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Ranger (With Damage Bonus)
Requirements: STR 12, DEX 9, & WIS 12 
Prime Requisite: STR and WIS 
Hit Dice: 1d8 
Maximum Level: None

Rangers are a sub-class of the fighter. They are masters of 
the  outdoors,  patrolling  and  protecting  large  stretches  of 
wilderness from evil humanoids and monsters. Rangers often 
take on the role of spy, scout and the first line of defense for 
more  civilized  and  settled  areas.  They  are  well-versed  in 
combat and survival in wilderness settings.  Rangers may use 
any weapons and armor, but they can only use their unique 
ranger abilities when wearing armor up through chain mail. 
They begin play with the standard 3d8x10 gold pieces (gp). 
Rangers use  the Dwarf,  Elf,  Fighter,  and Halfling 
Character Attack Table (LL, p. 60) and the Fighter 
Saving Throw table (LL, p. 55). Rangers have the 
following abilities: 

Tracking  Familiar  with  the  signs  left  by  humans, 
humanoids  and  various  other  creatures  as  they 
make their way through the wilderness, rangers can 
discover  and  follow  the  trail  of  those  they  are 
pursuing  –  sometimes  even  in  the  worst  of 
conditions.      

Move  Silently  As  excellent  hunters,  rangers  can 
move silently through wilderness settings.  

Direction Sense Constantly traveling in unmapped 
and  seldom-traveled  areas,  rangers  learn  how  to 
keep their bearings. 

Wilderness Survival  Rangers learn how to live off of the 
land and survive even the harshest natural environments. If a 
ranger spends at least six hours a day gathering food and 
supplies (hunting, fishing, gathering fruits, berries, firewood, 
setting up a camp, etc.) they can keep a party of up to six 
adventures alive and well.

Damage Bonus Years of protecting human settlements from 
the ravages of evil humanoids and giants, allows rangers to 
closely study the fighting styles of these chaotic creatures. 
Knowing the best tactics to use against them, rangers adds a 
+1 damage bonus  every  third  level  against  such creatures 
(Humans are not included in this list). Thus a 1st and 2nd 
level Ranger would receive a +1 bonus, +2 at levels 3-5, +3 
at 6-8, +4 at 9-11, etc.

Ranger Level Progression

    Experience                Level                   Hit Dice (1d8)

0 1 1
2,5001 2 2
5,001 3 3
10,001 4 4
20,001 5 5
40,001 6 6
80,001 7 7
160,001 8 8
310,001 9 9
460,001 10 +2 hp only*
610,001 11 +4 hp only*
760,001 12 +6 hp only*
910,001 13 +8 hp only*

1,060,001 14 +10 hp only*
1,210,001 15 +12 hp only*
1,360,001 16 +14 hp only*
1,510,001 17 +16 hp only*
1,660,001 18 +18 hp only*
1,810,001 19 +20 hp only*
1,960,001 20 +22 hp only*
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Ranger Skills Table

               Level      Tracking    Move Silently   Direction Sense    Wilderness Survival

1 23 23 17 14
2 27 27 23 17
3 30 30 27 20
4 37 37 31 23
5 40 40 35 33
6 43 43 45 43
7 53 53 55 53
8 63 63 65 63
9 73 73 75 73
10 83 83 85 83
11 93 93 95 95
12 95 95 97 97
13 97 97 99 99
14 99 99 99 99
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Ranger (With Additional Skills)
Requirements: STR 12, DEX 9, & WIS 12 
Prime Requisite: STR and WIS 
Hit Dice: 1d8 
Maximum Level: None
Rangers are a sub-class of the fighter. They are masters of 
the  outdoors,  patrolling  and  protecting  large  stretches  of 
wilderness from evil humanoids and monsters. Rangers often 
take on the role of spy, scout and the first line of defense for 
more  civilized  and  settled  areas.  They  are  well-versed  in 
combat and survival in wilderness settings.  Rangers may use 
any weapons and armor, but they can only use their unique 
ranger abilities when wearing armor up through chain mail. 
They begin play with the standard 3d8x10 gold pieces (gp). 
Rangers use the Dwarf, Elf, Fighter, and Halfling Character 
Attack Table (LL, p. 60) and the Fighter Saving 
Throw  table  (LL,  p.  55).  Rangers  have  the 
following abilities: 

Tracking Familiar with the signs left by humans, 
humanoids and various other creatures as they 
make their way through the wilderness, rangers 
can discover and follow the trail of those they are 
pursuing  –  sometimes  even  in  the  worst  of 
conditions.      

Move Silently As excellent hunters, rangers can 
move silently through wilderness settings. 

Hide  Rangers  are  adept  at  hiding  in  the 
wilderness, becoming virtually invisible to those 
nearby. As they become more skilled, they can 
remain undetected by even the wild creatures of 
the area.   

Direction  Sense Constantly  traveling  in  unmapped  and 
seldom-traveled  areas,  rangers  learn  how  to  keep  their 
bearings. 

Listen  Spending  most  of  their  time in  the  wild,  Rangers 
soon become accustomed to the natural sounds of the land. 
This allows them to detect noise, or even a lack of noise, 
that is out of place or out of the ordinary.  

Wilderness Survival  Rangers learn how to live off of the 
land and survive even the harshest natural environments. If a 
ranger spends at least six hours a day gathering food and 
supplies (hunting, fishing, gathering fruits, berries, firewood, 
setting up a camp, etc.) they can keep a party of up to six 
adventures alive and well.

Ranger Level Progression

    Experience                Level                   Hit Dice (1d8)

0 1 1
2,5001 2 2
5,001 3 3
10,001 4 4
20,001 5 5
40,001 6 6
80,001 7 7
160,001 8 8
310,001 9 9
460,001 10 +2 hp only*
610,001 11 +4 hp only*
760,001 12 +6 hp only*
910,001 13 +8 hp only*

1,060,001 14 +10 hp only*
1,210,001 15 +12 hp only*
1,360,001 16 +14 hp only*
1,510,001 17 +16 hp only*
1,660,001 18 +18 hp only*
1,810,001 19 +20 hp only*
1,960,001 20 +22 hp only*
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Ranger Skills Table

               Level      Tracking    Move Silently     Direction Sense    Wilderness Survival 
                        Hide           Listen

1 23 23 17 14
2 27 27 23 17
3 30 30 27 20
4 37 37 31 23
5 40 40 35 33
6 43 43 45 43
7 53 53 55 53
8 63 63 65 63
9 73 73 75 73
10 83 83 85 83
11 93 93 95 95
12 95 95 97 97
13 97 97 99 99
14 99 99 99 99
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Labyrinth LordTM is copyright 2007, Daniel Proctor. Labyrinth LordTM and 
Advanced Labyrinth LordTM are trademarks of Daniel Proctor. These 
trademarks are used under the Labyrinth LordTM Trademark License 1.0, 
July 2007 available at www.goblinoidgames.com.

DESIGNATION OF PRODUCT IDENTITY
The names Delving DeeperTM, The Old IsleTM and Brave Halfling GamesTM  when 
used in any context are product identity. Presentation of text and tables is used by 
permission of Goblinoid Games.
DESIGNATION OF OPEN GAME CONTENT
All text and tables in this document, with the exception of material
specifically excluded in the declaration of product identity, is open game
content. 
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: (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.
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 coadaptability 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 1.0 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.

Modern System Reference Document Copyright 2002-2004, Wizards of
the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles
Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney
Thompson, and JD Wiker, based on material by Jonathan Tweet, Monte
Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell,
John Tynes, Andy Collins, and JD Wiker.

Rot Grub from the Tome of Horrors, Copyright 2002, Necromancer
Games, Inc.; Authors Scott Greene and Clark Peterson, based on original
material by Gary Gygax

Labyrinth LordTM Copyright 2007, Daniel Proctor. Author Daniel Proctor.

Delving Deeper - Ranger, Copyright 2008, John Adams.

END OF LICENSE

Copyright 2008, John Adams. Delving DeeperTM, The Old IsleTM, Classic Labyrinth 
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