CARL RPG SKILLS EXAMPLE SHEET

Adventuring and combat in the Dungeon Crawler Carl Roleplaying Game has a strong teamwork

element to it, so it’s probably far more interactive and free-flowing than what you’re used to.

VOCAB & BASICS

Actions Actions are things your crawler or a Mob does (rather than just sitting
around bullshitting). Most Actions, including all attacks, use Skills, but
some checks just use Stats.

Skill Check When faced with a locked door, either kick it down or blow it off its hinges
and attract a lot of Mobs, or make a Lockpicking Skill Check.

The number of the floor you’re on and who or what is trying to stop you (if
anything) has much to do with the Difficulty of the check, but ultimately, the
GM sets the target number.

Roll a d20 + Stat Mod + Skill Ranks.
Meet or beat the Difficulty to succeed.

Al Favor There’s no use reasoning with the System Al. But if you make for good TV,
the Al may be willing to grant you a favor, like re-rolling a cruddy d20 roll or
letting you take an extra non-Attack Action during combat. Some call it
luck. We call it Al Favor.

Attack Skills Use weapons, spells, or your bare hands to beat the pus out of the bad
guys (and sometimes even the not-so-bad guys).

Attacks can feature ranges, upgrades, cooldowns, and all sorts of nasty
little odds and ends that bring out your bloodthirsty nature.

Spells It’s magic, baby! %> No, literally—crawlers can shoot colorful and deadly
beams, bolts, and blasts from their manicured fingertips.

Hotlist A special section of your Inventory where you can hold up to 10 items at
the ready. Store weapons, spells, potions, scrolls, and your favorite
chewing gum here for easy access.




WHAT ARE MY OPTIONS?

What, you're too good for running around the dungeon in a blind rage? Try these alternatives instead.

ACTION NAME DESCRIPTION

Attack

Roll an Attack Skill Check to bash a Mob’s head in.

Look for Clues

Roll a Perception, Investigation, or a similar Skill Check to gain information about a Boss that
might help your party during a B-B-B-BOSS BATTLE!

Use a Skill Roll a Skill Check for whatever you need, like sneaking past the guards or singing the most
annoying song you know in an effort to distract them.

Call a Play Roll 2d6 and shout some encouragement to an ally, or enact a coded plan you have in the
pocket. Your chosen ally adds the higher die to their “to hit” if they need it. If not, add it to the
damage!

Move I think you get this one, right? You can move the distance of your Move value plus your Step
value. In fact, all Actions allow you to make a Step.

Retrieve Pull an item out of deep storage (your Inventory) and either put it in your hand or add it to

your Hotlist. Spend another Action to actually use it.

Use Hotlist Item

Use something in your Hotlist immediately, at no additional Action cost. Great for swapping
out weapons.

Evade Interrupt. Evade is how you avoid attacks. When you Evade, you roll a separate check for
each attack aimed at you this round. So... get down/

Healing Interrupt. Chug a healing potion or cast a healing spell /scroll. Can also be used non-
Interrupt.

Intervene Interrupt. Did your bro barely miss their Check? Do you want to help them before the GM tells
them the bad news? Do you have a d6 handy? Did that help?

Catcher Interrupt. Re-enact every cool take-a-bullet-for-a-buddy scene by jumping in the way of an
attack meant for another member of your party. Sorry, you cannot Evade this damage, but
that’s kind of the point, isn’t it?

Taunt Interrupt. Shout some profanities and insults at a Mob to redirect an attack intended for

another crawler onto you instead. Unlike Catcher, you canroll to Evade this damage... if you
bothered to Evade.

Note: Interrupt Actions can be used in reaction to Mob Actions, and crawler Actions as well.




COMBAT

e Each crawler has two Actions per round.

e Each Mob gets a Move Action and another Action, typically used to Attack.

e Bosses get one Action per crawler, so prepare to die.

Step What Happens What It Looks Like
Surprise? If the Mobs aren’t aware of the party, | “We hide behind the rubble and will spring out as soon as the Mobs get
the crawlers can use skills like Ambush | close.”
or Stealth to get a free pre-combat
Action. “Darn, failed the Ambush checks. These Second Floor Mobs are a lot
craftier than what we’re used to.”

Mob Action GM announces what the Mobs intend GM: “Having spotted you, two Cocaine Kobolds run up and try to spear

Declaration to do, who they attack, and the nature | Carl, while another hangs back and tosses a large rock at Donut.”
of the attack.

Crawler Crawlers can spend Interrupt Actions | “Donut is going to Evade. My 13 is a Near Miss, Carl! Mongo is

Reaction Phase

to deal with whatever the Mobs are up
to.

appalled! ...help?” (1 Action)

“Ugh. Carl Intervenes to help, rolling a 4. (1 Action) Not gonna Evade
those spears, though. | need to kill something small and furry right
about now.”

Mob Attack
Resolution

Mobs complete Attacks and Actions
that were previously declared.

GM: “Carl gets hit by both spears, for 9 and 10 damage, each of which
strike two of your Health Bar slots.”

GM: “Donut’s Evade worked with Carl’s help. No damage.”

Crawler Action

Crawlers spend their remaining

“Carl uses Pugilism and Iron Punch on a nearby kobold, rolls a 17, and

Phase Actions in any order. No initiative deals 13 damage.” (1 Action)
here!
GM: “It’s down to 50% health!”
“Donut casts a full-power Magic Missile at the tosser. You heard me. |
bet a 12 misses, though.” (1 Action)
“Goddamnit, Donut.”
Clean Up This is where “end of round” effects “My new collar accessory restores 1 Mana every round. You should

happen and Debuffs deal damage. If
the combat isn’t over, reset Actions,
and start a new combat round at Mob
Action Declaration.

wear it.”
“I’m not wearing the collar, Donut.”

“You never did have good fashion sense, Carl.”




SAMPLE WEAPON & SPELL

Here’s an example of a Weapon Skill. As a melee attack, it automatically has a range of 5 feet.

DAGGER
Melee Attack, DEX

Al Favor: 1
Base Damage: 1d4 + STR Piercing damage

UPGRADES
Rank 5: +1d4 base damage, and this attack deals Armor-Piercing damage (ignores DR).

Al Favor: The System Al appreciates the balls it takes to use such a weak weapon and will reward the

crawler with favor after some fights.

Spells work the same way, with the addition of a Mana cost and usually a longer range.

DRAIN LIFE

“Organic tether deployed. Try not to think about where it’s been.”
Attack, Necrotic

Mana Cost: 14
Range: 30 feet

For a brief instant, you create a disgusting blood vein that reaches out and wraps itself around your
target.

Base Damage: 1d6 + INT Necrotic damage

UPGRADES
Rank 5: +1d6 base damage, and if the target loses at least 3 Health Bar slots, you heal 1 HB slot.




