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Cloak & Daggers  
Optional rules for Labyrinth Lord TM 

  
The orc chieftain wears a blue cloak and a large cap with white feathers. He watches you with a fierce 
stare, a rapier in the right hand and a dagger in the left one, and says loudly “En Garde, Monsieur!” 

The following rules have been designed in order to use Labyrinth LordTM in a cloak & 
daggers style. They introduce a new system of fighting, which doesn’t change the game 
balance but enables dodges, apprise and manoeuvres, and a modified magic system to 
introduce alchemy and rituals. You’ll find no new classes or races, no background – and 
more even, no historical background – but just suggestions to quickly create your own cloak 
& daggers style campaign. These rules will fit without any problem into any low-fantasy 
sword & sorcery game’s world as well.  

This is the 1.01 draft version. As the author native language is not English, please apologize any 
mistake and report it to ndessaux@altern.org for corrections. Thanks to random for its corrections and 
suggestions. 

Combat & Fencing 
 
The following rules will modify Labyrinth 
Lord rules by introducing new concepts: 
dodge and parries, combat manoeuvres, 
multiple opponent fighting options, and 
protection from armour.  

It is strongly suggested to drop any 
weapon restriction for character classes, as 
the number of available weapons is low. 
No matter if your cleric uses a hand-gun 
or your magic-user fences with a rapier, 
the mood will be far more cloak & daggers 
than with a mace and a staff.  

 

Attack and defence scores 

The main fencing scores are Attack and 
Defence. They figure the base chance on a 
d20 to hit, stop an attack, or even get a 
successful manoeuvre. The base score 
depends on class and level; it can be found 
in the Attack score and Defence score 
tables right for PC’s and next page for 
Monsters. 

 
 
 
 

 
 

Attack Score Table 
Fighter, 
Dwarf, Elf 
or Halfling 

Cleric  
or Thief 

Magic-
User 

Base 
Attack 
Score* 

1-3 1-4 1-5 10 
4-6 5-8 6-10 11 
7-9 9-12 11-15 12 

10-12 13-16 16-20 13 
13-15 17-20  14 
16-18   15 
19-20   16 

* Add STR modifier for melee attack  
and DEX modifier for Missile attack. 

 

Defence Score Table 
Fighter, 
Dwarf, Elf 
or Halfling 

Cleric  
 

Thief Magic-
User 

Base 
Defence 
Score* 

   1-5 10 
  1-4 6-10 11 

1-3 1-4 5-8 11-15 12 
4-6 5-8 9-12 16-20 13 
7-9 9-12 13-16  14 

10-12 13-16 17-20  15 
13-15 17-20   16 
16-18    17 
19-20    18 

* Add DEX modifier, +1 if the character has a shield 
or a left-hand weapon. 
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in a Bottle in a Bottle in a Bottle in a Bottle 
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Monster Attack & Defence Score 
Table 

Hit Dice Base Attack  

Up to 1 10 
1+ to 2 11 
2+ to 3 12 
3+ to 4 13 
4+ to 5 14 
6+ to 7 15 
7+ to 9 
9+ to 12 
12+ to 15 

16 
17 
18 

15+ to 17 19 
17+ and above 20 

 
Monster size (option): Large monsters 
tend to have lower defence scores than 
others. For each difference of 3’ with a 
human, they get a negative modifier of -1 
to their Defence score, according to the 
following table.  
 

Monster Size & Defence Score 
modifier Table 
Size Sample Defence Score 

modifier 

1’ Sprite +2 
3’ Halfling +1 
6’ Human +0 
9’ Ogre -1 
12’ Hill Giant -2 
15’ Wyvern -3 
18’ Fire Giant -4 

 

 

How to use the fencing scores? 

When a character or a monster attacks, the 
player or LL must roll 1d20 under the 
attack score.  

If this is a success, the defender must 
herself roll 1d20 under her defence score 
(or dodge score, if unarmed) to avoid the 
blow.  

If the blow is avoided, no damage is done. 
If it isn’t, damage may be rolled normally.  

A 20 is always a failure, even if the attack 
or defence score is 20 or more, and a 1 is 
always a success.  

 

 

Fight with multiple opponents 

A cloak & daggers character is often 
surrounded by many opponents. A few 
basic rules enable this to be resolved 
quickly and brilliantly:  

Number of opponents: No more than six 
human-sized opponents may surround 
any character in a single round. But only 
1d6 of them will be able to attack that 
round, because moving among flashing 
blades is a dangerous activity. Double this 
number for small creatures, and divide it 
for larger ones.  

Dodges and parries: A defence roll may be 
done for any attack in the round, no 
matter the number. If a PC is attacked by 
six opponents at the same time, she may 
parry or dodge six times. 

Number of attacks: A PC (or a major NPC) 
is able to attack each of these opponents in 
the same round: if 3 of 6 are able to attack 
her, she will be in capacity to attack all 
three separately. This doesn’t enable her to 
attack one of them more than once in the 
same round. 1d20 under attack score is 
launch for each opponent. 

Each his ones: Several PC’s (or major 
NPC’s) may attack the same opponent 
only if they’re not already engaged in a 
fight with another one. There’s only one 
exception: a PC may parry an attack to 
help another person, even if engaged in a 
fight, if this attack is potentially deadly – 
ie. if maximum possible damage is more 
than helped person’s hit points.  

 

Special manoeuvres 

In cloak & dagger style of fighting, special 
manoeuvres include attempting to disarm  
an opponent; fighting with an improvised  
weapon or throwing it; throwing weapons  
which aren’t meant to be thrown (a rapier, 
for example); tripping or overrunning an 
opponent; jumping from a balcony; 
fighting while hanging from a  
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rope; performing acrobatic jumps; stunning 
an opponent rather than doing damage, etc. 

Making the manoeuvres as easy as any 
fighting attack is very important for cloak 
& dagger fight, because it enables PC’s to 
fight in another style than hack & slash. If 
this is more difficult to disarm or trip than 
to do damage, why would they do so?  

Unusual weapons or uses: When a 
character uses an improvised weapon, like 

a chair, a bottle, a ropea rope, or anything 
at hand when he needs it, just consider it 
like a club (damage 1d4) for a small object 
or a mace (damage 1d6) for a larger one. 
Use attacks and defence roll as usual. 
These weapon fits well with the stun 
effect, see below.  

When a character uses its weapon in a 
uncommon way, like throwing a rapier, 
just use the usual attack and defence roll. 
Don’t worry too much with modifiers, as 
long as it stays a special manoeuvre.  

Stun effect: A character using fists, kicks, 
clubs or improvised weapon, may prefer 
to stun an opponent rather than to kill 
him. If he announces this before to hit, he 
gets minimal damage (1+STR modifier), 
but the opponent is stunned for a number 
of round equal to the normal damage, less 
on by level or hit dice (for example, a 3th 
level fighter is stunned by a staff, and the 
damage dice is a 5. He gets only 1 hit point 
of damage, but is stun for 2 rounds. A 
stunned opponent can’t attack or defend, 
and will be knock-out by another stun 
result.  

 Disarm: To disarm an opponent, just 
announces it before to strike. If the result 
of the attack roll is a success, and the 

opponent fails his defence roll, he’s 
disarmed.     

 Trip and wrestle: To trip an opponent in 
unarmed attack (or with a weapon 
adapted to this kind of attack, like a pole), 
just announces you try to do it. If the 
result of the attack roll is a success, and the 
opponent fails his defence roll, he falls on 
the ground. For a wrestle, three successful 
successive attack are needed in order to 

pin the opponent fully, ie. being unable 
to move.  

Special moves: As long as it seems 
possible, jumping from a balcony, use 
chandeliers and ropes are just part of 
the standard movement rate in fight, 
and don’t need any specific dice roll. If 
the action is especially dangerous, a 
DEX ability check may be asked in 
order to be able to fight in the same 
round. That’s cloak& daggers style.  

 
Armour 
Though armours and shields are less 
common in cloak & daggers than in 
medieval style of play, outside of 
battlefield, as parry and dodge provide 
most of the protection, they still may be 
useful. They offer another kind of 
protection, by reducing the damage total: 
if your get 5 hit points of damage, and 
wear armour which absorb 2, then you get 
only 3 points of damage. Any magical 
bonus will be added to that damage 
reduction value.  
 
 
 

 

Cloak & daggers common weapons Table 
Weapon Damage Cost Weight Short 

range 
Medium 
range 

Long 
range 

Foil 1d4 3 gp 1 lb    
Hand Gun 1d8 32 gp 3 lb 40’ 120’ 180’ 
Musket 1d10 50 gp 6 lb 120’ 240’ 360’ 
Bullets (10) & Powder   3 gp 1 lb    
Rapier 1d6 7 gp 2lb    
Sabre 1d8 10 gp 3lb    
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Common Armours Table 
 Protection Cost  Weight 

Leather mantel 
Undercoat mail 
War cuirass 

1 
2 
3 

20 gp 
150 gp 
600 gp 

15 lb 
30 lb 
50 lb 

 

In a general way, to calculate the armour 
protection from Labyrinth LordTM  armour, 
the basic count is: (9-AC)/2, round less.  

For monsters, the formula is the same. For 
example, a Demon boar as an AC of 3 
when shape-changed. It will have (9-
3)/2=3 points of Armour protection.  

There may be some exceptions when 
except in some case where speed or size 
explains the monster armour best than its 
toughness; this is up to the LL’s choice.  

 

 

Rituals& Alchemy 
 

Although you may wish to play a high 
fantasy cloak & daggers campaign, this 
style generally fits better with low fantasy 
style; where magic is uncommon, where 
sorcerers are feared; where alchemy and 
weird rituals is the base of magic. A few 
rules suggested here will helps you to get 
this mood. It will change completely the 
role of spell-casters in the game, so think 
about it before to introduce it in a 
campaign. 

Note that in this magic system, cleric don’t 
choose every day their spells, but have a 
know spell lists as do magic-users. They 
don’t receive spells from their gods 
directly, but trough the study of their 
faith, payers and believes.  

Spell-casting is long and needs lengthy 
researches. Make sure everyone in a PC 
group has fun, and not only the spell-
caster, during that process.  

 

Spell Creation 

In order to use a new spell, a spell-caster 
must first discover its formulae, in books, 
prayers, and this is a long process, at least 
one week per spell level. Very few magic-
users will teach spells they know, though 
this is more common for clerics in a church 
hierarchy. Just reading the formula is not 
enough: they must understand it, then 

enter in negotiation with powerful 
creatures.   

The last step of spell creation includes 
bargaining or discussion with magical 
creatures, elementals, spirits, angels or 
daemons, which are intermediates with 
outside realms of power. The spell-caster 
will roll on the following table, to know 
the result.  

Add the Intelligence (for Magic-Users and 
Elves) or Wisdom (for Clerics) modifiers to 
the roll.  

Reaction to Spell Creation 
Roll   Spell result 

2 Spell is a failure** 
3-5 
6-8 

Spell is a failure 
One more day, reroll 

9-11 
12 

Spell is created 
Spell is created* 
 

*The summoned creature is happy to help the 
spell-caster, so he will get a -1 modifier to next 
spell creation roll.  

**The summoned creature is angered to have 
been called, the spells is a failure, and the 
spell-caster permanently loss one point in its 
prime modifier ability.   
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Spell preparation 

In order to cast a spell, the magic-user or 
cleric must prepare it for a long time, in a 
quiet place.  

For magic-users, it will be a laboratory, 
with an esoteric library, a pentacle, strange 
components and alchemical material. For a 
Cleric, a church, temple or mystic place for 
prayers, which may includes a theological 
library, a sanctified relic or a statue.  For 
an Elf, according to the campaign mood, it 
could be either a laboratory like magic-
users, or a very beautiful natural place to 
meditate.  

This preparation is very long, normally 
one hour by spell level. No more than 8 
hours per day may be devoted to spell 
preparation, and any disturb will cancel 
the current spell. 

 

Spell Casting 

When the preparation time finished, the 
caster can launch the spell directly, or 
store it in a potion, elixir, unguent, oil, 
talisman, pentacle or any classical magical 
support. This will not be a magic item in 
the common sense, as it is only one-use 
and doesn’t change the spell duration.  

Only one spell may be stored into the 
same liquid or object, and the process will 
be one hour more by spell level (so, as an 
example, preparing a mirror of 
clairvoyance will take 6 hours, 3 for 
preparation and 3 for storing).  

The number of “spell per day” for clerics, 
elves, and magic-users will keep the same, 
but it will count the maximum stored 
spells at the same time. If a spell-caster is 
already at maximum, he can’t cast or store 
any more spells, unlike he cancel or use 
one of the same level.    

 

Spell duration 

The spell duration, as stated in Labyrinth 
LordTM rule book, will be far much longer 

in a cloak & daggers campaign. Spell-
casters use less spells, but longer one, 
which make them pretty effective as well. 

In order to calculate the new spell 
duration, just switch time unity as follows.  

 

Spell duration table 

LL duration    New Duration  

Instantaneous Instantaneous 
Rounds 
Turns 

Turns 
Hours 

Hours 
Days 

Days 
Weeks 

Permanent Permanent 
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DESIGNATION OF PRODUCT IDENTITY 
The names Wizard in a bottle TM is product identity.  
 
DESIGNATION OF OPEN GAME CONTENT 
All text and tables, 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 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 1.0 Copyright 
2000, Wizards of the Coast, Inc. 
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 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 available 
at www.goblinoidgames.com. 
END OF LICENSE 

Copyright 2008. Wizard in a bottle TM is a trademark of Nicolas 
Dessaux.  


