F 0LD SCHOOL RULES

TOME ROBBER



The Tomb Robber

While most adventurers are tomb robbers at some
point in their career, some make a specialty of it.
Part scholar, part fighter, part thief, they specialize in
looting ancient tombs and dungeons.

Requirements: Intelligence 10+, Dexterity 11+
Races Allowed: Dwarf, Ghome, Human, Half-Orc
Prime Requisites: Dexterity

Alignment: Any non-Lawful

Weapons Allowed: Any

Armor Allowed/Shields Allowed: Leather*/None

* Magical Chain is also permitted, with penalties to
thieving abilities as Elfin Chain

To Hit/Saves: Fighter/Fighter
Class Abilities:

The Tomb Robber can open locks without a key,
instead using tools. Although they never have more
than a 99% chance of opening a lock, their skill still
increases, so in cases where there is a penalty due
to the complex nature of the lock, that penalty is
subtracted from the Tomb Robber's total skill, if
applicable (for high level Tomb Robbers).

The Tomb Robber has a lore ability similar to a Bard,
giving them a chance to know legends as well as
potentially identify a magic item. This requires a
turn, and if the roll fails, he may not try to identify
it again until he has gained another level. Any cursed
items are activated by attempting this, though he
gains a saving throw (versus magic) to avoid the
curse.

The Tomb Robber can also read unknown languages,
getting at least the gist of its meaning on a
successful roll.

The Tomb Robber can find and remove traps. Each
requires a separate roll. As with opening locks, while
the chance can never exceed 99%, in cases where
there is a penalty due to the nature of the trap, that
penalty is subtracted from the Tomb Robber's total
skill.

Lastly, the Tomb Robber can climb sheer surfaces
(aka walls).

At 9™ level, the Tomb Robber can establish an estate
and gain several followers, including a butler (an ex-
adventurer), some guards (2-4 rolls), some hangers
on (2-5 rolls) and some very special creatures
they've befriended (1-3 rolls).

d100 Butler Type

01-20 4" Level Fighter

21-40 5™ Level Fighter

41-60 5" Level Magic-User

61-70 4" Level Half-EIf Fighter/Magic-User

71-80 6™ Level Fighter

81-90 6" Level Magic-User

91-00 5" Level Half-Elf Fighter/Magic-User

d100 Guards Number
01-30 Chain, Heavy Crossbow, Dagger 20
31-50 Leather, Short Bow, Longsword 20
51-80 Chain, Halberd, Longsword 12
81-95 Leather, Long Bow, Longsword 12
96-00 Splint, Heavy Crossbow, Longsword 12
d100 Hangers On Level
01-10 Dwarf Fighter 1-4
11-20 Half-EIf Fighter/Magic-User 1-3
21-30 Half-EIf Fighter/Magic-User/Thief 1-2
31-40 Halfling Fighter/Thief 1-3
41-50 Half-Orc Fighter/Assassin 1-3
51-60 Human Barbarian 1-3
61-70 Human Fighter 1-4
71-80 Human Magic-User 1-4
81-90 Human Thief 2-5
91-00 Sage n/a
d100 Special Number of
01-20 Alu-Demon (non-Magic-User) 1
21-40 Griffon 1
41-50 Giant Lynx 1-3
50-60 Mimic (non-killer, talking) 1
61-70 Doppleganger 1
71-90 Pseudo-Mummy 1
91-00 Pseudo-Vampire 1




The First Edition Tomb Robber Advancement Table
Level  Experience Points  Hit Title Read Open Locks Find & Climb
Required Dice Languages Remove Sheer
& Lore Traps Surfaces

1st 0 1d10 Pilferer 5% 15% 25% 80%
2nd 2,250 2d10 Pincher 10% 20% 30% 82%
3rd 4,500 3d10 Larcenist 15% 25% 35% 84%
4th 10,000 4d10 Delver 20% 30% 40% 86%
5th 20,000 5d10 Purloiner 25% 35% 45% 88%
6th 40,000 6d10 Pillager 30% 40% 50% 90%
7th 80,000 7d10 Plunderer 35% 45% 55% 92%
8th 140,000 8d10 Ransacker 40% 50% 60% 94%
9th 300,000 9d10 Tomb Robber 45% 55% 65% 96%
10th 600,000 +3hp Tomb Robber 50% 60% 70% 98%
11th 900,000 +3hp  Tomb Robber 55% 65% 75% 99%
12th 1,200,000 +3hp Tomb Robber 60% 70% 80% 99%
13th 1,500,000 +3hp Tomb Robber 65% 75% 85% 99%
14th 1,800,000 +3hp Tomb Robber 70% 80% 90% 99%
15th 2,100,000 +3hp  Tomb Robber 75% 85% 95% 99%
16th 2,400,000 +3hp  Tomb Raider 80% 90% 99%(100%) 99%
17th 2,700,000 +3hp  Tomb Raider 85% 95% 99%(105%) 99%
18th 3,000,000 +3hp  Tomb Raider 90% 99%(100%) 99%(110%) 99%
19th 3,300,000 +3hp  Tomb Raider 95% 99%(105%) 99%(115%) 99%
20th 3,600,000 +3hp Tomb Raider 99%(100%) 99%(110%) 99%(120%) 99%
21st 3,900,000 +3hp  Tomb Raider 99%(105%) 99%(115%) 99%(125%) 99%
22nd 4,200,000 +3hp Tomb Raider 99%(110%) 99%(120%) 99%(130%) 99%
23rd 4,500,000 +3hp  Tomb Raider 99%(115%) 99%(125%) 99%(135%) 99%
24th 4,800,000 +3hp Tomb Raider 99%(120%) 99%(130%) 99%(140%) 99%
25th 5,100,000 +3hp Tomb Raider 99%(125%) 99%(135%) 99%(145%) 99%

Weapon Proficiencies: 3 at first level, 1 additional every 3 levels. -2 non-proficient penalty.

Non Weapons Proficiencies: 4 at first level, 1 additional every 3 levels

Attacks Per Melee Round: 1% - 7™ Level: 1/1, 8" - 14™ Level: 3/2, 15" Level and up: 2/1

Starting Money: 20-120 gp (2d6x10)

Level Limits (if you use them): As Fighter.

Note: As a Fighter sub-class, the Tomb Robber gains exceptional strength if their strength ability score is 18,

and increased hit points due to constitution over 16. They may also specialize in weapons as per fighters.




The Original Edition Tomb Robber Advancement Table

Level  Experience Points  Hit Title Read Open Locks Find & Climb

Required Dice Languages Remove Sheer

& Lore Traps Surfaces

1st 0 1d8 Pilferer 5% 15% 25% 80%
2nd 2,200 2d8 Pincher 10% 20% 30% 82%
3rd 4,500 3d8 Larcenist 15% 25% 35% 84%
4th 9,000 4d8 Delver 20% 30% 40% 86%
5th 18,000 5d8 Purloiner 25% 35% 45% 88%
6th 35,000 6d8 Pillager 30% 40% 50% 90%
7th 70,000 7d8 Plunderer 35% 45% 55% 92%
8th 150,000 8d8 Ransacker 40% 50% 60% 94%
9th 275,000 9d8  Tomb Robber 45% 55% 65% 96%
10th 400,000 +2hp Tomb Robber 50% 60% 70% 98%
11th 525,000 +2hp  Tomb Robber 55% 65% 75% 99%
12th 650,000 +2hp Tomb Robber 60% 70% 80% 99%
13th 775,000 +2hp  Tomb Robber 65% 75% 85% 99%
14th 900,000 +2hp Tomb Robber 70% 80% 90% 99%
15th 1,150,000 +2hp  Tomb Robber 75% 85% 95% 99%
16th 1,275,000 +2hp Tomb Raider 80% 90% 99%(100%) 99%
17th 1,400,000 +2hp  Tomb Raider 85% 95% 99%(105%) 99%
18th 1,525,000 +2hp  Tomb Raider 90% 99%(100%) 99%(110%) 99%
19th 1,650,000 +2hp  Tomb Raider 95% 99%(105%) 99%(115%) 99%
20th 1,775,000 +2hp Tomb Raider 99%(100%) 99%(110%) 99%(120%) 99%
21st 1,900,000 +2hp  Tomb Raider 99%(105%) 99%(115%) 99%(125%) 99%
22nd 2,025,000 +2hp  Tomb Raider 99%(110%) 99%(120%) 99%(130%) 99%
23rd 2,150,000 +2hp  Tomb Raider 99%(115%) 99%(125%) 99%(135%) 99%
24th 2,275,000 +2hp  Tomb Raider 99%(120%) 99%(130%) 99%(140%) 99%
25th 2,400,000 +2hp Tomb Raider 99%(125%) 99%(135%) 99%(145%) 99%

Note: If using the OE retro-clone that uses a single saving throw, it starts at 15 at 1 level and decreases by
1 every level until reaching 4.

As a Fighter sub-class, the Tomb Robber gains exceptional strength if their ability score is 18, as well as
improved armor class if their dexterity is over 14.




The Basic and Expert Edition Tomb Robber Advancement Table

Level Experience Points Hit Dice Title Read Open Locks Find & Climb Sheer
Required Languages & Remove Traps  Surfaces
Lore
1st 0 1d8 Pilferer 5% 15% 20% 80%
2nd 2,300 2d8 Pincher 10% 20% 25% 82%
3rd 4,500 3d8 Larcenist 15% 25% 30% 84%
4th 9,000 4d8 Delver 20% 30% 35% 86%
5th 18,000 5d8 Purloiner 25% 35% 40% 88%
6th 35,000 6d8 Pillager 30% 40% 45% 90%
7th 70,000 7d8 Plunderer 35% 45% 50% 92%
8th 140,000 8d8 Ransacker 40% 50% 55% 94%
9th 270,000 9d8 Tomb Robber 45% 55% 60% 96%
10th 400,000 +2hp Tomb Robber 50% 60% 65% 98%
11th 530,000 +2hp Tomb Robber 55% 65% 70% 99%
12th 660,000 +2hp Tomb Robber 60% 70% 75% 99%
13th 790,000 +2hp Tomb Robber 65% 75% 80% 99%
14th 920,000 +2hp Tomb Robber 70% 80% 85% 99%
15th 1,050,000 +2hp Tomb Robber 75% 85% 90% 99%
16th 1,180,000 +2hp Tomb Raider 80% 90% 95% 99%
17th 1,310,000 +2hp Tomb Raider 85% 95% 99%(100%) 99%
18th 1,440,000 +2hp Tomb Raider 90% 99%(100%)  99%(105%) 99%
19th 1,570,000 +2hp Tomb Raider 95% 99%(105%)  99%(110%) 99%
20th 1,600,000 +2hp Tomb Raider 99%(100%)  99%(110%)  99%(115%) 99%




The Cyclopedia Edition Tomb Robber Advancement Table

Level Experience Points Hit Title Read Open Locks Find & Climb Walls
Required Dice Languages & Remove
Lore Traps

1st 0 1d8 Pilferer 5% 10% 20% 80%
2nd 2,300 2d8 Pincher 10% 15% 25% 81%
3rd 4,500 3d8 Larcenist 15% 20% 30% 82%
4th 9,000 4d8 Delver 20% 25% 35% 83%
5th 18,000 5d8 Purloiner 25% 30% 40% 84%
6th 35,000 6d8 Pillager 30% 35% 44% 85%
7th 70,000 7d8 Plunderer 35% 40% 48% 86%
8th 140,000 8d8 Ransacker 40% 45% 52% 87%
9th 270,000 9d8 Tomb Robber 44% 50% 56% 88%
10th 400,000 +2hp Tomb Robber 48% 54% 60% 89%
11th 530,000 +2hp Tomb Robber 52% 58% 63% 90%
12th 660,000 +2hp Tomb Robber 56% 62% 66% 91%
13th 790,000 +2hp Tomb Robber 60% 66% 69% 92%
14th 920,000 +2hp Tomb Robber 63% 69% 72% 93%
15th 1,050,000 +2hp Tomb Robber 66% 72% 75% 94%
16th 1,180,000 +2hp Tomb Raider 69% 75% 78% 95%
17th 1,310,000 +2hp Tomb Raider 72% 78% 81% 96%
18th 1,440,000 +2hp Tomb Raider 75% 81% 84% 97%
19th 1,570,000 +2hp Tomb Raider 78% 84% 87% 98%
20th 1,600,000 +2hp Tomb Raider 81% 86% 90% 99%
21st 1,730,000 +2hp Tomb Raider 84% 88% 93% 100%
22nd 1,860,000 +2hp Tomb Raider 87% 90% 96% 101%
23rd 1,990,000 +2hp Tomb Raider 90% 92% 99% 102%
24th 2,120,000 +2hp Tomb Raider 93% 94% 102% 103%
25th 2,250,000 +2hp Tomb Raider 96% 96% 105% 104%
26th 2,380,000 +2hp Tomb Raider 99% 98% 108% 105%
27th 2,510,000 +2hp Tomb Raider 102% 100% 111% 106%
28th 2,640,000 +2hp Tomb Raider 105% 102% 114% 107%
29th 2,770,000 +2hp Tomb Raider 108% 104% 117% 108%
30th 2,900,000 +2hp Tomb Raider 111% 106% 120% 109%
31st 3,030,000 +2hp Tomb Raider 114% 108% 123% 110%
32nd 3,160,000 +2hp Tomb Raider 117% 110% 126% 111%
33rd 3,290,000 +2hp Tomb Raider 120% 112% 129% 112%
34th 3,420,000 +2hp Tomb Raider 123% 113% 132% 113%
35th 3,550,000 +2hp Tomb Raider 126% 114% 135% 114%
36th 3,680,000 +2hp Tomb Raider 130% 115% 140% 115%

For purposes of Immortality, treat as a Thief




Notes:

Hey wait, doesn't this make the thief pointless? Well,
yes, that's exactly the point. Thieves stink, but they
are kind of necessary. But what if no one wants to
play one? Enter the Tomb Robber...

However, thieves are still useful for backstabbing,
and they can use scrolls and such, which the Tomb
Robber can't. So they aren't completely replaced.

However, the Tomb Robber can replace a thief in
exploring dungeons, and it's meant to replicate a Dr.
Jones or Ms. Croft. A capable, if lightly armored
fighter.

The % for opening locks and finding/remove traps is
somewhat different from the thief because the Tomb
Robber has more emphasis on traps than opening
locks.

For a different take on the same concept, one that is
more of a spell-caster, see the Explorer from Barrel
Rider Games

Also, it's best to roll up the special followers ahead
of time (around 7% level) and try to integrate them
into a campaign, letting the Tomb Robber PC meet
and befriend them. Similarly, the “hangers on” will
probably approach the Tomb Robber in the middle of
their career in a tavern or inn and try to strike up a
friendship/mooch drinks from them.

Credits:
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under license
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Declaration of Product Identity: All real names,
company names, class ability and power
descriptions, and art

Declaration of Open Content: The class tables and
game mechanics for the abilities and powers.

OPEN GAME LICENSE Version 1.0a

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

1. Definitions:

1. "Contributors" means the copyright and/or trademark owners who have contributed Open
Game Content;

2. "Derivative Material" means copyrighted material including derivative works and
translations (including into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in which an existing
work may be recast, transformed or adapted;

3. "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute;

4. "Open Game Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product Identity.

5. "Product Identity" means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content;

6. "Trademark" means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor

7."Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content.

8. "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

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

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

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

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

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

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE

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

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax
and Dave Arneson.

PC5 - Old School Rules Tomb Robber, Copyright 2015 by Jeremy Reaban

End of License
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