  This works best on 
important documents that might be sourced from 
more than one location, with the easier locale 
being the trapped one.  Presumably this is either a 

copy or a red herring and the real one can be 
found some other way.

The Searing Gauntlet
This trap revolves around a corridor of some 
eighty feet in length.  There are three alcoves 
on each side of the corridor, each containing a 
pressure plate.  At the end of the hall is a door, 
or a corner, as you see fit.  Walking down the 
corridor past the first pair of pressure plates 
without leaving an object of at least one pound 
weight on both plates causes the leaders of the 
party to be hit with jets of fire from either side. 
 The second set of plates already have 
something on them, but failing to remove them 
causes jets of cold to fire as the leaders pass 
the plates.  The last two plates have nothing on 
them, but the only way through is to place 
something on the left plate, which disables the 
jets of acid in the next stretch of corridor.  The 
door could be locked or not, depending how 
much you like the party.

False Book Trap
While at first, this trap appears to be a huge 
tome sitting open on a pedestal; it is little more 
than a ruse. The pages are connected to a 
delicate sensor, and when the pages are 
flipped, the trap springs shut, usually severing 
the entire hand of the unlucky victim.

The World's Fastest Cube
A very long, 10ft. wide stone staircase is noted 
to have a peculiar slant along the lip of the 
steps. It is also noticed that the tiles on these 
steps feature geometric shapes 1ft. tall and 
wide. On the steps approximately 2/3 of the way 
up are a series of pressure plates: stepping on a 
tile with a square activates the trap. First, the 
lips of the stairs are affected by a Grease spell. 
Secondly, a Gelatinous Cube (Monster Manual, 
pg. 201) is released at the top of the stairs, 
which hurtles down the greased steps at 120ft 
a round. A Spot check (DC 15) allows the 
player to notice the Cube in time to either 
make a Reflex save (DC 15 (+2 for speed)) to 
avoid being engulfed by the ooze on its way 
down or make a single Attack of Opportunity.

The Broken Clock
An iron grandfather clock sits in an alcove of a 



The 4th platform in the series lowers looking 
the same as the previous ones; only the button 
on this platform does not call the next one 
down.  The button for that is well hidden a few 
feet down the inside of the next shaft.  The 
platform button instead drops platform down 
the shaft and opens a hidden hatch above it. 
Unprepared players on the platform fall with it, 
seeing the hatch above open and drop 
something down upon them as they plummet, 
(a boulder, tons of sand, an ooze).  

Adjusting the shaft height and what is at the 
bottom can increase the lethality of this trap.   
Instead of stopping to let the players cross 
slowly, a platform might descend slowly but 
not stop so they have to jump off in time to 
avoid being carried down (into lava perhaps).  
In this way, they'll have less time to check each 
platform for traps.  If they are pursuing an 
enemy, they may see them step off the last 
platform and run down the hall, suggesting to 
the players that the platforms are a safe way 
across (the enemy knew of the hidden switch 
to call the fifth platform).

Stairway
A set of long stairs with eyes carved on the 
face of each step.   The eyes are all open and 
follow you if you are in their line of sight.  If 
you step on a step, they eyes close.  When an 
eye closes it removes a piece of the victim's 
vision.  This could be sight distance, or the 
gradually blurring vision or even spots that 
appear one by one until there are too many to 
see through.  The effect isn't instantaneous but 
happens soon after the eyes on the step close.  
Walking the entire stairway will render the 
victim blind.  The only way to restore their 
sight is to re-open the eyes on the steps.  This 
might be done with a relic or a series of skill 
checks where failure results in a blindness 
transfer, or perhaps just prying every eye open 
by force.

Don't Pull My Chain
There is a long thick chain leading up to where 
one needs to go, a ledge or landing. A small 
amount of water drips down through the wall 
and gently trickles over the landing.  The chain 
passes through a hole in the floor and one in 
the ceiling if one can see up that far. If one 

36

room where there are two exits, which are 
obstructed by sealed iron doors. The clock 
features a button where, if pressed, the hour hand 
becomes easily adjustable. Should a hand point in 
the direction of a door and the button is pressed 
again, that door unlocks or locks accordingly and 
prevents the hand from being moved again. This 
feature makes this room favorable for resting in. 
However, should the actual hour correspond with 
that on the face of the clock and the hand is set, 
all the doors in the room lock and a toxic poison 
is emitted for five minutes. After this time, the 
poison is cycled back into the clock and an 
appropriate door is unlocked.

Mimicked Mimic
A chest with carved eyes on the side of the lid and 
teeth like a crocodile around the lid. (or a normal 
looking chest if you want it a bit more discreet)   
The chest is locked in the usual way a nice chest 
would be.  A tight tension spring is hidden in the 
lid, near the hinge.    If the small pin in the 
bottom is pulled out of a little slot, perhaps by 
lifting something out that has been tied to it, the 
hinge spring is engaged.  The toothed lid snaps 
shut with enough force to crush bone.  Further, 
the spring holds the lid shut tight and the only 
way to open it is to break or disable the 
mechanism. If done poorly, the mechanism will 
release all the tension in an explosion of broken 
spring shards.

Complacent Platform Bridge
A cave or dungeon system has a long passage 
punctuated by a series of six vertical shafts in 
regular intervals.  The players must find a way 
across.  Fortunately for them there are magically 
elevated platforms above each pit.  These 
platforms are hidden in the ceiling but anyone 
with a reasonable eye could spot them.  The first 
platform is called by a poorly hidden button 
located behind a sliding brick.  Again, anyone 
with decent skills can find this.  The button may 
or may not be trapped with a minor trap.  The 
button is pressed, and the platform slowly lowers 
to make a bridge across the pit. There is a 
matching button on the top of the platform, 
revealed only after it descends.  This button calls 
down the second platform.  The second platform 
bridge acts as the first one, complete with another 
button to call down the third platform and raising 
the first one back into its original position.



pulls on the chain or tries to climb it, they'll 
discover the chain moves up or down with some 
resistance and is clearly one side of a massive 
loop.  A quick climber can climb up the chain 
faster than it moves down, however. Once 
someone manages to climb the chain or otherwise 
get to the landing, the chain can be used to pull 
others up.  The motion of the chain charges a 
massive electrical device attached to the door on 
the top.  When one touches the door the 
electricity is discharged into the victim, made 
worse if they are standing on the wet floor.   The 
amount of energy released depends upon how 
much the chain has moved.

Play in the Sand
A room or area has a floor and ceiling with many 
tiny holes in it, one every inch or so. A trickle of 
fine sand flows from each hole in the ceiling to a 
corresponding hole in the floor.  The sand 
collectively keeps weight on a mechanism.  If one 
blocks enough of the sand, by walking through it 
or otherwise preventing it from entering the holes, 
the weight on the plate is reduced and the trap is 
triggered.  The ceiling slides open dropping all 
the sand above it into the room, filling it 
completely with plenty to spare.  The sand can be 
red hot to add more damage (beyond crushing and 
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drowning, why not add burning).   The 
pressure plate under the floor can take more 
pressure without triggering the trap, just not 
less.  A simple way around the trap is to flood 
the room with water or otherwise keep enough 
mass/pressure entering the holes to keep the 
pressure plate down.  So long as the plate is 
held down, the ceiling is held shut.  So, if the 
room is full of sand from a triggered trap, the 
ceiling will close as soon as sand starts 
flowing through the holes again. It takes about 
an hour per hole to empty the room 
completely.  After sand has dumped and 
cleared the room may hold bodies and other 
treasures, including gems in the sand that were 
too big to fit through the holes.

Shockingly 'Armless
A thick stone door has a number of elements to 
it. First, a latch set in a deep hole, ringed by 
rusty, well-dented blades. Next, there are 
numerous depictions upon said door of one-
armed men. Finally, a metal door handle rigged 
to an electrical current, which is activated for a 
full minute should the latch be pulled. 
Observant players might note that on the other 
hand of the men in the depictions, they hold up 
a single finger each.
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Push, Don't Pull
A heavy stone or iron door is set on a frame 
within a frame, in front of a nearly ankle-deep 
pool of thick mud. Pushing down on the handle 
and pulling at it releases the door from the first 
frame, crushing the unfortunate opener. Turning 
the handle upwards and pushing allows the door 
to be opened safely.

Patience is a Virtue
There is a solid locked door.  The players want to 
open it but they can't.  There is an inscription 
above it that gives a clue that the way to open the 
door is to wait there and be patient.  "A glacier 
does not carve the valley in a day" or 
"Contemplation will reveal the way" or "Wait for 
it..." or "Weight for it". There is a pressure plate 
in front of the door, and when someone stands on 
it, slowly moving mechanisms can be heard from 
inside the walls (sand flowing at a steady rate; 
slow gears turning; stone on stone moving in 
slow pulses).  The pressure plate does nothing 
other than trigger these sounds (either via magic 
or real mechanisms that do nothing).  The door 
won't open this way.  The trap is designed to stall 
the players; the longer they stand there doing 
nothing the more successful the trap is.

The Illused Illusion
This meta-trap can be applied to any mechanical 
trap of any type, but works best on simple traps 
like arrows or pits. Essentially, the core of this is 
that within a particular trap is a magical field, 
covering the trap in an illusion of itself. No 
changes at all, simply an illusion.

PCs are likely to over think the problem and 
assume the trap is fake, making them careless 
enough to stumble into a huge open pit.

Suddenly Stuck
This trap works best when used in conjunction 
with a number of common traps such as poison 
darts.

In a narrow corridor with several holes lining one 
of the walls, the PCs can easily identify the first 
one or two holes as dart traps.  Somewhere 
further down the corridor is a hole which appears 
to be identical to the rest, but instead of darts it 
sprays glue that either slows or immobilizes 

anyone in range.  Any PC who attempts to run 
past or crawl under the flying darts will find 
themselves suddenly stuck in place.

The Jones Classic or Give A 
Little, Take A Little

This ornate stone box is set into the floor. 
Once successfully unlocked a valuable treasure 
is revealed within, a pile of coins or a 
collection of other precious good. However, it 
sits upon a pressure plate, and should more 
than a half of the total weight be removed the 
mechanism springs the heavy stone lid shut, 
trapping the hands of the thief. Possible clues 
as to the nature of the chest include a pair of 
scales, a see-saw or a charitable god's likeness 
etched onto the box.

Maintain the Flow
A narrow corridor is presented, with pipes and 
grills featuring on the ceiling and floor. At 
regular 10ft intervals a stretch of pipes on the 
ceiling pump blast water into the pipes below 
it. Vision through this waterfall is almost 
impossible. The jets power a rotation system in 
the ceiling where centrifugal force keeps a 
mild acid in a set of iron barrels, and should 
the jet fail for long enough the spin slows and 
acid is dripped onto the heads of those before 
the waterfall. Beyond the fourth set of pipes 
(which is not connected to a barrel above) is a 
deep pit that rushing players may fall into. The 
acid fallen from previous drippings collects 
here. This trap is particularly noisy, between 
the jets of water and the spinning barrels 
above.

Now Ooze See Me, Now Ooze 
Don't

PCs enter a dungeon with thick slime on the 
walls and floor.  It looks like ooze heaven.  
There is a door that will dump accumulated 
slime on them as they open it.  It is a trap, and 
can be circumvented with a moderate disable 
trap roll.  The slime is beneficial however.  A 
knowledgeable character might know that if 
covered with this particular variety of slime 
will make one undetectable by oozes.  Beyond 
the door with the slime trap is a huge pillared 
room with an overwhelming number of oozes 
moving around.  The players have to get across 
(exit, treasure, whatever).



trap, so survival skills would work to identify 
it as well as trap finding skills.  A mist drifts 
about along the floor, which is normal for this 
place.  This time, however, the mist is not 
composed of water but some other flammable 
oil-like substance. The mist coats all it touches 
with a thin film of extremely slick oil so the 
floor is treacherous.  The floor is made from 
flint blocks.  Any spark or flame will ignite the 
mist causing a great explosion that may or may 
not also cause a cave in and wake up sleeping 
threats.  Sparks can be caused by metal armor 
or weapons striking stone, flames along 
flaming weapons, the wizard's pipe, and static 

There is another trap in the center of the room.  
Particulars are up to the DM. It might be a 
pressure plate, it might be bait like a treasure, or it 
might be a 'safe looking zone' that the oozes 
avoid.   The trap sprays the victim with acid that 
deals minor damage.  The spray also instantly 
dissolves the special 'hide-from-ooze' slime that 
may be covering the players.  A crafty player can 
disarm the trap and remove the spray canister and 
use it as a weapon against the ooze onslaught, for 
the acid spray is very lethal to oozes.

Insulating Cloud
This is a trap for aerial encounters. It may be a 
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natural phenomenon 
like a normal cloud, 
something a monster 
might secrete or 
perhaps a trap set by 
another.  Wispy, 
tangled threads 
similar to spider silk 
drift about, looking 
like an average low 
lying cloud at casual 
inspection.  If any 
parts of them are 
touched, they instantly 
swarm and cling to 
the victim.  The threads 
drain magical energy and 
entangle the victim.  When 
attached to anything 
magical or with a magical 
aura, the threads feed off of 
it, effectively creating an 
anti-magic zone.  Any 
victim caught while flying 
will fall, and magical flight 
will be canceled.  One can 
cut their way free but doing 
so is difficult.  For every round 
the threads are attached to one or 
more magical items, the items 
must make a save or permanently 
loose an enchantment.  These 
clouds also tend to float around 
other normal clouds and have a 
nasty way of drifting into flight 
paths. 

Flammable Fog
This is a natural hazard sort of 

discharge from the wool of a 
cloak.  To make the trap more 
interesting, there might be a 
shocker lizard nest hidden 
somewhere inconvenient.

Pandora's Desk
A desk in a study has a 
dark purpose.  Each 
drawer is trapped with an 
easy to find and disable 
needle trap that delivers 
a minor poison that 
damages one's will.  The

needle trap is there to give the 
rogue a false sense of security as 
they think they've found and 
disabled the trap.  When a drawer 
is opened, all the drawers open at 
once and violently expel hot sand. 
 The sand buries the desk 
instantly and any who are near it, 
then it fills the room.  The sand 
removes moisture from the bodies 
of any living thing as well as the 
normal damage for being buried 
under sand.  If you don't like 
sand, the desk can spew anything 
really; daemons, fire, insects, 
snakes, bouncing caltrops, 
butterflies with razor wings.  
Should one circumvent the trap 
somehow (using pass-wall or a 
portable hole or something of the 
kind to access the inside without 
opening a drawer), the desk 
contains a key to a hidden door 
and alcove where another normal 
desk is located.



and can never leave the complex (or 
designated areas therein) without disabling or 
otherwise circumventing the portals.  To make 
things more interesting, the areas where the 
portals are located should look identical (at 
least at first glance) and the locations of the 
portals should not be obvious.

Emperor's New Clothes
Intruders, when entering an area, are placed 
under a compulsion that makes them believe 
that they have all their belongings.  As they 
move through the area, belongings are 
conjured away from them and moved to a safe 
location where they can be first be identified 
and then catalogued, stored, used (or even 
returned to their owners, under the right 
circumstances).  By the time a PC truly needs 
an item and goes looking for it only to not find 
it, they may find themselves a tad under 
dressed.

Eye Gouge
A door has a rectangular peep hole with a 
cover that slides open to see the other side. But 
instead of giving vision of the other side of the 
door, a burst of darts / metal filings are sprung 
into the face of the looker (save or blinded or 
simply causing damage as the DM pleases).

Wrong Turn
A door knob or handle that requires turning to 
open a door springs a trap of your choosing. To 
actually open the door, the knob or handle is 
pushed or pulled in the opposite direction the 
door opens. If it opens in, you push the knob 
into the door and it opens. If it opens outward, 
then pulling the knob away from the door will 
open the door.  

Animal House
The PCs enter an area populated with attack 
animals.  As they cross the threshold, magic is 
released that makes them completely invisible 
to the animals (unless they attack, in which 
case the magic is dispelled).  They thus can 
enter the area freely, and the animals will 
ignore them.  When the PCs enter the centre of 
the area (and the centre of the population of 
beasts), the magic is dispelled....  Observant 
PCs may get a clue that something is amiss if 
they have normal animals of their own that 40

A Most Excellent Vintage
A bottle of fine wine identified as a valuable and 
exceptional vintage is found.  When drunk, the 
wine ages the drinker the same number of years 
the wine has been aged. The wine becomes fresh 
and new as the day it was bottled again and the 
clock is reset.

Explosive Runes
This is the namesake of the magazine.  Can you 
really resist 'Hello, reader…  I prepared explosive 
runes today.'?

Silent Alarm
It is a little known fact (designed rumor) that 
entry through a back entrance into the 
temple/castle/building of interest can be obtained 
by completing a three dimensional tile puzzle, the 
pieces of which fit together in a complex and 
time-consuming way to create a small model of a 
griffon (or any other creature or shape -- perhaps 
just a cube).  This may be true, or it may not -- for 
the trap, it is irrelevant.  The 'trap' aspect of the 
model is that when the tiles are first moved a 
silent alarm goes out to the guards and protectors 
of the building.  The time required to complete 
the trap gives them plenty of time to arrive, 
observe, and set up in prepared hidden alcoves to 
deal with interlopers.

You're Screwed
There is a spiral ramp (like a spiral staircase but 
with a ramp instead of stairs) that seems to lead to 
somewhere the players want to go.  Near or at the 
bottom of the spiral ramp is a pressure plate or 
other trap trigger.  When activated, the whole 
spiral ramp turns quickly, drilling itself into the 
ground below, like a corkscrew.  Any who are on 
the ramp must run back up or be crushed and 
carried down into the stone with it as it turns.  
Unfortunately, the door at the top appears to have 
shut and locked.  The ramp may also have been 
lubricated, depending on how difficult you want 
the trap to be.

Endless Loop
A complex or maze has a number of unmarked 
spatial translocation portals inside it.  Those 
wearing a keyed device (magic or tech) ignore 
them (or possibly can use them at will).  Those 
not wearing the device end up in endless loops, 
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accompany them.

Drowning Hallway
This long hallway has an underwater theme. 
Various paintings of fish and other aquatic 
animals frolic and cavort along the walls. At the 
end is another wooden door.

This hallway is 5x20 feet long. It has a trap in the 
middle that will flood the room that can either be 
detected (DC 25) or disabled (DC 25). The room 
immediately begins to flood if the trap is set off, 
as well as two large stone slabs fall down in front 
of the two doors. Once the trap has been set off, 
the only way to stop it is to find the bypass 
trigger. It is hidden in the eye of a great white 
shark, with a DC 30 perception check to find it. 
Once the bypass has been hit, the water drains 
through unseen means and the stones lift 
themselves from in front of the doors.

The door that exits the room is also trapped. Once 
the door opens, it causes a Hail of Arrows trap to 
go off.

Buried Alive Room
This room is simple enough, with an altar on the 
far side to some long forgotten god.  On the altar 
is a large diamond, the size of your fist.

If the party tries to remove the diamond, the 
lighting in the room goes out and the diamond 
disappears.  They need to make a DC 25 Will 
save.  If they pass, they take half damage as your 
rip your mind out of the illusion.  Failure means 
they experience the following:

You feel rough hands grab you and shove you into 
a box.  You struggle, but to no avail.  You hear a 
priest chanting words you don't recognize as a lid 
is placed over the box and hammered on.  You 
scream and pound against the box as molten lead 
is slowly poured inside.  You suddenly awaken to 
find yourself flailing on the floor.  The nightmare 
has passed, but the wounds you find to be all too 
real.

They take 4d6 damage from the trap, or half if 
they passed the will save.

The Chest Switch
This room has been untouched by time or 

robbers.  The walls are decorated with 
tapestries depicting a great god-king and in 
the middle a large golden chest rests.

If someone opens the chest, they see a large 
pile of gold for a split second before 
everything goes dark.  Have whoever is in the 
room roll for initiative.  After one round, the 
lights will come back on.  If anyone is still in 
the room, read the following:

The room has completely changed.  Where 
once there were tapestries, there now hangs 
flayed corpses.  Upon closer inspection, you 
recognize the corpses as you and your other 
party members!  The gold chest has turned 
into a chest of bones and, instead of gold 
coins inside, it is filled with writhing 
maggots!

Have those in the room make a DC 25 will 
save.  Pass means they overcome the horror of 
the room.  Failure gives them the shaken 
condition for 1d6 hours.

Simple Teeter Toter
A 10 foot wide, 10 foot long section of the 
hallway balances on a simple pivot in the 
middle, like a huge teeter-totter (or see saw).  
Simple trap, step on one end, fall in, top of the 
trap swings back "closed".  Put this over a 20 
foot hole; add some spikes, acid, or perhaps 
an undead at the bottom for more fun. Without 
any magic or assistance, getting out is sure to 
be very tough.

Simple Trip
At the top of a steep stone stairway, a well-
designed (Dwarven perhaps) step is actually 
higher than the landing, but looks flat when 
approaching.  People not paying attention, in a 
hurry, etc. may stumble on the riser, and fall 
down the stairs, rather than walk down them 
(or covered by an illusion to look flat).

Simple Leap of Faith
Your corridor ends at the edge of a sheer, 
steep chasm, falling away at least 100' deep.  
Across from you, on the other side of the 
chasm, is an identical opening in the wall, the 
continuation of the corridor. The chasm is 15 
feet wide, and you must leap across to the 



wooden frames, at the end of which is another 
door. It is good to note that both doors are 
especially solid and durable, as well as 
incredibly stiff to move. These doors in fact 
keep the ceiling up by being the main support 
columns, and should both of the be opened 
beyond half-way at the same time, the roof 
collapses on the heads of everyone inside the 
corridor and around the doors. Those wise to 
stonework or architecture should quickly 
recognize the dual purpose of the doors.

Tripped Up
A simple silk cord or wire, strung across a dark 
stairway a few steps down from the top is a 
simple and effective trap.  Alternately, a 
staircase, especially spiral, with a riser at a 
different height than all the others often leads 
to trips...going down, potentially deadly.  
coming up, a face first plant into the stair or 
banister.

As the Stairs Turn
A long spiral staircase, at least 100 feet 
high,can end in a small, 5-by-5 room or so.  
Place the exit door to the counterclockwise 
position of the end of the stairs, and to the 
clockwise side of the stairs, place a simple 
spike wall, or a pit trap.  People coming down 
the stairs at an even normal pace will get 
accustomed to the circular motion, and at the 
end of the stairs, have a difficult time breaking 
their momentum, and will continue to turn 
clockwise, and walk right into the spikes.  To 
break the "trap", people should stop on the 
stairs before the landing, and wait for 10 
seconds to let their body adjust to the situation 
(based on real life, we have this circular 
staircase at work, and everyone who doesn't 
know the trick will continue to "spin" and 
walk right into a wall... no spikes, of course).

A Shocking Barrier
A sturdy wooden door, with iron bindings and 
hardware, conceals a nasty surprise.  On the 
back side of the door, the bindings are 
connected to two separate pools of acid by 
copper strips.  Touching the metal of the door 
will induce a mild electrical shock (1d6 
damage).  Figuring out how to open the door 
or pick the lock without touching the metal is 
like a game of operation.  Alternately, you can

other side.  DC 15 jump, for example.  To 
increase the difficulty, you can make it 20 feet 
wide chasm; make a small trip wire on the 
player's side, which breaks a clay pot of oil in the 
corridor; raise the other corridor 2 or even 5 foot 
higher; place a swinging blade across the entrance 
(like a windmill at the mini-golf course); or, for 
the ultimate fun, make it an illusion all together, 
so the player goes splat on the other side and falls. 
 Perhaps they should have tested it first, with a 
coin or something.

Climber's Folly (more of a 
challenge than a trap)

Your corridor ends in a 5x5 foot chimney or drop 
chute.  Someone must climb up/down the chute, 
using their body wedge against the sides, to a trap 
door positioned on the side of the chute 25 feet 
away.  There, they must pick the lock/operate the 
levers in the proper order, to open the door and 
scramble in.  To prevent rope use, there is a 
scything blade that cuts across the chute every 
few moments, easy to get past as a climber, but it 
will cut any rope that remains behind.

Door of the Gnome
A simple trap designed by a shorter people to get 
gain a superior advantage over those of great 
height. Simply turning the knob of the door sets 
off a mechanism which releases a spring-loaded 
blade which chops down at neck level for the 
average adult man. Children or exceptionally 
short people are out of danger from the blade. 
Closing the door takes some effort, as it 
effectively resets the clockwork trap.

Three Clicks
This thick door possesses an unusual lock. Only 
the first three teeth of its corresponding keys are 
all that's needed to be able to lock or unlock the 
door. However, in the center of the lock is a small 
vial of acid, which if broken will cause the gears 
of the lock to melt and fuse, effectively sealing 
the door. As the glass is very delicate, inserting 
the key too far will result in it shattering and 
releasing the acid. People who look through the 
keyhole can easily see the vial, and the trap 
functions from both sides of the door.

The Airlock
A door leads to a short stone corridor braced with 42



A Christmas Story?!?
A frost rimed post stands in the middle of the 
room.  You must make a DC 10 will save or be 
forced to lick it.  If you lick it, your tongue 
sticks and you are stuck (treat as the entangled 
condition, except that you cannot change 
location, and you cannot speak intelligibly).  
You must succeed at a second DC 10 will save 
to pull off your tongue; succeed and you take 1 
point of damage and are free.  Once you've 
gone through this once, you are immune to the 
post in the future.
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have the tanks filled with magical electrical eels, 
which give off a shock or a constant current of 
electricity.

Bucket List
Old fashioned bucket trick... a partly open door, 
with a simple bucket atop the door hidden by the 
door jamb or wall.  Open the door, and the bucket 
dumps the contents on the person.  Contents may 
vary, from acid to slime, oil or naptha, slime 
molds to ochre jellies. Or, for more fun… a 
bucket of Troll Mating Hormone. 



Name: Roslyn Morroth
Class: Ranger
Race: Halfling
Gender: Female
Personality: Roslyn is a happy go lucky 
prankster, but when work needs to be done 
she is all business.  Her weapon of choice is 
a crossbow.

Name: Stanza
Race: Warforged
Class: Bard
Gender: Undecided
Personality: Stanza is a happy go luckily 
bard with one problem. Most of his kind 
finds it very easy to pick their gender, but it 
has been hard for Stanza personally. So hard, 
in fact, that the Warforged hasn’t made up its 
mind. Stanza will from time to time switch 
back and forth between genders. It also 
showcases its gender by wearing elaborate 
outfits dresses and wigs for female moments 
and manly hat, boots, and capes for male 
moments. Stanza’s Bard speciality is spoken 
word poetry and his weapon of choice is a 
whip.

Name: Ulf Raging Axe
Race: Half-orc
Class: Barbarian
Gender: Male
Personality: Ulf is a very proud half-orc, so 
much so, that he refuses to admit he can not 
read or write. He doesn’t wear armor, cause 
armor is for sissies according to him. His 
weapon of choice is a great axe.

Name: Allistar Collinsworth
Race: Human
Class: Wizard
Gender: Male
Personality: Allistar is an intellectual through 
and through. He believes in logic and 
reasoning. He is somewhat stuck up.  His 
weapon of choice is magic.

Name: Eibor Valiant’Hammer
Race: Dwarf
Class: Paladin
Gender: Male
Personality: Eibor comes from a long line of 
devote Paladins. He up holds the standards of 
his family in the highest degree. He is, by far, 
the most up tight of the guards. In other words 
he is a typical Paladin. His weapon of choose is 
a maul.

Name: Eleanora Atwood
Class: Cleric
Race: Elf
Gender: Female
Personality: Eleanora is a cleric of all female 
and extremely militant religious order. Her 
motto is “If violence isn’t your last option you 
failed to use enough of it.”  Her weapon of 
choice is a longsword.

Name: The Chief
Gender: Male
Race: Gnome
Gender: Male
Personality: Very executive.  His weapon of 
choice is paperwork.
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We here at Explosive Runes figured that you would like to know more about the characters you 
are reading about.  So here they are, followed by your regularly scheduled comic strips.  Enjoy!
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