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A Word From Grimtooth

Here, for your edification and delight, is another volume of traps. Each of these traps has a full description that
should make its intricate workings obvious to even the most careless of readers. The skull rating located next to each trap
is equally as simple - the more skulls you see, the deadler the trap is.

This brings me to a nagging, painful problem that some of you seem to have when dealing with my previous
books on traps. Many of you seem to think the traps are too deadly, as if such a thing were possible. Many of you
continue to think this way, even after I carefully explained you could adjust and customize the traps yourself to dull or
possibly whet the lethality of each offering.

At times I am left to wonder why I even bother to share my wisdom with you, when you so callously ignore it.

Any fool can kill adventurers with incredible ease, and perhaps my traps have merely given them new and more
complex weapons. If this is true, it is a pity. I have found killing not nearly so much fun as terrifying.

The most delicate and vulnerable part of any delver cannot be armored, it cannot be strengthened by magic or
regrown after drinking a potion. I speak of course of the character's ego. All to often it is forgotten and left unmarred by
Dungeon Masters who scarcely deserve such an honored title. It is to the pursuit of ego shredding that this new volume of
traps is dedicated.

Some of you have asked where my third book of traps is. To start this book off right, and show you how fragile
egoes actually are, I've forced one of my human aides to humble himself and reveal how HE blundered and lost my third
tome. I hope you find it as informative as he finds it humiliating.

But enough of that. Please, sit back and prepare to discover the joys of inflicting etherial as well as physical
damage. Steel cuts well, but ridicule cuts deeper, and the scars, while invisible, hurt nonetheless.

— Grimtooth




A [sicl Humiliating word from the Editor

Despite what Grimtooth said in his editorial, ah, I'm not really to blame for the third book vanishing like that.
Um, I just drew the short straw and was forced to write this explanation and apology to you.

Back when we'd finished the third book, we were joking around and suggested that we send a couple of proof
copies (pre-publication copies of the book) to certain foreign and domestic intelligence agencies. I thought we'd get letters
back thanking us, and we could use them in advertising; you know, "The book with traps so horrible the FBI refused to buy
it," kind of stuff. I thought it was a good idea, and with Grimtooth's bregrudged blessing, I sent the books out.

Grimtooth went off on a well deserved vacation, we sent the book to press, and I waited for letters from the
agencies. I didn't get letters: I got action.

Before we knew it, a US agency - acting illegally within the borders of the US, I might add - descended on our
offices and took all our copies and files for the project. Then the printer called and said bunches of guys with funny
accents hit him and took all the printed copies of the book, his plates, and the negatives! Inside an hour, all traces of the
book were gone.

Needless to say, Grimtooth was not happy. He stormed around the offices and I said we could sue to get the books
back, but he only glared at me and said he'd take action. Now, no one here believes that the release of a secret CIA
guerrilla manual, and the death of a Soviet leader were more than coincidentally connected in time to the Traps fiasco, but
Grimtooth has been grinning like a saber-toothed cat since then, and I guess your having this book in your hands proves he
got some sort of a message across to the right people.

We have been informed that the third traps book will be declassified in the late 1990's so maybe we can get it to
you after all. Until then, you'll just have to be content with the fine collection of traps right here. --Michael A Stackpole

A Message from the Publisher

The above was an amusing joke when we wrote it back in 1986. However, with the invasion of the Steve Jackson
Games offices by the Secret Service this year, along with the confiscation of all copies of their planned GURPS Cyberpunk
game book (under the claim that it was a 'handbook for computer crime’); suddenly the joke is less funny. It was just a
joke. Honest. There was no third book of traps. And the above joke (printed in 1986) was not a psychic prediction by
Flying Buffalo that such a raid was going to happen to someone in the game industry. And for that matter, the fact that in
1987 we printed a map for our World Wide Battle Plan play by mail game that shows Iraq and Kuwait as one country was
also just a coincidence. Trust me on this. There is no world wide conspiracy, and I am definitely not part of it.

Flying Buffalo is not a front for the CIA. Nor the FBI. Or even the KGB. Really. Definitely!

- - Rick Loomis
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Want something you can use
in ANY of your RPGs?

You need a Catalyst!

Il catalyst products are presented without game mechanics of any kind; the nature of things, their causes and effects,
NPC (non-player character) personalities, and everything else vital to good gaming are fully described. Game
Masters need only supply the appropriate game statistics to the people, places, or devices described to adapt them easily
into their games. Please note that these are NOT books that are really intended for some particular game that "can be
adapted" to other systems. These are genuinely for ANY fantasy or medieval role-playing game system,

GRIMTOOTH’S TRAPS BOOKS " — GO —
The classic books of Traps and tricks for use in any role-playing game. = 3
There are seven books in the Series: Grimtooth’s TRAPS, TRAPS TOO, 2 ) M -
TRAPS FORE, TRAPS ATE, TRAPS LITE, TRAPS BAZAAR & DUNGEON of DOOM. : S
(Necromancer Games also published the Wurst of Grimtooth hardback book.) — :

Check our website or your local game store for the availability of these books. F

Most of them are currently out of print, but WILL BE BACK IN PRINT SOON. -

We do have these:

+ GRIMTOOTH’S TRAPS - The first book - $14.95

+ GRIMTOOTH'’S TRAPS TOO - 926 pgs $14.95

CITYBOOKS =

Each Citybook contains individual buildings/establishments that you can insert into your .'- forda sl e
own fantasy role playing campaign. Again: there are no game-specific statistics. The idea Le-Pl - )

here is to flesh-out that city you've been creating for your campaign. Use these books to
fill the nooks and crannies of your own individual city,

* CITYBOOK I: Butcher Baker, Candlestick Maker 120 pgs $14.95 |
* CITYBOOK II: (Sold Out) *CITYBOOK IlII; Deadly Nightside 96 pgs $11.95 Ny M
¢ CITYBOOK IV: On the Road: 96 pgs $11.95 «CITYBOOK V: Sideshow 96 pgs $11.95 :
¢ CITYBOOK VI: Up Town 96 pgs $14.95 +CITYBOOK VII: King's River 112 pgs $14.95

QITYBOOK VI ||

[
CITY OF THE GODS MAP PACK ;
A realm where all the gods of Earth reside. Includesi1 x 17 '
full color map of the City of the Gods, 20 page book that
¢ describes over 106 locations & 54 scenarios the GM can use.
i Full color map of the realm of the Gods. Plus 18 color NPC g
o cards of gods and citizens from the City. 32 page City of the
Gods Comic & sample chapter from the Novel $19.95 A ==
MAPS: PLACES OF LEGEND 96 pgs $14.95 =
: LEJENTIA CAMPAIGN BOOKS A_rimcng BOOK

A unique world of Elves & Humans fighting against Demon e g

| invaders and Eldrich mages. Use it as a whole new continent!

LEJENTIA CAMPAIGNS BOOK 1: Skully's Harbor 160pgs $14.95 e
LEJENTIA CAMPAIGNS BOOK 2: Fort Bevits 160 pgs $14.95 ; i
1 LEJENTIA STANZA ADVENTURE PACK 56 pgs $9.95 ’

Ask for them at your local gamestore, go to www.flyingbuffalo.com or mail check to:

Flying Buffalo - P.O. Box 8467, Scottsdale, AZ 85252, USA
Add $3 postage if you are in the USA, $11 if you are in Canada, $19 if you are in
Europe, $27 if you are in Australia or Asia.




Complete & I' a-.l,r
Fantasy Role-Playing Game

\

Game Desjg}f : . Briffilo Inte.
by Ken St. Andre

IT’S A CLASSIC.

Products available for T&T ks "_ Nk Solrtalre Adventures

Rulebook $19.95
Boxed Set $24.95
(includes Castle Ward & character sheets)

Bonus Pack #I| (includes Abyss) $9.95

Beyond the Silvered Pane $8.95
City of Terrors $8.95
Arena of Khazan $8.95
Gamesmen of Kasar $8.95
Captif d'Yvoire $8.95
Amulet of the Salkti $8.95
Red Circle $8.95
A Traveler's Tale $8.95

Short stories: Dark Temple $8.95

Mage's Blood & Old Bones $7.95 DewDrop Inn $11.95
A Sworded Adventure $8.95

Solitaire Adventures When the Cat's Away $8.95
Deep Delving $8.95 Sword for Hire/Blue Frog Tavern (double) $5.95
The Wizard's Test $8.95 Gamesmen of Kasar/Mistywood (double) $5.95
Tavem By The Sea'58.95 Amulet of the Salkii/Arena of Khazan (double) $5.95

Gamemaster Adventures
Catacombs of the Bear Cult $3.95
Isle of Darksmoke $9.95

Ask for them at your local gamestore, or go to www.flyingbuffalo.com or mail a check to
Flying Buffalo, PO Box 8467, Scottsdale, AZ 85252, USA.

Add $3 postage if you are in the USA, $11 if you are in Canada,
$19 if you are in Europe, $27 if you are in Australia or Asia




Is NUCLEAR WAR unavoidable?

Is Nuclear Escalation inevitable? Is Nuclear Proliferation inescapable?
Are Weapons of Mass Destruction ever going to be found?

We don't know either, but we do know that the card game NUCLEAR
WAR is the most fun you'll ever find in a box that size. Originally invented.
in 1965, this game makes fun of the very idea of trying to "win" a Nuclear
War. You have to play it to believe it. This game's a blast! It was chosen
for Games Magazine's "Games 100" for 1984. "The quintessential
beer-and-pretzels' game: simple, fast, easy to learn, and loads of fun.
Minimal prep time: shuffle the decks and deal.” - Tim Kask, Adventure
Gaming Magazine. (Boxed, 140 cards and spinner).

Nuclear War has THREE expansion sets: Nuclear Escalation, Nuclear
Proliferation, and Weapons of Mass Destruction. You can play each
game separately or combine them for a mega Nuclear War game.

All these games should be available at your favorite local game store. |f

not, you can find them on our webpage at www.flyingbuffalo.com or you

can mail us a check or money order (add $3 postage if you are in the USA,
$11if you're in Canada, $19 if you're in Europe, $27 if you're in Australia or Asia.
We accept Visa, Mastercard, Discover, American Express, and Paypal.
American Express, and Paypal.

Suggested US retail prices: '

Deluxe population deck - $10
Rare UFO Technology Card - $3
Rare 200 Megaton Warhead Card - $3

Nuclear War - $29.95 . ) ; .(“ - R
Nuclear Escalation - $29.95 | ¢ Ty L RS s e
Nuclear Proliferation - $29.95 | o - = ‘.FL" g
Weapons of Mass Destruction - $19.95 | R, IR (e S =

Flying Buffalo Inc.

PO Box 8467, Scottsdale, AZ 85252
www.flyingbuffalo.com
games@flyingbuffalo.com

k Try it for FREE!?

The Play-by-mail ) : Have you ever played the Award-winning Starweb play-by-mail game?
game of star- < * . o Have you ever wondered what it was like? This is a multi-player,
spanning " . - hidden movement, strategic space game for 15 players from all
empires! . E , over the world. Moves are done once every two weeks, and can

be submitted by email, fax, phone, or postal mail. You can find

the rules online at www.flyingbuffalo.com/swrules.htm

We have arranged to allow you to try the game out for FREE.

Just write or email us and ask to be in a STARWEB TRIAL GAME.

It will be a limited size map, with only 6 players, and only run for 12
turns. But there is no cost to you. And one of the players will be
designated the "mentor" to offer help whenever you have a question.

Flying Buffalo Inc. - fine games since 1970 |
PO Box 8467, Scottsdale, AZ 85252
www.flyingbuffalo.com - games@flyingbuffalo.com




ey It WILL get Worse!

"-pluyinq syst

More horrible than a nightmare, more feared and loathed than
the IRS, Grimtooth the Troll has returned with another collection
of traps to try men'’s souls and mangle their bodies. TRAPS FORE
contains over 100 civil rights violations never before seen outside
certain South American ‘‘democracies’’ or the frozen wastes of
Western Siberia. So just as the brave adventurers out there thought
they had danced their way through the last of Grimtooth’s previous
offerings, and started whistling songs of good fortune, the Piper has
come to be paid again!

The traps within this book are presented without game mechanics
of any kind. The nature, cause and effect of each trap has been
described with excruciating attention to detail so each game master
can easily introduce these marvels of mayhem into his or her
campaign with the ease of a stilleto sliding between ribs.

LOOKS LIKE
FALL'S COMING
EARLY THIS
SEASON...

FOR ALL
ROLE-PLAYING
SYSTEMS!

For example: Slipshod Operation. Here the delvers discover a

strong wooden door with the carefully lettered sign ‘‘Authorized

. Personnel Only” on it. This will not stop the delvers, of course, but

Flying Buffalo InC. ;]| their efforts to open the door will fail until someone gets exasper-

ated enough to throw his weight against the door in a last ditch
attempt to open it. That’s when things get interesting . . .

wAPS FORE IS BACK! no
08504/ s | ‘E“ASTERED & WITH MORE ART/ 8_504

ISBN 0-940244-83-7
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