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Lvl Low Medium High 

1 +1 +1 +1 

2 

3 

4 +2 

5 +2 

6 +2 

7 +3 

8 

9 +3 

10 +4 

11 +3 

12 

13 +4 +5 

14 

15 

16 +4 +6 

17 +5 

18 

19 +7 

20 

21 +5 +6 

22 +8 

23 

24 

25 +7 +9 

26 +6 

27 

28 +10 

29 +8 

30 

31 +7 +11 

32 

33 +9 

34 +12 

35 

36 +8 

 

Weapon masteriesWeapon masteriesWeapon masteriesWeapon masteries    

In a dangerous world like Labyrinth Lord, every 

character is able to use most weapons with 

reasonable chance to hit an opponent. But this is a 

very different thing to be able to use a weapon, and 

masteries it really. This is the meaning of Weapon 

masteries system. 

A character mastery in each kind of weapon is quoted 

by an adjective (Untrained, Trained, Specialist, Expert, 

Master, Great Master), and by a rank number from (0) 

to (5).  

Untrained (0) 

Trained  (1) 

Specialist (2) 

Expert  (3) 

Master  (4) 

Great Master (5) 

 

At level one, characters choose one weapons in which 

they are Trained (1), and are considered to be 

Untrained in all others. Fighters are an exception, as 

they are considered to be Trained (1) in all weapons 

available in their cultural background. The Labyrinth 

Lord may choose to which weapons this applies, 

according to the game settings.  

Gaining levels, characters may apply to higher 

weapons masteries. The Level modifier Table indicates 

how many weapon masteries ranks a character may 

get, according to her class and level. Fighters are 

considered in the same way, so they must specialize in 

each weapon separately, even if they get the benefit of 

being trained in a lot of.  

Weapon mastery is not automatically gained with the 

new level. A character must first find a trainer, who 

already achieved a better rank in this kind of weapon, 

and get accepted. Some trainers will ask money in 

return, others will send characters to dangerous 

missions to prove their valor, or show their talent in a 

fighting arena. Finding a Specialist (2) in a particular 

weapon isn’t too much difficult, but higher masteries 

will be rare as the rank augments. Very few Great 

Masters (5) does exists for most weapons, and 

sometimes a very long travel will be needed to find 

one. The Labyrinth Lord may use this as source of 

quest and adventures, and to describe colorful 

characters.  

Even when the Trainer accepted the new student, 

training will take a long time. As a rule, one full month 

is needed for each rank, so a (4) will take five months 

of intense training to become a Great Master (5). 

During this time, character is not expected to do 

anything else, including traveling, adventuring or 

studying magic.  

At the end of training period, the character must roll 

an ability check (STR for melee weapons and DEX for 

missile weapons), plus his prime requisite modifier if 

it applies (ie. STR for Fighters, DEX for Thieves), less 

the requested mastery rank number. If the roll is a 

success, the new mastery is gained. If it’s a failure, the 

character must continue training, if the Trainer 

agrees. 

Weapon masteries 

Weapon mastery involves many benefits when the 

character use this weapon in a fight: higher damages; 

bonus to Hit score, bonus to Armor Class for melee 

weapons; longer range for Missile Weapon; chance to 

get a “smash” result; use of special effects listed in the 

Weapons effect lists; despair opponents  

Higher damages: the damage dice depends on 

weapon mastery. Each weapon has a damage dice, 

which measures basic damages with Trained level (1). 

High masteries augment this dice by one dice rank, as 



shown in the Dice rank table. Untrained (0) lower it 

by one dice rank. For example, a Specialist (2) with a 

sword will roll 1d10 for damage, but an Untrained 

character (0) will roll only 1d6.  

Dice rank table 

D2 > D4 > D6 > D8 > D10 > 2D6 > 2D8 > 2D10>2d12.  

Bonus to Hit score: the character adds her weapon 

mastery rank number to her Hit score when she use 

that kind of weapon. For example, a Specialist (2) with 

Dagger will add +2 to Hit score with any kind of 

Dagger she use.  

Bonus to Armor Class: with a melee weapon, the 

character adds his weapon mastery rank number to 

his Armor Class when she uses that kind of weapon 

(including shields), because he’s more able to parry 

opponents attacks.  

Longer ranges: with missile weapons, the range of 

fire is multiplied by mastery rank number. For 

example, a bow Specialist (2) doubles the range of her 

arrows. Untrained rank (O) halves the range.  

Smash result: when the Attacking d20 roll gets a 

number under or equal to rank number, this is Smash 

result. The character adds its level to Damage roll. For 

example, a 15th level Great Master (5) with sword, 

gets a Smash result each time he get a roll of 1-5 on 

1d20, and adds 15 hit points of damage.  

Use of special effects: each kind of weapon gets some 

special effects, like deflecting blows, disarm or 

knocking out opponents, listed in the Weapon special 

effects table, and explained below. Only Trained (1) 

and more skilled weapon users may use them. 

Despair opponents: confront an outstanding warrior 

is a frightful experience. NPCs and Monsters will roll a 

morale check (see below) first time a character use 

successfully a weapon special effect, or get a Smash 

result. Creatures with Hit dices exceeding three times 

weapon rank number aren’t affected by this despair 

effect.  

Despair opponent table 

Untrained (0) No effect 

Trained  (1) up to 3 HD or Lvl 

Specialist (2) up to 6 HD or Lvl 

Expert  (3) up to 9 HD or Lvl 

Master  (4) up to 12 HD or Lvl 

Great Master (5) up to 15 HD or Lvl 

        

Weapons special effects 

As stated before, weapons special effects can be used 

by any character trained in their use. The Weapon 

special effects table shows what are special effects for 

each weapons.  

A Master (4) or Great master (5) with any weapon 

may use weapons in ways they weren’t intended to, 

like disarm with a bow, throwing swords or shields, 

whirlwind or deflect weapon with bare hands. The 

labyrinth Lord will rules if desired effect is possible or 

not. They just don’t get their weapon mastery 

modifier to Hit roll when doing this.  

Melee Deflect: some weapons and shield may be used 

in order to avoid a blow from an opponent. Only 

physical weapons may be deflected, not spells or 

incorporeal creatures. Deflect a blow needs a save 

against breath. A character is able to deflect as many 

blows during a round as its weapon mastery rank 

number, as long as he is aware of attacks, as a surprise 

or backstab attack can’t be deflected.  

Missile Deflect: a shield may be used to block missiles 

weapons in the same way than Melee deflect. Deflect a 

blow needs a save against breath. A character is able 

to deflect as many missile weapons during a round as 

its weapon mastery rank number, as long as he is 

aware of attacks, as a surprise or backstab attack can’t 

be deflected.  

Disarm: some weapons may be used to disarm 

opponents, if they use hand-weapons. The attacker 

declares he attempts to disarm. The attack is rolled 

normally, but does no damages; instead, the opponent 

must make a save against paralysis, with the attacker 

mastery rank number as a negative modifier or launch 

its weapon.  

Stun: some weapons, as well as bare hands, are better 

designed to stun or even knock-out. The attacker 

declares he attempts to stun rather wounding. On a 

successful attack roll, damages are halved, but 

opponent must roll a save against paralysis or be 

knock-out, if he got less Hit Dices or Levels than three 

times weapon rank number, and stun for one round if 

he got more hit dices. A stun opponent is unable to 

attacks for one round, and a knock-out is allowed a 

new save each turn to awake.  

Stun opponent table  

Trained  (1) up to 3 HD or Lvl 

Specialist (2) up to 6 HD or Lvl 

Expert  (3) up to 9 HD or Lvl 

Master  (4) up to 12 HD or Lvl 

Great Master (5) up to 15 HD or Lvl 

 

Entangle: some weapons like nets, bolas or whips, 

and wrestling, may be used to entangle opponents and 

block any move or attack. The attacker must declare 

he’s attempting to entangle before rolling dice. If 

attacks roll is successful, no damage is done, the 

opponent must roll a save against breath, with the 

attacker mastery rank number as a negative modifier, 

or be entangled. Even with a success, he must spend 



one full round doing nothing else than removing the 

entangling weapon. A failure indicates he must wait 

next round to try another save.  

Keep: long weapons like spears and pole-arms are 

useful to keep opponents at distance, so they can’t 

attack themselves, unless they got themselves such a 

long weapon. Each opponent trying to attack the 

weapon bearer from front must make a save against 

breath or being automatically hit for full damages. A 

success indicates he’s able to attack and keep effect is 

no longer useful against him. Keep maneuver is 

especially useful in Labyrinths, to block access of 

narrow passages. It can be used along with the Set 

against charge maneuver, see below. 

Set against charge: long weapons are also deadly 

effective against charges, as they may be set in order 

to impale running opponent or mounts. If the attack 

roll is a success, damage roll is doubled. 

Whirlwind: two-handed weapons are very effective 

against multiple opponents. The attacker must 

announces she whirl her weapon. All creatures within 

5 feet, regardless of their position and including 

warrior friends, suffer from this dangerous effect. A 

separate attack roll is needed against each opponent, 

and damage is halved, as whirlwind lacks of precision.  

Charge: some weapons are more effective to charge 

opponents, if attacker is able to ride for at least 20 

yards with a horse or any other mount. If the attack 

roll is a success, damage roll is doubled. 

Knock-down: some blunt weapons, as well as 

wrestling, are able to move back or even knock-down 

opponents. The attacker must announce he try to 

knock-down before to roll. If the attack roll is a 

success, damages are halved, but opponent needs a 

save against paralysis to avoid being knocked down, if 

his Hit Dice or Level are below three times weapon 

mastery rank level, or kneel down if more. A knock 

down opponent will stay on ground until he got a full 

round without being attacked or gets a successful 

save, and attackers get a +4 modifier against him. 

Against a kneel down opponent, the modifier is +4 for 

one round only.  

Knock-down opponent table  

Trained  (1) up to 3 HD or Lvl 

Specialist (2) up to 6 HD or Lvl 

Expert  (3) up to 9 HD or Lvl 

Master  (4) up to 12 HD or Lvl 

Great Master (5) up to 15 HD or Lvl 

Throw: some melee weapons can be used effectively 

as missile weapon, on a successful attack roll. DEX 

modifier applies rather than STR modifier for attack, 

but STR modifier still applies to damages.  

Aim: with full two rounds of aiming, precise weapons 

like bows and crossbows gets a +2 modifier to attack.  

 

Weapon special effect table 

Swords (Long swords, short swords, scimitars, one-

handed bastard sword): Melee Deflect, Disarm  

Shield: Melee deflect, Missile Deflect 

Maces and hammers: Knock-down 

Spears and lances: Keep, Set against charge, charge 

Daggers and knives: Melee Deflect, Disarm (both 

against swords and daggers only), Throw 

Two-handed swords, Battle axe, Heavy Flails, two-

handed bastard sword: Melee Deflect, Whirlwind, 

Knock-down 

Pole-arms: Keep, Set against charge 

Flails, light and heavy: Melee Deflect, Disarm 

Hand-axe: Throw, Melee deflect 

Bows, crossbows: Aim 

Quarterstaff: Stun, Melee Deflect, Whirlwind, Knock-

down 

Bare hands (boxes): Stun 

Bare hand (wrestling): Entangle, Knock-Down 

Sling: Stun  

Club: Stun, Melee Deflect 

Javelin: Aim 

Pick, light and heavy: Melee Deflect, Knock-down 

Trident: Melee Deflect, Disarm 

Blackjack: Stun 

Net: Entangle 

Whip: Entangle, Disarm 

Two weapon-fighting 

A character using two weapons cant’ use both of them 

until he has two attacks per round, as do an high level 

fighter. He can use one of them each round, if he 

wants so. He can also use the second one as a shield, 

gaining the same bonuses and capacities.   

Monster and NPCs Weapon Masteries 

Monsters and creatures which uses only natural 

weapons like bites or claws never get weapons 

masteries; also do the creatures lacking intelligence 

and free will like Living statues, Golems and so on. 

More generally, only NPCs with characters class levels 

may apply to weapon masteries over Trained (1) rank, 

no matter its Hit Dices. So weapon-using monsters are 



considered to be Trained (1) in weapons they use 

commonly.  

Even NPCs with class levels do not always have all the 

weapons masteries ranks they could apply. The 

Labyrinth Lord must feel free to uses it for NPCs as 

well as for PCs, but remember a high-skilled weapon 

master will be a very dangerous opponent for PCs.  As 

a rule, she may decides Fighters or Thieves NPC’s 

generally have two-third of their weapon masteries 

ranks maximum, and all others have only one-third, as 

they spend more time to magic than to train weapons.  

 

 

 

 


