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INTRODUCTION

It has claimed countless victims since adventurers first dared to breach it, forty
years ago. It brings chills to a new generation today who still dread its undead
master. It is the Tomb of Horrors, the most famous deathtrap in the history

of Dungeons & Dragons. And here you can play it at its most horrible: the
competitive tournament version from the summer of 1975.

Eight groups of fifteen pregenerated characters were decimated in the Tomb
at the first Origins convention, which took place from July 25 through 27, 1975,
in Baltimore, Maryland. Players had only two hours to get as far as they could in
the dungeon—though because the tournament ran on a Friday evening, twice
on Saturday, and then on Sunday morning, later groups heeded rumors about
earlier forays and so avoided some of the pitfalls. Many had never experienced
the game before that weekend, but no one who did could forget it.

The 1975 rules are a time capsule showing us the state of D&D just eighteen
months into the game’s life. We can read in the encounter with the lich—not
yet identified by the name Acererak—that “the highest Divine destroys it by
touch” and “a Mystic can destroy by mind battle (Mental power rating of the
skull is 18).” The Mystic and Divine were planned classes for the booklet that
would become Eldritch Wizardry, though eventually Gygax combined some
of the abilities of the Mystic with ideas supplied by Steve Marsh to create the
psionics system instead. These classes capture a style of play that shows the
game in its formative years. But the significance of the Tomb of Horrors goes
far beyond its gameplay—it also redefined the way the game used visuals. In



an effort to standardize the gaming experience, Gygax conscripted 14-year-
old Lake Geneva local Tracy Lesch to prepare two dozen panels to be shown to
players, offering them visual uniformity (and often clues) for each dungeon area.

In 1978, the Tomb of Horrors finally became a TSR product, in a new version
adapted to the Advanced Dungeons & Dragons rules. Lesch’s panels were re-
created by Dave Sutherland and Dave Trampier for the published version, which
became the iconic visuals so much associated with the Tomb today. On the cover
of the published “S1” module, Gary Gygax thanked “Mr. Alan Lucien who was
kind enough to submit the ideas of this dungeon.” We thank him too—tucked
away at the back of this booklet are the five pages of the original tomb that
Lucien sent to Gygax.

Lucien’s tomb is shorter, and name of the lich at the end, “Ra-Hotep,” is
just one way in which this original version feels more indebted to Egyptian tomb
raiding than the TSR version. The lich clutches in his hand a “jackal stick” with
a very interesting ornament, a Sphere of Annihilation, which Lucien describes
as an “anti-matter, non-magical globe of deadest black, 3' diameter,” such that
“anything which it touches is absolutely destroyed, but its control is difficult.”
It was for inspiring famous magic items like this, as well as some monsters,
that Lucien would receive an acknowledgement from Gygax in the front of the
Greyhawk pamphlet that was printed in March 1975.

On February 7, Gygax reported back to Lucien, “Have just had time to
reorganize your excellent tomb area and run Rob through it as a trial.” This
might suggest that the version early TSR designer Rob Kuntz experienced
probably fell somewhere between Lucien’s shorter tomb and the eventual
version used at Origins. Gygax related, “It took him over four hours, and thanks
to a bit of luck cost him nothing more than a mule, a few crummy orcs, and a
badly wounded entourage.” Even with fifteen characters, passing through the
Origins tomb in just two hours requires daring, strategy, and more than just a
bit of luck. Give it a try yourself!

We thank Alan Lucien for helping to put this together and supplying his
version of the dungeon, and Allan Grohe and David Witts for letting us scan the
old photocopy of the Origins rules preserved by Bob Frantz. Special thanks to
Allan Grohe, Greyhawk scholar extraordinaire, for helping coordinate all this.
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"THE TOMB OF HORRORS"

Somevhere under a lost and lonely hill of grim aspect lles a
labyrinthine crypt. It is filled with terrible traps and not
a few strange and awful monsters. It i1s filled with treasures
both precious and magical. Besides the aforementioned guards
there is the lich himsglf who guards his final haunt, and 1t
;48 said that his powers make him nearly undefeatable. It 1s
doubtful that any party will succeed in penetrating to his
chamber, however, for the way 1is fraught with terrible traps,
polson;-gases of various bad effects, traps, and magiczal pro-
tections. *Dnlyxlarse and very well prepared parties should
Qven cénsider attempting the location of this horridkplace,
and they must be vowerful, varied in‘nature of class, have
many magical protections, and equip themselves with ev;ry safetg

device imaginable.

Possible loéationa:

The. highest hill in the Egg of Coot .

_ An 1sland 1ying 100 miles east of Blackmoor.

‘In the great desert west of the Wild Céast.

On the border between the Paynim Fingdom and Perrunlend.
At the eastern edge of{tba«Duchy of Geoff.

In a,_svaup somewhere in the Wild Coast..

-x



There remolns orly the skull of thle monster, but it le enough!

It reats in ilbe feor rececses of the veault, end it has two great

gems In 1to eye sochkets (25,000 @F each), while its remaining teeth

ate six bright rems of 1,000 GT value esch, If touched ig risds into

the oir end germs the pcfty. Cne look, end the soul of the most

sowerful of the party (e M-U, Clerie, Fti., in that order) will lose

his soul to 1%; the bedy crumbles to moulderiné powder, &nd the r.

eye of the shkull gleams eVﬂlly vith the entrapped sou¥y Touched agaln,

the vrocess 1g repeated with the 1. eye, end then the teeth, If still. -

touched it will proncunce a berrible curse upon those who remain,

i.e, morale ot =507 thereafter, always lose trescsure vefore exp. is

gained, eto, ﬁﬁ nove cursé will dlspel it, but it lowers the cursed

sersons’ ghordsma by 2 permenently thereefter.) Only the following

‘things will affect the Lish's shull: : '

~ An astrzlly projected psrson destroys itwith POWER WORD KILL

- A paledin or Ranger with +5 (or Shappness or Vorpel) sword can
deetroy it with S0 FP inflicted -= it 1s AC #6

~ The highest Divine destroys it by touch

- A YMyptic con destroy by mind battle (Mental péwer rating of the

hier with an Arrow of Slaying vs. M-U's will k111it on e 16

#0PTION:s When the Liech tekes over the soul the body atteclke the
other peorty members, and vhen the body is slaln it then

turns to the mouldering powder,
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"alce tumnol whieh will collanse when the false foor at the end

ic opened, ore is 4/40/perason,

A

nather falne tunnel; when point X is stepped on green wall section
Lidos olosed in 10 soconds. ONLY passwall, disintegrate, wish, roche

wd, 2tono={lesh, phasodoor, ete.wlll allow escapo., .

satrance te the Tomb, [Ilogri Covered by bLeautiful mosale of

coloriul pattern with & distinet path shown, All pits except the

&

o one open Al gteopped on or pressed heavily. Splkes are polaon.
: Coverad with pleater froscoes with various doors, buildings,
‘ndovsy boxes, cheata, people, animals, etc. shown,
4, A palnting of twoe Jackal-headed men holdlngba {real) box, the 114
rotrudes ?”itlo, but close examination reveals. Opens to show a
bronze coffer, which appears empty if opened, but feeling (only
w to £ind oub what's inside) will find o lever. lMove lever and
ond  trep door opens on 30' pit. Trap door is 2' thich stone, and
bumsing won't roveals
Chlpoling away plester here roeveals normal wooden door.
Es. I the pattorn of the floor has been carefully studled up to this
polnt it will reveal the following message: GO BACK TO THE WALLS
OR T#3U THE ARCH, SdAUN GREEN, FIND BLACK, RED COULD MEAN DEAD
790 PIT8 FOR THE waX WILL LEAD., UPON THE THRONE THE KEX, AND LOOK

CLOSLLY FOR THE STATUES OF IROHN.
5»  The arch with throe glowing stones. Pross in this order: 1,2,3.

o

be tolepnrted to 10. Otherwlse, teleport to 8, taking

"o A
1. and

1«0 oolnts demage. Arch 1s oclouded until proper sequence is pressed,

Ce 2 rreont proen devlil fece moaaiced upon the wall., It'radiates EVIL,
12 pouth is dead black, tering causes disintegration (totel).

e Forgaieon Room, o apporont exits exist, but if three levers are



ulled éown a pit opens, dropping all 100'. If thoy are moved side-

gyo or Ain any combination other than all up nothing happens, If all

iree are moved up a trap door in the colling opens.

. Tho lair of o glaont, four~armed gargoyle (2 if 6-11 in ptys, 3 Af more).

T4 atteelte oo en Sth lovel monster end takes 42 Hr's. Around its neck

& necklece with great, gleaming gems (wort,h 500 @P).

/
»

even secrot doors. Splkes drop from the ooiling, 1/';_um, until the

jcor la ogeoned, do 1-6 points damege, hit o8 48h, level ftr, Opens

{) slides down, 2) pivots, 3Dswings inward at bottom, &) sndea up,

o)deuble pencls pull inward, 6) slides sideways, and 7) a seven stud

provnine ‘.:fziuh.wlll open uWhe dbor it a.li evo pregssed. Press only 1 @

' zad the Joor eroshes down for 3-18 polnis dama{;e.

o» great hell similer to #3. complate with mosalc floors and wall

M

Irescoces  These wells are even more colorful, and the figures of men

Lacsle upon them hold balls (colored as por zap). The black hides

¢ erewlvay, the red a high tunnel (both concealed by simple

aphlcenters.

i+ in aren similar to #5, but the colors of the stones are green,
ved, ond vliclet, Pressing them changes the cloudy archwey not
et alle. If eatered it transporis to #3, nude, ell goods going to
73 :

12, Feloe doors. When openeda spring-fired spear shoots forth a

apear for 2-12 points damege (etrikes éa a 4th level ftr.).
the end of the erawlway 1s kloked awoy the person falls 10' into

the reoon for 1=0 points demaoge. In 1t are three chests:

CULD: 1C volconous snekes which strike es8 4 dice monsters
SILVER: Conteins a ring (ignore oll bad rélls) covered with on
immediatoly fatel poison, but this covering oon be seen

7 the ring is lonsly examined. LiFting the ring releases
i Covina-tomsers tidaites bt Lisoaa dde il willL &



WCCD: Contains a glont's skeleton magically shrunken, but when
the 11d is 1ifted it balloons up to fullelze, glupys getting
ey auprise. It wlelds 2 scimeters and takes 30 points feomege
: to destroy. Shapp weapons score 1 polnt only, but blunt )
ones do normal damage, against its Armor Class of #2. //
It is not affected by spells. It attacks és Oth leyelg//

14, The Chapel Room: This 18 to fool the party 1A£o believeing that the
bullder of the Tomb might have been lawful, It radiates e very dinm
goods 411 pews have false bottoms. 'If the gos 1s released it will
weaten ell 1n the place for 2 days by 25%, There are two large urne
{pottery) In the corners, brass cahdelabres, and'woodon chafrs by or
on the dize (stone steps & platform).

A. Opalescent blue alter (rediates dim evil). If touched it will send
e lizhtning bolt 40' long doing base 26 HP damage, and the alter
thﬂgrturns a flery reddish~blue, If struck by a magie ﬁoapon in
the laetter state it explodes for bage 30 [P, ,

B. Glowing arcnh or vivid orange: The akaloion pointl_to it as if the
way out, but any who enter its hazy portal ere reversed in sex,
end elignzent, Entering a second time infliots 1=-6 HP damage, but

effects are reversed. »

15, The exlt from the Chapel, a block of stone 4' high, 2' wide, and &'
thick with enit-magle protection. There is a smallelot at eye level
with & ring carved into the atone'én & clue (describe es a torus), It
requires omy maglcal ring to open the door, and the ring is ng_.' Cn

the other side the door may be opened easily.

16, The door rodictes a dim magle, and strains of music and dweet gong
geen to come from beyond it, It must be broken-down with axes and the
like to open, i,e., it must bo'ghagtgggg. Whon‘thil happens a special
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echanlon ls readled, and the floor will begin to tilt downward when
walled upon. As it tilts 211 on its polished marble .surface begzin to
sllde towards roaring flemes. They have 5 soconds to turn and flee

or eloel

A romm for the preperation of mummies, non-desceript, nothing. ‘ihero
ere linnen wrappings, clay pots of driad-up chtments and olle, olay
pots or Justy stufl of no value, wooden tables and stools, and a few

rusted inStrunents of no valua, The thred vats are filled with murky

acid (1=-4 dawage) not easily detected‘oven by touch
until 1 turn later., At the bettom i1s & key half of gold.

C. A cleor amobba of glent size (treat os en ochre Jelly) with the
other half of the key bheneath 1t. If burned the key will not be
effoeted, and when the two parts are held together they will
fuse, THIE WILL BE ENCWN AS THE 3ist KEY,

Yo cress levitatlon should be used, for the splkes fire upuwards when the

blue section 1s stepped on. Strike as 4th level ftr., for 1=6 pts,.

[he Shaking Chambers It is filled wiﬁh miscelleneous furniture and

the walls bear tapesiries, Murmmiturc=e éofas, chalirs, stands, braziers,
chests, beoxzes, coffers, rugs, book shelves, rotten books. 5 lg. chests
contaln nothing, of 15 sm. coffers 5 contain ongry asps (1-4 strike as
Ao lovel) ond 1C contain 8-80 PP, Tapestries are enti-magie, but if
they are torn or harmed the spell 1s broken and they return to green
ime, Thoy mey be moved gmenily without harm, ON A ROLL OF AN ODD

OSR TEE CHANBER SHANES VIOLENTLY, AND IF TAPESTRY IS BEIVG HELD
THERE IS A 757 CHANCE OF 1T TEARING.

4 folee deoor which opens to a blank well == gecret door behind,



i

20 The

gavern of Silver & Gold Mists: The mists cannot be seen into for

mobe than about 5-10'. Within is a beautiful siren. Any who enter

& Y
ulie

nists must save vs. polson or btecome idiots until the air’or the

oleon outdoors is breathed. If agked the siren will come with the

nars
JEAd W

y &nd loyally serve one member until decth (she is AC 7, 9 HP);

can oure the icdiey end causes ell opponenta within 3® to save va.

solaon or tocome idiota for E=20 tums, She has a charm person spell

serating ot 9%, usable onee/day. She sleo has a large and a snmall

IT she 1s esked to sorve they dlsappear, If they are taken

BOCK e
ghe will diseopear. When one is touched the other sack diseppears,
Large Sack == 1/4 beg of holding with 800 GP )
Emall Sack == DIE 1=2: .Empty
o ELH 10.006 in Jewelry
S=6: 40 base 100 gems
- 7-8: 1= potlions of extra-healing
O scroll of 7 spells, 4~9 level
0= Medal. of ESP, 90' ronge
21, A hoavy, one-way, door cr steel, enti-maglcal, It has 3 slots, and

3 swordes are inserted it will open,

1011 of Pillors: Zach piller redlates megic, and if they =re

uehed the person will levitate upwards uncontrollzably untlil touching

roof, Renovable only by dispel maglc.
Green dovil faces similer to /€, but they send any who come within |
o' twrough the mouth end out #6, naked, sll treasure to #33.
Door shimnmers electric blue., On the left there is nothing, The
right one contains an open sarcophugus, a2 dlizs, and the broken and
torn vomoins of a mumay (not undeaé. buteees)s An eVil gem is io-
bedded in hils skull, and if removed the mummy comes alive, re-

cuiring 32 HP to destroy. He 1s asbestos wrapped, and a speclal



haste snell allows him to strike twilce with hias mace (42 evil
gword if €-11 in party, +4 evil sword if more in party).
25. Thias Tine dnor glows a shimmerins orange, with corruscatlons
of slekly green., It is a killing room, The wnlla of the.empty
plroe are wune with 8 ghields and 16 swords. If the threshold 1s
eronned they are snimated and atteck as heroes, each taking 12
nointa to deatroy, AC #3 on each. They will parsue out of the
room, but will magleally return once the‘peraon who entered thelir
place 1s dead. A horn of Dlasting or disintegrate will destroy
them 2l1l, snd a repulsion will nesate them so that they return,
26, A heap of charred remeins, bits end tatters, awfull! They encircle
e shining stone which radlates evil. It contains a roverso wish,
Deteet, magic will reveal thét it is wish-connected. It operates
once, and“tﬁen beglns to pulse, grow hot ahd bright, in 15 seos.
it 7111 explode causing death in a 15' radius., The stone remaiqs
thoreafter as a gastly yellow-green mold until 1 week has passed and
it returns to &ts original state. :
s silvery
27. A vest jJet ond ebony throne on a dias of purple stone. Afcrown
rests upon the throne, and if it is placed on the hend it negates
ievitation, but it eannot be removed until one end of the scepter
is touched to it ==this meassage con%eyed to wearer maglically!
The geepler appears maglcally upon the throne when the orown is
worn, and 1t has a gold ball one ong'end, a sllver on the othor,
iIf the pgold is touched to the silver crown the weare2 1d doad,
and tho body turns to a foetld powder that cannot be revived,
IT the silver ond 13 touchod to the cro'm é penel beneath the

throne glides oren to revenl the entrence to the next part,

25, Deautiful stens of nink merble, lenis, onyx, malachite, smber, sard,

ete, Walls are ivory inlald with gold, the ceiling of white Jade,
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tn thess steps rests a cylindrical key, lerge, heavy. 1t is the
ond keay. It appears to fit #29, but 1f inserted 1t gilves a shock of

1~-6 HP damage. It sectually opens £33,

uge double doors ol anti~magical platinum.. There is a deopression

in its center whiech 1s cup~like and willl acoept thoe gold end of the
scepter to open 1t, In the center of the depresslon is o ﬁole which
fite key 2 as noted ebove. If the silver ond‘of the scepter is touched

to the depresslon the person 1s transported back to f/6, possessions to

N

#331  Scepter returns to #27, as does orown, if applicable, If the
il

door 15 scratehed or nicked 1t will bleed, If hedly out it will )
‘;air forsh blood and £111 the crawlway from #27 in 6 tyrms, and 19}12?‘
411 the entire room, Spells against thé blood eet as follows: ol
Lov. = moves upwerds 1n a glob & becomes red-ochre Jélléy
"irs {oven non-meglcal) = bloed turns to poison gas, ho save
Toly:~= turns to 1-4 geletinouvs cubes
Cold = freaszoes for 3 turms

Purify water = weakening ges, 50% for 1 day

Dlsintegrate = destroys Ylood

Creato water = normal wéter

411 other spells fell : >
The falmse rcom of tresure. It 1s vavltied wilth e silver ceiling which
maltea the tlece very bright. In each corner stand ©° tzll iron sistues
which radicte dim magle but do NOTHING. They grusp muderous=looking
wearens, and foelol expreseslons are terrifyingl The one with the mace
con be shifted ceide by 3 or more persons to reveal the exit from the

roonm, but due to megleal properties no magical use or wishing will
otheyiise reveal thls exit, '
A, A pold-lenfed bronze urn with wisps of smoke comling fron its

gtonper, The leafing nmust be romoved to allow stoppor renoval.



I gtoppor vemoved EFREET moy be summoned forth to serve, but if-

the urn is ghelen or viclently dlsturboed it bursts free with fury

=

o the atteck,

B. ‘Bestroyed stone sarcophogus, wooden inner shell broken, dust end
bits of wrappinzs and bone seatiered ebouts Some destroyed plocos
of Jevrolry, atonos removed, ote. W et :

1. Left choust conteins 20,000 goms whidh ludﬁ groet, but apve 10P oanch;

Right ocontalino h0,000'Vlatinum Pleces. DBoth have hoavy looke

and polson needle trans on.thoaa locks. Neither con be moved cs

they are part of tho place, belng solid stone excopt the iron topa,

. deor which con be seen Af tho woll &8s insrected with caore, for 1t has
o nzell oponing for a key. It oan be opened only by inserting the ist
ey (#17 location). laglec does not work, nor will force., It is a huge

clono=coverod iron portal,

The Buripl Vault! An arched, very tall/room with n 2' s8q, deprasaion

n 1ts conter. Cavoful examination roveals a small hole for the 2nd

Jem (720 locatlon). The hey must be inserted end turned richt three

tipes, nothing happens otherwlse, If turned correctly the place rises

from the flocr, as the vault comes to tho celling nelght, Anyone atop -

1t had tettor zet off immedlately (2 turnu) or be squashed on the roof,
amoller room now stonds In the chanmber, and 1its front 1s en easily

oponed deor with o great ring to pull it open. 1t contains:

- ony trecsure from other perties (lListed soperately)

- thiree huge gens, 100,000, 10,000, & 10,000 G2's respeotively

- 1=4 llcms nisc., ng. fron T.V, easch different

, 6 cerolls

- 5 curged weazpens (3 swors, 1 spear)

~ THE LICH (seo next pagel)



i, Magic-User, 12th level,
2. Qlerio, 10th level,
%. Fir./Paladin, 8th level,
L, Elf M-U/FPtr.; 6/4 levels,
5. Dwart Finds th level
6  Thief, 9th level
Fighter, Tth level
8, Fighter,: th level,
L%, | Fighter,x 6th level,
Y10, Hobbit Thf.; 5th level,
-1/ Cleric, 6th level,
124 1 Bighter, 5th level,
3. AELL-U/F/C 4/4/3 1vl.

TR STR g any
rignuer

4th level,
6th level,

Haglec-User

27
29
40
20
28
21
20
28
22
13
19
21
14
16
15

PEDITION TO THE TOMB OF HORRORS
ter Types, Level, Hit Points, Special Equipment:

HP-Con.
HP=Con.
HP-Con.
HP=-Con.
HP=-Con.,
HP=-Con,
HP=-Con.
HP=-Con,
HP=-Con.
HP=-Con.
HP-Con.

HP=-Con..

HP-Con.
HP=-Con,
HP-COR .

11,
10
16
12,
17,
-
14,
g
12,
15,
8 ,
14,
10,
18,
16,

R. of Fire Resist.,W. En. Dt
Snake Staff

+2 A&S, +2 Sword

+1 A&S, Poly. Self Potion

+1 A&S, +2 Hammer

+2 Dagger, Rope of Climb.

+1 Spear, +3 Sheld

+ 1 Armor, Bag of Holding

+1 S, Swd. +1/42 vs. M-U&Enc]
+1 Dagger, Pot. G%Eﬂraud.

+3 Mace

3 +2 Magic Arrows

R. of Prot. +1, Scroll P vs A
Str. 18/80, 2 Jav. of Ltng.
ng. Boots, Pot. Healing

SLATESS MUST COMPLETELY LIST ALL MISC. EQUIPMENT, WEAPONS, AND

STTTY
Lo RApL} W

»

. OVER-ENCUMBRANCE WILL NOT BE ALLOWED!
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APPENDIX

TOMB OF RA-HOTEP

ALAN LUCIEN






L A secref frv«ra aar. (Qfenm3 it breaks a Seal which releases
_an s ble Stalker w/\m/«GJu. T before Steps doun .. ]
2. ‘Pressure trap dor (100*) Ywhich opens on put S0’ deep wilk
_lron SFLVE.-,ﬂ"i bo Hom h
,,,,,, F tas 2 chire 10 deap & ’/ked rouonf‘j Remove sp.k
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crossed it aHocksg. On /7 + 3 weapons Can bt 1, Stonets .
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THE LICH OF RA-HOTER
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