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Chapter 1: Start
“There’s a sentry.”
“Yeah, I see ‘em,” Ez said. “Tojo smelled ’em before we got here.” The spry young woman instinctively 

drew a pair of daggers. 
Craw quickly knocked an arrow, training it on the lone goblin standing watch outside the cave’s mouth. 

“I can’t guarantee a shot. We’re too far and there’s a strange shimmer in the air. Some sort of fae magic. 
“Fucking, fae,” The young woman muttered, sporting a wry smile. She didn’t look at Craw, but she 

could feel him tense. Ez was always amused by the woodsman’s discomfort when she swore, and how he 
strained to suppress showing it. “Tojo and I got this.” She patted the dog on his taut flank with the flat of 
her blade. The muddled furred mutt glided through the underbrush with a start, already anticipated Ez’s 
command. Tojo hates goblins. 

Craw looked down at the young woman, his pocked face frowning. “We should wait for the dwarves 
and the wizard. They’ll know how to counter that magic.”

But Ez was having none of that. Before Craw’s sentence ended, she was sneaking through the foliage, 
following her dog. “When have we ever waited?” She shot back with a quick wink. 

“Shit,” Craw hissed. 
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elcome to the Delve Multiverse. For many 
of you, this game will seem either strangely 
familiar or familiarly strange. For the rest of 
you, allow me to explain.

Delve is a turn-based narrative fantasy roleplaying game, 
often referred to as a tabletop RPG or just an RPG. Games 
of this ilk have been around since 1974 when it’s progenitor, 
and most significant commercial success, Dungeons & 
Dragons, saw release. In this type of game, players gather 
and then share stories of fantasy adventure using a common 
set of rules. Typically, one player crafts the stories and then 
presents them to the players while adjudicating the game’s 
rules. In this game, that player is called the Delve Master. The 
other players take the role of those stories’ protagonists—the 
Heroes. These players can create their own Heroes or play 
one that has already been created using these rules. These 
Heroes participate in an adventure or a series of adventures. 
As they accomplish goals, the Heroes achieve new levels of 
power, gain greater talent, procure more treasure, and rise in 
prestige, all so that they can face even greater challenges and 
push the story forward. The story stops whenever you want 
it to end. It can be played as a one-time play session, over 
years, or any amount of time between. That’s up to you and 
your group.

If you’re new to this type of game, start by creating 
a Hero. Your Hero is your alter-ego, a person in the 
Multiverse with a background, a personality, and goals 
that you portray. The first six chapters of this book teach 
you how to create a Hero, with one chapter for each step. 
With the step provided in each chapter, you’ll make a small 
number of choices about your Hero, and then note these 
choices on a scrap bit of paper or a Hero sheet. You can 
find a blank Hero sheet on the last page of this chapter.

As you scroll ahead, don’t fret. Delve might seem 
like a complicated game, but you don’t need to know all 

W

of it to play. You only need to know a small set of rules to 
create, play, and advance your Hero. 

Maybe you’re more ambitious. Perhaps you want to play 
as the Delve Master! That’s good because each game needs 
one. In that case, it’s best to skim the first six chapters to 
get an idea of what Heroes in Delve are capable of, then 
skip on to Chapter 7: Play and Chapter 8: Mastering after 
reading this chapter. Play contains all the rules for playing 
the game, while Mastering teaches you how to create and 
present stories in the Delve Multiverse. Playing as Delve 
Master is more challenging and time-consuming, but it’s 
also extremely gratifying, as you get to shape the stories 
and play everyone except the Heroes. 

Basic Rules
When playing Delve, you participate in a story or a series of 
stories, sometimes called a campaign. You play these stories 
during one or more sessions, getting together with friends, 
either in person or virtually. A session typically lasts one 
or more hours and can serve as distinct story or as one or 
more acts or scenes in an extended story. During a session, 
the Delve Master presents the setting and details. The other 
players decide how their Heroes act, using their wits and 
their Heroes’ talents to affect the environment and the other 
actors in the story—notably Allies, Enemies, and Bystanders. 
The Delve Master plays all their other actors in the story, as 
it’s their job to breathe life into the story and its challenges.

Each actor is represented by several attributes, each of 
which is a measure of the actor’s abilities.

Attributes
Attributes measure raw talent and training. Understanding  
this game starts with an understanding attributes. There 
are three general types of attributes: primary attributes, 
defenses, and secondary attributes.

Delve
A Game for 3 to 7 players.

One player, the Delve Master, presents 
and run the stories, while the other 
players play the Heroes. 

Game sessions can be 1 or more hours 
long.

You need these rules, a set of standard 
dice (at least one 4-, 6-, 8-, 10-, 12-, 
and 20-sided dice), as well as a large 
play map with one-inch squares and 
pawns or miniatures, or some way to 
replicate these digitally. 

W
W

W

W

Step 1: Boost Attributes
All your primary attributes start with a score 
of 1. You then have seven boosts to increase 
your attributes. Each boost increases the 
Primary Attribute by 1, but you can’t put more 
than three of these boosts in a single primary 
attribute. Instead of assigning your boosts 
now, you can decide to do so at another point 
during character creation but keep tracks of 
these boosts separately and abide by their 
limitation whenever you decide to apply them.

1
Start
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Primary Attributes
All actors in Delve, including Heroes, have at least one 
of the following primary attributes, and most, including 
Heroes, have all of them. These six primary attributes 
are the core of your Hero’s abilities. They measure innate 
ability and experience. When you roll a die to determine 
success or failure, you’ll add one of these attributes to the 
roll. They’re sometimes used as prerequisites for powerful 
talents and challenges, and they inform defenses and many 
secondary attributes.

The six primary attributes are:
Agility is a mix of poise, dexterity, and swiftness. First 

of the three physical primary attributes, Agility is added to 
Agility Defense and sometimes to Armor. Some weapons, 
such as bows or finesse melee weapons, rely on Agility for 
accuracy and potency. Boost Agility if you want to be light 
of hand, sneaky, and quick of foot. 

Endurance determines your general fortitude and 
physical tolerance. It’s a mix of strength, heartiness, and 
grit. Endurance is the second physical attribute. It’s added 
to Endurance Defense and sometimes Armor. Boost 
Endurance if you want to be as tough as nails and shrug off 
physical punishments and the effects of toxins.

Might determines your skill in performing feats of 
athleticism and raw physical power. It’s a mix of power, 
grace, practice, and physical discipline. Might often makes 
you better at attacking your enemies with most weapons 
or fists, increasing those attacks’ accuracy and the damage 
you when you hit. Might is the last of the of the three 
physical attributes. Boost Might if you want to hit hard 
and accomplish amazing physical exploits.

Awareness is a measure of your senses and judgment. 
Awareness mixes the potency of observation and the power 
of intuition. Awareness is the first of the three mental 
attributes and is added to Awareness Defense. Boost 
Awareness if you want a better chance to spot what’s hard 
to see and you want a powerful force of insight. Divine 
spellcasting is keyed to Awareness. 

Charm determines your ability to sway others and 
measures your intrinsic luck. You can use it to start a 
parley, get a better deal, or charm your way into a party. 
Other times, Charm can get you out of a jam, as it 
determines your Heroics. Charm is the second of the three 
mental attributes. Boost Charm if you want persuade 
others and accomplish heroic feats of derring-do.  

Knowledge determines how much useful lore you’ve 
retained and measures your native intelligence. It’s a 
mix of book learning, wit, and scholarship. You use it to 
recall knowledge, make deductions, and wizards use it to 
empower their spells. Knowledge is the last of the three 
mental attributes. Boost Knowledge if you want to be 
smart, mentally adept, or master the arts of arcane magic. 

Building Ez
Each of the first six chapters of these rules 
features a decision made for a sample 
Hero: Ez Shadowalker, a human rogue who 
adventures with her faithful hound, Tojo. 
Every time you see  Ez’s face over a call-out, 
you’ll find out what choices Ez made during 
Hero creation. If you’re in a rush to play, or 
you don’t feel like making a Hero right now, 
you can play her instead. You’ll find her Hero 
sheet on page @@.
Once you create a Hero or decide to play Ez, 

you might want to read Chapter 7: Play (starting 
on page @@), or you can just read the basic 
rules provided in this chapter. Most of the time, 
these basic rules and a healthy imagination are 
all you need to play, but the Play chapter gives 
you a more in-depth understanding of the 
game and how it’s played.
In this chapter’s Hero creation step,  you 

choose boosts for your primary attributes. 
You don’t have to do this right away. You can 
make this decision now or wait until some 
other step in the Hero creation process. But 
Ez does it now. All her primary attributes—
Agility, Endurance, Might, Awareness, 
Knowledge, and Charm—start with a score 
of 1. She gets seven boosts to increase her 
primary attributes but can’t apply more than 
three boosts to a single attribute. Each boost 
increases that primary attribute score by 1.
Ez is a quick and agile young lady, so the 

first thing she does is apply three boosts 
to Agility. She’s an orphan, who grew up in 
the dangerous Shadows neighborhood of 
crumbling Nesserin, and being quick was 
not always enough. She had to stay hardy 
and wary, so she applies a boost in both 
Endurance and Awareness. But she is also 
lucky and cocky, so she applies her last two 
boosts Charm. This gives her the following 
primary attributes.

Agility 4, Endurance 2, Might 1, Awareness 
2, Charm 3, Knowledge 1
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allowing you to benefit either from Agility or Endurance 
(your choice when donning the armor), though some types 
of medium armor impede your Agility. Superior armor 
enhances your toughness allowing you to benefit from 
Endurance as your chief defense, though it impedes your 
Agility and sometimes Awareness and Speed. If you are not 
wearing any armor, your Armor is based on Agility.

Agility Defense is one of the defenses used when the 
armor you wear makes no difference to your defense. It 
measures your ability to get out of the way or stop your 
momentum quickly when that covered pit opens under your 
feet. You might dodge a manticore’s fusillade of darts, dodge 
the ragged path of a lightning bolt, or dodging armor piercing 
blows. All of these are resolved against Agility Defense.

Endurance Defense is used when your physical being is 
attacked, but your armor doesn’t make a difference. It is a measure 
of your stamina, health, and sturdiness. Toxins attack Endurance 
Defense, as do necromantic magic, and effects that would move 
you, knock you down, or pummel you with overwhelming force  
you just can’t dodge and your armor can’t absorb.

7
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Defenses
Delve actors possess up to four defenses. A Hero’s chief 
defense is Armor, which is used to fend off many physical 
attacks. You also have defenses derived from Agility, 
Endurance, and Awareness. Defenses are different than other 
attributes. You start with a score of 10, and then you add a 
relevant primary attribute to that score. For instance, if you 
have an Endurance of 3, your Endurance Defense is 13.

These are the defenses: 
Armor is the culmination of either your Agility 

or Endurance, depending upon the armor you wear. 
Resolutions are made against Armor when what you are 
wearing benefits your defense, which is most of the time 
unless you are going up against magic or hazards. The 
swing of an ogre’s spiked club, a vicious arrow trap shooting 
out from a temple walls, or a goblin’s spear all attempt a 
resolution against Armor. Simple armor is light and flexible 
enough for you to benefit from your Agility while wearing it. 
Intermediate armor features a mix of flexibility and strength, 

Hits

Armor

Essence

Agility

Endurance

Might

Awareness

Charm

Knowledge

Agility 
Defense

Endurance 
Defense

Awareness 
Defense

Heroics

Carrying

Attribute Knot
This knot-like formation presents all of your various attributes. Primary attributes are presented in 
squares, defenses in shields, and secondary attributes in diamonds. Hits are at the knot’s center. 

Speed
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Awareness Defense measures the strength of 
your mind and perception. It’s the first line of defense 
toward perceiving danger, and it protects the mind from 
enchantments, curses, and psychic magic. Attacks against 
your Awareness Defense are rolled in secret by the Delve 
Master, allowing her to determine what your Hero might 
know about the attack and narrating the effect to you. But 
this isn’t always the case. A wizard’s slumber spell or the 
horrors of seeing an innocent ripped to shreds by some 
abomination from beyond the pale is resolved against 
your Awareness Defense, and you would know it when it 
attempts to affect you.

Secondary Attributes
Secondary attributes are often derived from primary 
attributes, but each has its own rules. Many secondary 
attributes are pools of points that you subtract or add to 
within a the course of a day or longer periods. They often 
provide some limits to what you can accomplish.

The Secondary Attributes are: 
Carrying determines the limits on how much you can 

carry. Items in Delve are measured by in a unit called Mass, 
which is a mix weight and bulk. You can carry 10 plus your 
Might in Mass without a problem. If you carry more than 
that, but less than twice that, you become Hampered, which 
means you take a -2 penalty to Speed and are Vulnerable (see 
the States and Dying call-out). If you carry more than twice 
your Carrying, you become Encumbered, which means you 
are Vulnerable and can’t move.

Essence is the spiritual tether of Amortals, Immortals, 
and Mortals; their tie to the mortal world and to powerful 
magics. Essence is a reservoir of points typically equal to an 
Amortal or Mortal’s Endurance, or an Immortal’s Charm. 
Essence is spent to gain magical effects from some spells, 
items, or locales. When you’re subject to a Healing or 
Morph effects or other potent magic effects, you must spend 
Essence to benefit from that effect. You may also spend 
Essence to attune or use a magic items or empower rituals. 
Some particularly vicious monsters, toxins, and curses can 
drain your Essence. Each day, after you rest and finish your 
daily preparations, your Essence refreshes to its total and you 
lose any Essence you did not spend the day before.

Heroics is your pool of gumption. Each Hero possesses 
a reserve of Heroics points equal to its Charm. You can 
spend Heroics to use Heroic talents. Delve’s heroes can use 
Heroic Surge (found on page 15 or @@), and the Heroic 
Sacrifice and Heroic Save talents (found on page @@). You 
can gain other Heroic talents during Hero advancement. 
Each day, after you rest and finished your daily preparations, 
your Heroics reserve refreshes to its total, though you lose 
Heroics you didn’t spend the day before.

Hits represent an actor’s ability to endure damage. Each 
point of damage taken decreases your current Hits by 1.

Because you are a Hero (which usually means you are 
either Amortal or Mortal), when you Hits are reduced to 0, 
you become Dying, Dead, of Lost. 

If you have 1 or more Essence and then are reduced to 0 
Hits by anything except a Necromancy effect, you become 
Dying, though still Conscious. 

If a Dying creature takes damage or completes a talent 
with the Attack or Risky element, the Dying creature either 

States and Dying
States are effects that are codified in the rule, 
and typically long-lasting, or at least have set 
durations. At all times when your Hero is awake 
and adventuring, it has the Conscious state. This 
means it has full capacity of its abilities. Most 
other states limit those capabilities in some way. 
While a Hero might become subject to many 
states, there are a few that are important when 
determining when a Hero (and some other 
creatures) are Dying. Here are those states: 

Dead You’re no longer alive. You can’t act, your 
body becomes an object, and its space becomes 
Difficult 1 (at least until fully decomposed). You 
can be the target of spells and effects that can 
bring a creature back to life. Dead creatures can 
become Undead if their death is particularly 
traumatic or imbued with necrotic energy 
through various malicious rituals.

Dying You have 0 Hits and at least 1 
Essence, and you’re close to death. You are 
Vulnerable, and if you take any damage or 
use an Attack or Risky action, you either loses 
1 Essence or become Unconscious (your 
choice). As soon as you regain any amount of 
Hits, this state ends. 

Lost  You’re dead but can’t be the target of 
spells and effects that bring a creature back to 
life. Lost creatures can become Undead. Some 
of the most powerful Undead are spawned 
from Lost corpses.

Prone You’re off your feet or somehow off-
kilter. You are Vulnerable. You can end this state 
condition by a Step action to stand up, or you can 
stay prone and crawl at a rate of half your Speed. 

Unconscious You fall Prone, suffer a -10 
penalty to add defenses, can’t use any action, 
lose your senses, and can’t communicate. If 
you are an Unconscious creature with 0 Hits 
and take damage, you lose 1 Essence instead.

Vulnerable You suffer a -2 penalty to all 
defenses and can’t use reactions.

8
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becomes unconscious or loses 1 Essence (their choice if 
there’s a choice). If a living creature reaches both 0 Hits and 
0 Essence, they Die. 

If an Amortal or Mortal creature is reduced to 0 Hits by 
a Necromancy or Demonic effect, or their body after death 
is correctly prepared by necromancy, they become Lost. 
Other effects (such as the effect generated by the Heroic 
Sacrifice talent) might also make a living creature Lost. 
While powerful magic might bring a Dead creature back to 
life, a Lost creature can never come back to life, though it can 
become Undead. 

Other types of actors have different passages to the void. 
Objects, Constructs, and Undead are Destroyed when 
reduced to 0 Hits. Adversaries can have the same dying 
conditions as Heroes, or they just die when reduced to 0 
Hits (based on the type of creature they are and at the Delve 
Master’s discretion). An Immortal creature that is not on its 
home plane is Banished (page 8) upon reaching 0 Hits. An 
Immortal creature reduced to 0 Hits on its home plane—
well, that depends on the particular Immortal.

You regain Hits via magic, medicine, or by resting. Once 
every 24 hours, after you rest for at least 4 hours and then 
finished your daily preparations, you regain Hits equal to your 
Endurance. If you rest for 8 hours and then prepared, you 
regain Hits equal to double your Endurance. If you use the 
Recuperate settlement activity (see page 18) and rest for 24 

98

hours, you can recover three times your Endurance in Hits.
Speed measures how fast you can move over a period of 

time. Most actors in Delve have at least one type of Speed. 
Speed is the maximum number of squares a creature can 
move overland spending a single action or the number of 
leagues it can move across clear terrain per day when using 
the Travel activity (page 17). Most creatures move overland, 
but some also burrow, climb, fly, swim or even teleport. 
Your choice of people determines your Hero’s base Speed. 
If you have other forms of movement, they will be denoted 
by type.

For example, a creature might be able to swim and fly but 
that is slow on the land would have its Speed denoted like so: 
Speed 1, Fly 6, Swim 4.

Affecting the Multiverse
Now that you know the attributes at your Hero’s core, the 
next step is to learn how your hero can affect the Multiverse. 
During play, you use talents to perform actions and 
activities. Your Hero possesses many talents. A good number 
of them are granted by your shape element. As a Hero, you 
are a Humanoid, and you gain a set of talents based on that 
shape (the list of Humanoid talents is located within the 
Humanoid set, on page @@). These are the basic talents 
that all, or at least most, Humanoids can use. 
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Since you’re a Hero, you’ll also gain talents based on your 
people, your class, and you gain access to both general and 
heroic talents. Those are covered in further chapters.

Talents are your Hero’s building blocks. They define what you 
Hero can do and the things that they specializes in. As your Hero 
advances, you gain new talents representing new things learned 
as the story progresses.

Activities are the culmination of actions from many 
talents or the repetition of actions from a handful of talents. 
Spells are activities, as are the most complex series of 
actions that take minutes, hours, or even days of use toward 
gaining an effect.

Talents
We’re all a mix of our raw ability, experience, and talents. 
While attributes are the skeleton of a Hero, talents are 
their mind and body. 

There are two general types of talents: meta talents and 
action talents.

 If a talent does not have a symbol directly before its 
name, it’s a meta talent. You gain the effect of meta talents 
all times that you fulfill its requirements. In other words, 
they don’t require an action to use. 

Other talents feature symbols before their name—
usually either the W or r symbol. The first symbol grants 
a standard action, while the second symbol grants you a 
reaction. We’ll get into the difference between these two 
types of action when we discuss the modes of play. All 
you need to understand at this point is that each of these 
allows you to act and affect the game world or attempt to 
influence it.

Activities
Sometimes you’ll want to accomplish something more 
complicated than a simple action. You do this by engaging in 
an activity. Activities are the culmination of many individual 
actions taken to achieve something more significant than the 
sum of its parts. 

For instance, casting spells is an activity. When casting a 
spell, you perform one or more spellcasting actions. When 
you are done with all the required actions, the spell’s effect 
is released. Other examples of activities are picking locks, 
forging a sword, or fiddling with a complicated device trying 
to determine how it works or how to foil it. 

Activities are either constrained or open. A constrained 
activity is lost if it is in any way interrupted. For example, 
spells are constrained activities. You must complete all the 
spellcasting actions one after the other for the spell to gain 
its effect. If you decide to leave the spell unfinished by taking 
another action, or if someone interrupts your spell, the actions 
you’ve already spent are lost, and you have to start over to gain 
its effect. Other activities are open, meaning you can take a 

break from them and come back to them later. For instance, 
if you are forging a sword, you can start that activity, go on an 
adventure, and then finish it when the adventure is over.

Some activities are only used during specific modes of play. 
These activities have either the  or the  symbol. The former 
can only be used while exploring, while the latter symbol can 
only be used within a settlement. We’ll take a closer look at those 
when we talk about modes of play.

While many talents and activities are simple—you use 
them and gain their effect—others have a chance of success 
or failure. When success is uncertain, you’ll have to roll a 
resolution to determine an action’s effect.

Resolutions
A resolution is a roll to determine an action’s or activity’s 
degree of success. When called to attempt a resolution, you 
roll a 20-sided die (d20). Rolling higher is good. If you roll 
high enough, you could crit, which is always a success that 
yields a spectacular effect. Rolling a 1 on the 20-sided always 
fails, and worse still, it fumbles, which produces a blunder 
of some kind. Typically, you modify a resolution based on 
your attributes, skill, items, any magic affecting you, and the 
situation you find yourself in.

Determining your modifier for a resolution is always the 
same. Typically a resolution is keyed to one of your six primary 
attributes—Agility, Endurance, Might, Awareness, Charm, or 
Knowledge. Your primary attributes are the current measure 
of your character’s current physical and mental self, and one of 
them usually impacts resolutions you attempt. 

You then add any bonuses. Bonuses come in four types 
(five, if one counts the bonus granted by the resolution’s 
attribute). You can gain bonuses from your items (called an 
item bonus), your situation (called a situation bonus), your 
spells (a spell bonus), or your talents (a talent bonus). If you 
gain multiple bonuses of the same type, you only add the 
highest bonus of that type.

 You then apply all penalties. No matter the bonuses and 
penalties, your resolution modifier can never fall lower than 0. 

In the form of an equation, determining your resolution roll 
looks like this.

Modified Resolution = d20 + ([keyed primary 
attribute + highest item bonus + highest situation 

bonus + highest spell bonus + highest talent bonus] + 
[the sum of all penalties]) or 0, whichever is higher.

10

Whenever you make a resolu-
tion you always roll a 20-sided 
die (d20)! 
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 Feather Fall      Second Mastery

Light as a feather I coasted downward, and 
none suspected my approach.

Casting r Words of Power
Trigger You’re Falling.
Effect You are no longer Falling, and your decent 

slows to a rate of 8 squares per round 
without the need to use actions. While falling 
in this manner you can’t Stride or Step unless 
you have a fly Speed. This effect lasts for 1 
minute, or until you dismiss the effect with a 
r Words of Power talent.

Sacrifice You can cast this spell even if you 
don’t have any actions left, but only if the 
trigger occurs.

Arcane

On rare occasions, you’ll attempt an unmodified resolution, 
called a flat resolution. You attempt a flat resolution when 
your attributes and other bonuses have no way of affecting the 
outcome—it’s a matter of chance. When making this type of 
resolution, roll the d20 you don’t add any bonuses or apply 
any penalties. What you roll is the result.

Sometimes, you won’t roll your Hero’s resolution. 
Instead, the Delve Master rolls the resolution for you. 
This is called a secret resolution. This occurs when you 
(and your Hero) have no way of knowing if a resolution 
is successful or not. Typically your hero just assumes it is, 
unless there is some clue that it’s not.

When rolling a resolution, you attempt to meet or exceed 
a number called a Mark. The Mark determines the difficulty 
of success. Often, that Mark is one of your adversary’s 
defenses. If your resolution meets or exceeds the Mark, you 
succeed (and may even crit!). If your resolution is lower than 
the Mark, you fail (and possibly fumble).

To determine whether a roll is a crit or a fumble, you 
just look at the d20 roll. In most cases, a roll of a 20 (Z) 
on the die is a crit and the roll of a 1 (G) on the die is a 
fumble. Some situations, talents, or elements modify either 
the crit or the fumble range. For instance, if you have the 
Weapon Specialty talent, Attacks made with your chosen 
weapon gain a +1 talent bonus to their resolution, and their 
crit range increases by 1. This means that they crit on a 19 
or 20 (Y Z) instead of just a 20. Effects can also increase 
your fumble range. As an example, let’s take the doom spell. 
This priest spell hampers its target inflicting a penalty to all 
resolutions and increase their fumble range. When it does 
so, the fumble range can increase to a roll of 1 or 2, or even 
higher! 

If an example of how this all comes together is helpful, let’s 
look at one.

Let’s say that Brumtha, the dwarven warrior, is Striking a 
gnoll bouda with the Doomhammer. Brumtha is not the only 
one attack the gnoll, she has Ez, the rogue, at her side, so 
the gnoll is Vulnerable. 

Brumtha’s Strike is keyed to her Might, which is 5. She 
wields the Doomhammer, a mighty magical war hammer. 
This weapon grants Brumtha a +1 item bonus to her 
Attacks with the weapon. Brumtha also possess the 
Weapon Specialization talent with war hammers. This 
gives her a +1 talent bonus to her Attacks with such 
weapons and increases her crit range with them by 1 (so 
she crits on a 19 or 20 with her first attack during the 
round). Brumtha’s strike has a +7 modifier and crits on a 
19 or 20. 

The gnoll is likely in trouble. Her Armor is usually 15, 
but she is Vulnerable, so now it is a 13, so Brumtha hits 
with a 6 or better and has a 10% chance to crit the gnoll! 
Of course, she also has a 5% chance of fumbling, but the 
tides of battle are always uncertain.

Effects
When you use a talent or engage in an activity, its completion 
generates an effect. Effects are how you can change the world 
around you. Sometimes effects are simple. For instance, if 
you use the Stride talent, the effect is that you can move up 
to your Speed in squares. There is no need to do anything 
else, you spend an action to Stride and your Hero moves. 
Other times, effects are more complicated. It may be subject 
to requirements or a trigger, maybe both. It could only affect 
someone within range, or maybe can only affect certain 
types of creatures. It might require a resolution, and in that 
case the effect is contingent on the result. Some effects can 
be sacrificed, which usually means you gain a more potent 
effect, but you can’t use the talent or activity again until you 
rest and prepare again. Talents, activities, and their effect 
may feature elements. Elements in Delve are general 
categories of rules that organize and often limit the power of 
such talents and activities. Understanding how effects work 
speeds game play and a Hero’s effectiveness.

To illustrate a complicated effect, let’s look at the second 
mastery arcane spell, feather fall. 

1110

Spells are special activities requiring the use of one or 
more spellcasting actions to generate their effect. In the 
case of this spell, it requires a Words of Power made as a 
reaction (r). Since you cast this spell with a reaction, it 
has a trigger (you’re Falling).  This is handy because you’ll 
likely start falling at an inconvenient moment and usually 
not on your turn.  Once the trigger occurs, and you use the 
casting talent, the effect occurs, which in this case ends 
you fall, and allows you to gently float downward for one 
minute, or until you dismiss the effect.

You’ll also notice that feather fall has a sacrifice effect, and 
a pretty handy one at that. It allows you to cast the spell 
as long as the trigger occurs without actually spending an 
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action! It keeps you out of trouble, at the cost of losing the 
spell for the rest of the day.

Lastly, at the bottom and to the right of the block, it 
indicates that it has the Arcane element. Something with the 
Arcane element is empowered by arcane magic—the magic 
of wizards. It also means that the effect doesn’t occur in areas 
where either Arcane magic or magic in general is suppressed. 
We’ll go over elements in more detail later in this chapter.

Damage
Often, effects deal damage. When you deal damage, you 
typically roll dice specific to the effect. In general, you’ll roll 
some set of four-sided (d4s), six-sided (d6s), eight-sided 
(d8s), ten-sided (d10) or twelve-sided (d12s) dice when 
dealing damage. Often, you’ll add a primary attribute to 
those die rolls. Damage reduces the Hits of a creature or 
object equal to the damage dealt. 

Like resolutions, damage is usually keyed to a particular 
primary attribute, which you add to the roll. For instance, if 
you swing an axe, you’ll add your Might to the damage you 
roll. And also in a way similar to resolutions,  damage roll 
might also feature bonuses or penalties. The bonuses also 
come in the same four types: item, spell, situation, or talent. 
Bonuses to damage could be flat (You gain a +3 item bonus 
to damage) or can involve dice (You gain a +1d6 item bonus 
to damage). In the latter case, each time you deal damage, 
you roll any bonus dice, and add the result as an item bonus 
to damage. If you have multiple damage bonuses of the 
same type, you choose one to apply, but bonus damage from 
multiple types each adds to the final damage.

For example, let’s say you’re wielding the Doomhammer. 
This powerful war hammer has a +1d6 item bonus Slam 
damage. If you had a second item bonus to damage, 
you would have to choose between that bonus or the 
Doomhammer’s item bonus. But if you gained a spell bonus 

to damage, you could also apply it’s bonus damage, since it 
is a different type of damage. 

When you crit with an attack that deals damage, the base 
damage is maximized and you deal +1d8 situation bonus 
damage. This means, not counting any bonus damage, the 
dice you would normally roll for damage are not rolled at all. 
Instead, you just take the highest value on the dice. You deal 
maximum damage! This is only for the base damage. If you 
have bonus damage that involve rolling dice, you roll them 
normally, unless stated otherwise.

States
Beat a person, and they will eventually fall. But there are fates 
in the Multiverse worse than damage. States are general 
effects that can hinder or harm you in ways different than just 
damage. In some instances, states can aid or even bolster you. 
We’ve encountered some states in the States and Dying call-
out on page @@. 

While damage slowly whittles away at Hits, states are 
applied separately. Each state affects you in the way describe 
in their description. Once you are affected by a state, you can’t 
gain the same state again, but if you are already affected by a 
state and then an effect with the same state but with a longer 
duration affects you, you take the longer of the two durations.

For example, let’s say you’re Immobilized until the end of 
your next round by a ghoul. Another ghoul crits you, and you 
become Immobilized for 1 minute. Since Immobilized restrict 
the talents you can use, the effect doesn’t change, but you are 
now Immobilized for 1 minute instead. 

Sometimes, a state has other states nested within it, usually 
this “nested” state is the Vulnerable state. 

For example, Immobilized has its own effect, and 
makes a creature Vulnerable. While within the duration 
of Immobilized, you are also Vulnerable.

You can find a list of important states on the next page. 

12

Effect Dice
While you’ll roll a 20-sided die when making a resolution, you’ll roll other types of dice when determining 
the effects of successful resolutions. They are usually used to determine the amount of damage you deal, 
but some have other uses pertaining to effects.

4-Sided Die
(d4)

6-Sided Die
(d6)

8-Sided Die
(d8)

10-Sided Die
(d10)

12-Sided Die
(d12)
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What follows is a list of the more common 
states you’ll encounter during play. Some other 
common states are listed in the States and Dying 
call-out on page 8. A complete list of states is 
found on page @@. 

Asleep You fall Unconscious, but the duration 
ends if you take damage, are roused awake 
(with an Interact action), or if a suitably loud 
noise occurs near you (as determined by the 
Delve Master). 

Blinded You’re Vulnerable and can’t see. 
You suffer a -4 penalty to all Seek and Attack 
resolutions. If you are using a Ranged weapon or 
casting a spell, you can’t target other creatures. 

Burning You’re on fire. You’re Vulnerable and 
take 1d6 fire damage at the end of each round. 
This state lasts until the end of its duration, or 
you extinguish the flames. You douse the flames 
by submerging yourself in water or some other 
airless environment, rolling on the ground (by 
going Prone and using 3 Interact actions), or 
drenching the flames. Drenching the flame 
requires a container with at least 6 liters of 
nonflammable liquid to douse the flames on a 
Medium or Small creature (twice as much for a 
Large, four times as much for a Huge, and ten 
times as much for a Gargantuan creature), and at 
least one Interact action by the person drenching 
the flames. A Burning creature affected by the 
Rimed state ends both states and vice versa. 
Burning is an effect with the Fire element.

Confused You lose your grip on reality. You 
are Vulnerable. At the start of each round, make 
a flat Mark 11 resolution. If you succeed, you 
control your Hero. If you fail, the Delve Master 
controls the Hero. When this state is affecting 
any other creatures, the flat check has slightly 
different results. On a success, the Delve Master 
retains control of the creature. On a failure, one 
of the other players (Delve Master’s choice) 
controls the creature.

Dazed You are out of sorts. You’re Vulnerable, 
immediately lose actions (if you have any), 
and then gain fewer actions at the start of the 
round. The Daze state always has a number 
accompanying it. For instance, if you are Dazed 
1, you lose 1 action on the round the state is 
applied, and you gain 1 less action at the start of 
each round that you continued being Dazed. If 
they are Dazed 2, they lose 2 actions, and so on. 

Deafened You can’t hear. You suffer a -2 
penalty to Seek resolutions. 

Encumbered You’re overburdened by what 

you are carrying. You are Vulnerable and can’t 
Climb, Jump, Step, Stride, or Climb.

Falling You’re plummeting out of control at a 
rate of at least 90 squares per round (10 after you 
start to fall, and the rest at the end of the round). 
You can’t use any talents while you fall unless 
they are reactions with Falling as their trigger. 

Grabbed You’re Vulnerable and can’t use the 
Climb, Jump, Stride, Step, or Swim talents. You 
use the Escape talent to end this state (with a 
Mark determined by the effect that’s Grabbing 
you or the Delve Master). The state ends if 
whatever is Grabbing you moves away, releases 
you, becomes Unconscious, Immobilized dies, 
or is destroyed. If you have a teleport Speed or 
the ability to teleport, you can also end this state 
by teleporting away.

Hampered You’re so overburdened that 
you’re slow and restricted in your actions. You’re 
Vulnerable and suffer a -2 penalty to Speed.

Hastened You gain one extra action at the start 
of every round. Sometimes the effect granting 
this state places limitations on how you use that 
action. If you are Slowed, Hastened ends both 
states and vice versa.

Hidden You are not seen by others, even if you 
are within their normal line of sight. You end this 
state after using an Attack, Ricky, or Vocal effect 
or making a loud noise. 

Immobilized You stand rigidly still. 
You’re Vulnerable and can’t spend actions 
or communicate (unless you can do so 
telepathically), though you still have use of 
your senses.

Rimed A layer of hoarfrost Immobilizes you. 
This state lasts until the end of its duration, or 
you successfully an Escape (Might resolution 
with a Mark depending on the effect) to break 
free. At the end of each round, you take 1d4 
Cold damage. A Rimed creature affected by the 
Burning state ends both states and vice versa. 
Rimed is an effect with the Cold element.

Shocked  Residual electricity flows through 
you. You’re Vulnerable. You can’t take Stride 
actions, and your Step becomes Risky. At the 
end of each round, you take 1d4 Electricity 
damage. Shocked is an Electricity effect.

Slowed You gain one fewer action at the start 
of each round. If you are Hastened, Slowed ends 
both states and vice versa.

Useless A Useless item is damaged beyond 
repair by anything short of a magical effect.

Important States



1
Start

2
People

3
Class

4
Talent

5
Gear

6
Story

7
Play

8
Mastery

10
Tresury

11
Adventure

9
Bestiary

W   

1
Start

Elements
Talents may be a Hero’s building blocks, but elements provide 
much of the underlying structure for the game. Elements are 
single-word indicators that organize, define, limit, and give 
context to a block of rules. Talents, items, spells, and creatures 
may all have elements—four of those elements are particularly 
important to keep in mind while playing Delve.

Attack Most talents and activities that have you 
Strike or otherwise use deadly or debilitating force on 
a single targeted foe feature the Attack element. When 
Attacking more than once during the same round, your 
Attack resolutions suffer diminishing returns. Over the 
course of a round, when you make your first Attack 
resolution, you do so normally. When you make your 
second Attack resolution, you suffer a -2 penalty, and 
your crit range on that Attack decreases by 1. When you 
make your third or subsequent Attack resolution, you 
suffer a -4 penalty, and your crit range on those Attacks 
decreases by 2.

Healing Talents and activities with this element 
restore Hits from a living creature that has taken 
damage but at a cost. To regain those hits, the creature 
receiving the Healing must spend at least 1 Essence. If 
they don’t, there is no effect.

Morph Talents and activities with this element 
change a living creature’s physical form in some way, 
which can be taxing. When you are targeted with the 
Morph talent or activity, you must spend at least one 
Essence to gain its effect. Some talents and activities 
with this talent force you to spend this Essence. 

Risky These talents and activities are just that—risky. 
Many reactions and effects are triggered by the nearby 
Risky of Risky talents and activities. When you use a 
Risky exploration activity, the whole day becomes 
Risky and is more prone to attract the attention of 
random encounters or triggered events.

While you’ll end up using these elements a great deal, 
other elements have lesser effect on play. They aid in the 
creation process for creatures and items in the game or give 
context to a particular rules block. You’ll find a complete 
list of elements on page @@.

Rules Blocks
At this point, you have a general idea of how talents and 
activities allow you to affect the Multiverse, but now let’s 
look at how they’re presented within the Delve rules. Every 
time you gain a new talent or use a new activity, it’s shown 
in a rules block. You’ve already seen an example of a spell’s 
rules block in the section introducing effects, but other rules 
blocks come in different forms. First, let’s look at the rules 
block for the Strike talent using a dagger. 

   Strike                Humanoid
It’s not always about making the first strike, but it’s 
nearly always making the last one.

Effect Attack a single target within your Reach. You can 
Attack with your fist, foot, or a another weapon you’re 
wielding. Make a Might resolution against Armor.
Success The damage dice of the weapon you’re 
using + Might.

Crit Maximized success damage + 1d8 situation 
bonus damage.

Fumble Lose 1 action, or your weapon takes a Ding 
(Delve Master’s choice). 

Attack

Whether a talent, spell or other activity, all a Hero’s rules 
blocks come in the same basic form.  

On the first line is the talent or activity’s symbol (if 
appropriate) followed by its name and then its source. Unless 
a talent or a spell states otherwise, you can’t take it more than 
once (no matter the source). Sometimes the source will be 
accompanied by a number. In that case, that number is the 
earliest level you can take the talent. For instance, this talent 
tells you it can be used as a standard action (the W symbol). 
It’s called Strike, and it’s from the Humanoid standard set of 
talents (more about that next chapter). 

The next line features some flavor text in italics, usually a 
description or a short narrative to put the talent or activity 
in the story’s context.

If the talent or activity has any requirements other than 
level, those appear in the following line. Strike doesn’t have 
such requirements, so this line is missing. 

If the talent were a reaction, it would then feature a 
trigger line. This one is not, so it doesn’t. 

The next section of the talent is arguably the most 
important--the effect. The effect details everything the 
talent does, how it is achieved, and any information on the 
special duration of the effect. 

For instance, the effect line of Strike tells you what 
kind of resolution you must attempt, as well as providing 
various effect subcategories depending on whether the 
resolution is a success, crit, or fumble. 

There is no special information about the duration 
because an action or reaction’s effect is instantaneous 
unless stated otherwise. 

At the bottom of the block, it tells you that Strike has the 
Attack element.

Different types of rules blocks feature different symbols 
and have different categories (for example, the spell found 
on page @@ features the Casting line letting you know 
what spellcasting talents are required for the casting of 
a particular spell), but all rules blocks feature this basic 
structure guiding you on its use and rules. 

14
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Modes of Play
At this point, you have an idea of what your Hero can do 
and how they accomplish their goals. Next, let’s look at 
various arenas you’ll achieve your heroic deeds.

Delve is a game of make-believe and storytelling. 
Most of the time, you tell the Delve Master what you 
want your Hero to do, and she’ll let you know the 
outcome. You’ll engage in some general activities 
and make a resolution or two when you encounter 
challenges. It’s very free-form, light on rules, and lets all 
of you explore the world and the story the Delve Master 
presents. We call this exploration play. 

Often, especially when fighting monsters and time is 
of the essence, more rules come into play. During these 
periods, it’s essential to know who goes first, and the 
slightest movement can turn the tide of battle. When this 
happens, the rules of the game become more confined 
and rigorous. This is called encounter play.

Occasionally, you’ll spend the better part of a day 
toiling toward some goal. That doesn’t mean you can’t do 
other things during the day, but most of it is consumed 
in tasks where the prolonged activity is a measure of 
progress. Maybe you’re crafting armor, engaging the local 
politics, searching for a magic item in esoteric markets, or 
calling a familiar. This is called settlement play because 
it’s usually done in or near a settlement. 

These modes, and some of the other modes presented 
in Chapter 7: Play, are tools for you and the Delve Master 
to explore your story and can be mixed and melded for 
significant effect. For instance, you could start a day 
attempting to hobnob with the local nobles while the 
wizard in the group is researching new spells. Maybe one 
of the nobles is captured and dragged into the sewers. 
You and the other heroes collect the wizard and search 
for the noble, only to come afoul of one of the local 
gangs, keen on ransoming their captive. A couple of quick 
fights later, the heroes find the gang’s hidden lair, beat up 
some toughs, and rescue the noble. During a single story, 
which only takes a day, you’ll engage in all three of the 
main modes of play. 

The Delve Master determines the flow of how these 
modes all fit together. Within the various modes, the 
rules for play and the passage of time change. Here is a 
summary of each of the main modes of play.

Encounter Play
When you’re in danger and time is of the essence, the 
Delve Master engages in encounter play. This kind of play 
takes place over rounds. Each round tracks roughly ten 
seconds in the Delve Multiverse. At the start of each round, 
everyone participating in the encounter gains the actions 
they can use during the round. Usually, everyone gains 

three actions. During a round, the participants get to act in 
the following order:

Adversaries and their companions and minions 
take turns before the Heroes in any order the 
Delve Master wishes.

Heroes and their companions and minions take 
turns in any order the players wish. 

Everyone Else takes their turns after the 
adversaries and the Heroes go. They do so in any 
order the Delve Master wishes. Upon completion 
of any of those actions, the round ends. 

On each turn, an actor can use all their action talents in 
any order and way they like. But that’s only part of the story.

Most of your action talents feature the W symbol—these 
are standard actions. You can only spend standard actions 
on your turn. Standard actions involve moving, attacking, 
or interacting with items, or maybe—with the proper 
training—you can take spellcasting actions to cast spells. But 
some types of talents feature this symbol: r. Actions with 
that symbol are called reactions. Reactions always have a 
trigger listed within their description. You can use a reaction 
at any time, whether it is your turn or not, but only if its 
trigger occurs. Like ordinary actions, they count toward the 
number of actions you can use during a round. To illustrate 
how reactions work, let’s look at a reaction possessed by 
every Hero in Delve—Heroic Surge.

    Heroic Surge           Heroics 1

Heroes rush in where mere mortals fear to tread. 

Trigger It’s the start of the round and you have at 
least 1 Heroics.

Effect You take your turn before the adversaries do. 
If multiple characters use this action, you decide 
among yourself what order you take those turns. 

This reaction’s trigger is the start of the round, the same 
time you gain actions for the round, but only if you have 
at least 1 Heroics in your pool. But you don’t have to spend 
Heroics to use this ability; you just must have at least 1 
Heroics in that pool. If your Heroics is currently 0, you can’t 
use this reaction. Assuming that trigger is met, Heroic Surge 
allows characters to take their turn before most adversaries at 
the cost of an action. So, you can go faster but do less during 
the round due to your haste.

No matter how the various actors spend their actions, 
their turn ends when they use all their actions or pass their 
turn. When all actor’s turns have finished, the round ends, 
and you start a new round. You continue this until the 
encounter is resolved—typically when one side or the other 
wins a fight or contest—as determined by the Delve Master.
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Exploration Play
Exploration play is less restrictive than encounter play. 
As you would expect, this is where you are exploring. 
You might be exploring a ruined castle, a vast forest, a 
bustling city, the edges of the multiverse, or the ebb and 
flow of gossip during a party. The Delve Master has total 
control of the flow of time and narrative pacing during 
exploration play. Depending on the narrative’s needs, 
time passes as minutes, hours, days, weeks, or even years 
during exploration play. While exploring, players discover 
Delve’s worlds and stories, engage in intrigue, and face 
all types of changes, except combat and other challenges 
where tracking rounds and actions is vital.

During exploration play, rounds, turns, and actions 
are abstracted. While you’re exploring, the Delve Master 
decides whether something you want to do is possible 
or not. The Delve Master may also extrapolate effects to 
speed up play or for dramatic purposes. For instance, the 
Delve Master might ask for a single Might resolution to 
determine if you successfully scale a 100-meter cliff or 
might ask for a single Awareness resolution to gauge your 
vigilance during a night’s watch.

But there are a few broad activities you can take during 
exploration. These are exploration activities and feature 
the  symbol. Their effects last as long as exploration 
play continues unless you stop using the activity or come 
to the end of the first round of encounter play. You can use 
up to two different exploration activities simultaneously 
(or three if you decide to Push). Some talents or other 
benefits allow you to use more than two or grant you new 
exploration activities. You can’t use exploration talents 
while you are Asleep or otherwise Unconscious. If you use 
any exploration talent with the Risky element, it may invite 
increased attention in the form of random encounters or 
triggered events.

Lastly, each encounter activity you use grants you a 
free action that you can take before the first round of an 
encounter starts and after the Delve Master sets up the 
encounter. 

Here are the primary exploration activities that all 
Heroes can use.

       Aggression            Exploration
I will shoot the next son of a bitch who gets in our way

Effect You gain a +2 situation bonus on Strike resolu-
tions during exploration and until the end of the first 
round of the next encounter. 

Free Action Before the start of the first round of the 
encounter, you can Strike.

       Continue Casting      Exploration
I can do this all day. Well, maybe not all day. 

Requirement You are a spellcasting Hero.
Effect If you cast a spell with the continue casting 
option, and that option is one spellcasting action, 
you can use this activity to keep the effect continuing 
throughout the exploration. Unlike other exploration 
activities, you can end this at any time, and you may 
have to if you decide to cast another spell.

Free Action Before the start of the first round of the 
encounter, you can use the requisite spellcasting 
talent to continue casting that spell. 

Risky

   Forage                Exploration
Good news, everyone. It’s rabbit again with selected 
wild greens. 

Effect You spend part of your time searching for food 
and water. Make an Awareness resolution against a 
mark determined by the Delve Master.
Success You find enough food and water for three 
living creatures to susbist on for the day.

Crit You find enough food and water for six living 
creatures to subsist on for the day.

Fumble As a failure.
Free Action Before the start of the first round of the 
encounter, you can Seek. 

Risky

     On Alter             Exploration 
I keep my eyes and ears open. No one’s going to get 
the drop on me again. 

Effect You gain a +2 situation bonus on Seek resolu-
tion during exploration and until the end of the first 
round of the next encounter. When you pass within 
4 squares of a trap trigger, secret door, or hidden 
object, the Delve Master makes a secret resolution 
to see if you spotted the hidden object. 

Free Action Before the start of the first round of the 
encounter, you can Seek. 

     On the Defensive     Exploration
No one is getting past me.

Effect You gain a +2 situation bonus on all your 
Defenses during exploration and until the end of the 
first round of the next encounter. 

Free Action Before the start of the first round of the 
encounter, you can Seek.

1
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   Push                  Exploration
We have to reach the river, or we will be the gnolls’ next 
meal. 

Requirement You must currently be using two Travel 
exploration activities. 

Effect You move overland an extra amount equal 
to your Speed (that is, you move three times your 
Speed), but at the end of the day, you are Fatigued 
until you rest at least eight consecutive hours.

Risky

       Stealth               Exploration

This is a dangerous land. Don’t make a sound. 

Effect You try to stay hidden as best as possible 
throughout exploration. The Delve Master makes 
secret a Hide resolution for you. You are Hidden 
from any creature if that resolution meets or 
exceeds the creature’s Awareness Defense. 

Free Action Before the start of the round, you can 
Hide. You can also Hide in place of a Step talents 
you gain as a free action.

       Travel                Exploration
Every journey starts with a first step. 

Effect You move overland up to your Speed in 
leagues each day. 

Free Action Before the start of the first round of the 
encounter, you can Step.

Special You can use this activity twice. When you do,  
you move overland twice your Speed in leagues 
each day, and you can choose to use the Push 
exploration activity.

Exploration Cards
For ease of play, you might consider using a set of explora-
tion cards for your Hero. Each is a simple playing card. The 
front has the name of the exploration activity in large print, 
and the back has the rules block for that activity. You can 
find a template for these cards (including two Travel cards)  
on page @@. 

When you are engaged in the exploration, place the two 
cards in front of you so that the Delve Master and the 
other players can see which activities you are using. While 
it’s an excellent idea to announce which activities you are 
currently using, this reminder helps the narrative flow 
during play.
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Settlement Play
While within the relative safety of a settlement, you can 
rest, recuperate, carouse, train, trade, craft, and create 
connections over with little interruption. Settlements 
provide the safety and the means to accomplish more 
significant tasks with little danger.

In settlement play, time passes by the day, allowing 
you to use one, or sometimes more, settlement activities 
over its course. Most of the time, the settlement and its 
resources and make up determine the list of settlement 
activities you can use. However, your talents and training 
often serve as requirements for using particular settlement 
activities. 

The symbol denotes settlement activities. Nearly all 
settlements have the following activities.

       Recuperate            Settlement
I don’t care if it’s a priest, a surgeon, or a witch. Find 
me a healer!

Requirement You must be tended by a trained 
healer—someone who can cast cure wounds or 
similar spells or who is trained in medicine and 
possesses a healers kit (page @@). 

Effect You spend 24 hours resting and recuperating 
with the aid of your healer. At the end of that period, 
you regain three times your Endurance in Hits. Over 
that period of time, you gain a +2 situation bonus to 
your Endurance Defense against resolutions with 
the Toxin element. 

   Gather Information   Settlement
Yeah, I know her. What’s it to you? 

Effect You spend the day talking to people to find out 
information, either general or specific. The Delve 
Master attempts a secret Charm against the target. 
Sometimes drinks or money loosens tongues. 
You can spend up to 5 silver coins throughout this 
activity. When you do, you gain a situation bonus 
equal to the coins you spend.
Success You discover a bit of valuable information.
Crit You discover two bits of valuable information. 
Fumble You discover a bit of false but believable 
information.

        Repair Item         Settlement
I know I could just buy a new sword, but this was my 
brother’s blade.

Requirement You must be trained in the tools. You 
must have the tools and the workshop needed to 
repair the item. 

Effect You remove 1d4 Dings from a single item.

Other Modes of Play
While encounter, exploration, and settlement play are the 
three main modes of play, there are a few others. These 
other modes of play usually focus or adjust the three main 
modes in some way. 

Grid play supplements encounter play, allowing you 
to participate in tactical combats where positioning and 
terrain become essential parts of the encounter.

Social conflict layers to exploration play, creating a 
struggle of wits using lies, reason, and charm, where you 
use words to win the day rather than magic and arms

Hexploration play streamlines exploration so that you 
can reconnoitering and exploring vast swaths of unknown 
wilderness. 

All of these other modes are detailed in Chapter 7; Play.

Pulling it All Together
Now you know the basics of the game, and you are ready 
to start your journey as one of the Heroes or the Delve 
master. Don’t worry about remember every rule as you 
move forward. The rules are designed to be clear, brief, 
structured, and easy to reference during gameplay. In the 
end, their chief goal is a narrative framework, something 
like an operating system for narrative play. They provide 
procedures and base assumptions, but their principal 
goal is to allow you to participate within a fantasy world 
through collective storytelling with your Delve Master.

Think of it as creating a series of tales that are not yet 
written and are done so not by a single tale spinner but 
through your actions and the Delve Master’s creation. 
Instead of consuming a tale, you’re building it together, 
step by step. With play, and the luck of the dice on your 
side, you have a fair amount of control over the outcome of 
this tale, but not narrative certainty. 

The rules help create the structure and build the tension 
of the story, each mode doing its part. Once you master 
the rules and the modes of play, you’ll be able to mix them 
seamlessly into the narrative.

While reading this chapter, you may have 
noticed that some words and phrases are 
capitalized, and other words and phrases are 
presented in italics. Many game terms are 
always capitalized when they are used as game 
terms. The names of activities, elements, states, 
and talents are capitalized, as are the terms 
Hero, Multiverse, and Delve Master when they 
refer to those game terms. Spells and magic 
items are always italicized.

Game Terms
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Armor
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Talents Gear                 Mass

Class Start

Class Start
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General 1
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Free 3

Class 4
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