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House Rules for Labyrinth Lord

These house rules offer an exciting adjustment to Labyrinth
Lord. They often require a bit more strategy and planning on
the part of the players. Low-level monsters remain a serious
threat, each high-level monster is an epic adventure and even
miscellaneous magic items are highly valued and useful.

This toolkit was forged out of the great ideas of many others
and tested at my gaming table. I made use of ideas and
concepts of many in the OSR including John Higgins, Geoffrey
McKinney, Zachary Howard, Robert Conley, Golan, Stuart
Robertson, and Matt Finch.
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Everything following is optional and only meant as a tweak to the Labyrinth Lord Core
Rules. What these rules do not change remains as they appear in Labyrinth Lord. Please
feel free to use, tweak, change, or discard anything. In no way are they meant to be a
comment or critique of old-school games or gaming. They are simply my house rules
for Labyrinth Lord.

Rule Changes
Class Skill Rolls

A single d6 is rolled for class skills. At the Referee's discretion, a -1 or -2 penalty may
be added to a particular skill roll to reflect difficulty. A -1 penalty to a skill roll against
opponents 3 levels higher than the character is also suggested.

Damage

Variable weapons damage for characters is not used.

Fighters

Fighters may attack twice per round. When using a two-handed weapon fighters receive
a +2 to damage rolls. However, they may only make 1 attack with 1 free parry per round
while wielding a two-handed weapon.

Elves

After 3rd level, a player may chose to have their elf character halt advancement as either
a Fighter or Magic-User in order to focus on just one class. If they choose to do so, they
should follow the progression for levels 4-6 of the class they are focusing on.

Halflings

May be Thieves.

Hit Points

Each Character may add 1 extra hit point to their total hit points after each successful
adventure is completed, up to their maximum number of hit points for their current level.

Level Progression

In these house rules, characters of 1st to 3rd level are , characters of
4th to 5th level are  and 6th level characters are . Levels
7+ are beyond the ability of mortals. Experience points needed for level advancement
are as normal through 3rd Level. However, to reach 4th level, a character needs 3 times
the number of XP needed for 3rd level. For 5th level, a character needs 4 times the XP
needed to reach 4th level. And for 6th level, a character needs 5 times the number of
experience points needed for 5th level (i.e. 4th Level - x3; 5th level x4; 6th level x 5).

Magic Item Creation

Magic-Users may begin making spell scrolls at 4th level, brewing potions at 5th level
and creating magic items (always a Major Ritual) at 6th level. Clerics may begin making
spell scrolls at 5th level and creating magic items (always a Major Ritual) at 6th level.
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Magic Users

Human Magic-Users may memorize and cast one extra 1st level spell each day.

Minor Rituals

Many 4th and 5th Level Magic-User/Elf Spells (or 3rd and 4th level Cleric spells) are
converted into Minor Rituals, taking an entire turn to cast, requiring arcane or sacred
materials and possibly a manuscript to perform.

Parry

In any round when a character forgoes an attack or casting a spell, they may instead
parry 1 incoming melee attack. Parrying reduces the character's armor class by -2 (-4
for fighters). In addition, they may also add any magical to-hit bonuses from the melee
weapon they are using.

Saving Throws

A single saving throw system replaces the standard 5-fold saving throw system. A simple
method to determine the Saving Throw for a Monster is to subtract the Monster’s Hit
Dice from 19.

Thieves

Thieves throw a 1d6 for their skill rolls and the standard list of skills is replaced by the
following:

● Climbing walls or cliffs. The percentage chance is what the thief needs to climb
a wall others cannot climb. If the wall is more difficult than normal (very slippery,
for example), the referee may lower a thief’s chances of success. In general, if a
normal person has a chance to climb a wall, a thief can do it automatically.

● Delicate tasks. This percentage chance is used for disabling small mechanical traps
like poisoned needles, and is also used for picking pockets. The skill is also used to
detect whether a mechanism, keyhole, or other small location contains a removable
trap.

● Hearing sounds. A thief can hear well while concentrating; this mainly includes
listening at doors.

● Hiding in shadows. Thieves can make themselves very difficult to see while lurking
in the shadows. Anyone can hide, of course, but thieves are virtually invisible and
can move around while hiding.

● Moving silently. Thieves can move quietly, without being heard.
● Opening Locks. Thieves can pick locks but some locks might be unusually difficult,

in which case the Referee might reduce the chance as appropriate.
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Cleric Spells and RitualsCleric Spells and RitualsCleric Spells and Rituals

Character
Level

1st Level
Spells

2nd Level
Spells

Minor
Rituals Major Rituals

1 ‑‑  ‑‑  ‑‑  ‑‑

2 1  ‑‑  ‑‑  ‑‑

3 2  ‑‑  ‑‑  ‑‑

4 2  1  ‑‑  ‑‑

5 2  2  1  ‑‑

6 3 2 2 1

Magic‑‑User & Elf Spells and RitualsMagic‑‑User & Elf Spells and RitualsMagic‑‑User & Elf Spells and RitualsMagic‑‑User & Elf Spells and RitualsMagic‑‑User & Elf Spells and Rituals

Character Level 1st Level
Spells

2nd Level
Spells

3rd Level
Spells

Minor
Rituals

Major
Rituals

1 1  ‑‑  ‑‑  ‑‑  ‑‑

2 2  ‑‑  ‑‑  ‑‑  ‑‑

3 2  1  ‑‑  ‑‑  ‑‑

4 2  2  ‑‑  ‑‑  ‑‑

5 2  2  1  1  ‑‑

6 2 2 2 2 1

Tables
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Character Combat TableCharacter Combat TableCharacter Combat TableCharacter Combat TableCharacter Combat Table
Target’s Armor ClassTarget’s Armor ClassTarget’s Armor ClassTarget’s Armor Class

Fighter
Level

Cleric &
Thief Level

Magi‑‑User
Level

9 8 7 6 5 4 3 2
Level Thief Level Level

Attack Roll (1d20) Needed to Hitack Roll (1d20) Needed to Hitack Roll (1d20) Needed to Hitack Roll (1d20) Needed to Hitack Roll (1d20) Needed to Hitack Roll (1d20) Needed to Hit

1‑‑3  1‑‑3  1‑‑4 10 11 12 13 14 15 16 17

4  4‑‑5  5‑‑6 8 9 10 11 12 13 14 15

5  6  ‑‑ 6 7 8 9 10 11 12 13

6  ‑‑  ‑‑ 4 5 6 7 8 9 10 11

Character Level Class Skill Saving Throw

1 3 in 6 15

2 3 in 6 14

3 3 in 6 13

4 4 in 6 11

5 4 in 6 9

6 5 in 6 7

Class Bonuses to Saving Throws:Class Bonuses to Saving Throws:Class Bonuses to Saving Throws:

Clerics: +2 bonus vs. being paralyzed or poisoned.

Dwarves: +4 bonus vs. any magic.

Elves: +2 bonus vs. any magic

Fighters: +2 bonus vs. death and poison.

Halflings: +4 bonus vs. any magic.

Magic‑‑Users: +2 bonus vs. spells, including spells from magic wands and staffs.

Thieves: +2 bonus vs. devices, including traps, magical wands or staffs, and
other magical devices.

+2 bonus vs. being paralyzed or poisoned.

+4 bonus vs. any magic.

+2 bonus vs. any magic

+2 bonus vs. death and poison.

+4 bonus vs. any magic.

+2 bonus vs. spells, including spells from magic wands and staffs.

+2 bonus vs. devices, including traps, magical wands or staffs, and

+2 bonus vs. spells, including spells from magic wands and staffs.

+2 bonus vs. devices, including traps, magical wands or staffs, and
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Dwarves
Can detect slanting passages,
traps shifting walls and new

construction.

2 in 6 (by just passing by)

4 in 6 (searching)

Elves Can detect secret / hidden doors.
2 in 6 (by just passing by)

4 in 6 (searching)

Halflings  Can hide.

1 in 5 (in woods / under
brush)

1 in 2 (in dungeon with
shadows / cover)

Open Game License
Designation of Product Identity: The following items are hereby designated as Product Identity
in accordance with Section 1(e) of the Open Game License, version 1.0: The names Labyrinth
LordTM and Advanced Labyrinth LordTM, when used in any context, are product identity. All artwork,
logos, and presentation are product identity, with the exceptions of the Known Lands map and
artwork used under license. The name Goblinoid GamesTM is product identity.

Designation of Open Content: Subject to the Product Identity designation above, all text in this
document is Open Game Content. If any text is so used, it should bear the COPYRIGHT NOTICE:
Haldo’s House Rules for Labyrinth Lord is Product Identity of Brave Halfling Publishing. Open game
content may only be used under and in the terms of the Open Game License.

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: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"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; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"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. (e) "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; (f) "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 (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) "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.
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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 pen Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
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