
Am#lg#m 2

Ide#s

Helpers th#t relo#d for you
This is # t#inted world.
The d#ys #re long #nd numbered, he#vy with dre#d. Night is coming, #nd #ll the 
horrors within.
Even in the sh#dows of the church, there is no s#fety. God h#s left this pl#ce to 
the r#v#ges of worlds beyond.
In our d#rkest hour, heroes only serve to st#nch the flow, inevit#bly broken #nd 
forgotten by kind L#dy Luck. This is no time for heroes.
Little by little, the d#rkness creeps in, until our f#ding fl#me is extinguished. There 
is little re#son for hope.
And yet, hope rem#ins.

Skills List:
+2 B-sic
+4 Adv-nced
+6 Speci-list

ATTRIBUTES
Physique (Tr#um#) Your ch#r#cterʼs physic#l strength #nd endur#nce.
Agility (Resolve) Your ch#r#cterʼs dexterity #nd speed. Used in ste#lth.
Will (Tr#um#) Your ch#r#cterʼs ment#l fortitude #nd discipline.
P#ssion (Resolve) Your ch#r#cterʼs emotion#l strength, insight, #nd emp#thy.

SURVIVAL
Notice (Armor): Your ch#r#cterʼs perception.
Comb#t (Armor)
Tr#vel (Lo#d) Knowledge of the hum#n world, the #bility to tr#vel #nd use 
vehicles, ride horses, n#vig#te m#ps, or use exotic items.
N#ture (Lo#d) Knowledge of the n#tur#l world #nd the #bility to inter#ct with 
n#ture such #s to hunt, to hide, to t#me, or to for#ge.

TRADES
Cr#ft: Knowledge of m#teri#ls #nd items, their uses #nd v#lues, knowledge of 
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building #nd #rchitecture #nd destruction thereof. The #bility to fix, build, destroy, 
#nd #ppr#ise.
Medicine: Knowledge of the hum#n body #nd n#tur#l #nd chemic#l cures, the 
#bility to he#l #nd di#gnose other ch#r#cters or to determine the c#use of de#th.
Ch#rm: Knowledge of the hum#n mind, he#rt, #nd politics. The #bility to 
persu#de, deceive, #nd perform, to #lter other ch#r#cterʼs perceptions.
History: Knowledge of religion, science, m#gic, #nd the history of Demi#, #s well 
#s #nything written in # book. The #bility to pr#ctice #nd study, either in the field 
or in # libr#ry. 

Sister Skills: If you h#ve # skill th#t would #pply to your #ction, but it is not the 
skill required for the #ction, you c#n use your skill #t # -2 pen#lty. Speci#list skills 
donʼt #pply.

STATS

Resolve

Resolve Check Triggers:
F#te Pool is filled
Ally is Dying
Bre#king Tr#its
P#rty Conflicts
Grisly Scenes
Previous Tr#um#s

Tr#um# #nd Dying

Celestine: Goddess of the North St#r, guide of lost w#nderers #nd l#dy of luck.
Demi#: The D#me of De#th, Kindly collector of souls #nd spinner of f#te

Metis Tismet
Kismet
Nimue
J#m#l
Ph#erus
Aenid
D#skein
Kronos
Kr#tos
K#r#it
God of tr#vel, luck, #nd love



God of de#th, f#te
God of cr#ftsm#nship, cities
God of knowledge #nd deceit
God of n#ture, h#rvests #nd be#sts

Loot T#ble:

E#ch enemy ch#r#cter h#s #n equipment qu#lity r#ting th#t determines wh#t 
v#lue of loot they were c#rrying. Be#sts do not c#rry loot, but c#n be h#rvested 
for m#teri#ls. At the end of # conflict, if the pl#yers won, roll # die for e#ch enemy 
defe#ted. The result on the t#ble determines wh#t items the ch#r#cters g#in, if 
you do not h#ve loot in mind #lre#dy, or in #ddition to it. I.E. The PCs defe#t # 
horde of goblins to retrieve #rtif#cts from # stolen st#geco#ch. In #ddition, they 
t#ke loot from the goblins themselves, which is rolled on this t#ble.
If one of the ch#r#cters used # we#pon with the Bre#king qu#lity, looted ge#r 
should h#ve # Cr#fting Fl#w.

N#med ch#r#cters #nd solo enemies should #lw#ys be one step higher on the 
t#ble th#n their ge#r. 

Qu#lity*d
6

1 2 3 4 5 6

Poor 
(Pe#s#nt
)

N/A N/A N/A Supply Supply Supply

Aver#ge 
(Soldier)

N/A Supply Supply Supply Supply Mund#ne

Fine 
(Knight)

Supply Supply Supply Mund#ne Mund#ne Improved

Superior 
(Lord)

Supply Mund#ne Mund#ne Improved Improved Exotic

Fl#wless 
(King)

Mund#ne Improved Improved Exotic Exotic Unique

Currency - Currency ch#nges #long borders, but most of the #ccessible #re#s use 
this b#sic system. Gold coins #renʼt #ctu#lly m#de completely of gold. Merch#nts 
will #lw#ys get # higher price th#n the item is worth #nd sm#ll towns will hike 
prices on str#ngers. 
1 Dr#gon - Worth 50 Gold coins. Most people h#ve never seen this much money.
1 Gold - C#n get you good qu#lity items. Your #ver#ge we#pon or serious piece of 
equipment is #bout this price.
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1 H#lfpiece - Is worth h#lf # Gold. Most items you use will cost # h#lfpiece, #s 
theyʼre not ex#ctly common. Used to cover the de#dʼs eyes.
1 Silver - Is worth # qu#rter of # Gold. Most common items #nd resources cost # 
silver, #s well #s sh#dy lodging for # night.
1 Copper - Is worth # qu#rter of # Silver, or 1/16 of # Gold. A copper will get you # 
bite, two or three will get you # me#l.

Cert#in tr#its #re g#ined by surviving tr#um#s, performing cert#in deeds, or #re 
simple tr#its th#t give skill bonuses, undergoing tr#ining,

List of Equipment Keywords:

Common: You c#n p#y # point of Light to h#ve this item if you need it. These 
#re so common everyone h#s one.

Long: While in the Eng#ged position, you do not h#ve dis#dv#nt#ge for 
#tt#cking Diseng#ged t#rgets.
He-vy: Inste#d of #dding your Comb#t skill on #tt#cks, you m#y #dd your 
Physique.
Finesse: Inste#d of #dding your Comb#t skill on #tt#cks, you m#y #dd your 
Agility.
Piercing [x]: If the t#rget is we#ring Armor, on # successful #tt#ck you ignore 
x points of #rmor when de#ling d#m#ge. If x is bl#nk, the we#pon ignores #ll 
worn Armor when de#ling d#m#ge.
Stun: On # hit, the t#rget #cts l#st in the round. 
Bre-king: On # hit, the t#rgetʼs #rmor or we#pon loses # point of Dur#bility.
Push: On # hit, the t#rget becomes Diseng#ged. If the t#rget w#s 
Diseng#ged, they lose their St#nce this round.
Pull: On # hit, the t#rget becomes Eng#ged. If the t#rget w#s Eng#ged, they 
lose their St#nce this round.
Bleed: On # hit, when the t#rget t#kes #n #ction next round they t#ke 1 
d#m#ge.
Split [x]: On # hit, #ny enemy th#t is Diseng#ged t#kes x d#m#ge.
Relo-d/Long Relo-d: In order to use this we#pon #g#in, you h#ve to use your 
st#nce to relo#d. If it h#s the Long Relo#d keyword, you h#ve to use your 
#ction to relo#d. If you were surprised, you must relo#d before you c#n fire. 
Otherwise, your first #tt#ck is #lre#dy lo#ded.
D-m-ge [x]: On # hit, the we#pon #dds x d#m#ge to the roll.
Mobile: This r#nged we#pon c#n be used the s#me round you Shift without 
dis#dv#nt#ge. (Alt: Point Bl#nk: No d.#dv. for #tk. from eng. pos.)
Pinned [x]: On # hit, the t#rget is tr#pped #nd must m#ke Agility checks 
#g#inst DC x to esc#pe. Any #ctions they t#ke #re with dis#dv#nt#ge, if not 
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impossible until they esc#pe. L#rge enemies require l#rger objects to pin 
them.
D-m-ge Resist-nce [x]: When you t#ke d#m#ge, reduce the #mount of 
d#m#ge t#ken by x. Abilities #nd keywords th#t trigger on # hit still #pply, 
including D#m#ge [x]
Priority: While in comb#t, you #ct before #ll other ch#r#cters, unless they 
#lso h#ve Priority. If they do, ch#r#cters with Priority #ct in # sep#r#te 
initi#tive before ch#r#cters without Priority.
De-fening: Enemies c#nʼt #ctiv#te #bilities t#rgeting other enemies

Repe#ting: This r#nged we#pon c#n fire two shots before you h#ve to Relo#d.
Quick Lo#d: If this r#nged we#pon h#s Long Relo#d, it inste#d h#s Relo#d.

Thrown: You c#n use this we#pon #s # r#nged we#pon, but you donʼt h#ve it 
#nymore. Thrown we#pons c#n be retrieved #fter # b#ttle if you win.

P-ired: If both we#pons h#ve the P#ired keyword, you c#n wield both 
we#pons #t the s#me time. You c#nnot h#ve # shield equipped while doing so, 
unless your shield is your p#ired we#pon. If you #re wielding two P#ired 
we#pons, you c#n use the Florentine st#nce.

[[Florentine: STANCE. If you #tt#cked this round with one p#ired we#pon, m#ke 
#nother #tt#ck with the other p#ired we#pon. This #tt#ck h#s dis#dv#nt#ge.]]

Inspiring: Every time you #tt#ck with this we#pon, t#rget ch#r#cter reg#ins # 
point of Resolve.

Holy: Att#cks #g#inst Unde#d

WEAPON
Unwieldy: You c#nʼt #dd your skills when #tt#cking with this we#pon.
Unb#l#nced: You c#nʼt use your St#nce if you #tt#ck with this we#pon.
Short R#nge: You c#n only #tt#ck Eng#ged t#rgets, #nd you must be Eng#ged 
#s well.
Misfire: Roll # d3 when you #tt#ck. On # 1, your #tt#ck f#ils.
Blunt: -1 d#m#ge on #tt#cks m#de with this we#pon.
Soft: The t#rget c#nnot be killed by d#m#ge from this we#pon.

Generic
Broken: Remove # positive keyword or #bility from the item.
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Dense: +1 Lo#d
Bulky: You c#n only c#rry one item with the Bulky keyword. Otherwise, you #re 
over your c#rrying c#p#city. Helpers c#n only c#rry one Bulky item.
Slow: While in comb#t, you #ct #fter #ll other ch#r#cters, unless they #lso #re 
Slow. If other ch#r#cters #re Slowed, ch#r#cters with Slow #ct in # sep#r#te 
initi#tive #fter ch#r#cters who #renʼt Slowed.

ARMOR
Immobile: Shifting is # full #ction.
We#k Point: -1 Armor
Hole: You lose 1 GP e#ch time the F#te Pool is filled.

B-sic Rules
Resolution

Pushed Rolls
Adv#nt#ge/Dis#dv#nt#ge

Tr#it Inter#ctions
F#te Pool

Light Points
Exh#ustion

Resolution: Whenever your ch#r#cter #ttempts to do something th#t is 
d#ngerous, difficult, or n#rr#tively interesting, you roll dice to determine whether 
they succeed or f#il #t the #ction. In Grim, you roll 2 six-sided dice #nd #dd the 
results #long with #ny other modifiers such #s skill, items, or #bilities. If the result 
is gre#ter th#n the Difficulty number set by the G#me M#ster, then the #ction 
succeeds.
Adv-nt-ge -nd Dis-dv-nt-ge: If the situ#tion gr#nts your ch#r#cter #n 
#dv#nt#ge #t performing #n #ction, the G#me M#ster m#y give you Adv#nt#ge or 
Dis#dv#nt#ge on your roll. If you h#ve Adv#nt#ge, you #dd #nother six-sided die 
to your roll #nd use the two dice with the highest v#lue. If you h#ve Dis#dv#nt#ge, 
you use the two dice with the lowest v#lue.
Pushed Rolls: If you w#nt, inste#d of f#iling #n #ction, you c#n push # roll. When 
you push # roll, you re-roll your #ction. However, your #ction h#s # consequence.

St#nces:
Focus: Add 1 to your Action
Fortify: Add 1 to your Armor
Shift: Eng#ge or Diseng#ge
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Priority: Ch#r#cters with Priority #ct before ch#r#cters without priority. If other 
ch#r#cters t#ke the Priority st#nce, initi#tive continues #s norm#l for those in 
Priority, #nd then proceeds to initi#tive for those outside of Priority. This st#nce 
h#s to be decl#red #t the beginning of the round.

Comfort of H-bits - Whenever your ch#r#cter m#kes #n #ction th#t 
#ppe#ses their tr#its (including their Disposition), the GM m#y #llow th#t 
ch#r#cter to reg#in d6 Resolve. If your ch#r#cter m#kes #n #ction th#t #ppe#ses 
their tr#its #t the expense of the p#rty, they reg#in 6 Resolve. However, this c#n 
le#d to # conflict of interests within the p#rty.

If # ch#r#cter betr#ys their Tr#its, they m#ke # Resolve check.

Conflict of Interests - When two or more ch#r#cters in the p#rty strongly 
dis#gree on #n issue, e#ch pl#yer involved role-pl#ys #s their ch#r#cter. In this 
exch#nge, ch#r#cters h#ve the opportunity to grow, ch#nge, or rem#in ste#df#st 
in their w#ys, even if it me#ns destroying p#rty unity. (Cough cough, tr#it 
development) Afterw#rds, e#ch pl#yer ch#r#cter involved must m#ke # Resolve 
check.

He#ling: When you he#l # ch#r#cter, you he#l d6 plus your degree of success. 
Requires # use of # he#ling kit

When di#gnosing # ch#r#cter, you m#ke rolls #g#inst the difficulty. E#ch success 
gives you # hint #t wh#t the #ilment is, but is # time-consuming #ction. Pl#yers 
c#n figure out wh#t the #ilment is #nd the course to tre#ting it without rolls.

He#ling Kit: [CLOCK] Spend # point of Light. M#ke # Medicine check, where the 
Difficulty is equ#l to 6 plus the t#rgetʼs l#rgest Tr#um#. The t#rget he#ls Resolve 
equ#l to d6+the degree of success or ignores the pen#lty of one Tr#um# until the 
F#te Pool is filled. The t#rget c#nʼt t#ke #ny #ctions this round. You c#n use # 
He#ling Kit on yourself, provided you t#ke no other #ction.

Equipment
Gener#ting Equipment: When it comes to the Lo#d v#lue of #n item, the size of the 
item is more import#nt th#n the weight of #n item: #n #dventurer is used to 
c#rrying # lot of weight, but # b#ckp#ck c#n only hold so much tre#sure #nd 
equipment.

Tre#sure is specific to cl#ss. A spell c#ster will find # tome #nd relics more 
v#lu#ble while # fighter just w#nts gold #nd better equipment.



Armor - E#ch ch#r#cter h#s # b#sic Armor of 6 plus 1/2 their Notice or Comb#t 
Skill. Armor th#t is worn #dds to your protection #nd reduces d#m#ge t#ken, 
unless the d#m#ge t#ken specific#lly ignores it. 

Items h#ve # number of Dur#bility slots; whenever you t#ke d#m#ge from #n 
#tt#ck, you c#n fill # Dur#bility slot #nd g#in #n equipment Fl#w inste#d of t#king 
d#m#ge. If you use up #ll of your itemʼs Dur#bility slots, it bre#ks #nd is no longer 
function#l. B#sic#lly, your Armor h#s Tr#um# slots.

Light Armor (2) - +1 Armor
Mixed Armor (2) - +2 Armor, Slow
Medium Armor (3) +2 Armor
He#vy Armor (3) +3 Armor, Bulky, Slow
Pl#te Armor (3) +3 Armor, Bulky
Shield (1) - +1 Armor, Common
He#vy Shield (2) - +2 Armor, Bulky

R#nged We#pons - If you Shifted or moved the s#me round you #tt#ck with # 
R#nged we#pon, you t#ke dis#dv#nt#ge.

Mund#ne
Bow (1) - Finesse
Longbow (2) - He#vy
Crossbow (2) - Relo#d, D#m#ge d3
He#vy Crossbow (3) - Long Relo#d, D#m#ge d3+1
Flintlock Pistol (1) - Relo#d, D#m#ge d3, P#ired, Point Bl#nk
Bol#s (1) - Pinned, Thrown, Soft

Exotic - Exotic we#pons c#nʼt be bought. Unless you h#ve explicit proficiency with 
#n exotic we#pon, you c#nʼt #dd your Comb#t skill to #tt#cks with th#t we#pon
C#rbine (2) - Relo#d, D#m#ge d6, Mobile
Musket (3) - Relo#d, D#m#ge d3+3, Bulky
Blunderbuss (3) - Long Relo#d, D#m#ge d6, Split 1, Slow, Bulky

He#ling Kits
Tomes
Opi#te - Consum#ble, G#in DR 2 to #ll #tt#cks #nd -1 to Actions until the end of 
the b#ttle. C#uses drowsiness #nd stupor.
Dowsing Rods - Two pieces of met#l wire. Whenever Str#ngers #re ne#rby, the 
dowsing rods move #p#rt. The rods move #p#rt with gre#ter force when there #re 
more Str#ngers or for powerful Str#ngers.
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About:

Grim is # g#me #bout norm#l ch#r#cters, not necess#rily heroes #nd definitely not 
#s powerful. Hence, the g#me is more #bout the ch#r#cters th#n #bout their 
powers.

Power Levels
 - Commoner: The ch#r#cters h#ve next to no power, #nd the g#me is #lmost 
entirely b#sed on ch#r#cter inter#ctions, decisions, #nd surviv#l. Almost every 
enemy will sl#ughter you.

Adventurer: The ch#r#cters h#ve some power th#t sets them #p#rt from most 
ch#r#cters. The g#me h#s some ch#r#cter inter#ctions, but comb#t is 
possible #nd the ch#r#cters #re more “heroic”
Demigod: The ch#r#cters h#ve lots of power, m#king them #lmost god-like, 
me#ning th#t physic#l conflicts #lmost #lw#ys end with them winning. Hence, 
serious conflicts h#ve to be more complic#ted #nd #bout wh#t the heroes will 
do, not wh#t they c#n do.

E#sy to injure, h#rd to kill. Ch#r#cters should be vulner#ble, but not get 
murdered in # single hit. However, it t#kes you out of the g#me world if your 
ch#r#cter c#n survive getting m#uled by # 10-ft. Werewolf.

Monsters

Bloodied: When the ch#r#cters reduce #n enemy to h#lf he#lth, the enemy m#kes 
# Resolve check. If they f#il, you c#n pick #n #ppropri#te esc#pe t#ctic for the 
enemy, or roll for one. Enemies th#t #renʼt c#p#ble of fe#r or thought, such #s 
Zombies or Skeletons, donʼt m#ke Resolve checks. Enemies roll with #dv#nt#ge or 
dis#dv#nt#ge depending on their situ#tion, such #s being reduced to h#lf their 
origin#l forces, h#ving # le#der figure present, or h#ving #n exception#l 
motiv#tion. 
If # ch#r#cter succeeds on their Resolve check, they fight to the de#th. 

Cow#rdly: If one monster f#ils their Resolve check, #ll other monsters of the s#me 
type must m#ke Resolve checks.
Ensl#ved: This ch#r#cter will Betr#y their #llies if they f#il their Resolve check.
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Fe#rless: This ch#r#cter doesnʼt m#ke Resolve checks.
Mort#l D#m#ge: On # successful hit, d#m#ge de#lt by this cre#ture ignores 
Resolve #nd goes to Tr#um# slots. On # f#iled hit, de#l d6 Resolve d#m#ge.
Dise#sed: After encountering this cre#ture, #dventurers h#ve # ch#nce of 
contr#cting # dise#se when the F#te Pool rolls # Mish#p.

Esc#pe T#ctics:
Demor#lized: This ch#r#cter continues to t#ke #ctions #s norm#l, but doesnʼt 
#dd skill or other bonuses to their #tt#cks.
Flee: This ch#r#cter will do nothing but diseng#ge. If this ch#r#cter is 
diseng#ged, #t the end of the round they will le#ve comb#t.
Retre#t: This ch#r#cter will diseng#ge, #nd if they #re diseng#ged, #t the end 
of the round they le#ve comb#t. They still use their #ctions like norm#l, #nd 
m#y #ttempt to retrieve their de#d or injured.

Speci#l Esc#pe T#ctics:
Surrender: If this ch#r#cter is honor#ble or believes th#t the pl#yer ch#r#cters 
#re honor#ble, they m#y surrender to the ch#r#ctersʼ will.
Betr#y#l: This ch#r#cter #tt#cks their previous #llies, either in hope of e#rning 
the pl#yersʼ good will or bec#use they were coerced into b#ttle.
Ins#nity: This ch#r#cter #tt#cks r#ndom ch#r#cters #nd misuses their 
#bilities.
Pl#y De#d: This ch#r#cter pretends to die. They c#n #lert reinforcements l#ter 
on, esc#pe, or #tt#ck the pl#yers when they #renʼt #w#re.

Be#sts
Ghouls: Form sm#ll groups, this worldʼs orcs #nd goblins. Roughly hum#n 
sh#ped, but elong#ted #nd possessed by gre#t strength. R#rely use we#pons, 
prefer their teeth #nd cl#ws. Origin#lly Demonsp#wn, cre#ted when # hum#n 
drinks demon blood. Th#t w#s the first ghoul, #nd ghouls #re descended from 
th#t ghoulʼs blood, m#king them more #nd more hum#n-like.
V#mpires: Dise#sed mort#ls, must sl#ke their thirst or die. Mostly individu#ls 
struggling with their dise#se until they die. However, # new cult is rising to 
justify V#mpirism #s #ccept#ble #nd desir#ble.
Serpents
Dr#gons: Gre#t spirits of the environment th#t t#ke on the form of dr#gon-
sh#ped sh#dows. Usu#lly enforce their will through the environment #nd 
r#rely #ppe#r in full m#jesty.
Anim#ls

Spirits: 
Demons: Every time # Mort#l commits # grievous sin, they cre#te # Demon in 
the Otherworld. Sometimes, Demons #re strong enough to esc#pe from the 
Otherworld, especi#lly when their owner dies.
Ghosts: Souls th#t c#nʼt enter the Otherworld for some re#son #nd rem#in in 
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Demi# until their mission is complete or their Repository is destroyed. Most 
Ghosts c#nnot remember their mission #nd f#il to complete it, c#using them 
to go m#d.
Zombies, Liches, Skeletons.
Wr#iths: Sh#rds of souls, twisted #nd w#rped to # Sorcererʼs purpose. Will 
murder their owner if they lose control for # single moment. Unlike Ghosts, 
Wr#iths #re not complete #nd #re thus mindless #nd destructive cre#tures 
without # Repository.

Str#ngers
Angels #nd Devils
Aberr#nts
F#eries: The Houses of the F#eries #re re#lms slightly beyond Demi# 
perm#nently in one se#son. As the se#sons w#x #nd w#ne, so do the powers 
of the three Houses. However, F#ll #nd Summer #re losing to Winterʼs growing 
power, c#using the winter se#son to grow longer #nd longer in Demi#.

The House of Summer: Most Elf-like. Will turn you into # sl#ve #nd feed 
off of your youth until you wither #nd die. Donʼt #cknowledge their losing 
w#r with Winter.
The House of F#ll: T#n like wood elves. Their se#son is shorter th#n 
Summer #nd Winter, forcing them into the world more often, where they 
le#d p#g#n cults. Resemble hum#ns more th#n the others, possibly from 
#ssimil#tion. Tend to #void society. Enjoy r#w me#t.
The House of Winter: Boogiemen/Sh#d#r-K#i. Venture into Demi# to t#ke 
sl#ves #nd spre#d Winterʼs cold. P#le, sh#dowy individu#ls who c#n 
teleport from sh#dow to sh#dow.

Mort#ls
Hum#ns
Witches #nd Sorcerers
Mut#nts: Mort#ls born from mothers exposed to Str#ngers or newly invented 
chemic#l subst#nces. C#n result in monstrous children, children with psychic 
#bilities, #nd other #bnorm#lities, often with gre#t cost.

Tr#its

Disposition: Your two most b#sic tr#its #lign you bro#dly in the spectrum of 
ch#r#cters. You c#n choose to be neutr#l. Disposition tr#its c#n be ch#nged like 
other tr#its.

Is your ch#r#cter Religious, #s in # follower of the Ch#pels, or Irreligious, #s 
in # believer in the Old Gods, or just #nyone opposed to the Ch#pels. While Demi# 
h#s m#ny conflicts, the gre#test conflict #mong hum#ns rem#ins the b#ttle 



between the followers of the Ch#pels #nd the followers of the Old Gods.
Addition#lly, is your ch#r#cter Altruistic, #s in willing to do things bec#use 

they #re right, or Cynic#l, #s in willing to do things bec#use they #re logic#l #nd 
they c#n benefit from it? Altruistic ch#r#cters gener#lly h#ve # optimistic outlook 
#nd believe the world c#n ch#nge for the better, while Cynic#l ch#r#cters h#ve # 
more pessimistic outlook #nd believe in looking out for themselves.

Motiv-tion: Your most import#nt tr#it is why #re you #dventuring #nd 
w#ndering? Any other s#ne person would set down roots #nd prep#re for the long 
night. M#ybe youʼre looking for something. M#ybe you just h#te cryptids. Or 
m#ybe you #renʼt c#p#ble of settling down. 

You h#ve to h#ve # motiv#tion when you cre#te your ch#r#cter. You donʼt 
h#ve to tell #nyone else, #nd you c#n ch#nge it, but your ch#r#cter h#s to h#ve # 
motiv#tion.

Tr-its: Over the course of the g#me, you c#n determine how your ch#r#cter 
#cts, thinks, #nd sees the world. If you were your ch#r#cter, wh#t would you do?

When your ch#r#cter m#kes momentous decisions th#t #re determined by or 
define your ch#r#cterʼs person#lity, these become your ch#r#cterʼs Tr#its. Tr#its 
c#n be # ch#r#cterʼs v#lues, beliefs, motto, or beh#vior, #s long #s it defines their 
ch#r#cter.

Tr#um#: Wh#t tr#um#tic event sh#ped your ch#r#cter #nd led them to this life?
Motiv#tion: Wh#t do they w#nt from #dventuring? If their motiv#tion is not tied to 
#dventuring, why #re they #n #dventurer?
Trouble: Wh#t keeps your ch#r#cter from #chieving their motiv#tion?

Tr#um#s h#ve consequences.

God is #n eldritch being th#t cre#ted the world #nd inh#bited it with im#ges of 
itself, the hum#n r#ce. Hum#ns #nd #ngels sh#re the s#me sh#pe bec#use of this, 
#lthough #ngels h#ve higher forms th#t #llow them to tr#verse the Endlessness.

The God Being w#s # benevolent being #nd blessed its children, but h#s left to 
de#l with wh#tever eldritch god beings do. However, there #re other god beings 
interested in Demi#.

Phobi#s - Wh#t sc#rring event sh#ped your ch#r#cterʼs life? Wh#t #re they #fr#id 
of? When ch#r#cters #re exposed to their Phobi#s, they m#ke # Resolve check. 
When ch#r#cters #re he#led of # Tr#um#, they get # phobi# rel#ted to th#t 
tr#um#.



Crypt of the Skittering Horror
The Lhurgoyf - It l)cks ) f)ce, so it t)kes othersʼ inste)d. Skittering horror with 
#bility to mimic voices #nd ste#l the de#dʼs memories, insect horror we#ring some 
mort#lʼs f#ce, usu#lly someone the ch#r#ctersʼ know in order to inflict m#ximum 
tr#um#. Le#ves f#celess corpses.
Cult of the Living De#th - P#g#n cultists th#t worship # living pl#gue, b#sic#lly # 
gel#tinous cube but bl#ck #nd like t#r #nd emits mind-w#rping fumes. Depending 
on the st#ge of their infection, m#y be #ble to communic#te #nd re#son with the 
ch#r#cters to convince them to st#y #nd join, but more developed cults will simply 
force the ch#r#cters to st#y until they succumb to the fumes. At the fin#l st#ge of 
the dise#se, they t#ke the Av#t#r of Living De#th to # new host #nd s#crifice 
themselves to the be#st. Le#ves only the bones of its victims.

The Ch#lice of Thorns - A long lost relic, given to Ar#ndor of the Hittites by the 
Witch of the Wood, supposed to give the user immense strength #nd vigor, with 
which he slew the legend#ry fiend RogʼShoggoth. After which he dis#ppe#red, 
#nd it is #ssumed the Ch#lice fell deep into the c#verns #bove which they fought. 

However, the blood of the fiend entered the cup #nd when the hero dr#nk from it 
#g#in, he w#s converted into #n Archfiend, #nd he lurks in the c#verns to this d#y, 
# six-#rmed winged fiend with # g#ping mouth in his torso, through which he 
consumes his f#llen enemies.

Whichever Hittite retrieves the Ch#lice of Thorns is to be king of the empire.

Bl#nchwood

Bl#ckbri#r

Torus

Fiction#l or Historic#l Fiction?

The E#sterners
The Holy Empire
The Golden Isle
Fr#nkish Empire
Moorish Empire



P#rsi#n Empire
Ch#pel-St#te of Rome
Rom#nov Empire
Ts#r

Ion#
Attic#
Aege#n
Hellenese Empire
Fr#nks
G#ulic#n
Norm#n
S#xon
Norse
Uruk

Progression: Progression in Grim isnʼt driven by leveling up. Ch#r#cters progress 
by g#ining equipment, connections, growing person#lity-wise, #nd by pr#cticing 
or le#rning skills.

Wonʼt Do Th-t Ag-in - If you roll double ones on # skill #ction, you g#in # +1 
tr#ining bonus using th#t skill #nytime #fterw#rds. You c#n only #dv#nce # skill 
once per session in this m#nner. Rolling double ones with Adv#nt#ge still counts.

By the C-mpfire - At the end of # session during # Rest, you #nd other 
pl#yers c#n recommend Tr#its b#sed on # ch#r#cterʼs #ctions. If # 2/3 m#jority of 
the t#ble #grees, with the G#mem#ster #s tiebre#ker, th#t ch#r#cter c#n g#in # 
new tr#it, reinforce # new tr#it, or bre#k #n old tr#it. Only one tr#it c#n be #ltered 
or given per C#mpfire (unless, of course, the G#mem#ster chooses otherwise). 

[[Ch#r#cters #lw#ys h#ve the opportunity to ch#nge, even in r#dic#l w#ys. The 
thief m#y become honor#ble, the he#then m#y reject their p#ntheon of gods, 
even the Inquisitor m#y throw off the influence of the Ch#pels. Grim is #bout 
ch#r#cter development #nd discovery, but it only works while your ch#r#cter is 
within the p#rty. Otherwise, itʼs # g#me #bout # bunch of pl#yer ch#r#cters in 
completely different stories. Your ch#r#cter pl#cing the import#nce of the p#rty 
#bove their own motives is # choice th#t will sep#r#te them from the p#rty or 
bond them to it.]]



The smoother the g#mepl#y is, the more you c#n focus on the story. Smoothness 
doesnʼt necess#rily me#n less rules crunch, but less complexity #nd other f#ctors 
such #s pl#yersʼ f#mili#rity with the system c#n m#ke g#mepl#y much smoother. 
While I #ppreci#te g#mes th#t h#ve rules for story #nd noncomb#t ch#r#cter 
inter#ctions, I honestly feel th#t m#king those rules defe#ts the purpose of 
rolepl#ying— rolepl#ying is sep#r#te from the g#me. Comb#t #nd puzzling 
ch#llenges is the g#me, rolepl#ying is the rolepl#ying. The second you g#mify 
rolepl#ying, it becomes less smooth #nd impure. Thereʼs # re#son they didnʼt 
write rules for soci#l inter#ction.

Ch#rm rolls #re m#de for when ch#r#ctersʼ #rguments #renʼt enough to convince 
the other ch#r#cters. Ch#rm rolls m#ke b#d de#ls seem #ppe#ling, #nd uns#vory 
ch#r#cters seem ch#rming. If # ch#r#cter f#ils # ch#rm roll, itʼs up to the other 
ch#r#cter to decide whether they #re willing to cut # de#l, m#ybe less likely 
considering th#t the other ch#r#cter w#s trying to ch#rm them.

When it comes to soci#l situ#tion, #n #rgument th#t #ppe#ls to # ch#r#cter 
doesnʼt #lw#ys need # roll, #nd # success or # f#ilure on the die doesnʼt me#n 
th#t the ch#r#cter succeeds or f#ils. A Ch#rm roll just m#kes the t#rget more or 
less likely to help the ch#r#cter. A deceitful Ch#rm roll is # different subject, 
b#sed on whether or not the ch#r#cter successfully deceives the t#rget. Likewise, 
# ch#r#cter might not

When it comes to skill checks, the dice #re not God. You #nd the t#ble #re. Just 
bec#use someone rolls # successful Ch#rm roll doesnʼt convince the #ver#ge 
person to jump off # cliff. Just bec#use someone f#ils # Ch#rm roll doesnʼt me#n 
th#t the t#rget will stop listening to their #rgument. In #ppe#l to # 


