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Skills & advantage:
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Credit:

If a player feels a skill/fexperience from their character description would give
them an advantage in a situation, they should say so and explain why.

If they can convince the GM, they get to roll an extra d20 on that roll and pick
the result they want.

If the GM feels part of a character description would give a disadvantage,
they have disadvantage on the roll. If they don't also have advantage,
they roll an extra d20 and have to take the worse result.

An odd number is always worse than even, regardless of how high it is.
If they're both odd or both even, take the lower result.

If someone has both advantage and disadvantage, they cancel each other out
and become a normal roll.

Thanks to Ettin64, whose game
Ah, Dang! Mothman Won't Move
Out introduced and inspired many
foundational mechanics of CURLS.
Find his work at linker.ee/ettin64
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