Trapped
Asyou gtand in the cavern, you hear multiple damming of what you perceive to be wood on wood, afew odd clicking
sounds, and then total slence.

Game master:

One at atime, roll up 1-D8 +2 random traps.

Each trap must be disarmed.

Each trap will be set within, or upon, alarge treasure chest (nowhere else).
Each trgp will be random, and will be ralled for from the following list:

%Rall: Trap types

01-15: Carnivorous Chest

16-30: Combination Crystals will be set on the surface of the chest (insteed of awall).

31-44: Encounter Rall up 1-D4 +1 encounters, which will attack in unisnon (asif they aredlies).

45-58: FoolsGold  Detect theillusion of this chest, or defeat the chest to succeed at thistrap. No deaths can occur
while battling this chest, or thetrid isfaled.

59-72: Gauntlet
73-86: Poisoned Needle
87-00: Screaming Chest

The cavern must be searched in order to begin thistest. Asthe cavernis searched, 1-D8 +2 large treasure chests will be
found hidden throughout the forest of stdactites and salagmites. The first one to be found will have a scroll laying on
thetop of it. The scroll can be read by any race type, and will have the following indructions in flowing golden letters:
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