My Solo TTRPG Toolbox

Introduction

Hi! I go by many names, but my friends call me Tomimi. I like drawing, coding, cooking,
TTRPGs, making games, making websites, making music sometimes, etc.

As you can already guess by my introduction, I have many many hobbies and interests. So
many, often times I felt guilty because I couldn't dedicate the time I wanted to each of them.
So a bit less than 2 years ago I started having a seasonal project, I spend 30 minutes every day
on 1 project for 100 days to see how far I can get.

I've done many projects this way:

e Learning to play the piano

e Making pico8 games

e Making Youtube Videos

e Practicing my drawing skills

¢ And right now developing a TTRPG system to play solo, so I can play the adventures
of my Pokemon Mystery dungeon OCs.

This document is the culmination of 100 days of adapting a TTRPG system for solo play. My
tips and tricks, what I found that worked and what I found fun. It has a lot of inspiration from
the Pokemon Mystery Dungeon games, but it should be versatile enough to support any
universe.

I hope you can find this useful or at least entertaining enough. Without further ado, lets
begin...
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ICRPG Primer

This system is basically a mod for Index Card RPG (ICRPG). I chose this system because its
similar to DnD, which is something I'm pretty used to, and also it simplifies mechanics to
make it a lot easier on the GM. Things like initiative, armor class, checks and distances are a
lot easier in this system.

This last detail is really cool, as when playing solo, we have to fill a bit of the GM's role
ourselves

Checks and the Target

ICRPG is a system where the characters roll a d20 to see if they succeed at things they do, just
like DnD. However, in this system you don't need to make up the number the character needs
to succeed on the spot each time.

ICRPG takes place in "rooms", which represent the locations the characters are in. Each room
has a "Target", which is the number a character needs to roll to succeed on checks in this
room. You define this number when you create a room and all subsequent checks are made
against the target, if the character rolls a number equal or higher than the target, they
succeed.

Here is a handy table on how targets feel for a fresh new character:

TARGET VIBE

5 Lucky Day

8 Normal

10 Challenging
12 Hard

15 Unlucky Day

You may think "Huh, this system seems restrictive, not all checks are equally hard", and you
are right. ICRPG accounts for that by defining "Easy" and "Hard" checks.

e Easy checks' target is the room target -3

e Hard checks' target is the room target +3
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You can also change the target of the room while the characters are still in there. This is use to
represent a change in the tone or the environment of the scene. Maybe someone turns off the
lights and now your characters can't see! In that case feel free to increase or decrease the
Target by 1 (or 2 if this makes a huge difference).

Distances

We already introduced the concept of "rooms", but how can we navigate them? In ICRPG there
are 3 distances:

e Close
e Near

e Far

If something happens outside the room, we say that it is out of range.

In order to understand what these distances mean we need to talk about actions. An action is
something your character does in the room, for example searching for something, lock-picking
a door, attacking an enemy, etc. On their turn, your character can do one of the following 3
things.

e Take an action
e Move near and then take an action

e Move far
With this in mind, we start to understand what our distances mean:

e Close: You don't need to move to reach something in this range

e Near: You need to move a small distance to reach this, you have the time to do
something once you get there too

e Far: A fairly long but reachable distance, you don't have time to get there and do
something else in the same turn
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Turns and Rounds

In ICRPG everything happens in rounds, this means, combat, downtime, exploration, etc. At
the beginning of a session you have to roll a d20 for each of your characters, as this is a
document about playing solo, you also need to roll for the "Environment". Nobody has any
modifiers for this roll.

The results will determine the turn order for the rest of the session. Characters that are not
part of your main party take their turn in the environment's turn in any order you want.

In DnD, one combat turn lasts for 6 seconds. However, as in ICRPG we are always in turn order,
rounds have a variable length in time. In combat, a turn might be a single moment; while
exploring a turn may be an hour; and while researching it could be a day or a week even.

All the previous rules about distance and targets apply here. A room can be the world map and
moving near can be getting to the next town for example.

Character Sheet, Checks and Attempts

Similar to DnD, an ICRPG character has 6 primary stats:

e Strength (STR): Your muscle, how much you can lift, how hard you can punch.

¢ Dexterity (DEX): Your agility, stealth and sleight of hand. Basically your ability to
move your body in controlled, flexible and subtle ways.

e Constitution (CON): Your immune system and stamina. How resistant you are to
poisons and exhaustion.

¢ Intelligence (INT): Your knowledge. How much you know about the world, its
history, physics, nature, etc.

e Wisdom (WIS): Your intuition. Your ability to detect lies, find the correct path,
survive in the wild, etc.

e Charisma (CHA): Your ability to persuade, captivate and influence other people and
intelligent beings.

These are your character's basic attributes. Each one has a number associated, which is the
number you add to the d20 when rolling a check or an attempt with that attribute. Speaking
of, lets get into what are checks and attempts.
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Checks

Checks are a tool to represent simple obstacles. You roll a d20 plus one relevant attribute
against the room's target to do an action.

For example lets say the target is 10, and your character needs to jump over a big hole. Here
the most appropriate attribute would be strength, as how strong your legs are is what
determines how far you jump. So you roll a d20 and add your strength to the roll, if you get at
least 10, you succeed and otherwise you fail.

Attempts

Attempts are very similar to checks, but these are used to represent complex tasks that take
longer to complete. For example: crafting, defeating an enemy, deciphering an ancient text,
etc.

Same as checks, you roll a d20 plus your most relevant attribute, but if you succeed you also
have to roll effort. There are 4 types of effort, each with an associated die:

o Basic Effort (d4): For activities you do without any assistance from tools or magic.

e Weapon Effort (d6): For activities you do with a relevant tool that improves your
performance.

e Magic Effort (d8): For activities you do with magic or an arcane ability you possess.

o Ultimate Effort (d12): If you rolled a 20 on your d20 when doing the attempt, roll
this effort in addition to your normal effort.

Attempts are very important in ICRPG because in this system everything has an amount of Hit
Points (HP). HP is measured in Hearts v, each heart represents 10 points. When you roll effort
to perform a task, it loses an amount of hit points equal to the effort rolled, when a task's hit
points reach 0 the task is complete.

Most enemies and tasks in ICRPG have 1 heart. Some stronger enemies have 2-3 hearts, and
really scary enemies can have 4-5 hearts!

Some enemies and tasks are so easy and quick to complete that they are just checks. You
can think of them as having 1 Hit Point.
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Other Stats and Skills

ICRPG characters have 2 more stats apart from the ones mentioned previously:

e Hit Points: Your health, how much effort you can take before you are knocked
unconcious.

e Armor: The target the enemies need to roll to hit you.

The minimum armor is 10, so don't worry about being hit 100% of the time. BUT I do have to
mention, enemies rolling against your armor are the ONLY check/attempt that is not done
against the room's target. Enemies don't have armor, you just roll against the target.

Anyways, here is where I added some more stats to represent skills:

e Special Points: Your "mana", the amount of energy you have left to use skills
e Physical: The max between your STR, DEX and CON
e Special: The max between your INT, WIS and CHA

Every skill has a "Cost", an amount of special points you need to pay in order to perform it. If
your skill requires to roll a check or attempt, you should use Physical or Special as its
modifier, the one that applies the most.

I play-tested skills with specific attributes, like STR, or WIS, but it was very restrictive when
characters wanted to teach skills to others.

Simplifying it with Physical and Special not only let more characters learn more skills, but
also creates more opportunities for role-play and flavor. Imagine you learn a skill from a
character that uses DEX, but you use STR. How does it look like to perform this skill with
Strength?

You use skills as an action on your turn, that means no skills in other turns. BUT skills can
give you conditions that may activate on other turns. I guess that leads me to...

Conditions

These are states that are applied to your character, think about the classic "poisoned" or
"paralyzed"; but also you can make your own on the spot, like "fearless", "ready to counter”, etc.
Some skills, hazards or just stuff causes characters to be afflicted with conditions. Some of
them are temporary, some of them are permanent, some are bad, some are good, all of them
have impact in the game's mechanics.
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Yes, even conditions like "in love" have a mechanic associated, for example it can be "checks to
harm their loved one are hard and checks to assist them are easy". Let your imagination fly
here, if you are playing solo you'll probably create many conditions on the spot. Don't worry
about balance, do what feels right. And if it doesn't feel right, you can change it later.

A character can have any number of conditions active at the same time. Keep that number
low for your own sanity though.

Inventory, Equipment and Money

Characters usually have space for 8 items plus 8 equipped items. Some items are stackable,
like pebbles, feathers and such.

All characters have a money pouch too! In ICRPG money is called "Coin", there's no limit to
how much coin you can have. Usually buying food for one day costs 1 coin, and most common
items and conveniences cost 10 coin or less. You can figure out the rest (or roll a d10 if
unsure).

Lets talk a bit more about equipped items though. ICRPG has no character progression rules
by EXP. In this system your character gets stronger by equipping new items that boost your
stats and give you skills. Many equipments will give you a +1 to one of your basic stats or a +1
when you roll a specific effort. Some can have more complex behaviors, like affecting your
chance to roll Ultimate Effort, give you conditions, or have additional gimmicks.

Loot

Given what we have covered so far, loot is extremely important in ICRPG. In the original
system almost all character progression is done through loot. The Core book has multiple
tables with 100 items each, so every time you find a container or you loot something, you find
the relevant table, roll a d100 and get the item.

As we are playing solo, we do not have the luxury of having 100 already thought out items to
put on a table. Instead we will generate items for our own smaller tables as we play. I will give
you a couple of items (6) to get you started later.
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Character Creation

Basic Stats

There are two types of characters you can create: Generalists and Specialists. Each one of
these give you a set of 6 numbers you can assign in any way you want to your basic stats:

¢ Generalist: 2,2,1,1,0,-1

e Specialist: 3,1,1,1,0,-1
From these stats, you calculate your Physical and Special stat:

e Physical: MAX( STR, DEX, CON )

e Special: MAX( INT, WIS, CHA )

Armor and Effort

Set your armor at 10, then you can choose 1 of the following boons (or roll 1d4 for it) twice:

1D4 BOON

1 +1 weapon
2 +1 magic

3 +3 ultimate
4 +2 armor

Resources

Set your HP at 20 (2 hearts v¥) and your SP at 10.

Inventory

Roll twice in the common item table and add the results to your inventory.


af://n151
af://n152
af://n165
af://n188
af://n190
af://n192

Skills

For your sKkills, if you are adapting an OC you probably already have a couple of skills in mind.
So just try to represent them mechanically. As a general rule of thumb, all skills use Magic
effort (Weapon effort is associated with using items and tools), and if it affects a creature
other than the user it requires a check or attempt.

Every Skill has an SP cost and an effect. Here are some guidelines to figure out how much SP
an ability costs (these bullet points are OR, not AND):

e 1 point
e Deals around 1 magic effort to one creature
e Either deals damage or inflicts a condition that debuffs or hurts
e 2 points
e Its power level is the equivalent of using two common items or 1-point skills
e Applies a condition that will probably make the target lose their turn
e 3 points
e Equivalent of using a 1 point skill on multiple targets
o Area of effect
e Environmental traps, turrets and such
e Effects will usually last for a whole encounter
e Power level greater or equal than using 3 common items
e 4+ points
e Has long lasting effects

e Stronger than 3 point skills

If you don't have any skills in mind, you can use the Create a Skill section.

Personality

Personally I have a tough time roleplaying characters in critical moments. Many times I want
to do what is best for the party despite my character's feelings and motivations. So I decided
to represent these feelings and motivations through mechanics.

Every character has a:


af://n192
af://n231

e Motivation: Their ultimate objective in the adventure
e Treasure: A trinket, person or something they don't want to lose at any cost

¢ Fear: Something they are immensely afraid of

Write down your character's motivation, treasure and fear on your character sheet. Every time
you want to take a decision as the character that defies one of these 3, you will take a 1d4
penalty to rolls until a condition is met:

e If you defy a character's motivation, subtract 1d4 from all checks and attempts until
you do something in favor of that motivation

e If you keep defying their motivation your character will probably lose it and
feel aimless. Keep subtracting 1d4 from their rolls until they find a new
motivation

e If your character loses their treasure, subtract 1d4 from all checks and attempts not
made to recover it

e This condition ends when they recover their treasure

e If the treasure is destroyed, they must replace it with something of equal
emotional value

e They will feel uneasy while they don't have a new treasure
e Subtract 1d4 from all checks and attempts that defy a character's fear

e A character may also need to do additional checks to get closer to the source
of their fear

Replacing the GM

A very important part of most TTRPGs is the dynamic between the Game Master (GM) and the
players. From these interactions are where many cool scenarios are born. One party surprises
the other with their decisions, which makes a world feel alive.

In order to maintain this sensation of surprise and not feeling like the sole god of your world,
we will use some resources from "The Solo Adventurers Toolbox" by Scott Niedjela: The Oracle

and the Word Table.

The Oracle is a simple table you can ask yes or no questions to. In particular I use one of two
variations depending on my creative energy when playing.

Most often than not, the Oracle I will use is this one:
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1D20 ANSWER

1-7 No
8-10 No But
11-13 Yes But
14-20 Yes

When I'm feeling low energy on the other hand I remove the "No But" and "Yes But" options,
making the decision a coin toss. Also sometimes a "but" doesn't make sense.

Try to not ask too many subsequent questions to the oracle, as it can make your games slow
and tedious. For example if you want to learn the color of an object don't go:

e [sitgreen? No
e Isitblue? No

® etc.
Instead use the Word Table.

The Word Table is basically our "Vibes Generator", it gives us information on how something
is. Its just a table of 100 randomly generated words. To create one, go to a random word
generator online, generate 100 words and write them down. If you don't like a word you get,
don't include it in your Word Table, just roll another one.

When you have a question about "who", "what", "how", "where", "when" or "why", just roll 3
words in the Word Table. These words will not tell us the answer explicitly, we will have to
interpret the answer from their vibe.

For example: Our party is in a forest and one character notices something weird about it.
We roll 3 words in our word table and get:

e Patience
e Capture

e Trained

...Maybe a skilled ranger laid a lot of traps around the forest to capture something, maybe
an animal or something else. Maybe the same thing you are looking for.

My thought process was this:



e From "Patience" and "Capture" I interpreted the traps. As it is something about the
whole forest and not one spot in specific, I imagine there are many traps.

e From "Trained" I interpreted that these traps were made by someone skilled, and
rangers are very good at making traps in a forest.

If three words are not enough to give a satisfying answer to your question, maybe there's
something about the object or scene that impedes your characters to get more information.

In conclusion remember, every time you need "Vibes" ask the Word Table for 3 words. And if
you need the answer to a yes or no question like "Are there shovels on plain sight?" ask the
Oracle.

Create a Skill

While playing, every now and then you will find yourself having to create a new skill. It may be
for an enemy, or maybe one of your characters unlocked a hidden power. In any case, just so
you have a starting point I compiled the following guide to how I create new improvised skills.

First roll 3 words on the Word Table to get the flavor of your skill. Then you can choose to roll
on the following tables or just pick the option you want if you have a clear idea of the skill. Or
you can also pick on some, and roll on others if you want a skill of a certain type but with
some random elements.

Step 1: Pick a Target

1D6 TARGET

1-2 Self

3-4 Creature

5-6 Environment

Step 2: Pick an interaction

From the target you got, go to the corresponding table and pick an option.
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2.A: Self

1D6 INTERACTION
1-2 Self: The effect affects only yourself
3-4 Aura: You create an aura that targets nearby creatures and objects

5-6 Beam: You create a beam that targets creatures and objects in a straight line from you

2.B: Creature

1D6 INTERACTION

1-2 Single Creature

3-4 Creatures in range

5-6 Creatures in range of a point

2.C: Environment

1D6 INTERACTION

1 Wall: You create a wall of something

2 Dome: You create a dome of something

3 Mines: You create one or more points that trigger an effect when interacted or touched

4 Turret: You create an entity that does something on your turn (go back to Target to
see what it does)

5 Weather: You create an effect on the whole room

6 Terrain: You crate an effect on the floor or a mass of some material or characteristic
(water, earth, etc.)

Step 3: Effect

Now that you know what shape your skill has, its time to define what it does:

1D4 EFFECT
1 Damage

2 Healing
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1D4 EFFECT
3 Applies a Condition

4 Extra Resource

3.A: Conditions

In case you got a condition, pick from the following tables to find out its characteristics. The
first step is what mechanic it affects:

1D4 MECHANIC AFFECTED
1 Stats

2 Resources (HP, SP, Other)
3 Skills

4 Other (See step 4)

Next pick its duration.

1D4 CONDITION DURATION

1 Whole Combat

2 A number of turns (if you don't know how many, roll 1d4 + 1)
3 Affected creature can roll a check each turn to break free

4 Breaks on Caster taking damage or Other (See step 4)

Note: Permanent duration conditions (like curses or sicknesses) are quite rare and not applied
through skills usually, but they do exist. These may also be cured by specific means if you want to...
or not if you don't.

3.B: Extra Resource

Your skill creates an extra resource you can save to use at a later time. First pick what
mechanic it affects

1D4 MECHANIC AFFECTED
1 Stats
2 Resources (HP, SP, Other)
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1D4 MECHANIC AFFECTED

3 Skills

4 Other (See step 4)
Next pick its type:

1D6 TYPE

1-2 Token (One time use)
3-4 Die (A die you can use for some mechanic, usually a check or attempt)

5-6 Accumulation (The more of this resource you have of this the better the effect)

Step 4: Other

If you did not get something in the previous steps that said "See step 4" then skip this, your
skill is done! If you did, then here is where things get a little bit wacky.

This step is for skills that have gimmicks, conditions on the environment or creatures which
affect the skill. Or they may affect the environment in ways not related with the mechanics of
the system. Use the Word Table to roll 3 words for the vibe of what the condition or effect is
about.

Here is a table with some ideas of what the skill could be related to:

1D12 IDEA

1 An object or material in the environment
A creature's resources

A creature's proximity or position

A creature's conditions

The use of skills or actions

Stats

A creature's type or physical characteristic

Light
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Temperature

—_
S

The time of day
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The season of the year
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1D12 IDEA
12 Sound

And here is a table with a couple of ways to modify the environment:

1D6 IDEA

1 Matter State Change (Evaporation, Solidification)
Transmutation

Add Attribute

Deformation

Disintegration
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Duplication
Remember that these tables are only ideas to get your creative juices flowing. Figure out what

the gimmick is with the words from the Word Table. Maybe roll on the first table if you don't
know what triggers the effect and the second if you don't know what the effect does.

Improve a Skill

Improving a skill can be done in two different ways:

e Vertically: Make it better at what it already does

e Horizontally: Make it more versatile

If you want your skill to improve vertically, choose one of the die or conditions it has and
improve it. Here are some ideas, they may not be applicable to all skills:

Roll one additional effort die

Reduce the cost of the skill

e Improve a condition the skill applies

Make the gimmick more lenient

If you want to improve the skill horizontally you can try one of the following:

e Go to step 3 in the "Create a Skill" guide to add an additional effect

e If you are feeling extra funky you can go to step 1
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e Increase range or area of effect

e Increase number of creatures affected

You can also just roll on the Word Table and figure it out from there!

Character Progression

ICRPG does not have an experience or leveling system, most progression is done through loot.
However, I found this rather restrictive, I still wanted to represent character growth, a way for
characters to get better at things. So I did a very simple system.

Characters can improve their stats and skills through training during their downtime. Follow
the next steps:

¢ Define which stat or skill from the character's sheet you want to improve (or maybe
develop a new skill)

e Assign a number of hearts to the task

¢ On a training round make an attempt with the relevant stat to see how productive it
was

e The attempt is easy if you have a mentor
e Roll the relevant effort die on a success

¢ On a failure, roll effort but divide the result by 2 (round the result up)

I don't have many guidelines to decide how many hearts it takes to learn something, you will
have to use your own criteria. Just know that, for a target of 11, one heart (¥) is:

e Around 5 training sessions using basic effort

e Around 3.5 training sessions using weapon effort

e Around 3 training sessions using magic effort
For my characters, I decided that it should take them around a month to improve a stat. So my
training rounds represented one week of training, using weapon effort because they had

access to relevant tools to assist them.

Also there's no system-imposed limit to how strong a character can be. That is something you
can decide for yourself based on how you feel while playing.

If you don't know what to improve for your character, roll on the following table:
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1D6 THING TO IMPROVE

1 Stat (STR, DEX, CON, INT, WIS or CHA)
Resource (HP or SP)

Skill (Choose one)

New Skill

Armor
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Effort

Dying and Recovery

Player character death is a sensitive topic, and depending on the tone of your story you can
decide what to do. I'll share with you the official ICRPG rules on getting knocked
uncounscious and character death:

When a character goes down to 0 Hit Points, they are knocked unconscious. On their next turn
they roll a d4, which is their "Dying Timer", this timer ticks down every round after, and if it
reaches 0, the character dies. If the attack which downed the character leaves them at -20 HP,
they are "blown to bits" and there is nothing to be saved, they just die and no functional body
remains (a character's HP can't be a negative number, this is just if an attack would leave them
at -20, the minimum HP is 0).

On an unconscious character's turn, they can roll a d20, if they roll a Nat 20 then they get back
up with 1 HP, which is called "A Miracle". While a character is unconscious, another character
can do an INT or WIS check to stabilize them, which freezes their Dying Timer on success. If
an unconscious character is healed, they are no longer dying and come back to consciousness.

If you are going for a more lighter tone for your sessions, you can just say they are in a
comma instead of dead. Which means they can be woken up by some rare medicine or
ritual. Who knows, maybe this starts a new quest for the rest of your party!

Mystery Dungeons

In this system, just like in Pokemon Mystery Dungeon games, dungeons are procedurally
generated. This is another way to say that we make them on the spot following a sequence of
steps. First lets introduce some concepts about what items you can find inside dungeons.
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[tems

Every dungeon has items scattered all around! There are 3 types

e Common: The most abundant type
e Uncommon: These are more rare, but a lot more varied

e Treasure: Each dungeon has a specific treasure. It is not one-of-a-kind, you can find
more than one of them in the dungeon. The nature of the treasure usually depends
on the dungeon's flavor

Common Items

These items will most likely be found scattered on the floor of a room inside the dungeon, or
hidden in the walls and crevices. Just for this type of items we have a predefined table you can

use:
1D6 ITEM
1 Oran Berry
2 Power Up Berry
3 1d4 Gravelerrock
4 1d4 Iron Thorn
5 1d4 Poke
6 Fresh Apple

e Oran Berry: Heals 1 heart v
e Power-Up Berry: Gives you a +2 to effort on your next attempt

e Gravelerrock: (Stackable up to 9) Throw this item to a near target and do Weapon
Effort on a hit. Rolls to hit the target are easy with this item.

e Iron Thorn: (Stackable up to 9) Throw this item to a near or far target and do
Weapon Effort on a hit.

e Poke: Money!
e Fresh Apple: Edible, can be sold for 5 Poke until the next day.

These common items are specifically designed to synergize with the rest of the system. If
you want to change them, here are the things I took into consideration when making them:

e Characters need to refill their resources (HP in this case)
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e [n my games, items that refill your SP are Uncommon
e Characters need more options apart from melee combat

e Characters need a way to make money

Also you can rename these items, if your setting is not based on the Pokemon Mystery
Dungeon universe.

Uncommon Items

These items have a low chance of being found on the floor. You will mainly find them by
searching around in crevices or hidden between rubble or other dungeon hidden places.

For these items we will create a table with 16 empty spaces. Then when we find an uncommon
item we will generate it by rolling on the Word Table and/or creating a skill for its effect. In

Pokemon Mystery Dungeon terms, these will usually be seeds, orbs or wands.

Here is an example of the table without items:

1D4 1D4 ITEM
1 1 -
1 2 -
1 3 -
1 4 -

— —
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As we have 16 items, we must roll 2d4 and match them on the table.

Treasure

Treasures are a dungeon's unique item which you can't find anywhere else. For these, roll 3
words on the Word Table and try to imagine what the item is. As they are very rare, you can go
a bit overboard with its effect, even more so if the item is consumable.

Usually these are very powerful (and often times situational) orbs, wands, seeds, scarfs,
bracelets, armor, etc. As you make them, take into account what makes sense for your story.

You may not want your characters to find an item to destroy mountains early in the campaign.

Or... maybe you want to... because it would be cool... or funny.

Loot Table

Every dungeon has a loot table with items you waiting to be discovered.

1D10 FLOOR ITEMS FORAGE ITEMS
1 Common Common

2 Common Common

3 Common Common

4 Common Common

5 Common Common

6 Common Uncommon
7 Common Uncommon
8 Common Uncommon
9 Uncommon Treasure

10 Uncommon Treasure

When you find an item in a dungeon, roll on this table. I'll explain what floor items and forage
items are in the next sections. After you figure out the item's rarity, roll on the appropriate
table according to it. Treasure items are unique to the dungeon and must be made on the spot.
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Dungeon Entrance

This is the part where we figure out how a dungeon looks on the outside. To do this we go
through the following steps:

This part is HEAVILY inspired by Pokemon Mystery Dungeon. Feel free to modify it as you

wish if you are adapting these dungeons to other worlds.

Step 1: Pick a Type

Roll on the following table to pick a type for your dungeon.

1D20 TYPE

1 Normal
2 Bug

3 Flying

4 Grass

5 Fighting
6 Rock

7 Ground
8 Poison

9 Water
10 Steel

11 Fire

12 Electric
13 Ice

14 Psychic
15 Ghost

16 Dark

17 Fairy

18 Dragon
19 Roll Twice (ignore 19 or 20)

DN
S

Roll Twice (ignore 19 or 20)
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This is the type of the pokemon and traps inside our dungeon. It will also have an influence on
the vibe.

Step 2: Pick a Biome

Pick a biome from the following table:

1D12 BIOME

1 Coast
Fields
Forest
Mountains
Taiga
Jungle
Swamp

Tundra

O 00 ~N O vt B~ WD

Desert

—
(@)

Badlands

—
—

Ocean

12 Sky

This table is ordered in such a way that the most "common" biomes are at the top and the
most extreme at the bottom. So you can roll 1d4 if you want a common biome or roll a bigger
die to get more intense ones.

If you want your entrance to look really cool, you can roll twice on the table and make it a
combination of two biones. For example a Forest turned into Tundra, or Mountains in the Sky.

Step 3: Pick an Entrance

Pick an entrance from the following table:

1D6 ENTRANCE
1 Camouflaged (it looks like a continuation of the surrounding terrain)

2 Cavern
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1D6 ENTRANCE

Ruins
4 Water Body
5 Big Natural Landmark
6 Monument

With this, we can start to imagine how our dungeon looks like. If you can't get a clear picture
still, don't worry, the next step is...

Step 4: Flavor

Roll 3 words on the Word Table to figure out the vibe of the dungeon. What kind of ruins is it?
What is the monument for?

Now that you have all the tools to picture the dungeon entrance in your mind, give it a name!
This is not easy, but it will be super useful to reference it in the future.

Step 5: Enemies

For this part you can just think two pokemon from the top of your head. If you don't want to
do that, you can also get a random pokemon from this website. If you don't like what you get,
just reroll, its your dungeon after all!

Step 6: Quest/Mission (Optional)

If your characters are part of a rescue/exploration team, this is the step where you should
create your mission. Your client or relevant NPC will be waiting for you at the end of the
dungeon.

For the mission reward I just roll 1 uncommon item or two common items.

Dungeon Floor

Creating a dungeon floor is a super streamlined process. It is made like this so you don't have
to think when creating a dungeon, you can just do so. Though, every step can be customized
and changed a bit if you are feeling creative.
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Playing this game can be exhausting at times, you have to make up too many things while
you are playing. Remember to sometimes just follow the recipe to save energy for other
things. Forcing yourself to be creative is not fun, so just try to enjoy the ride when you need
to.

Step 1: Dungeon Layout

Draw a rectangle and divide it in six (don't draw the numbers in the image):

Next roll a d6 to see on which of these spaces the starting room is going to be. For example,
lets say you rolled a 3. So you know your party will start on room 3.

Step 2: Entering a room

When you enter a room you first need to see if there are paths to adjacent rooms. Roll 1d12 for
every adjacent room. If the result is 7 or more, then there is a path connecting to that room.

In our example we entered room 3, lets say we rolled a 1 for room 2 and an 11 for room 6. This
means there is a path to room 6, and our map would look like this:


af://n964
af://n968

Step 3: Check for the Stairs

The next step will be to see if the stairs to the next dungeon floor is in our current room. The
following table has different targets depending on how many not-generated rooms are still
possible to explore:

ROOMS LEFT TARGET
5 20

4 17

3 16

2 14

1 11

0 0

Roll a d20. If you beat the target that applies to your situation, then the stairs are in your
current room.
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There is only one set of stairs in the whole floor.

Step 4: Dungeon Room

The standard dungeon room consists of 7 spaces.

Spawn your party in the space that makes the most sense. Any adjacent space is near, further
than that is far.

Next, roll 1d8 to figure out which type of room you are on. Here is a table with the options:

1D8 ROOM TYPE
1 Sanctuary

2 Empty Room
3 Regular Room
4 Regular Room
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1D8 ROOM TYPE
Dummy Room
Treasure Room

Obstacle Room

co 3 O v

Special Room
Lets go through each one.

Step 4A: Sanctuary

A sanctuary has a monument in the middle of the room. Pokemon can interact once with this
monument to regain 1 heart ¥ and 5 SP.

Step 4B: Empty Room

Ironically, an empty room may not be empty. Roll on the following table (or 1d3-1) to see how

many floor items are on this room.

1D6 ITEM NUMBER
1= 0
3-4 1
5-6 2

If you don't know where to put these items, assign a number to each space in the room and
roll 1d8 (on an 8 repeat the roll).

Step 4C: Regular Room

This room contains 1d4 - 2 items on the floor (minimum of 0), and 1d3 enemies.

Step 4D: Dummy Room

This room is a hallway with nothing visible in it. I like to represent them like this:
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Step 4E: Treasure Room

This room contains 1d3 enemies and a treasure chest! You can spend one turn opening a
treasure chest, inside there are two items. Roll 1d5 + 5 to get an item from the floor items

table, and 1d5 + 5 to get an item from the forage items table.

Step 4F: Obstacle Room

There is a dangerous hazard inside the room blocking your path. Roll 1d8, the hazard can

have one of the following shapes:
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Each shape divides the room in two, except for shapes 7 and 8. To generate the hazard, roll 3
words on the Word Table. Every obstacle room in the dungeon has the same hazard.

If you attempt to cross the hazard on your turn, you have to roll a check against the target. If
you fail, you take magic effort damage of the dungeon damage type. Roll on the following
table to see what type of check you have to roll for the hazards in this dungeon:

1Dé6 STAT
1 STR
DEX
CON
WIS
INT
CHA

N U1 A W DN

If you roll an 8 on the obstacle room shape, then no path is blocked, but in the center of the
room there is a treasure chest surrounded by the hazard. For the treasure chest rules, see "Step
4E: Treasure Room".

Step 4G: Special Room

A special room doesn't have specific rules on how to generate it. Roll 3 words on the World
Table to figure out what is in there. Use this opportunity to put something relevant for your
characters in there.

If you don't want to be creative, you can say its an obstacle room, see "Step 4F: Obstacle
Room”".
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Dungeon Floor

Now we know how to generate a whole dungeon to explore. Lets get a bit more into how to
explore it.

As everything in ICRPG, inside the dungeon we are always in turn order. You can do the
standard things you can do in ICRPG:

e Move Far
e Move Near and take an Action

e Just do an Action

However, so you don't have to improvise every time you look around a dungeon, once per
room, a character can use their action to inspect the room (using Wisdom or
Intelligence). If they beat the target, they find an item and get to roll in the Foraging Item's
table. On a Nat 20, they roll twice and pick one of the options.

Additionally, Dungeon Floors are very unstable and will fall apart after 25 rounds. So
keep track of the round number in a floor, and don't stay too long or you may run out of time.
If a floor collapses on you you are knocked out, lose all your inventory items (not equipment)
and money and are kicked outside of the dungeon.

Moving from one room to another takes one round too, so be mindful of that.

Create a Shop

Our characters need a place to spend all the money they have earned. There aren't any hard
rules when creating a shop. I'll just give you a list of prices and guidelines so you can figure
out how much things cost.

One Coin (or 100 Poke in this system), is enough to buy food for the day. For dungeon items,
common items cost 1 to 5 coins. While Uncommon items will cost between 10 and 20 coins.
Depending on how unusual it is or the merchant you are bargaining with, the price will vary.

[ usually roll a die in these ranges to see how much an item will cost.
Most shops will have 3 Common dungeon items, one or two Uncommon items and sometimes

one item which is the shop's treasure. I'll let you decide the conditions that need to be
accomplished for the shop owner to part with that item.
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You may be thinking about stealing a shop's treasure. How hard could that be?

That is entirely up to you. Just food for though, if it were easy, then the item would probably
have already been stolen.

Playing a Session

A lot of people think that playing a TTRPG by yourself is like writing a book because of a
meme that got viral a couple years ago. That is not necessarily the case, while you can take
note of everything that happens in a session, I found out that its less taxing and more fun to
not take almost any notes. Playing like this feels a lot more like daydreaming about your
characters, with some dice rolls in the middle.

So how do we keep track of things? Well in this section I'll tell you my way of taking as little
notes as possible, while also keeping track on the state of the world and the characters. But
first, lets talk about what you will need in order to play.

Materials

To play this game you will need:

e Pencil, eraser, sharpener

e Pen

e Paper

e A Binder and a Hole Punch

e AFolder

e A Standard Dice Set (with 1d4, 1d6, 1d8, 1d10, 1d100 and 1d20)

o Little trinkets to use as tokens (you can use cardboard, scissors and sharpies to make
them)

The Pencil, eraser, sharpener, pen and paper are self explanatory. We will be creating item
descriptions, dungeons, and places every session. So we will use these to keep track of all our
things. But how do we organize everything?
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The Binder

We will divide the binder in the following sections:

e Quick Access: At the top we will store our most frequently used notes:
e Last Session's Summary
e Character Sheet
e Current Dungeon we are exploring

e Oracle and Word Table

e Dungeon Cheatsheets: Condensed tables and information to create dungeon
entrances, floors and rooms

e Item Tables: Tables for items of different rarity
o Item Glossary: Effects of the items we already know what they do
e Lore: Additional Lore details taht may be relevant in the future

e NPC details

e Places

e The Hierarchy of an organization

Try to keep the quick access section to as few pages as possible. In my case, my desk can
only handle 4 pages side by side. So I do an effort to keep my quick access from being bigger
than 4 pages.

Sometimes when its more than 4, I use one of the spaces to stack pages I don't need to look
at that frequently.

The Vault

As we play more and more, we will end up with a lot of "Last Session Notes" and other notes
that are no longer relevant (but may be in the future maybe perhaps). When a note meets this
criteria, you can store it in the Folder, which we will call "The Vault". Just dump it all in there,
you may need it someday but for now don't think about it.

When storing session notes it may be useful to record the session number. So when you try
to piece something together 30 sessions later you can see the order of things.
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Before you Begin (Session 0)

Before you begin playing, you need to set some things up. The first step is to create your
characters, I recommend having a party of just two characters. You can do one or three but
four characters is a bit too much to handle. Go to Character Creation and create your
character sheets.

Next you will need an Oracle and a Word Table. Refer to the Replacing the GM section. Make
an Oracle and Word Table you are comfortable with, and don't sweat, you can always change
them on the spot.

Pick an initial location and objective. Where are your characters starting their adventure? And
what are they doing right now? What is their immediate goal?

Start of a Session

I always start a session by taking 15 minutes to set everything up. This means take the dice
out, the character sheets, etc.

I also try to make this experience as cozy as possible, I make myself a nice drink and put on
some nice music from soundcloud (or your favorite way to listen to music).

Finally I read the notes from last session, to remember where we left off.

During the Session

When playtime officially starts, we first need to determine the turn order for our characters.
Roll 1d20 for each of your characters and once for the Environment. The Environment's turn is
where events will happen and NPCs will act.

Then play the situation out. Conversations are free and can be done outside of turn order, but
remember that you only have one action per turn. Also remember that the scope of an action
depends on how long a turn is, if your turns are 6 seconds long, then there is enough time to
go to a door, unlock it with a key and open it all as one action for example.

I like to voice act as the characters while I'm playing, maybe also narrate one or two
actions. It helps to keep me focused and to move the story forward.

Here are a couple of tips to keep in mind:
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e Try to take it easy while you are on a session and don't rely too much on the dice. Use
them for inspiration, tests and competitions. But if you already have a fun idea in
mind, just say it happens and roll with it.

e When you find a new item, write down what it does and put it in your binder. You can
organize this information in whatever way you like.

e Optionally you can put music to set the tone during different parts of the session.

Also take 10-minute breaks when you get tired! Go to the bathroom, get something yummy to
eat and drink and enjoy the moment. You can leave a small note for yourself to remember
what was going on, try to make it no bigger than 2 lines.

Don't force yourself to keep playing, that is how you make the experience less enjoyable for
yourself. We write what we are doing when its break-time so we don't have to put effort in
remembering it while we are resting. The less things you need to have in your head, the
better your break will be and you'll remember the experience in a more relaxing way.

Ending a Session

People are busy and we can't play forever. Ending a session takes around 5-15 minutes, in
which you have to put away your playing materials and organize your notes.

First, write a small summary of what happened in today's session. Try to keep it short,
remember you just lived the events that happened, so you can treat it as a diary to remember
the gist of it (I usually write 1 or 2 paragraphs. sometimes 3 when a LOT happened.)

Then write the following information after the summary:

e Current Objectives
e Current Location

e Current Song Name (Optional)
In my experience, this is all you need to get the picture next session.
After that, organize your binder, put you quick access notes on top. Take all the notes you are

not going to use anymore and store them in the Vault (the notes from the previous session for
example). And put away your materials for next time.
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Optional Rules

Hero Coins

A classic ICRPG mechanic is the Hero Coin, if you have played DnD, think of it as inspiration
but a little stronger. When one of your characters defies the odds and does something
incredible, then you can choose to give them a Hero Coin. They can later use expend this coin
to do one of the following:

e Reroll one of their dice rolls
e Add 1d12 to one of their dice rolls

e Give it to another character at any point
A character can only have one hero coin at a time.

Sometimes my characters defies odds and does something incredible. In moments like that I
like to give them a hero coin, so if they take another risk in the short term it is harder for it
to blow up in their face. Its their moment to shine, I want to let them have it.

Roguelike Mode

Roguelike Mode is a game I made in order to play-test combat and a little of character
progression. It is designed to not require a lot of creative drive from the player but is able to
support it if desired.

First you create a character and assign stats and health as normal. After that you use the
Create a SKkill section to create 3 skills for your character.

This mode is composed of 6 encounters where you fight one or two enemies. After every
combat recover 1 ¥ and 5 SP, you may also roll loot from this section's loot table. And for every
enemy defeated you get 1d4 Coins.

Every even battle you may also improve your character, be it by upgrading one of their skills
(or equipment) or increasing two of their stats by 1 (one basic stat and 1 effort stat). After the
5th combat you can access the shop where you can spend your hard earned coins. Finally the
6th battle is the epic final boss battle.

You are free to insert a little intro and small lore and scenes between or during each combat. It
is not necessary if you are low on energy though, so just do what's more fun for you.
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Here are some tables to generate enemies, loot, etc.

Combat

1D4

AW N

Enemies

OPPONENT
1 Goon

2 Goons
Equal

Mini Boss

e Goons have 1 v and have one skill that does weapon effort damage. Most of them

only have melee attacks (you can give them ranged attacks if you want to).

e Equals are opponents equal in skill to your character. They have 2 ¥ and 3 skills.

e Mini Bosses are big strong opponents. They have 3 ¥ and incredible power but are

not very bright. They will run into danger just to get a hit on you. They have 2 skills

and one of them is a basic attack that does weapon damage and hits twice.

If a skill is not specified, then create it using the Create a Skill section.

After defeating an Equal or Mini Boss choose one of their skills at random. You obtain an

item which lets you perform that skill once, after you do it, the item is consumed.

Loot

ITEM

Health
Potion

Magic
Potion

Dart (1d4)

Rare Loot

EFFECT

Recover 1 v
Recover 5 SP
(Stackable) Throwable. Make an easy attack roll, on a success you do 4 flat

damage (no modifiers).

Roll on your wishlist loot table.
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Upgrading a Skill

1D4 UPGRADE

1 +1 Die / +1

2 Add / Improve Condition or Buff
3 +1 cast +1 cost

4 -1 cost (Min 0)

Other notes

This mode is incredibly free for you to do what you find fun. For the maps you can use theater
of the mind or draw a simple sketch and grab some small things to use as tokens.

You can also solve combats through other means apart from violence, like running away for
example. A way I have done this is by setting up a counter for my party and for the enemies, if
any party gets closer to their objective the corresponding counter increases. The first party to
reach the goal wins (5 is a good goal to start with).

For this you can also use tennis rules or "The first party to get an advantage of 3 over the
other, wins".

Finally, feel free to make up rules if it feels right. If you find a creative way to use an item or
skill you can just roll for it. Don't worry about the skill limit and stuff, just do what's fun.

Annex

Using Dice to Make more Dice

A regular dice set comes with 1d4, 1d6, 1d8, 2d10 (to represent 1d100) and 1d20. However,
sometimes we want to leave things up to chance and there are only 3 options. What do we do
then?

Well there are many alternatives, but in this section I want to teach you how to represent
weird dice like 1d3 or 1d5 with the regular dice set.
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1d3

Roll 1d6, divide the result by 2 and round the number up. Or use the following table

1D6 1D3
1-2 1
3-4 2
5-6 3
1d5

Roll 1d10, divide the result by 2 and round the number up.

1D10 1D5
1-2 1

3-4
5-6
7-8

(02 B N OS B V)

9-10

1d9

This one is a bit more tricky, we will need to roll 1d3, substract 1, multiply by 3 and finally add
another d3. This sounds complex, but you can use the following formula or table:

3(di1 — 1) +do
1D3 1D3 1D9
1 1 1
1 2 2
1 3 3
2 1 4
2 2 5
2 3 6
3 1 7
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1D3 1D3 1D9

Using this technique we can make 1d16 using d4s, 1d25 using d5s, 1d36 using dés, etc. Just
replace the 3 in the formula by the number of faces the second die you roll has.

You can also combine different dice to do weird things, I have no idea why you would want to
do this, but you can roll 1d30 by using 1d3 and 1d10. The amount of faces in this new
imaginary die will be the multiplication of the faces on the dice you are using. Use this power
if you want.



	My Solo TTRPG Toolbox
	Introduction
	ICRPG Primer
	Checks and the Target
	Distances
	Turns and Rounds
	Character Sheet, Checks and Attempts
	Checks
	Attempts

	Other Stats and Skills
	Conditions
	Inventory, Equipment and Money
	Loot

	Character Creation
	Basic Stats
	Armor and Effort
	Resources
	Inventory
	Skills
	Personality

	Replacing the GM
	Create a Skill
	Step 1: Pick a Target
	Step 2: Pick an interaction
	2.A: Self
	2.B: Creature
	2.C: Environment

	Step 3: Effect
	3.A: Conditions
	3.B: Extra Resource

	Step 4: Other

	Improve a Skill
	Character Progression
	Dying and Recovery
	Mystery Dungeons
	Items
	Common Items
	Uncommon Items
	Treasure
	Loot Table

	Dungeon Entrance
	Step 1: Pick a Type
	Step 2: Pick a Biome
	Step 3: Pick an Entrance
	Step 4: Flavor
	Step 5: Enemies
	Step 6: Quest/Mission (Optional)

	Dungeon Floor
	Step 1: Dungeon Layout
	Step 2: Entering a room
	Step 3: Check for the Stairs
	Step 4: Dungeon Room
	Step 4A: Sanctuary
	Step 4B: Empty Room
	Step 4C: Regular Room
	Step 4D: Dummy Room
	Step 4E: Treasure Room
	Step 4F: Obstacle Room
	Step 4G: Special Room


	Dungeon Floor

	Create a Shop
	Playing a Session
	Materials
	The Binder
	The Vault

	Before you Begin (Session 0)
	Start of a Session
	During the Session
	Ending a Session

	Optional Rules
	Hero Coins

	Roguelike Mode
	Combat
	Enemies
	Loot
	Upgrading a Skill
	Other notes

	Annex
	Using Dice to Make more Dice
	1d3
	1d5
	1d9




