
Grave 
GRAVE (v0.5) is a rules toolkit for running soulslike RPGs 
with old school rules, based on Ben Milton’s KNAVE, 
adapted by Jason Tocci. Grave’s features include: 

A lightweight OSR game for soulslike adventures. Every PC 
in Grave is a newly awakened undead. With no memory of 
their previous life or the world before, they must learn to 
survive through exploration, trial and error, hard-won 
battles, and the fragmentary memories of lost souls. 

Complete rules, plus new options. Grave includes all rules 
needed to play with existing OSR modules and bestiaries. 
It leverages features of Knave familiar to soulslike players, 
such as “classless” PCs with roles defined by their abilities 
and equipment, and simple rules for inventory manage-
ment and item degradation. New rules have also been 
added for death and resurrection, a “Stamina” currency to 
spend on spells and special maneuvers, and a more flexible 
approach to initiative to encourage more tactical combat. 

Optional backgrounds, akin to classes. PCs can learn to use 
any weapon or spell in time, but for players who want to 
get started quickly and who already have a sense of their 
intended specialization, a number of pre-built starting 
packages are available. 

Optional player-facing rolls. Just as Knave does, Grave easi-
ly accommodates groups who want the players to do all the 
rolling. This may be especially important to players who 
associate soulslike combat not just with attacking and 
blocking, but frantic somersaulting.  

Not XP for gold, but.... In Grave, the common unit of cur-
rency is the soul—long bargained for and hoarded by 
demons, now consumable by humans for power. 

Designer commentary. Grave includes designer comments 
on why some rules are changed from Knave.  

Creative Commons Attribution 4.0 International License: You 
are free to share and adapt this material for any purpose, 
including commercially, as long as you give attribution. 

Character 
Creation  
To create a PC, you may choose a set of pre-generated 
abilities and items from Background listed to the right, or 
you can create a Vagabond with entirely random abilities 
and items by following the steps below. 

Roll 3d6 in order for each of the six abilities. The 
lowest die from each roll is that ability’s bonus; add 
10 for that ability’s defense. After rolling, you may 
optionally swap any two abilities.  

Your PC’s starting and maximum Hit Points equal 4 + 
Constitution bonus. They have as many item slots as their 
Constitution defense, as many Stamina Points as their 
unused item slots, and as many spell slots as their Intelli-
gence bonus. 

Designer’s Note: HP are calculated here as a fixed amount ad-
justed by Constitution to more closely resemble the predictable 
progression of soulslike games, but you can opt to use d8 hit dice 
instead. Or, for a tighter range, max HP = Constitution defense 
+ level. PCs start sturdier, but are more fragile over time. Given 
more combat than typical OSR games, and boss enemies hitting 
pretty hard, PCs should still face plenty of danger. 

Roll for Starting Gear on the following page. You 
may opt to skip rolling for armor to instead roll for 
a random level 1 spell or curio. 

Designer’s Note:  Starting gear options differ from Knave be-
cause this game is set in a ruined world. Adventures Stamina 
more on surviving monsters and inhospitable environments, 
with fewer opportunities for trade and social interaction. 

Finally, invent or roll the rest of your PC’s traits, 
such as their physique, face, skin, hair, and speech, 
using the random tables on the following page. 

Designer’s Note:  Some of Knave’s traits are omitted because the 
amnesiac PCs discover even their own personalities in play, but 
players who appreciate more guidance might consult those rules. 

Backgrounds 
Knight 14 STR 11 DEX 13 CON 

11 INT 11 WIS 12 CHA 
Cross-hilt sword d8 damage 2 slots 3 quality 
Jousting shield +1 armor 1 slot 1 quality 
Mail and surcoat 14 armor 3 slots 5 quality 

Wizard 11 STR 12 DEX 11 CON 
14 INT 13 WIS 11 CHA 

Academy robe — 1 slot 1 quality 
Astral arrow (L1 spell) d6 ranged damage 
Hedge magic (L1 spell) create harmless, obvious effect, e.g. light 
Yew staff (casts spells) d4 damage 1 slots 1 quality 

Cleric 11 STR 11 DEX 11 CON 
13 INT 14 WIS 12 CHA 

Mace d8 damage 2 slots 3 quality 
Horsehair robe — 1 slot 1 quality 
Lay on Hands (L1 spell) Touch to heal d6 HP to target < 6 HP 

Thief 11 STR 14 DEX 11 CON 
11 INT 13 WIS 12 CHA 

Daggers (2) d6 damage 1 slot each 3 quality 
Grappling hook +50ft rope 1 slot — 
Hooded leathers 12 armor 1 slots 3 quality 

Hunter 13 STR 14 DEX 11 CON 
11 INT 12 WIS 11 CHA 

Hunting bow d6 damage 2 slots 3 quality 
Quiver +20 arrows 1 slot — 
Leather armor 12 armor 1 slot 3 quality 

Marauder 14 STR 13 DEX 12 CON 
11 INT 11 WIS 11 CHA 

Battle axe d10 damage 3 slots 3 quality 
Stained brigandine 13 armor 2 slots 4 quality 
Torch & tinderbox — 1 slot — 

Noble 11 STR 11 DEX 13 CON 
12 INT 11 WIS 14 CHA 

Signet ring Command harmless remnants with CHA 
Ornate rapier d8 damage 1 slot 3 quality 
Main gauche d4 damage 1 slot 1 quality 
Fine clothes — 1 slot 1 quality 

1 

2 

3 



Traits 
Physique 
1. Athletic 
2. Brawny 
3. Corpulent 
4. Delicate 
5. Gaunt 

6. Hulking 
7. Lanky 
8. Ripped 
9. Rugged 
10. Scrawny 

11. Short 
12. Sinewy 
13. Slender 
14. Flabby 
15. Statuesque 

16. Stout 
17. Tiny 
18. Towering 
19. Willowy 
20. Wiry 

Face 
1. Angular 
2. Blunt 
3. Bony 
4. Chiseled 
5. Delicate 

6. Elongated 
7. Patrician 
8. Pinched 
9. Hawkish 
10. Broken 

11. Impish 
12. Narrow 
13. Ratlike 
14. Round 
15. Sunken 

16. Sharp 
17. Soft 
18. Square 
19. Wide 
20. Wolfish 

Skin 
1. Battle scar 
2. Birthmark 
3. Burned 
4. Flawless 
5. Makeup 

6. Oily 
7. Pale 
8. Perfect 
9. Pierced 
10. Pockmarked 

11. Hairy 
12. Tattooed 
13. Rosy 
14. Rough 
15. Sallow 

16. Sunburned 
17. Tanned 
18. War paint 
19. Weathered 
20. Whip scar 

Hair 
1. Bald 
2. Braided 
3. Bristly 
4. Cropped 
5. Curly 

6. Disheveled 
7. Dreadlocks 
8. Filthy 
9. Frizzy 
10. Greased 

11. Limp 
12. Long 
13. Luxurious 
14. Mohawk 
15. Oily 

16. Ponytail 
17. Silky 
18. Topknot 
19. Wavy 
20. Wispy 

Speech 
1. Blunt 
2. Booming 
3. Breathy 
4. Cryptic 
5. Drawling 

6. Droning 
7. Flowery 
8. Formal 
9. Gravelly 
10. Hoarse 

11. Mumbling 
12. Precise 
13. Quaint 
14. Rambling 
15. Rapid-fire 

16. Dialect 
17. Slow 
18. Squeaky 
19. Stuttering 
20. Whispery 

 

Starting 
Gear 
Weapon 
1. Bare fists (d4), random 

curio or level 1 spell 
 

Light melee weapon 
(d6, 1 slot, 3 quality) 
2. Cudgel  
3. Dagger 
4. Sickle 
5. Staff 
6. Whip 
 

Medium melee weapon 
(d8, 2 slots, 3 quality) 
7. Sword 
8. Axe 
9. Mace 
10. Spear 

Heavy melee weapon 
(d10, 3 slots, 3 quality) 
11. Great sword 
12. Halberd 
13. War hammer 
14. Battle axe 
 

Companion weapon  
(d4, +1 armor, 1 slot, 1 qual.) 
15. Main gauche 
16. Trident dagger 
17. Buckler 
 

Ranged + 3d10 ammunition 
18. Sling (d4, 1 slot, 3 qual.) 
19. Bow (d6, 2 slots, 3 qual.) 
20. Crossbow (d8, 2 sl., 3 qu.) 

Armor 
1-3: 

No armor 
4-14: 

Leather 
15-19: 

Brigandine 
20: 

Chain 

Helmets & Shields 
1-13: 

None 
14-16: 

Helmet 
17-19: 
Shield 

20: 
Helmet and Shield 

Tools & Common Goods 
1. Rope, 50ft 
2. Candles ×5 
3. Chain, 10ft 
4. Chalk 
5. Crowbar 
 

6. Tinderbox 
7. Grap. hook 
8. Hammer 
9. Horn 
10. Flask 

11. Lantern 
12. Lamp oil 
13. Padlock 
14. Manacles 
15. Mirror 

16. Perfume 
17. Sack 
18. Snare 
19. Tongs 
20. Torch 

Curios 
1. Archmage's Seal. Stamp melted wax with this seal 

(supply of wax included) to store a spell you can cast, 
targeting anyone who breaks the seal. 

2. Cryptic Prophecy. When an ally rolls a critical hit or 
maximum damage against a named enemy, you may ut-
ter, "Look! Just as was foretold!" The target dies. 1 use. 

3. Death's Head Buckle. Given a clear shot, enemies opt 
to attack you over allies. (Remind referee as needed.) 

4. Gray Eye. Touch it to see through it instead of one of 
your eyes until you blink thrice. 

5. Iron Locket. Your body cannot be looted after death. 
The locket must be repaired to be reused after each 
time you resurrect. 

6. Jade Pig. Figurine that fits in the palm of your hand. 
Toss at ground to transform it into a real, ornery pig (1 
HD, d4 damage bite), with no particular attachment to 
you. Transforms back to jade if lowered to 0 HP. 

7. Lodestone Bracelet. Pull an unattended ferrous item 
to you as an action; save with Dexterity to catch safely. 

8. Pendant. Effect unknown, but widely believed to con-
tain secret powers. 

9. Saint's Ashes. Cast a spell with an advantage using 
your Wisdom bonus (3 uses, requires an open hand), 
or throw on a fire while repairing an ordinary broken 
weapon (1 use) to grant it permanent advantage on at-
tacks and damage vs. unholy enemies. 

10. Spell Tome. Contains d4 random spells, each level d6. 
You can make out one, but would require an NPC 
mentor to help decipher more than that. 

  



Items 
All prices are given in souls. Any 
given merchant is likely to only 
have a very limited selection of 
items, what with the world being 
in ruins and all. 

Designer’s Note: You are free to use 
Knave’s item list, but many individ-
ual items (and even entire categories 
of items) have been changed or re-
moved to fit the setting. Lodging is in 
whatever ruins you can find; food is 
unnecessary; fancy clothes might 
make an impression on the right 
audience, but few folk dress to im-
press anymore; and there is no true 
economy to govern especially large 
or extravagant purchases in the law-
less wastes. 

Tools & Gear 
Bear Trap 20 
Bellows 10 
Black Grease 1 
Block and Tackle 30 
Book (Blank) 300 
Book (Reading) 600 
Bottle/Vial 1 
Bucket 5 
Caltrops (bag) 10 
Cards with an extra Ace 5 
Chain (10 ft) 10 
Chalk (10 pieces) 1 
Chisel 5 
Cookpots 10 
Crowbar  10 
Drill 10 
Face Paint/Makeup 10 
Fake Jewels 50 
Fishing Rod/Tackle 10 
Glass Marbles (bag) 5 
Glue (bottle) 1 
Grappling Hook 10 
Hammer 10 
Horn 10 
Hourglass 300 
Incense (packet) 10 
Iron Tongs 10 
Ladder (10 ft) 10 
Large Sponge 5 
Lens 100 
Lockpicks  100 
Manacles 10 
Metal File 5 
Mirror (small, silver) 200 
Musical Instrument 200 
Nails (12) 5 
Net 10 
Oilskin Bag 5 
Oilskin Trousers 10 
Padlock and Key 20 
Perfume 50 
Pick 10 
Pole (10ft)  5 

  
  
Quill and Ink 1 
Rope (50ft)  10 
Sack 1 
Saw 10 
Set of Loaded Dice 5 
Shovel  10 
Small Bell 20 
Soap 1 
Spike (iron)  5 
Spike (wood)  1 
Spiked boots 5 
Spyglass 1000 
Tar (Pot) 10 
Twine (300 ft) 5 
Waterskin  5 
Whistle  5 

Light 
Candle, 4 hours 1 
Lantern 30 
Lamp Oil, 4 hours 5 
Tinderbox 10 
Torch, 1 hour 1 

Clothing 
Academy Faculty Robes 20 
Academy Student Robes 10 
Church Vestments 20 
Heretic Vestments 10 
Horsehair Robe 1 
Laborer Garb 1 
Noble Finery 20 
Eccentric Travel Garb 10 
Furs 50 
Regalia 50 
Traveling Cloak 10 
Winter Garb 50 

 

Armor 
Small Shield 
(+1 armor, 1 slot, 1 quality) 

40 

Large Shield 
(+2 armor, 3 slots, 3 quality) 

300 

Helmet 
(+1 armor, 1 slot, 1 quality) 

40 

Leather 
(12 armor, 1 slot, 3 quality) 

60 

Brigandine  
(13 armor, 2 slots, 4 quality) 

500 

Chain  
(14 armor, 3 slots, 5 quality) 

1200 

Half Plate  
(15 armor, 4 slots, 6 quality) 

4000 

Full Plate  
(16 armor, 5 slots, 7 quality) 

8000 
 

Weapons 
Light Weapon (d6 damage, 1 
slot, 1 hand, 3 quality—e.g., dag-
ger, cudgel, sickle, staff, etc.) 

5 

Medium Weapon (d8 dam-
age, 2 slots, 1 hand, 3 quality—
e.g., spear, sword, mace, axe, etc.) 

10 

Heavy Weapon (d10 damage, 
3 slots, 2 hands, 3 quality—e.g., 
halberd, war hammer, great 
sword, battle axe, etc.) 

20 
 

Companion Weapon (d4 
damage, +1 defense, 1 slot, off-
hand, 1 quality—e.g., buckler, 
main gauche) 

5 

Small Thrown Weapon (d4 
damage, 1 slot, 1 hand, 3 quali-
ty—e.g., sling, throwing knife) 

5 

Bow (d6 damage,  2 slots,  
2 hands, 3 quality) 

15 

Crossbow (d8 damage, 3 slots, 
2 hands, 3 quality) 

60 

Arrows (20) 5 
Quiver (capacity 20) 10 

Alchemy, etc. 
Acid (d4 damage to HP or 
item quality) 

100 

Adamantine Dust (ap-
ply to a broken item to fix 
it outside combat; 1 use) 

100 

Blast Powder (ignites for 
d8 area damage per hand-
ful, forcing save to avoid 
knockdown) 

100 

Cockatrice Wishbone 
(destroy to clear 1 target of 
unnatural afflictions) 

500 

Curative (use action to 
restore d8 HP or cure tox-
ins; can stack in 1 item slot) 

10 

Golden Fruit (clear 
deaths, death marks; 1 use) 

1000 

Holy Water (best of 2d12 
damage vs. unholy) 

100 

Peppery Powder (inhale 
for d4 Stamina, even above 
maximum; can stack in 1 
item slot) 

100 

Poison (after 1 round, on 
failed save, roll d20; target 
takes higher of these rolls 
in damage) 

100 

Primordial Clay (redis-
tribute ability points, none 
below +1 bonus; 1 use) 

1000 

Spell Text (random stock, 
cost 1000 × spell level) 

Special 

Starmetal (graft into an 
ordinary weapon to in-
crease damage die 1 step) 

1000 



Playing the 
Game 
Abilities 
Each of the six abilities is used in different circumstances. 

• Strength: Used for melee attacks and saves requiring 
physical power, like lifting gates, bending bars, etc. 

• Dexterity: Used for ranged attacks, and saves requiring 
poise, speed, and reflexes, like dodging, climbing, sneak-
ing, balancing, etc.  

• Constitution: Used for saves to resist poison, sickness, 
cold, etc. A PC has as many item slots as their Constitu-
tion defense, as many Stamina Points (tokens to spend 
on spells, stunts, and quick movement) as their empty 
item slots, and Hit Points equal to their Constitution 
bonus + 4, gaining 4 more each level. 

• Intelligence: Used for saves requiring concentration 
and precision, such resisting magical effects, recalling 
lore, crafting objects, tinkering with machinery, etc. PCs 
can master as many spells as their Intelligence bonus. 

• Wisdom: Used for saves requiring perception, intui-
tion, and patience, such as seizing initiative in combat, 
tracking, navigating, detecting illusions, etc.  

• Charisma: Used for saves requiring confidence and 
social skills, such as persuasion, deception, interroga-
tion, intimidation, provocation, etc. PCs can return 
from death as many times as their Charisma defense, 
and slain PCs can add their Charisma bonus to allies’ 
rolls each round until they resurrect. 

Designer’s Note: Dexterity governs ranged attacks due to com-
mon associations from soulslike games and beyond. Intelligence 
governs spell slots separately from item slots in a nod to soulslike 
games, and to encourage specialization over time. Wisdom is a 
popular dump stat, but useful to all characters for initiative. 
Charisma is another tempting dump stat (especially in a world 
with few chatty strangers), but a sense of self and connection to 
others is what keeps the soul going. 

Item Slots 
PCs have a number of item slots equal to their Constitu-
tion defense. Most items, including (unused) spell texts, 
potions, light weapons, tools, and so on, take up 1 slot. 
Particularly heavy or bulky items, like armor or medium to 
heavy weapons, may take up more slots. Groups of small, 
identical items may be bundled into the same slot, at the 
referee’s discretion. The souls you seize from enemies and 
claim as treasure are weightless motes of light, and take up 
no slots. As a general guideline, a slot holds around 5 
pounds of weight. 

Designer’s Note: If you want to connect item weight more to 
Strength but don’t want to tie Stamina totals to Strength, consid-
er mandating that PCs make attack and defense rolls at a 
disadvantage when using weapons or armor that require more 
item slots than their Strength bonus. 

Saving Throws 
If a character attempts something where the outcome is 
uncertain and failure has consequences, they make a sav-
ing throw, or “save.” To make a save, add the bonus of 
the relevant ability to a d20 roll. If the total is greater 
than 15, the character succeeds. If not, they fail. 

If the save is opposed by another character, then instead of 
aiming to exceed 15, the side doing the rolling must get a 
total greater than the opposing character’s relevant defense 
score in order to succeed. If they fail, the opposing side 
succeeds. This type of save is called an opposed save. Note 
that it doesn’t matter which side does the rolling, since the 
odds of success remain the same.  

Example: Lavitz casts a fireball spell at a jailer, who gets a sav-
ing throw to avoid. This is resolved as an opposed save using 
Lavitz’s Intelligence versus the jailer’s Dexterity. The jailer may 
roll plus their Dexterity bonus, hoping to exceed Lavitz’s Intelli-
gence defense, or Lavitz may roll plus his Intelligence bonus, 
hoping to exceed the jailer’s Dexterity defense. 

If there are situational factors that make a save significant-
ly easier or harder, the referee may grant the roll 
advantage or disadvantage. If a roll has advantage, roll 
2d20 and use the better of the two dice. If it has disad-
vantage, roll 2d20 and use the worse of the two dice. 

Reactions 
When the PCs encounter an NPC whose reaction to the 
party is not obvious, the referee may roll 2d6 and consult 
the following table. 

2 3-5 6-8 9-11 12 
Hostile Unfriendly Unsure Talkative Helpful 

Combat 
At the start of each combat round, PCs make a Wisdom 
save to determine initiative order. Those who succeed act 
before enemies; those who fail act after. 

Designer’s Note: If you’re not overly concerned about the utility 
of Wisdom, you might try Knave’s initiative rule—roll d6 each 
round, with monsters acting on 1–3 and players on 4–6. You 
might use d4 for especially quick enemies, or a d8 or higher 
when the PCs are quicker.  

On their turn, a character may move their speed (usually 
40ft) and take up to one combat action. This action may be 
casting a spell, making a second move, making an attack, 
attempting a stunt, or any other action deemed reasonable 
by the referee. They may also elect to hold their move 
and/or action until later in the round, declaring what they 
do in reaction to an enemy’s action (or anticipated action). 

Designer’s Note: Holding actions can get a little fiddly, but care-
ful timing and split-second decision making are crucial to the 
tactical combat soulslike games are known for. 

Melee weapons can strike adjacent foes, but ranged weap-
ons cannot be used if the shooting character is engaged in 
melee combat. To make an attack, roll a d20 and add the 
character’s Strength or Dexterity bonus, depending on 
whether they are using a melee or ranged weapon, respec-
tively. If the attack total is greater than the defender’s 
Armor defense, the attack hits. If not, the attack misses. If 
an unarmored target of an attack can move freely, they can 
use their Dexterity defense instead of their Armor defense. 

Alternatively, an attack roll can also be resolved by the 
defender rolling a d20 and adding their Armor bonus (or 
Dexterity bonus), hoping to roll a total greater than the 
defense of the ability the attacker is using. If they succeed, 
the attack misses. If they fail, the attack hits. 



On a hit, the attacker rolls their weapon’s damage die to 
determine how many Hit Points (HP) the defender loses. 
A bonus damage die of the weapon’s type may be added to 
the roll if the ideal weapon was used against an enemy type 
(for example, a blunt weapon vs. a skeleton). 

Designer’s Note: These rules add the option to defend with Dex-
terity if unarmored, attempting to simulate different approaches 
to defense in soulslike games—traveling lightly and dodging a 
lot on the one hand, or loading up in heavy armor and absorb-
ing hits on the other hand. My hope is that a simple stat 
substitution feels good enough without adding too much com-
plexity, but if you really want to lean into simulating damage 
reduction and dodging capabilities, you might forego the Armor 
score entirely. Instead, make attacks against Dexterity defense, 
or Strength defense if the target could reasonably block with a 
shield. Armor, helmets, and shields could then each serve to re-
duce damage, allowing their bearer to mark off 1 quality to 
reduce the damage from any attack (perhaps to 0, 1, or a d4). 

Death 
When a character reaches 0 HP, they are dead. If it’s a PC, 
increase their death count by 1. If a PC’s deaths exceed 
their Charisma defense, their soul is too damaged to 
properly animate their body, leaving them a remnant—
they may go through the motions of what they did in life, 
but they are no longer truly connected to the world around 
them, and their fragmentary soul may even become per-
manently untethered from the body to be traded as coin. 
Their player should make a new character to be introduced 
as soon as possible.  

If a killed PC’s deaths do not exceed their Charisma de-
fense, however, they are soon resurrected, rising bodily or 
mysteriously reappearing alongside allies as soon as the 
group is safe. While their allies are still in a dangerous 
situation, the killed PC’s spirit can still inspire them: Once 
per round, the killed PC’s player can add their Charisma 
bonus (or a d12, their call) to any roll made by another 
player, before or after their roll.  

Designer’s Note: Unconsciousness rules have been removed, 
given that death is usually pretty temporary. And since death 
may be semi-frequent, due to the increased likelihood of combat 
compared to other OSR games, but you can’t just go back to play-
ing on your own like you can when you get killed during Dark 

Souls multiplayer, the rules for dead spirits give players some-
thing to do to stave off boredom. It’s up to you whether the 
“spirit” is simply a moment of inspiration in an affected PC’s 
heart, or a literal phantom that appears to guide allies in need. 

When the killed PC does finally return bodily, their player 
chooses a death mark fitting the cause of death (e.g., 
Charred when killed by dragon breath), or rolls for a ran-
dom death mark on the table below. Death marks are 
cumulative, so if a character gets two that seem contradic-
tory, adjust or reroll as needed. 

1. Pupilless eyes 
2. Unnatural discoloration 
3. Uncontrollable shiver  
4. Shedding gray dust 
5. Translucent skin 
6. Ever-crackling joints 
7. Misshapen form 
8. Cadaverous figure 
9. Gangrenous flesh 
10. Putrid stench 

11. Flaying skin 
12. Withering flesh  
13. Rigor mortis  
14. Ever-bleeding wounds  
15. Tears of blood 
16. Softly echoing voice 
17. Riddled with maggots 
18. Beetles scuttle over body 
19. Spiders crawl from face 
20. Coughing grave dirt 

Carried items usually make the trip back with resurrected 
characters, but carried souls instinctively seek to cluster 
with other souls. Souls might thus remain at the spot 
where a character died, or might rush toward whoever or 
whatever killed their former bearer. Likewise, when PCs 
slay an enemy, the enemy’s souls scatter, spreading evenly 
between all members of the group. 

Designer’s Note: Make sure that even—or especially!—PCs who 
died during a fight get a share of the souls after victory. I could 
make up some lore reason for why, but ultimately it’s about not 
being a jerk and making sure everybody has fun. 

Stunts 
Stunts are combat maneuvers such as stunning, shoving, 
disarming, tripping, sundering armor, and so on. They are 
resolved with a versus save. They may not cause damage 
directly, but may do so indirectly (for example, pushing an 
enemy off of a ledge). The referee is the final arbiter as to 
what stunts can be attempted in a given situation. 

When a character has advantage against an opponent on 
their combat turn, they may forego the extra die on their 

attack or defense roll in order to perform a stunt as part of 
or in addition to another roll.  

Example: Ham has hobbled a berserker. When the berserker 
charges, Ham could dodge at an advantage—but instead, she opts 
to roll only one die to attempt to dodge, claiming the opportunity 
to attempt to trip the berserker as he runs past. The referee de-
cides it makes sense for Ham to roll for both dodging and 
tripping separately—either, both, or neither could work. 

Stamina 
PCs have a number of Stamina Points equal to their empty 
item slots, allowing them to draw upon reserves of energy 
as needed. Consider these suggested uses. 

Effort: Given time to prepare (and thus likely forfeiting 
initiative), add +1 per Stamina spent to an attack roll, 
dodge roll, or damage roll.  

Stunts: Stamina can be traded away like the bonus die 
from an advantage in order to attempt a stunt in addition 
to or in combination with another roll. 

Casting: Most spells cost as many Stamina Points as their 
level to cast, as described in the Magic section below. 

Rushing: Take an extra move on your turn, or jump initi-
ative order to take your action before enemies, potentially 
even interrupting their action. 

Players might suggest spending Stamina (or extra Stamina) 
to make creative use of items and spells beyond their usual 
capabilities, such as swinging a long weapon to hit all adja-
cent foes, or using a lightning spell to make someone drop 
a blade. The referee may evaluate on a case-by-case basis. 

Designer’s Note: Stamina represents a significant change to the 
rules of Knave, meant to encourage more tactical combat, and 
give would-be wizards and thieves an excuse to wear lightweight 
gear. To keep things running smoothly, consider only calculat-
ing maximum Stamina totals outside combat or when PCs insist 
on adding an item to their character sheet, rather than making 
players edit their inventory and shuffle around tokens every 
time they pick up a rock to throw. If these rules are too fiddly, 
but you still want an “effort” mechanic, consider giving players 
as many “Focus” tokens as their Wisdom bonus, with no consid-
erations for inventory capacity. If you try one approach or the 



other, please let me know—I suspect it’s the most potentially 
problematic rule added here. 

Critical Hits and Quality 
During an attack roll, if the attacker rolls a natural 20 or 
the defender rolls a natural 1, the defender’s armor loses 1 
point of quality and they take an additional die of damage 
(of the weapon’s type). If the attacker rolls a natural 1 or 
the defender rolls a natural 20, the attacker’s weapon loses 
1 point of quality. At 0 quality, the item is destroyed. Each 
point of quality costs 10% of the item’s cost to repair. 

Morale 
Monsters and NPCs all have a morale rating, usually be-
tween 5 and 9. When they face more danger than they 
were expecting, the referee will make a morale roll by 
rolling 2d6 and comparing the result to the NPC’s morale 
rating. If the roll is higher than the rating, the NPC will 
attempt to flee, retreat, or parley. Morale rolls can be trig-
gered by defeating half of an enemy group, defeating a 
group’s leader, or reducing a lone enemy to half HP. Other 
effects may trigger a morale roll at the referee’s discretion. 

Hirelings also make morale rolls when they aren’t paid, 
their employer dies, or they face extraordinary danger. 
Morale may also be improved by paying hirelings more 
and treating them well. 

Rest 
Resting for even a few minutes outside danger restores all 
Stamina Points. Resting at a safe haven also restores all lost 
Hit Points, and offers an opportunity to prepare new spells 
and advance in level. HP and SP can also be regained by 
consuming curatives and through some magic effects. 

Designer’s Note: The dead do not need to eat or sleep, so resting 
rules have been adjusted to omit shorter rest effects. 

Monsters 
All monsters from OSR bestiaries should work as-is in 
Grave with no major conversion needed. Here are some 
guidelines. 

Hit Dice/Hit Points: All monster hit dice can be assumed 
to be d8s unless otherwise specified. To get the monster’s 
Hit Points, just multiply the number of hit dice they have 
by 4 (or 5 if you’re feeling mean.) 

Armor: Monster AC (if ascending) is identical to Armor 
defense. If the AC is descending, subtract it from 19 (if it is 
from OD&D or B/X D&D) or from 20 (if it is from 
AD&D) to find its ascending equivalent. 

Attack Bonus: Any attack bonus given is unchanged, and 
can be added to both melee and ranged attacks. If an attack 
bonus is not given, assume that it is the same as the mon-
ster’s number of hit dice. 

Damage: Damage remains the same. 

Morale: Morale rating remains the same. 

Saves: Since OSR monsters usually don’t come with ability 
scores, assume that monsters have ability bonuses equal to 
their level, with the corresponding ability defenses. 

Stamina: The referee need not manage SP for NPCs and 
monsters’ special abilities and spells, but it might be used 
to jump initiative order or perform extra stunts. Groups of 
creatures get ½ SP per member, up to a maximum of 5. 
Solitary creatures get SP equal to their HD. 

Example: A 4 HD monster would have a bonus of +4 and a de-
fense of 14 in abilities by default, unless modified by the referee. 

Advancement 
PCs gain levels by “spending” (or really, subsuming) a 
number of souls at once equal to 1000 × their current level 
while in a safe haven. (Souls spent toward other purposes, 
such as purchasing equipment, do not count toward ad-
vancement.) Souls are most often found hoarded by 
demons as treasure, lingering on the lifeless bodies of those 
who have faded too much to interact with the world, or in 
the possession of predators, murderers, and thieves. Slay-
ing a being yields all the souls they had carried and not yet 
subsumed themselves, but it may not yield their soul—a 
soul must be terribly faded or terribly corrupt to be per-
manently wrested from its owner’s body, even in death, so 
killing an enemy may not dispatch them permanently. 

Designer’s Note: Souls as both coin and experience offers an in-
game explanation for the classic “XP for gold” advancement 
mechanism. The higher XP requirement compared to Knave 
aligns more closely to other OSR games—and, more importantly, 
encourages hunting increasingly powerful foes. 

When a PC gains a level, they raise the defense and bonus 
scores of 3 different abilities of their choice by 1 point. 
They also adjust their HP total, which is always 4 × their 
level, plus their Constitution bonus.  

Designer’s Note: This approach makes advancement more pre-
dictable, in keeping with soulslike video games, but as with 
Knave, you can also opt to raise HP and abilities randomly: For 
abilities, roll a d20 for each in any order, raising that ability by 
1 if the roll is under that ability’s defense, cycling through the 
abilities until three have advanced; and for HP, roll a number of 
d8s equal to their new level to find their new maximum, adding 
+1 if the result is less than their previous maximum. Or alterna-
tively, as noted earlier, HP = Constitution defense + level. 

Each time a PC advances beyond level 10 or raises an abil-
ity beyond +10 bonus/20 defense, they risk becoming 
something other than human. Roll a d20 for each level or 
ability bonus they have over 10, taking the lowest result:  

Over highest ability bonus and/or level:  Gain a vice, below. 

On or under that number: The referee describes how the PC 
grows larger and/or bestial. Roll also for a vice, below. 

Natural 1: Their soul is corrupted by power, and the PC 
becomes an NPC (probably to return later as a boss for the 
rest of the party to fight). Roll a random vice below, which 
they come to epitomize to horrific excess. 

1. Aggressive 
2. Arrogant 
3. Bitter 
4. Cowardly 
5. Cruel 

6. Deceitful 
7. Flippant 
8. Gluttonous  
9. Greedy 
10. Irascible 

11. Lazy 
12. Nervous 
13. Prejudiced 
14. Reckless 
15. Rude 

16. Suspicious 
17. Vain 
18. Vengeful 
19. Wasteful 
20. Whiny 

Designer’s Note: You could alternatively keep the original rule 
from Knave capping PC level and abilities at +10/20, but this 
approach connects to themes of the corrupting influence of pow-
er, and offers one explanation for why the corrupted heroes of 
yore you encounter in soulslike games tend to be so darn big. 



Magic 
The spell lists from any old-school RPG should work in 
Grave, provided that they go up to 9th level. There are 
many free lists of classic spells available online, including 
Knave’s list of “100 Level-less Spells”—each technically 
level 1, but able to be cast at higher levels for greater effect. 
Following this section is three lists of spells themed espe-
cially for the type of play Grave is geared toward, each 
hailing from a different tradition in its implied setting, and 
each denoted as level 1, 4, or 7. 

In Grave, PCs may only cast spells of their level or less, so a 
level 3 PC could only cast spells of level 0 to 3. PCs can 
learn any number of spells, but are limited in how many 
they can have ritually prepared to cast at any time. Each 
spell they prepare takes up as many spell slots as its level, 
with PCs having as many slots as their Intelligence bonus. 
Replacing prepared spells is a lengthy and involved en-
deavor, requiring time in a safe haven. 

Example: Namora has a +8 Intelligence bonus and is level 3. She 
can learn level 1, 2, and 3 spells, and can have 8 combined levels’ 
worth of spells prepared in spell slots at once. She chooses a level 
3 spell, a level 2 spell, and three level 1 spells.  

Designer’s Note: To encourage players to distribute spells be-
tween them, it also might be worth limiting the total number of 
known spells to the PC’s Intelligence defense. Learning a new 
spell when a PC has reached their maximum would displace 
another spell, potentially at random.  

To cast a spell, a PC must have at least one open hand, or 
be holding an item usable for casting. Casting typically 
costs as many Stamina Points as the spell’s level. Provided 
that the PC has enough Stamina to spend, they can cast any 
given spell any number of times before resting. If you use 
“level-less” spells that can be scaled based on the caster’s 
level, the spell is considered to have whatever level you 
choose to scale up to; you can choose lower than your own 
level if you want to save Stamina.  

Designer’s Note: If you don’t want to require spell casters to 
invest so much in Constitution, consider allowing PCs to de-
crease the stamina cost of a spell by 1 for each round they spend 
in total concentration, making it possible to cast higher level 
spells at some risk in combat, and more easily outside combat.  

A spell text takes up 1 item slot until someone commits to 
learning the spell(s) it contains. Once learned, the text is 
rendered inert. PCs are unable to create, copy or transcribe 
spells, and only a single character can learn a spell from 
any given text—but rare NPC mentors know of rituals, 
powered by the expenditure of souls, that can share their 
spell knowledge with pupils. Otherwise, the only way to 
gain new spells is to find their texts, whether recovered 
from dungeons or purchased from merchants. The higher 
the level of the spell, the rarer and more valuable it is.  

Designer’s Note: By having spell texts effectively act as consum-
able items, and having PCs very limited in how many spells they 
can have prepared at once, players must decide who gets each 
spell they find. This encourages specialization and variety.  

When a spell directly and negatively affects another crea-
ture, make an opposed Intelligence save against the 
defender’s relevant ability, usually Dexterity for ranged 
attack spells, Constitution for life-draining spells, Intelli-
gence for mind-altering spells, or Wisdom for illusions. 
Success reduces or negates the spell’s effects. Unless oth-
erwise noted, all spells with ongoing effects last up to L×10 
minutes or until voluntarily canceled, and have a range of 
up to 40 feet. 

Designer’s Note: If you wish to further specialize different sorts 
of spell casters, you might let PCs cast Wizardries (wizard 
spells) with Intelligence, Miracles (cleric spells) with Wisdom, 
and Witchcrafts (warlock and sorcerer spells) with Charisma. 

Wizardries 
1. Astral Arrow (1). Fire starlight from an open hand 

or focus for d6 damage (arrow-range). 
2. Disguise (1). Resemble anything roughly your own 

size. This is canceled if you attack, defend, take dam-
age, or use SP. 

3. Figment (1). Conjure an illusory object or being, 
choosing 1 for each SP spent: loud; complex; able to 
move away from its original location. 

4. Hedge Magic (1). Create a brief, harmless, noticeably 
supernatural effect (e.g., make a voice echo; cause a 
brief gust of air; conjure a pale glow like torchlight). 

5. Locate (1). Hold to know the path to a person or ob-
ject you can name and picture.  

6. Read Mind (1). Hear 1 target's thoughts and/or share 
yours (alerting them to intrusion). They can save us-
ing their Intelligence to shut you out. 

7. Sharpened Starlight (1). Conjure a weapon of pure 
starlight in an open hand (d8 damage, 0 slots, 1 quality), 
or touch a weapon to deal an extra d4 damage on its 
next successful attack. 

8. Second Sight (1). Sense ambient magic and see in the 
dark with glowing eyes. 

9. Spectral Servitor (1). Hold 1 to conjure an invisible, 
unthinking spirit that can carry as many items as your 
WIL, even heavy items, floating just behind you. 
Spend 1 to retrieve an item from the servitor in a 
dangerous situation. 

10. Warding (1). Use Intelligence instead in place of Ar-
mor or any other ability to defend against an 
incoming attack or supernatural effect. 

11. Astral Body (4). Step out of your body as a luminous 
spirit that can float at walking speed. Ignore physical 
attacks; other incoming attacks have an advantage. 

12. Invisibility (4). Make a target invisible. This is can-
celed if they attack, defend, take damage, or spend SP. 

13. Precognition (4). Immediately reroll a die (except a 
reroll from this spell), up to once per round. This does 
not require using an action. 

14. Psychic Force (4). Exert as much force mentally as 
you could physically. Spend double SP to double 
force—smash doors, hurl targets, etc. 

15. Starlight Spear (4). Blast from an open hand or 
spellcasting item for d10 damage (throw-range). 

16. Transmute (4). Convert a few cubic feet of inanimate 
material into a similar material (e.g., lead to gold). 
Spend double SP for more dramatic shifts (e.g., lead to 
quicksilver). 

17. Dying Star (7). Make a contested save between your 
Constitution and the Dexterity of all exposed targets 
in arrow-range who are capable of diving for cover. 
Those who fail (or can’t save) take damage equal to 
your roll, or are disintegrated if their HD is under 
your level; those who succeed take half damage.  

18. Mirror Self (7). Create a duplicate of yourself, with 
the option to spend +1 SP for each additional dupli-
cate. Each duplicate is you, not an illusion—all are 
mentally linked, with a shared pool of HP and SP be-



tween you. If a duplicate dies, you die. When you can-
cel the effect, decide which duplicate is now you. 

19. Time Lock (7). Freeze 1 target in time whose HD 
does not exceed your Intelligence bonus. They cannot 
act, and nothing can affect them in this state. Higher 
HD targets may be paused for a split second by this. 

20. Void Step (7). Step anyplace you can see; this can be 
used as part of your move instead of an action. Use an 
action to concentrate before casting to step anyplace 
you have been. In either case, anyone up to 3 steps 
behind you can follow within 3 seconds. 

Miracles 
1. Abjure (1). Drive away a target no larger than you 

until they succeed a contested save on their turn. 
Cannot be used on a target twice, but you can use on 
several at once. 

2. Confessional (1). Sense whether a statement just 
spoken was truthful, or force target to save vs. blurt-
ing the truth as they know it in answer to a direct 
question just asked. 

3. Guidance (1). Once a day, ask a question to receive a 
vision in d6 words. 

4. Holy Light (1). Cast a radiant glow around you. 
Spend 3 SP to glow so brightly that all must avert 
their gaze from you or risk being temporarily blinded. 

5. Last Rites (1). Cast reaction to a killing blow against 
an ally, no action needed; they survive with 1 HP. 
They die after a number of rounds equal to your level, 
or upon losing all HP, whichever is first. 

6. Lay on Hands (1). Restore d6 HP to a target with 
fewer than 6 HP. 

7. Levitation (1). Float 1ft off the ground, and slowly 
glide instead of falling. 

8. Oath (1). Make a promise to, or agreement with, an-
other willing party. Specify a penalty for breaking it. 
The spell exacts that penalty upon whoever breaks the 
oath first, if ever. 

9. Purify (1). Gesture to clear a person or object of all 
poisons, diseases, and toxins. 

10. Sanctuary (1). While resting someplace safe, you 
may declare that place a sanctuary. Use an action to 
transport yourself to a declared sanctuary, +1 SP for 
each ally in sight or earshot you wish to take. 

11. Fortitude (4). Grant a bonus to your level, divided 
among targets however you like, to the Armor of any 
allies in arm's reach at the time of casting. A target can 
only benefit from one casting of this spell per day. 

12. Infusion (4). Grant up to 10 HP to a target you can 
see, potentially above their maximum. When the ef-
fect wears off, the target takes damage equal to the 
amount of HP this spell granted. 

13. Might (4). Add your Wisdom bonus to your Strength 
for one roll. 

14. Smite (4). Hurl lightning from an open hand for d8 
damage, attacking with advantage against metal-
bearing targets. 

15. Soothe (4). A creature you and your allies have not 
threatened tests Intelligence or else shifts in attitude 
from hostile to wary, or wary to neutral. Cannot cast 
twice on the same target. 

16. Thunderclap (4). All others in earshot test Wisdom 
or are deafened and unable to act or spend SP until 
your next turn begins. 

17. Open the Sky (7). Change weather by your next turn, 
spending +1 SP for each effect beyond the first: rain; 
hail; snow; winds; extreme heat or cold; or lightning (tar-
gets bearing metal roll d8 on their turn and take damage 
equal to an even roll). 

18. Peacemaking (7). No one nearby can attack until 
after your next turn. 

19. Regeneration (7). Touch a target to heal 1 perma-
nent injury or to reduce deaths and signs of decay by 
1. They lose 1 level and 1 Constitution (down to a 
minimum of 1 each). 

20. Sun Rays (7). Attack all (and only) enemies you can 
see for d8 damage. 

Witchcrafts 
1. Animation (1). Allow an object to move on its own, 

within physical limits, and obey simple commands. 
Often used on rope, or wicker effigies. 

2. Charm (1). Make a non-hostile target save or else 
treat you as a friend until you release them or prove 
otherwise. Afterward, they realize what you did. 

3. Chill (1). Touch to freeze an object, making it brittle, 
or to make an attack for d6 damage that paralyzes a 
target until you let go or they save on their turn. 

4. Familiar (1). Summon an obedient cat, raven, or 
other small creature (1 HP). Spend 1 SP to issue a 
command. It remains with you until dismissed or de-
stroyed. 

5. Flame (1). Conjure fire in an open hand, or throw it 
as an attack for d6 damage. 

6. Frenzy (1). Cast when you shed a target's blood, in-
cluding nicking yourself for 1 HP. Until out of 
combat, attacks and damage rolls by and against them 
are at an advantage. 

7. Jinx (1). Make a foe reroll any roll. Casting does re-
quire using an action, whether held or moved up in 
initiative order by spending SP. 

8. Overgrowth (1). Issue a command to living plants 
(e.g., bind them; take shape of....). 

9. Swarm (1). Locusts, rats, bats, or other tiny creatures 
pour from your clothes or mouth. Effects are unpre-
dictable, but likely include d4 damage attacks and 
disadvantage to others in the area. 

10. Watershaping (1). Control the flow of water, or 
conjure or move thick fog. 

11. Scry (4). Look into a reflection to observe a person or 
place you name. 

12. Blaze (4). Spray flame for d10 damage to all within 
spitting distance of point of impact. 

13. Metamorphose (4). Take on a visible but useful ani-
mal feature (e.g., claw attack; snout with enhanced 
smell; natural climber).  

14. Miasma (4). Conjure dark cloud; if inhaled, save Con-
stitution, or go into a coughing fit and take damage 
equal to the number on the die. 

15. Sleep (4). Put a target with HD no higher than your 
level to sleep, spending +1 SP per additional target. 
They may save with Intelligence to resist. Noises or 
pain may wake them. 

16. Stoneshaping (4). Slowly move and reshape un-
worked stone; spend 1 SP during the duration of the 
spell effect for more sudden actions (e.g., hurl a rock 
for an attack; open a fissure). 

17. Darkshaping (7). Twist shadows into solid form—
e.g., weapon (d8 damage), armor (14 defense), tendrils 
(grab targets), etc. 

18. Malediction (7). Make a contested save against a 
target’s Constitution. If they succeed, apply a merely 
disadvantageous effect (e.g., wracking pain; blindness); 



on failure, apply a debilitating effect (e.g., paralysis; pet-
rification; turn into a frog).  

19. Possession (7). Take control of a target that meets 
your gaze. Use your turn and theirs to make them act, 
effectively leaving your own body. They can save after 
any action you force upon them (aside from deliber-
ately taking no action) to attempt to break free. 

20. Summoning (7). Call forth a named demon; d4 
names are included with the spell's text, each with 
abilities and spells determined by the GM. It follows 
your commands literally, and will turn on you if pos-
sible. Make a contested save vs. Charisma banish it 
without accidentally freeing it. 

Artifacts 
1. Basilisk Tooth. Or at least a dagger carved to look 

like one (d6 damage, 1 slot, 3 quality). Petrifies target 
on a critical hit or max damage. 

2. Breakable Bond. A gold ring. When you are killed 
while allies still fight, your tangible spirit separates 
from your body, fully equipped and with full HP. Af-
ter the fight, or if killed again, you experience death 
and resurrection as usual. If you willingly abandon an 
ally in need, the ring breaks irreparably. 

3. Diabolist's Vestments. Black robes that force de-
mons to hesitate 1 round before attacking, offering a 
chance to open negotiations. 

4. Eagle Eye Ring. You can see as far as if you were 
using a spyglass. Grants an advantage to long-range 
attacks, given a moment to line up a shot. 

5. Silverwing Shield. Attaches to the back and folds 
into place as a wing might on an angel. Use as a shield, 
leaving hands free (+1 armor, 1 slot, 1 quality). 

6. Executioner's Glass Eye. Replace one of your own 
eyes with it. Squint at someone as they speak to sense 
whether they mean to kill you or innocents. 

7. Gravestone Chip. Use an action to transport yourself 
to any burial site you have visited. 

8. Hands of Saint Regulus. Replace your hands with 
these to make your unarmed attacks deal d8 damage, 
with advantage against unholy targets. 

9. Horned Helm. A helm with ram horns (+1 defense, 1 
slot, 1 quality). Headbutts deal d6 damage and knock 
down human-sized targets. 

10. Kingfisher Brooch. You can snatch small items from 
the air or water with ease. Spend 1 SP to safely catch a 
projectile aimed near you, no roll needed. 

11. Pale Blade. A softly glowing, translucent sword (d8 
damage, 2 slots, 3 quality). Ignores cover and armor; 
targets that rely on armor are considered to have 11 
armor defense. 

12. Phantasm Larva. Hold with tongue on roof of 
mouth to hear nearby thoughts as ongoing murmur-
ing. Make a Wisdom save to make out one "voice," or 
to not swallow if attacked. 

13. Ring of the Vicious Mongoose. When you react to 
an enemy’s attack by counterattacking with a held ac-
tion, or by rushing them by spending SP, you may 
grapple with them automatically if you hit. 

14. Ring of the Wily Serpent. While you carry no items 
requiring more than a single item slot, roll to dodge 
with an advantage. 

15. Ritual Knife. A black, serpentine dagger (d6 damage, 
1 slot, 3 quality). With the knife in one hand and an-
other hand empty, the user can spend their HP in 
place of SP to cast spells. 

16. Rod of Office. Can be used to command humanlike 
target to kneel, lay down arms, or flee (save user’s 
Charisma vs. target’s Intelligence).  

17. Spacious Satchel. Can stow an impossible number of 
small items, but retrieving items from it requires root-
ing around for several minutes with decent lighting. 

18. Squirrel's Bracelets. Climb surfaces with finger-
holds as easily as walking. 

19. Tiny Steeds. Quartet of wooden horse figurines that 
can all fit in a single belt pouch. Grip one and concen-
trate to make it grow into a mount until commanded. 

20. Waxen Hand. Can be used to cast wizardry and 
witchcraft. When you roll a 1 with it (or whenever 
you choose), it casts a spell at random. Fingers move 
when not in use, making arcane signs. 
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