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Prime Requisite: none
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Saving Throw: as cleric
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Level advancement: as fighter

This character class is for cry-babies who
can’'t cope with low attributes. The general
idea for this class has been “borrowed” from
the 1st Edition of the German RPG “Das
schwarze Auge” in which you can find a
special class for all the characters who don’t
have the necessary attributes to belong to
any of the regular classes. We took this
concept and created a class for characters
with low attributes in strength, dexterity, and
constitution, thus no minimum required, but
a maximum. In order to survive despite his
low attribute scores he is given some useful
skills to help him make it to the higher
levels.

Okay - the idea is not very “old school”, but
the different skill sets should make for some
entertaining gaming sessions, even longer
campaigns, with a character of the
adventurer class.

Right from the start, an adventurer has the
ability to tend wounds (2 times a day — heals
1d4 hit points) and some thief abilities
(Move Silently, Climb Walls and Hide in
Shadows — each 10% less chance than a
thief of the same level).

[S&W: successful saving throw+1 for each
ability]

The adventurer can use all one-handed
weapons and ranged weapons, but is
restricted to armour lighter than chainmail.
During his career as an adventurer he gains
the following abilities:

Adventurers gain the ability to read normal
languages at level 2, they can read magic
languages at level 4. His chance of

STR, DEX and CON max. 12

understanding texts or inscriptions is 20% +
5% per level gained after the level when he
initially gains this ability (e.g. “read normal
languages” on level 2 is 20%, on level 3
25%, on level 4 30%...).

[S&W:- successful saving throw -2

The adventurer can read cleric-user scrolls
(when reaching level 5) and magic-user
scrolls (when reaching level 7). T chance of
reading these scrolls is the same as the
chance for reading languages. (e.g. “read
cleric scrolls on level 5 is 20%, on level 6
25%, on level 7 30%...).

[S&W- cleric scrolls - successful saving
throw -7, magic-user scrolls - successful
saving throw -9]

Furthermore he can cast cleric spells upon
reaching level 9 (as a level 1 cleric, max.
spell level 2) and magic-user spells upon
reaching 11 (as a level 1 magic-user, max.
spell level 2).

In order to be able to read cleric scrolls and
cast cleric spells, the adventurer must pledge
alliance to a specific god / goddess, to an
alignment or something similar according to
the game master’s setting.

Special abilities:

level 1 tend wounds

level 1 thief abilities

level 2 | read normal languages

level 4 read magic languages

level 5 read cleric scrolls

level 7 read magic-user scrolls

level 9 cast cleric spells

level 11 | cast magic-user spells
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Reaching 9t Level: When an adventurer
reaches level 9, he can build an inn and his
fame attracts 2d10 adventurers of levels 1
and 2 who want to sit at his fireplace and
listen to his tales and songs.

At this point of his career an adventurer is
an important person in his region and he
learns everything about the area where he
has taken residence. At level 9 he knows
everything about the things that happen in a
10 km radius centred on his inn, widening
the radius by 10 km for every level gained.
At this level it can safely be assumed that
the adventurer is on good terms with the
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local authorities, or is at least well-known to
them.

Not only does he know all kinds of rumours
and gossip, only a short while later he will
find out about all the problems in the area,
about every single prospect for adventure,
about possible dangers lurking nearby, about
secret love affairs...

At level 10 he is invited to all the social
activities the local noble and wealthy families
host. When he attains level 12, even the
local royals will have taken an interest in his
person; he might even rise to the rank of
King’s advisor or similar important
positions.
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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
ww.goblinoidgames.com.

DESIGNATION OF PRODUCT IDENTITY

The names Delving DeeperTM, The Old IsleTM and Brave
Halfling PublishingTM , 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 spezial 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.

3.0ffer 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.
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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 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.

END OF LICENSE
The Adventurer, Copyright 2010, Moritz Mehlem.



A new character class for LABYRINTH LORD™

»INot again! The best attribute you have rolled at character creation
is a 13 in charisma and your Labyrinth Lord won't let you change
the order of your ability scores! And with this 7 in strength the char
won't survive long.”

This supplement presents the ultimate answer. The adventurer class is THE
class for all your characters with low ability scores. Probably the adventurer is
the only class in the Labyrinth Lord game with no minimum attribute scores
required. No, there are maximum scores for the most important scores.

To compensate for these low scores, the adventurer class has access to some
magic spells, some healing powers and even some thieving skills.

At level 9 the adventurer can build his or her own inn!

This sourcebook ist compatible with the
,Labyrinth Lord“ system
and other basic edition roleplaying games.
A free PDF of the rules can be downloaded here:
http://www.goblinoidgames.com/labyrinthlord.htm




