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Old-School fantasy role-playing games are designed to be played fast and
loose with a large amount of wiggle room for referees to interpret the rules as
they see fit. To that end, Contract for Adventure is a brief supplement for

abyrinth Lord that lists a few house rules that offer new options for the seven
classes depicted in the core rules. These are simply house rules, to be used at the
Labyrinth Lord's discretion. They are designed to give player characters a little
edge, make the rules even faster, or simply give the class a touch of flexibility.

Cleric
Divine Weapon: The cleric may select one edged weapon which they may wield
without violating the tenants of their faith. This weapon is typically associated
in some fashion with their deity, divine patron, or philosophy.

Dwarf
Battle Training: Dwarves receive a +1 bonus to hit and damage when wielding
an axe or war hammer. In addition, while dwarves are normally not permitted to
wield two-handed weapons, they may purchase specially crafted one-handed
versions of the battle axe and war hammer that are designed for their size at a
25% price increase above the listed cost in the Labyrinth Lord core rule book.

Elf

Sword-Dancer: Elves are specially trained in the a mystic form of elvish
swordsmanship that allows them to parry blows while casting spells. On any

ound where an elf casts a spell while holding a sword they receive a -1 bonus to
their armor class.

Fighter
Weapon Specialty: A fighter may select one weapon, melee or ranged, that

serves as their specialty. When wielding this weapon they receive a +1 bonus to
attack and damage rolls. This is in addition to any bonuses received from
high ability scores or magical weapons.

Armor Specialty: A fighter may select one type of armor, such as leather or
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£/ plate mail. When wearing that type of armor, they receive a'-1 bonus to their

Armor Class. A fighter may select “unarmored,” in which case they receive a -1

= bonus to their Armor Class when they are wearing no armor at all. They may not

select shields as an armor specialty.

Halfling
Nimble Fingers: Halflings are adept at acts of prestidigitation and slight of

hand. A halfling may Pick Pockets as described in the thief special ability. His
percentage chance of success is equal a thief of half his current level, rounded
down, to a minimum level of skill equal to a 1* level thief. So a first or second

level halfling can pick pockets as a 1* level thief with a 23% chance of success.

Magic-User
Ritual Spellcasting: A wizard may cast a spell he has not memorized, but only
if he casts it as a ritual. To do so he must purchase special components that cost
100gp per level of the spell being cast with through a ritual casting. In addition,
it takes one full turn per spell level to cast the spell and it must be a spell that he
could cast normally. So, for example, a 5™ level magic-user could attempt to cast
a 3" level spell as a ritual - but he would need 300gp in components and the
casting time would be three turns.

Thief

Simplified Thief Skills: Instead of having different percentage chances for
each of the thief's special abilities, the Labyrinth Lord can optionally use the
Hear Noise skill to determine success for all of the thief's special abilities. So, for
example a 3 level thief would have a 1-3 on a d6 chance of succeeding the
following skills: Pick Locks, Find & Remove Traps, Pick Pockets, Move Silently,
Climb Walls, Hide in Shadows, and Hear Noise. The thief's ability to Read
Languages is not effected by these simplified rules and still functions at an 80%
chance of success once he reaches 4™ level and his ability to read magical scrolls
still functions at a 90% chance of success at 10™ level.

Improved Backstab: A thief's backstab damage multiplier increases as they
level. At 5™ level a thief increases to a x3 multiplier on their backstab damage
and at 10™ level this modifier increases to x4.
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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,
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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.

3.0ffer 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.
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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
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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.
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