
Crawl D6 

A dice game of dungeon crawling (up to 4 players) 

by Andrew Shields 
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1. Weaponry      

2. Treasure      

3. Magic      

4. Stealth      

5. Diplomacy      

6. Adventurers  

(start with 4) 

     

 

 Win: Gain 1 resource or go forward. 

 Tie: Stay in the die-ground. 

 Lose: Go back 1, or lose 1 of this round’s 

resource (or an adventurer) and stay. 

----

Setup 

 

Roll four dice one at a time, and put them in a 

row. (Die-grounds.) If you have geomorphs 

handy, put each die on its own geomorph. 

 

Each player rolls for starting resources. These 

are recorded on the front page. 

 Get 1d6 Resources. 

 Roll 1d6 for each resource to determine its 

type. (Resource types are on the front.) 

 Start with 4 adventurers. Any additional 

adventurer resources add to the starting 4. 

 Each player puts a marker by the starting die-

ground. (Put a coin or miniature on the first 

gemorph.) 

 

The player with the most resources goes first, 

then the person to the left. (In case of a tie, dice 

for it until one wins by rolling higher.) 
 

Order of the Round 

 

Every round, the player rolls 1d6 for resource 

and 1d6 for effort . 

 

Resource. The die-ground’s theme this round.  

 

Spend resources to raise the effort roll.  

 

 A resource matching what was rolled on the 

resource die grants +1 effort for 1 spent.  

 

 Other resources grant +1 effort for 2 spent. 

Different resource types can be combined to 

get an effort bonus. 

 

Up to all resources can be expended each 

round. 

Effort. How successful is the party? 

 

Win. If the effort roll is higher than the die-

ground number, the party can either gain 1 of 

that round’s resource type or advance to the 

next die-ground. 

 

Tie. If the effort roll is tied with the die-ground 

number, the party is stuck in that die-ground. 

 

Lose. If the effort roll is lower than the die-

ground number, the party goes back 1 die-

ground.  

 

 Spend 1 resource of this round’s theme, or 1 

adventurer resource, to stay in the die-ground.  

 

 

----

Resource List 

1. Weaponry. 

2. Treasure. 

3. Magic. 

4. Stealth. 

5. Diplomacy. 

6. Adventurers. 
 

Defeating a Die-ground 

 Each time a party defeats a die-ground, its 

rating drops by 1.  
 

 A die-ground with 0 rating has no resource or 

danger to offer. A party starting there 

automatically moves forward on the next turn. 
 

 Replace the die on a defeated die-ground with 

a distinctly different die, or some other 

marker. (If using gemorphs, take the die off.) 

----

Victory 
 

When one player’s party defeats the last die-

ground and advances, all players get 1 point 

per remaining resource point in their party. 
 

The player whose party advanced off the die-

grounds gets a bonus of 1 point per die-ground 

crossed—the length of the line. 

 

The player who has the most points wins. 

 

Death 

When all the adventurers in a party die 

(“adventurers” resource reaches 0), the player 

gets a new party and starts over. 

 

Game Length 

For a longer or shorter game, use different 

numbers of die-grounds. 

Variant Crawls 

 

Savage Crawling 
 

A party on the same die-ground as other parties 

can attack them as well as the die-ground. 
 

Parties compare their effort roll to both the die-

ground and the other party efforts. (The 

attacked parties count as using their action, as 

the outcome affects their movement.) All 

parties use the aggressor’s resource roll. 
 

 A tie between parties means neither affects 

the other. Calculate a win, loss, or tie against 

the die-ground to decide movement. 

 

 If one of the parties rolls better than the other 

parties, they can steal 1 point of resources 

from other parties for every point beyond 

what they needed for a tie against that party. 

o This can steal party members, too. 

Grid Crawling 

 Put more than one row of die-grounds next to 

each other. Recommend using geomorphs 

with a die on them for the die-ground. 

o Parties can start on any of the back 

squares they wish. 
 

 Parties can move forwards, backwards, or 

side to side; not diagonally. 
 

 Count each die-ground a player’s party moves 

through as 1 die-ground towards victory, even 

empty ones. 
 

 Victory is determined normally. The first 

party to exit on the far side gets +1 victory 

point for each die-ground they crossed, as 

well as a point for each remaining resource. 
 

Andrew’s Blog: http://fictivefantasies.wordpress.com/  

Inkwell Ideas Dungeonmorphs: dice, fonts, or cards! 

http://www.dungeonmorphs.com/ 


