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Chapter 5: Gear
“I like it, Geld. It feels good in the hand, and I can carry a dagger in the other hand,” Ez said.

“Yes, it’s a very nice sword,” the wizard responded. He was flipping through the collection of tomes and scrolls, barely 
listening to the young woman.

“Craw will make fun of it.” Ez continued as she entered a low fighting stance, holding the rapier in the on-guard 
position.

“He’ll say it’s small and stupid.”
“He will denigrate it, then proceed to show you how to use it,” Geldon agreed.
“Disintegrate it?”
“Denigrate”
“What the hell does that mean?”
“Say it’s silly.” 
“Why can’t you just talk normal?” Ez asked, irritation in her voice, before returning to her fighting stance.
“I do speak normally, my dear. It’s your abnormal speaking pattern that…” The halfling then fell mute, and his eyes 

widened as he brushed the dust from the book he held in his hands.
“What did you call me?” Ez shot back.
“It is here,” Geldon whispered, the hint of tears welling in his eyes. 
“It’s here? You’re not making sense, Geld I asked you...”
“No, no, no…it’s here--Belintal’s translation of the Seven Disks of Bakob. It seems impossible that such a wondrous 

thing would be in some junk shop, but it’s here!” The halfling carefully placed the codex atop the crowded ramshackle desk, 
opened it up, and frantically scanned its pages. “It was believed that only seven copies of this exquisite work exist ed. I may 
have found the eighth.”

“Not a very popular book,” Ez said before returning her attention to the rapier.
“Oh, it is. It’s just rare.” Geldon didn’t hear anything else the rogue said, focusing his full attention on his new treasure.
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our abilities, ancestry, culture, class, and talents 
all converge to determine who you are, what 
you can accomplish, and serve as stepping 
stones toward your hero’s ultimate destiny. Gear 
provides helpful tools for that journey.

 Within this chapter, you’ll go shopping and equip 
your character with the tools need for adventure. But 
this chapter is more than just a shopping list. It provides 
information about currency in the Delve Multiverse, 
some economic considerations, the rules governing the use 
of items, how items are damaged and destroyed, as well as 
the rules for determining how many bits of gear your hero 
can reasonably carry. 

The gear in this chapter also provides a basis for 
what Heroes can reasonably purchase in a decent-sized 
settlement after Hero creation.

Currency
Currency within the Multiverse comes in a variety 
of forms according to the needs and customs of the 
area, nation, world, plane, or settlement. But the most 
predominant monetary system is the Vold Standard—
the currency standards of the Vold Empire. The Vold 
Standard is split into four main denominations: platinum, 
gold, silver, and copper. There are other, often less-used 
denominations, notably ancient electrum coins. These 
coins are officially worth half a gold coin or 50 silver coins 
but are often more valuable to sages and collectors. Many 
cultures cut their gold coins into quarters, each worth 25 
sc, though this practice is frowned on within the core of 
the Empire. Most settlements and civilizations also use 
trade bars of various and writs of credit. These currencies 
have their value either stamped on the bar or written 
within the note, typically Vold Standard denominations.

Even if they have their own currency, most settlements 
and societies accept currency or have exchange rates based 
on the Vold Standard. For that reason, prices for gear and 
other items, such as gems, jewelry, and trade goods within 
the rules all feature prices based on the Vold Standard.

Coins of the Vold Standard weigh 10 grams (or – mass), 
minus metal loss due to shaving, damage, or defect.

Y

Economy
The prices presented here and in other places in the 
rules assume you are purchasing items within a fair-sized 
city (at least 10,000 inhabitants during winter months), 
where markets are continuously stocked, and guilds produce 
at nearly constant rates. In many smaller economies, items 
in this section are often unavailable or only available at a 
higher price. Based on the village and the narrative, a Delve 
Master might rule that local prices are two or three times the 
normal or that particular items are not available.

For instance, maybe you’ve stumbled upon a sleepy 
town that serves as a hub for a group of local farmers. The 
town has a smith, but she’s skilled in creating plows and 
horseshoes. She might have the skill to create armor and 
weapons, but she lacks the raw material, equipment, or 
time. Trying to get her to craft a suit of full plate armor 
likely costs more than one in a city with an armorer’s guild.

Other times, an influx of items might flood the market, 
bringing prices down. A Delve Master can rule that the 
local prices are half or even a quarter of their rates based on 
the narrative.

Some Heroes—usually particularly greedy or desperate 
Heroes—loot the dead and vanquished for gear they can 
sell. Typically, you can sell gear for half the item’s price 
(assuming there is a demand). If the item has at least one 
Ding (see below) or there is little demand for it, heroes 
may only get a quarter or less of its regular price.

The Vold Standard
1 Platinum coin (pc)= 100 gold coins, 10,000 silver coins, or 1,000,000 copper coins
1 Gold coin (gc) = 1/100 of a platinum coin, 100 silver coins, or 10,000 copper coins

Silver coins (sc) = 1/10,000 of a platinum coin, 1/100 of a gold coin, or 100 copper coins
Copper coins (cc)= 1/1,000,000 of a platinum coin, 1/10,000 of a gold coin, 1/100 of a silver coin
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Step 5: Purchase Gear
You start with 1 gold coin (or 100 silver coins) and 
a set of explorer’s clothes (page @@). Unless the 
Delve Master provides limits on what you can 
purchase, you can buy anything you can afford in 
this chapter.
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Carrying
Carrying determines the limit of how much gear you can 
carry. Each bit of gear has a Mass, which is an abstract 
value of weight and bulk. If a Mass entry features a “—”, 
this means the Mass is negligible or part of the Mass of 
another item. Of course, even the Mass of negligible items 
can stack and become burdensome if you have enough 
such items, but typically you can have 100 of these items 
before it starts to weigh you down. Usually, 100 negligible 
Mass items equal 1 Mass, but 200 is 4 Mass, 300 is 8 
Mass, and so on. 

You can Carry 10 + your Might in Mass without a 
problem. If you carry more than that, but less than twice 
that number, you become Hampered, which means you 

             take a -2 penalty to Speed and are Vulnerable.  
      If you carry more than twice your Carrying, you 

become Encumbered, which means you are Vulnerable and 
can’t move.

Dings
Items don’t have Hits as creatures do. Instead, they 
accumulate Dings. If they get enough Dings, they can 
become Useless. Sometimes an effect can cause an item to 
gain Dings. Generally, the number of Dings an item can take 
is determined by its type and how it’s constructed. Magic 
items can typically withstand more Dings than mundane 
items can. When an item has taken its maximum number of 
Dings, the next Ding makes the item Useless. 

Before an item becomes Useless, you can remove 
accumulated Dings can be removed by repairing the item. 
Various general talents grant heroes the ability to repair 
specific types of items. A Useless item can’t be repaired with 
anything short of a magical effect.

Armor
Being quick is good; being armored is better. Whether or not 
you are fighting a local tyrant or marauding goblins, armor is 
your first and often best protection. 
Like all defenses, you determine your Armor defense by 
adding 10 to its keyed prime attribute, add the highest of 
the four bonus types, and subtract any penalties. Armor 
defense’s key primary attribute is either Agility or Endurance, 
based on the armor you wear. The armor you wear also 
determines the item bonus you add to Armor. Some armors 
apply penalties to your Agility and your Speed.

Gaining a suit of armor’s full benefits require that you 
are trained in that armor. If you are not trained in the armor 
you’re wearing, its item bonus to Armor is reduced by 2. You 
take on all its penalties and an additional -1 penalty to Speed 
and all resolutions.

Armor is divided into three main types—simple, 
intermediate, and superior. Shields and other Defensive 

Brumtha’s Gear

Brumtha Doomhammer starts with 100 
silver coins to purchase gear. 

She doesn’t have to buy her war hammer 
because she received it via the Heirloom 
talent (page @@). But she does like to have a 
backup weapon, so she picks up a had axe 
for 5 sc.

Her main expense is her armor.  She wants 
to be well protected, so she picks up mail 
(50 sc) and a shield (10 sc). Since she is going 
out in the world to adventure, she picks 
up a traveler’s pack (15 sc). This leaves her 
20 silver left in her pocket. Just enough to 
purchase a single potion of healing. 

weapons can enhance your armor’s protection, but those are 
presented in the next section—Weapons. 
Simple armor is cheap, easy to put on and take off, and 
provides less protection. It offers smaller bonuses to Armor 
defense but weighs less, rarely affects your Speed or Agility. 
When determining your Armor attribute, you use Agility as 
its key primary attribute. Light armor can take 3 Dings before 
becoming Useless.

Intermediate armor provides more physical protection 
than lighter armor, but often at a cost to your Agility and 
your Speed. When you calculate your Armor attribute while 
wearing Intermediate armor, you can use either Agility or 
Endurance as its key primary attribute. Without special 
training, you can’t perform intricate arcane spellcasting 
actions while wearing Intermediate armor. Intermediate 
armor can take 5 Dings before becoming Useless.

Superior armor is the most protective armor that gold can 
buy, but at a penalty to your Agility, sometimes Awareness 
resolutions, and your Speed. When determining your Armor 
attribute, you use Endurance as its key prime attribute while 
wearing heavy armor. Without special training, you can’t 
perform intricate arcane spellcasting actions while wearing 
heavy armor. Heavy armor can take 10 Dings before risking 
destruction.

Each armor entry on the armor chart has six entries. They 
are described below.
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Simple Armor
Name Price Mass Bonus Agility Penalty Speed Penalty Elements
Leather 20 sc 1 +1 — — Simple
Studded Leather 25 sc 2 +2 — — Simple
Reinforced Leather 30 sc 2 +3 — — Simple

Intermediate Armor
Name Price Mass Bonus Agility Penalty  Speed Penalty Elements
Mail 50 sc  3 +4 -1 — Clumsy, 
      Intermediate
Piecemeal  40 sc 3 +5 -3 -1 Clumsy, 
      Intermediate
Reinforce Mail 80 sc 4 +5 -2 -1 Clumsy, 
                            Intermediate

Superior Armor
Name Price Mass Bonus Agility Penalty  Speed Penalty Elements
Plate and Mail 2 gc  3 +6 -3 -1 Advanced, 
      Clumsy
Plate 10 gc 3 +7 -4 -2 Advanced, 
      Clumsy
Full Plate 50 gc 4 +8 -3 -2 Advanced, 
      Clumsy

Leather Armor

Plate and Mail

Mail
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The Name of the armor is presented in the first column. 
Price is the Vold Standard value necessary to purchase this 
item in most settlements. Heroes can sell the item at half 
that value in most settlements or a quarter of that value if it 
is Dinged or not in demand.

Mass is the mix of weight and bulk the item has and is 
used to determine your Carrying. The Mass in this entry 
is when you wear the armor. If you are carrying the armor, 
double its Mass.

Bonus is the item bonus to Armor that you gain when 
wearing the armor.

Agility Penalty is the penalty to your Agility primary 
attribute when wearing the armor. 
Speed Penalty is the penalty to your Speed attribute when 
wearing the armor.

            The Elements entry provides a list of game   
        elements the item possesses. Armor elements are listed 

in this chapter near the end of this section. They are also listed 
in Appendix @: Master List of Elements on page @@.

Armor Descriptions
Each of the items listed in the table is described in the 
sections below. Each entry also provides information on the 
time it takes to put on or take off its suit of armor.

Full Plate is the best armor that money can buy. Reserved 
for regents, important knights, and shining heroes, full plate 
consists of many interlocking plates carefully fitted to the 
wearer. The result is a shell of protection from head to toe. It 
typically takes 20 minutes to put on or take off a suit of full 
plate armor.

Leather armor comes in many forms, from long coats 
to a jumble of furs to form-fitting and buckled ensembles. 
The padded armor typically worn under medium and heavy 
armor is treated as leather armor when worn alone. It takes 
about a minute to put on or remove leather armor.

Mail Consisting of a long shirt constructed of 
interlocking metal rings called a hauberk, along with a 
coif and leggings made of similar material, mail is heavy 
but flexible. It’s a favorite of adventurers, city guards, and 
soldiers for its mix of flexibility, protection, and cost. It takes 
about 5 minutes to put on or remove a suit of mail armor.

Piecemeal armor consists of the leftover parts of various 
armor pieces due to necessity, lack of skill, and desperation. 
Many monsters and scavenging societies piece together 
suits of piecemeal armor. It takes about 5 minutes to put on 
or remove a suit of mail armor.

Plate armor consists of number plate pieces, many of 
them interlocking that protect most of the body. It’s favored 
by generals, champions, and warlords. It takes about 15 
minutes to put on or remove a suit of plate armor.

Plate and Mail consists of a suit of mail with a 
breastplate and plate protection for the shoulders, arms, and 
legs. It’s the favorite of many adventurers, mercenaries, and 
brigands. It takes about 10 minutes to put on or take off a 
suit of plate and mail.

Reinforced Leather is leather armor strengthened by light 
mail, either as a short hauberk or as a large coif that protects 

the chest, back, and shoulders. It’s favored by bandits, toughs, 
and poor adventurers. It takes about 5 minutes to put on or 
take off a suit of reinforced leather armor.

Reinforced Mail is a mix of mail with a few plates, 
typically on the shoulders and arms. It’s favored by 
freebooters, marines, and adventurers. It takes about 10 
minutes to put on or take off reinforced mail.

Studded Leather is a suit of leather armor is enhanced 
with steel or iron studs or rings. It’s favored by hunters, 
rangers, and thugs. It takes about a minute to put on or take 
off a suit of studded leather armor

Armor Elements
Armors have the following small set of rules elements. 

Clumsy This is an item element associated with armor or the 
clothes that you wear. While wearing this armor, you suffer 
a -4 penalty to Climb, Hide, Jump, and Swim resolutions.

Intermediate This is an item element associated with armor. 
While wearing this armor, your Armor defense uses Agility 
or Endurance as its key primary attribute (your choice).

Simple This is an item element associated with armor. While 
wearing this armor, your Armor defense uses Agility as its 
key primary attribute.

Superior This is an item element associated with armor. 
While wearing this armor, your Armor defense uses 
Endurance as its key primary attribute. Heavy armor also 
includes a helm. You suffer a -2 penalty to Awareness 
resolutions that rely on sight or hearing when you wear the 
helm. If you take off the helm or raise a helm’s visor, you do 
not suffer these penalties, but the item bonus provided by 
this armor is reduced by 1.

Weapons
The Multiverse is a dangerous place, so you should have 
at least one weapon at hand at all times. There are several 
weapons you can choose from, and a handful of which  you 
possess naturally. You always have the option to throw 
a punch or make a kick, or you can pick up a stone or a 
sturdy piece of wood to use as a club, but other weapons 
are better for both offense and defense. From axes, swords, 
and spears, to the strange and explosive blackpowder 
weapons, they come in two main groups: Basic weapons 
and martial weapons. 

Basic Weapons are relatively easy to use with little 
training. Most Heroes are trained in basic weapons or some 
set of basic weapons. If you’re trained with weapons on 
this list, you can use them to their full ability. If you are not 
trained in one of these weapons, you roll 2d20 and take the 
lower result when you Attack with them. Nonmagical basic 
weapons can take 2 Dings before becoming Useless.

Martial Weapons require a great deal of specialized 
training for their proper uses. If you are trained with 
weapons on this list, you can use them to their full ability. 
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If you are not trained in one of these weapons, you roll 
2d20 and take the lower result when you Strike with them. 
Nonmagical martial weapons can take 3 Dings before 
becoming Useless.

Each weapon on the Weapons chart has six entries. They 
are listed below.

Each entry starts with a Name for the weapon or 
ammunition. 

Price is the Vold Standard value needed to purchase the 
weapon in most settlements. Heroes can sell the item for 
half that value in most settlements or a quarter of that value 
if the item is Dinged or not in demand.

Mass is the mix of weight and bulk possessed and 
its Mass counts against you Carrying. The mass applies 
whether or not you are carrying or wearing the item.

Damage details the amount of damage a weapon 
deals with a successful Strike. If you crit, this damage is 
maximized, and you deal and addition +1d8 situation bonus 
damage. Ranged weapons are “ammunition dependent.” 
The ammunition for such weapons is listed under the main 
entry and indented.

The Element entry contains a list of the elements the 
item possesses. Weapon elements are listed at the end of 
this section. They are also listed in Appendix @: Master List 
of Elements on page @@.

Wielding Weapons
To make an Attack or gain any benefit from elements such as 
Defensive, you must be wielding the weapon. Weapons and 
implements can be wielded with one hand unless they have 
the Cumbersome element, or you decide to wield them two-
handed if they have the Versatile element. Most of the time, 
weapons with the Reload element can be wielded in one hand, 
but you need to use another hand to reload and when you fire 
the weapon.

When you’re not wielding a weapon, you can usually place 
it in a sheath or harness. Ammunition is usually held in a 
quiver or a pouch. When you purchase a weapon, it comes 
with a sheath or harness, and the first time you buy a type of 
ammunition, it comes with a quiver or a pouch. 

Striking and Attacking
When you are wielding a weapon, you can Strike (page @@) 
with that weapon, assuming that you are Conscious and have 
the ability to use the Strike talent. Strikes have the Attack 
element (page @@), and in rare occasions you can use a 
weapon with other talents that possess the Attack element. 

When you Attack with a weapon you usually make a Might 
resolution against Armor defense. Some weapons either 
allow you or require you to make an Agility resolution against 
Armor instead. For instance, a Weapon with the Finesse 
element allows you make either an Agility or Might resolution 
when you attack. And if you use a Thown weapon, you can 
also choose Agility or Might. But a Ranged weapon requires 
you to make an Agility resolution. 

Weapon and Ammunition 

Descriptions
Each of the weapons on the Weapons table is  described in 
corrisponding sections below. 

Alchemical Bomb These weapons are nothing more 
than hollow iron balls filled with black powder which is 
ignited by an alchemist fuse (page @@). While simply 
constructed, they are expensive and are often proscribed by 
local authorities due to the amount of black powder needed 
to fuel their explosive power. 

Alchemical Fire These rigid, wax-sealed ceramic vessels 
contain an alchemical substance that burns once exposed to 
air, quickly burning anything around it. Like most alchemical 
weapons, many settlements  proscribe their use, 
as they can quickly set buildings on fire.

Alley Piece Sometimes called a hand crossbow, these 
weapons are the smallest of crossbows. Many of them can be 
quickly disassembled and easily concealed on the body 
(such disassembly and assembly requires 2 nonconsecutive 
uses of Interact). Alley pieces shoot small dartlike bolts, 
which are easily treated with poison.

Arrow, Bodkin These longbow areas have sturdy but thin 
points, often coated with wax, and are known for their ability 
to penetrate armor. In a pinch, bodkins can be used as a 
melee weapon, acting as a dart without the Thrown element.

Arrow, Bone or Stone Used for small-game hunting or 
by people without ready access to iron or other metals, these 
arrows still injure. In a pinch, these arrows can be used as a 
melee weapon, acting as a dart without the Thrown element.

Arrow, Hunting These broad-tipped arrows are made for 
tearing through flesh. In a pinch, these arrows can be used as a 
melee weapon, acting as a dart without the Thrown element.

Axe Often called battle axes, these weapons feature broad 
blades attached to the end of a wooden, often fortified with 
metal plates and studs at the haft. These weapons can feature 
one edge or two and can be wielded with one or two hands.

Bolt The ammunition of crossbows, bolts are similar 
to arrows but shorter and sometimes wider. The standard 
bolt can be used in both the crossbow and the repeating 
crossbow, but other types of crossbows have their own bolts. 
In a pinch, bolts can be used as a melee weapon, acting as a 
dart without the Thrown element. 

Bolt, Heavy Larger than a standard bolt, this is the 
ammunition of the heavy crossbow. In a pinch, heavy bolts 
can be used as a melee weapon, acting as a dart without the 
Thrown element.

Bow Are semi-rigid pieces of elastic wood, horn, or 
composite materials with a high-tensile bowstring joining 
the edges during use. The string is constructed of a fiber 
usually made of hemp, linen, sinew, silk, or rawhide. When 
not in use, a bow is kept unstrung to reduce the pressure 
on the bow and string. The bow is held in one hand while 
an arrow is nocked to the bowstring with another. Once the 
bowstring is pulled and released, the arrow flies at a great 
distance with force. These types of standard bows are shorter 
bows, being ideal for both infantry and cavalry. When you 
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Simple Weapons
Name  Price Mass Damage Elements
Alchemical Bomb 2 gc 2 3d6 Arcing, Burst 3, Explosive, Fuse, Thrown 5
Alchemical Fire 20 sc 1 2d4 Arcing, Burst 3, Fire, Fuse, Persistent 1d4, Thrown 5
Alley Piece 20 sc 1 Ammunition Dependent Ranged 20, Reload 1
   Dart Bolt (20) 1 sc 1 1d4 + Agility Reusable
Club  — 1 1d6 + Might Slam
Crossbow 25 sc 1 Ammunition Dependent Arcing, Ranged 25, Reload 1
   Bolts (20) 1 sc 1 1d8 + Agility Reusable
Crossbow, Repeating 1 gc 2 Ammunition Dependent Arcing, Cumbersome, Ranged 25, Reload 0   
      (see description)
   Bolts (20) 1 sc 1 1d8 + Agility Reusable
Dagger  5 sc 1 1d4 + Agility or Might Finesse, Thrown 5
Dart  3 sc — Agility or Might (Min 1) Finesse, Thrown 5
Flail  10 sc 1 1d6 + Might Slam, Trip
               Fist — — Agility or Might (Min 1) Finesse, Unarmed
          Fist, Reinforced special — 1d4 + Might Slam
Hand Axe 5 sc 1 1d6 + Might Thrown 5
Hilt or haft — — 1d4 + Might  Slam
     Javelin 3 sc 1 1d6 + Might Arcing, Thrown 15
Kick  — — Agility or Might (Min 1) Trip, Unarmed
Kick, Reinforced special L 1d4 + Might Slam, Trip
Mace  15 sc 1 1d8 + Might Slam
Rock  — 1 1d4 + Might Slam, Thrown 10
Sling  2 sc — Ammunition Dependent Arcing, Ranged 25, Reload 1
   Stones (20) — 1 1d4 + Might Reusable
   Bullets (20) 4 sc 1 1d6 + Might Reusable
Spear  5 sc 1 1d6 + Might Arcing, Lunge, Reach 2, Thrown 10
Staff  3 sc 2 1d6 + Might Slam, Reach 2,Versatile

Martial Weapons
Name  Cost Mass Damage Elements
Axe  15 sc 2 1d8 + Might Sweep, Versatile
Bow  25 sc 2 Ammunition Dependent Arcing, Range 25, Reload 0
   Arrow, Bone or Stone 50 cc 1 1d4 + Agility Reusable
   Arrow, Hunting 1 sc 1 1d6 + Agility Reusable
Buckler  10 sc 1 1d4 + Might Protective 1, Slam
Cudgel  15 sc 2 1d8 + Might Slam, Trip, Versatile
Great Axe 40 sc 4 1d12 + Might Cumbersome, Sweep
Great Sword 50 sc 4 1d12 + Might Cumbersome, Reach 2, Lunge
Heavy Crossbow 50 sc 4 Ammunition Dependent Cumbersome, Ranged 30, Reload 1
   Bolt, Heavy (20) 5 sc 2 1d10 + Agility Penetrating, Reusable
Kukri  20 sc 1 1d4 + Agility or Might Finesse, Trip
Lance  20 sc 5 1d12 + Might Calvary, Reach 3
Longbow 50 sc 3 Ammunition Dependent Ranged 100, Reload 0, Cumbersome
   Arrow, Bodkin 1 sc 1 1d6 + Agility Penetrating, Reusable
   Arrow, Hunting 1 sc 1 1d8 + Agility Reusable
Longsword 20 sc 3 1d8 + Might Reach 2, Lunge, Versatile
Maul  25 sc 5 1d12 + Might Cumbersome, Reach 2, Sweep
Musket  5 gc 4 Ammunition Dependent Cumbersome, Firearm, Range 50, Reload 3
  Paper Cartridge (20) 1 gc 1 3d8 Explosive, Penetrating, Smoky
Parrying Dagger 10 sc 1 1d4 + Might or Agility Finesse, Defensive 1
Pick  15 sc 3 1d6 + Might Penetrating, Versatile
Pike  15 sc 6 1d8 + Might Cumbersome, Lunge, Reach 3
Pistol  1 gc 1 Ammunition Dependent Firearm, Ranged 15, Reload 3
  Paper Cartridge (20) 1 gc L 2d6 Explosive, Penetrating, Smoky
Polearm 25 sc 4 1d10 + Might Cumbersome, Lunge, Reach 2, Reposition
Rapier  20 sc 2 1d6 + Might or Agility Finesse, Reach 2, Lunge
Shield  10 sc 2 1d6 + Might Defensive 2, Slam
Sword  10 sc 1 1d6 + Might or Agility Finesse
 War Hammer 15 sc 3 1d8 + Might Slam, Sweep, Versitile
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fumble with the bow, the bow does not take a Ding. Instead, 
its string breaks and must be replaced (usually taking 1 
Interact action once the string is retrieved) before it can be 
used again. 

Bullet Typically crafted of lead or other dense metals, 
this ammunition packs a powerful punch when unleashed 
by a sling. Often bullets are engraved with brief taunts 
such as “eat this,” “get fucked,” or other similarly charming 
admonitions.

Buckler These small metal shields are held in one hand. 
While not offer the protection of larger shields, they are light 
and ideal for fast and furious close combat defense.

Club Just about any stout piece of wood or other hard 
material can serve as a club, but often they are carved or 
otherwise crafted to better suit the aesthetic sensibilities of its 
wielder or in the attempts to increase its bludgeoning power. 

Crossbow This weapon has a bow-like section called a 
prod mounted horizontally on a frame called a tiller, which 
shoots a bolt by use of a triggering mechanism. The bolt is 
arrowlike but usually shorter and thicker. Easier to master 
and maintain than bows, it’s popular with soldiers, guards, 
and hunters. While easier to use, it is slower to reload, as the 
thick and taut string must be pulled back with both hands 
or by way of a winch or lever. 

Crossbow, Repeating Similar to a regular crossbow, 
this weapon features a magazine of bolts at its top and an 
ingenious cranking mechanism allowing a quick reset of the 
string with minimal action. Once the string is reset, a new 
bolt falls from the magazine, allowing many bolts to be fired 
in quick succession. A magazine of bolts contains six bolts. 
After all the bolts in the magazine are fired, the bolts must 
be replaced, requiring both hands, a new supply of bolts, 

and 3 nonconsecutive uses of Interact. 
Cudgel This large, heavy club is often reinforced or 

studded with iron and has a ball carved at its top. Larger, 
heavier, and more meticulously crafted than a typical club, it’s 
a favored weapon of ruffians and members of the watch.

Dagger This large and helpful knife is common 
armament and tool among all levels of society. While it 
can be thrown and used for personal defense, it’s also a 
common eating implement.

Dart These weapons come in many forms, from simple 
shards of metal to spikes at the end of fletching, and are 
usually thrown, sometimes in groups. They are occasionally 
treated with poison. 

Dart Bolt These small and slight bolts are used as 
ammunition in an ally piece. They are easily treated with poison.

Flail This variation of a thresher’s tool features a shaft 
connecting to a rod shod with an iron or iron ball by way of 
a chain or cord. Swinging the weapon brings the rod or ball 
down with devastating effects. 

Fist If you are without a weapon, you can always throw 
a punch. 

Fist, Reinforced If you are wearing a gauntlet (which is 
part of intermediate and superior armor, or you can purchase 
a pair of gauntlets for 10 sc) or wear brass knuckles (costing 
2 sc), you can throw a reinforced fist. 

Great Axe These massive axes have larger blades and 
longer hafts than your standard battle axe. They are huge, 
intimidating, have great reach, and deal grievous wounds 
upon contact with enemy flesh. 

Great Sword Sometimes called a two-handed sword 
or a zweihänder, these massive swords are terrifying to 
behold in battle. Their vast reach and cutting power can 

Great Axe

Hand Axe

Axe
Mace

Pick

@@

War Hammer

5
Bugbears

5
Gear



1
Start

2
People

3
Class

4
Talent

5
Gear

6
Story

7
Play

8
Mastery

10
Tresury

11
Adventure

9
Bestiary

cleave a target in two. 
Hand Axe These small axes are a great tool on the farm 

or the wilderness and can be thrown a fair distance to 
dissuade attacks from wolves or bandits. 

Heavy Crossbow These large and cumbersome heavy 
crossbows are difficult to wield, reload, and even carry 
around, but they can stop even an armored enemy dead in 
their tracks.

Hilt or Haft Most weapons have a hilt or a haft that can be 
used as a bashing weapon in a pinch. When you strike with 
the hilt or haft, you use this entry. When you are trained in a 
weapon, you are also trained with its hilt or haft. If a weapon 
you’re wielding has neither a hilt nor haft (such as an ally piece, 
bow, or sling), you can’t use this option. When you Attack with 
the hilt of a crossbow, musket or pistol, or any other weapon 
with complex mechanisms, and you fumble the attack, the 
weapon takes 1 Ding, and you lose an action. 

Javelin While these short spear can be used as a melee 
weapon, they’re primarily constructed as a thrown weapon. 
While they lack the reach of a spear, they can be thrown  
greater distances. 

Kick Even when your hands are full, you can still try to 
kick your foes. 

Kick, Reinforced Whether because you’re wearing a suit 
of superior armor complete with sabatons, or steel-toed 
boots (a pair typically costs 5 sc), kicking someone with a bit 
of metal hurts more than your typical kick. 

Kukri These long, curved blades are longer than a 
dagger and shorter than a sword. In the right hands, a 

kukri has the perfect length and curvature to sweep a leg 
and trip other creatures.

Lance These cavalry spears are made for charges on 
horseback, often being too long and cumbersome for hand-
to-hand fighting. A variation of these weapons is created 
for jousting use, with blunted ends and shafts made to 
break away and dull impact. While still dangerous, these 
tournament lances only deal Might damage on a successful 
Strike or Might + 1d8 situation bonus damage on a crit 
against a creature wearing superior armor. They deal 1d8 + 
Might against creatures wearing lesser armor or no armor. A 
tournament lance costs the same as a standard lance.

Longbow Sometimes called a war bow, these massive 
weapons are often as tall as a human and capable of dealing 
death at incredible range, especially against armored 
opponents. In many lands, the use of the longbows is 
regulated as a longbow archer can be an asset in war and a 
dire threat to the power of the nobility.

Longsword These weapons come in many shapes, 
sometimes with one blade and sometimes with two. Many 
cultures consider the longsword the ultimate weapon of 
nobility and strictly regulate their use. 

Mace This weapon is a haft with a metal head, either 
ridged or spiked, ideal for breaking bones and cracking 
skulls. The mace symbolizes either temporal or religious 
power in many cultures, but it’s just a metal club. 

Maul This massive hammer on a long haft is made for 
crippling and braining enemies. 

Musket This blackpowder long gun is loaded through 

Longswords

Swords
Kukri

Dagger

Rapier
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the muzzle, and the spark is provided by a bit of flint, 
creating a spark on a black-powder primed pan, which 
ignites the powder shove in the barrel, propelling a ball 
at the enemy. Smokey, loud, powerful, and cumbersome, 
it’s typically used by specialized soldiers who are often 
protected by lines of pike. 

Paper Carriage These are packets of paper containing 
enough black powder and a lead shot to load a pistol or a 
musket. You tear open the packet, prime the pan with black 
powder, pour the rest down the barrel, and then ram the 
paper and the shot down the barrel. Then, fire away. 

Parrying Dagger This group of daggers includes the 
main-gauche, the serrated  or swordbreaker dagger, and 
the trident dagger. All are made to parry incoming blows, 
especially from swords. 

Pick At the end of an iron-reinforced staff is a steel pick 
formed to puncture armor and rend flesh.  

Pike These are very long thrusting spear, typically at 
least 3 meters in length. They’re used primarily by infantry 
units with many ranks. They’re considered too long and 
cumbersome to be used effectively by a lone or a small unit 
of warriors, but some warriors make it work. 

Pistol These are smaller, hand-held blackpowder projectile 
weapons, similar to muskets but lighter and easier to conceal. 
They’re favored by bravos, noble’s bodyguards, and those 
who like to shock and awe their opponents but has all the 
disadvantages of its larger cousins.

Polearm These weapons exist in a dizzying variety of 
forms. They are all long poles topped with a metal head with 
a mix of slashing, piercing, or hooking weapons. When used 
in large groups, they are ideal for crowd control and cavalry 
dismounting. 

Rapier These long, one-handed swords features a basket 

hilt and are favored by rogues, dandies, and duelists. 
Rock When all else fails, you can pick up a good-size rock 

or similar hard object and bash your opponent with it or 
throw it at them. Unlike other simple weapons, a rock can 
take only 1 Ding before becoming Useless. 

Shield Far more effective as protection than a weapon, 
most shields are constructed of light but durable wood 
reinforced by leather with metal rims and a boss. While 
providing protection, the shield can also be used to bash 
enemies who stray too near.  

Sling These simple weapon are constructed of two links of 
cord connected by pouch at their middle and each cord ending 
in a loop. A stone or bullet is placed in the pouch, and then 
the sling is swung in an arc, projecting the stone or bullet long 
distances. Easy to make and relatively easy to use, slings are 
used for hunting and in warfare by the lower classes. 

Spear These simple but highly effective weapon, consist 
of a shaft ending in a metal, bone, or stone point. Spears are 
effective melee weapons that can also be thrown. 

Staff These hardwood staves are sometimes tipped with 
metal. They can aid in walking, especially over rugged ground, as 
well as defense and offense. Young warriors are typically trained 
with the staff before graduating to training with the sword. 

Stone This ammunition suitable for use with a sling is 
usually smooth river stones meticulously gathered for their 
shape, hardness, and weight. It usually takes about an hour 
of work to gather 20 such stones. 

Sword These one-handed blades comes in various forms. A 
swords might feature a single blade or two blades. They are the 
preferred close-combat weapon of many soldiers.

War Hammer These weapons have a reinforced shaft 
with a heavy metal head and are made to beat enemies into 
dented bloody pulp.

Various Forms of Polearms
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Weapon Elements
Weapons have the following rules elements. 

Arcing A weapon with this element has extended range 
when shot or thrown outdoors or within large chambers 
with ceilings at least 12 meters high. When in these areas 
its ranges are doubled. 

Burst When throwing a weapon with this element, you 
create a burst centered on an area of non-blocking 
terrain anywhere within the range of the throw. This 
counts as a single Attack, but you make Agility resolutions 
against Agility Defense to all creatures within the burst. 
Each success deals the listed damage. Any crits deal the 
listed damage + 1d8 situation bonus damage, and if the 
weapon is Explosive, you also knock the target Prone. 
Also, if the weapon is Explosive, all creatures within the 
area become Deafened (page @@) until the end of the 
next round unless the weapon is a dud. If you fumble any 
resolution with an Explosive Burst weapon, the weapon 
is a dud. This means the weapon fails to detonate, and no 
creature in the area takes damage or becomes Deafened. 

Cavalry These weapons work best when you are mounted. 
When used by an unmounted creature, they can be 
used as pikes but untrained (roll 2d20 when making a 
resolution with the weapon and take the lower result). 

Defensive When wielding at least one of these weapons, 
the item bonus granted to you by Armor increases by its 
value (or the higher value if you’re wielding two Defensive 
weapons). If you are not wearing armor, it grants you an 
item bonus to Armor equal to its Defensive value. 

Cumbersome A weapon with this element takes two-hands 

to use, and it can’t be properly wielded when you are 
mounted. If you attempt to use a Cumbersome weapon 
while mounted or in some other confined space (smaller 
than the weapon’s reach), you do so untrained (roll 
2d20 with each resolution and take the lower result). If a 
Cumbersome weapon has Reach, you must use a haft or 
hilt Attack against adjacent creatures, though it deals 1d6 
+ Might damage instead of the normal damage. Size Small 
and smaller creatures can’t use Cumbersome weapons.

Explosive This weapon or ammunition is extremely loud 
and has the potential to deal higher than normal damage. 
If you shoot this ammunition while you are Hidden, that 
state ends, and creatures within at least 1 kilometer will 
typically hear the discharge. Whenever you roll a 6 or 
higher on your initial damage, you can add additional 
damage the same number of additional damage dice to 
the roll. These additional damage dice do not “explode” in 
the same way. For instance, let’s say you are firing a pistol, 
and you roll 2d6 and roll “6s” on both dice. You can then 
roll an additional 2d6 and add that to the damage, but 
even if one or both of these dice roll a 6, you don’t roll any 
additional damage dice. In the case of a crit, the damage 
is maximized, and all of the dice explode, and you gain the 
normal situation bonus damage for scoring a crit. 

Finesse Finesse weapon Attacks and damage can be keyed 
to either Agility or Might (your choice).

Fire This weapon deals Fire damage. 
Firearm While powerful propellers of shot by way of 

a spark and explosive black powder, firearms are 
sometimes fickle and susceptible to dampness. A firearm 
submerged in water must be cleaned before being fired 
again (cleaning such a firearm takes at least 10 minutes). 

Musket

Pistol

Alchemical Bomb

Paper Cartridge

Guns and Bombs!

Some don’t like blackpowder weapons in 
their fantasy roleplaying games. And that’s 
okay. Just because Delve has rules for them, 
it doesn’t mean you have to use them. 

But if you want to play a campaign where 
blackpowder weapons are emerging but 
rare (and often highly controlled by states 
and rulers), these rules have you covered. 
Have fun blowing things up!
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In damp weather (be it fog or high humidity), its fumble 
range increases by 1. In moderate rain, its fumble range 
increases by 2. In heavy rain, its fumble range increases 
by 4. When you fumble with a firearm, it gains a Ding 
becomes jammed and can’t fire again until you use 3 
nonconsecutive Interacts to unjam it. If you attempt to 
fire a jammed firearm, it automatically gains a Ding and 
is still jammed. If, during that firing, it becomes Useless, it 
might also explode. Make a flat Mark 11 resolution. If that 
resolution fails, the weapon explodes, dealing its normal 
damage to the creature wielding it, as if the firearm shot 
them. Any smoke such a shot would generate is centered 
on the wielder instead of issuing out of the firearm. 

Fuse This weapon has a fuse that must be lit with an open 
flame (such as alchemical match, candle, or torch) and an 
Interact before it is thrown or fired. 

Lunge When you Attack with this weapon, you can choose 
to do so 1 square beyond your normal reach. Using Lunge 
is not an action. You choose to do so when you Attack 
with the weapon. Lunging is part of that Attack. When 
you Lunge, you suffer a -2 penalty, and your crit range is 
reduced by 1. If you fumble the resolution, you become 
Vulnerable until the end of the round.

Penetrating When attacking with this weapon, you make 
the resolution against the Agility Defense instead of 
Armor. If this weapon is also Ranged, it is only Penetrating 
within its stated range. You can still Attack at the greater 
range at the standard penalty and crit decrease, but you 
make Attack resolutions against Armor.

Persistent A weapon or effect with this element continues 
to deal damage after its initial success or crit. At the end 
of each round, it deals the amount of damage listed as 
part of this element. After the damage is dealt, make 
a Mark 11 flat resolution. On a success, the Persistent 
damage ends. You or someone adjacent to you can 
also attempt to end the Persistent damage by using an 
Interact action. When this is done, attempt the Mark 11 
flat resolution again. On a success, the Persistent damage 
ends. Unless stated otherwise, Persistent damage always 
has the same damage elements of the initial Attack or 
effect.

Ranged When Striking with a ranged weapon, you make 
an Agility resolution against Armor. A Ranged weapon 
propels ammunition toward its target within the given 
range. If you are also trained in the weapon, you can 
target a creature at twice that range, but you suffer a -2 
penalty, and your crit range is reduced by 1, or you can 
target a creature more than twice the range and no more 
than four times its range, but you suffer a -4 penalty, and 
your crit range is reduced by 2. 

Reload A Ranged weapon with this element has 
ammunition that it takes time to prepare before you 
can fire it again. To reload the weapon, you must be 
wielding the weapon, and the ammunition must be within 
reach and have a second had free to reload a weapon. 
The number connected to this talent is the number of 
Interacts you must use to reload the weapon. If this is a 
Reload 0 weapon, you can reload it as part of a Strike. 

Repositioning When you crit with this weapon, you can 

either move the target one square or if you are attacking 
a mounted enemy, you can knock them off their mount 
(they fall prone in a square of your choice adjacent to the 
mount and take 1d6 Slam damage).

Reusable Half of the ammunition you use can be 
retrieved and reused after a battle. This takes at least 
10 minutes to gather and make minor repairs to any 
salvageable ammunition. 

Slam A weapon with this element deals Slam damage.
Smoky When a Ranged weapon with the Element is fired 

it creates a puff of acrid smoke, Concealing a 3-square 
blast in the direction you fired until the end of the next 
round. If there is any confusion about where the blast is 
placed, the Delve Master decides its placement. Windy 
weather or other effects can end the smoke at the Delve 
Master’s discretion. A non-Ranged weapon or effect with 
this element creates an emanation of smoke in a

  2-square emanation centered on the weapon or the 
creature creating the effect. 

Sweep When you crit with a weapon with this element, you 
can deal damage equal to your Might on a creature adjacent 
to the target and within your reach as part of the Attack.

Trip You can use this weapon to Trip (page @@). When you 
crit with a weapon with this element, you can attempt to 
Trip the creature as part of the Strike.

Thrown You can throw this weapon, targeting a creature 
at the range indicated. When making a Thrown Strike 
you can make either an Agility or Might resolution (your 
choice) against Armor. Once the weapon is thrown, 
it must be retrieved before it can be used again. The 
location of the weapon once thrown is determined by the 
Delve Master.

Versatile You can wield these weapons with one or 
two hands. When you wield them with two hands, its 
damage die size increases by one size (a d6 becomes 
a d8, a d8 becomes a d10, and so on). Changing the 
number of hands you use requires the use of an Interact. 
If you are a Small or smaller creature, you must use a 
Versatile weapon two-handed, but you don’t gain the 
damage dice increase.

Unarmed When you fumble a roll with an Unarmed 
weapon, that weapon can’t take a Ding (because it is 
you). Instead, you either lose 1 action or take 1d6 damage 
(Delve Master’s choice).

Equipment
Armor and weapons aren’t the only tools that Heroes have at 
their disposal. Other equipment comes in handy at various 
points during an adventuring career. This section presents 
many items and tools that a character might find helpful.

You don’t need any special training to use most of these 
items. Those items are straightforward when it comes to 
their use. Tools, on the other hand, do require training to 
use correctly. Most Heroes are trained in simple tools, while 
training for other tools is gained either through class or 
general talents.
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Equipment is typically more fragile than weapons and 
armor. Each piece of equipment has 1 Ding unless it’s 
Cumbersome. Cumbersome equipment has 3 Dings. 

Each piece of equipment has four entries. 
The first entry presents the Name of the piece of equipment. 
Price is the Vold Standard value needed to purchase this 

equipment. Most merchants have little desire to purchase 
used equipment. At best it can be sold for a quarter of its 
price, unless it’s a magic item (such as holy water, potions of 
healing, or a talisman) and it has not been Consumed. Those 
items can be sold for half their price.

Mass is the mix of weight and bulk the item has and is 
used to determine your Carrying. 

The Element entry contains a list of the elements the 
item possesses. Elements possessed by equipment are listed 
at the end of this section. They are also listed in Appendix 
@: Master List of Elements on page @@.

  Equipment Descriptions
Each of the pieces of equipment listed on the equipment 
    table is described in the corrisponding sections below. 

Alchemist Fuse This quarter-meter bit of hemp or cotton 
rope is coated with wet blackpowder and adhesive. It burns 
down in about half a minute (or 5 rounds) at which point is 
Consumed. While it’s burning, it can be used to ignite other 
fuses or can be used to start a fire quickly (in less than a 
minute), assuming you have enough kindling and fuel.

Antitoxin A bitter concoction of oils and herbs specially 
crafted by priests or apothecaries,  antitoxin increases your 
resistance to poison, disease and other Toxins. After you 
drink it (an Interact), you gain a +2 item bonus to Endurance 
Defense against Toxins for 24 hours.  Once you drink the 
antitoxin it’s Consumed

Backpack This specially formed sack straps onto the back 
is ideal for carrying items beyond your normal Carrying. 
It can hold up to 14 Mass of non Cumbersome items, but 
while the items are in the backpack, they only count as half 
their Mass for purposes of Carrying. And, when you wear it 
on your back, they only count for a quarter of the Mass for 
Carrying. In return, items within the backpack take time 
to retrieve. It takes an Interact action to take the backpack 
on or off. You can retrieve items from a backpack you have 
removed with another Interact action.

Bedroll Typically a bedroll is a lightly waxed blanket 
which is swathed around the body to provide warmth and 
dryness while sleeping. More elaborate (and expensive, 
typically 20 sc) versions have a light mat and a pillow and 
are 5 Mass.

Candle Made from bees’ wax or tallow, a standard 
candle burns for 1 hour and is then Consumed. It produces 
enough light to illuminate a 1 square emanation (page 
@@). Its flame is quickly extinguished unless protected 
by a lantern or other shield from wind and other adverse 
environmental factors. 

Chalk (10 pieces) These small bits of limestone are ideal 
for writing on slate or other hard, dark surfaces. Each piece 
of chalk is enough to write 30 or so words or equivalent 

markings, at which point it is Consumed. Chalk markings 
are easy to erase by scrubbing or with water. 

Chest These containers are made of iron-reinforced 
wood, and all can be affixed with locks (see below), which 
are bought separately. Chests come in three main sizes. 
Small chests can hold up to 1 Mass of — (negligible Mass) 
items only. Medium chests can hold up to 10 Mass of non-
Cumbersome items, and the chest, either full or empty, is 
Cumbersome. Large chests can hold up to 30 bulk of items 
and are Cumbersome. Small chests cost 10 sc and have a 
Mass of 1 plus the Mass of their contents. Medium chests 
have a cost of 50 sc and have a Mass of 3 plus their contents. 
Large chests cost 1 gc and have a mass of 5 plus their 
contents. 

Cloak These loose-fitting garments are worn over the 
clothes to protect from normal cold, wind, and rain. Most 
cloaks are made of dark material, and grant you a +2 item 
bonus to resolutions made to Hide (page @@).

Clothes, Explorers Outfit These clothes are constructed 
of sturdy cloth and soft leather. They’re made to be durable 
and comfortable even in foul weather. When wearing this 
outfit, you don’t count its Mass toward your Carrying.

Clothes, Peasants Outfit These are simple clothes 
for people living ordinary lives. When you use Quick 
Disguise to blend into a crowd, you gain a +2 bonus to your 
resolution when wearing these clothes, as peasants are often 
overlooked. When wearing this outfit, you don’t count its 
Mass to your Carrying.

Clothes, Merchant’s Outfit These outfits are tailored 
of fine cloth to show off one’s status and wealth without 
overshadowing the garments of noble classes. When wearing 
this outfit, you don’t count its Mass to your Carrying. 

Clothes, Courtier’s Outfit Worn by nobles, or those 
attempting to fit in with nobility, these clothes are comfortable but 
rich and ostentatious. These clothes alone grant a +2 item bonus 
to any Charm resolutions made during social conflict. When 
wearing this outfit, you don’t count its Mass to your Carrying. 

Clothes, Regalia Whether tailored for nobility or the 
clergy, these clothes are worn for great occasions to show 
power and privilege. They are often uncomfortable but grant 
a +4 item bonus to any Charm resolutions made during 
social conflict, assuming one is trying to pass themselves off 
as royalty or clergy. Wearing such clothes when one is not 
a member of the high nobility or the clergy is tantamount 
to impersonation, which is often seen as a form of treason. 
When wearing this outfit, you only count half its Mass to 
your Carrying.

Codex, Blank These bound books have 80 blank pages ready 
for scribbling. They’re suitable as the basis of a journal, a Grimoire 
(page @@), or for one to create their own religious codex. 

Codex, Religious This is a copy of a holy book of a 
specific deity of the simplest kind. Illuminated texts are 
often more extensive and more expensive.

Codex, Scholarly These books are highly prized 
and typically specialized in a particular subject matter. 
Consulting such a book while making a Knowledge 
resolution about the book’s subject grants a +2 item bonus 
to that resolution.

Compass These strange alchemical items are boons to 
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Equipment
Name  Price Mass Elements
Alchemist Fuse 1 sc — Consumed
Antitoxin 20 sc 1 Consumed
Backpack 5 sc 1
Bedroll 5 sc 3
Candle 5 cc —
Chalk (10 pieces) 5 cc — Consumed
Chest variable variable variable
Cloak 10 sc 1
Clothes, Explorers Outfit 2 sc 1
Clothes, Peasents Outfit 10 cc 1
Clothes, Merchant’s Outfit 20 sc 1
Clothes, Courtier’s Outfit 1 gc  1
Clothes, Regalia 20 gc  2
Codex, Blank 1 gc 2
Codex, Religious 5 gc 2
Codex, Scholarly 8 gc 2
Compass 10 gc 1
Disguise Kit 50 sc 2
Flask 5 cc 1
Flint and Steel 2 sc —
Grappling Hook 10 sc 2
Grooming Kit 10 sc 1
Holy Symbol Variable —
Holy Water 20 sc — Consumed
Hourglass 5 gc 3
Lantern 20 sc 1
Lock 1 gc 1
Manacles 20 sc 1
Map 1 gc —
Mirror, Travel 50 sc 1
Musical Instrument variable variable
Paper or Parchment, 1 sheet 1 sc —
Potion of Healing 20 sc 1 Consumed, Divine, Healing
Pouch 5 cc —
Reading Lenses 5 gc 1
Rope 2 sc 2
Sack 5 cc 1
Saddlebags 30 sc 3
Satchel 5 sc 1
Scroll Case 5 sc 1
Smoke Bomb 20 sc 1 Consumed, Smoky
Spyglass 5 gc 2
Tack 1 gc 8 Cumbersome
Talisman 1 gc — Comsumed, Divine
Tent, Small 50 sc 5 Cumbersome
Tent, Pavillion 20 gc 20 Cumbersome
Tools, Artisan 1 gc 3
Tools, Basic 5 sc 1
Tools, Climbing 10 sc 4
Tools, Healers 50 sc 2 Consumed
Tools, Thieves’ 50 sc —
Tools, Warsmiths 10 sc 3
Torch 10 cc 1
Traveler’s Pack 15 sc 12 (or 7 worn)
Waterskin  2 sc variable
Whistle 20 sc —
Writing Kit 20 sc 1 Consumed
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both travelers and navigators. By way of a lodestone and iron 
suspended in a vessel of brass and glass, a compass points 
north for reasons unknown. 

Disguise Kit These small kits are filled with various bits 
of makeup, fake features, and other bits aiding those who 
wish to disguise themselves. 

Flask These hard ceramic containers are ideal for storing 
potions and other liquids. They’re typically sealed with a 
stopper or cork, or wax.

Flint and Steel While not as fast as using an alchemical 
fuse, one can start a fire by striking these two stones 
together. This usually takes between 5 to 10 minutes, but it 
could take longer in high winds or damp conditions.

Grappling Hook These metal devices of three or four hooks 
can be attached to the end of a rope and used to grab hold of 
objects or the lip of a wall. Successfully using a grappling hook 
typically requires at least one use of Interact  and an Agility   

              resolution with a Mark set by the Delve Master.
          Grooming Kit These small kits typically contains a 

towel, a comb, some soap, a razor, and a small rag or brush 
for cleaning teeth. 

Holy Symbol These religious symbols come in a variety 
of forms. Each religion has its own shape of holy symbol. 
These symbols can be crafted of wood (price 10 cc), stone 
(priced 1 sc), silver (priced 10 sc), or gold (prices 5 gc). All 
are divine regalia (page @@) when used as the focus of the 
Symbol of Faith divine spellcasting talent, assuming the 
symbol is that of your chosen religion. 

Holy Water This blessed water is used in several religious 
rites. It also has contains the power to damage the Undead 
and Demonic. When a full flask is splashed on a creature 
with either of these Elements (requiring an Agility resolution 

against Agility Defense with the Attack element), it deals 1d8 
Divine damage (or 8 + 1d8 situation bonus Divine Damage) 
to the target. You must be adjacent to the target when you 
attempt to splash holy water.

Hourglass These devices are used to measure the passage 
of time. They’re comprised of two glass bulbs connected by 
a narrow neck and flows from one of the bulbs to another, 
measuring one hour. Since the bulks are the same size, once 
the passage of sand is completed, the hourglass is then 
flipped, where it can measure another hour. 

Lantern These portable light sources are powered either 
by one or more candles (see above) or a wick in oil. The 
flame is kept in a metal housing that is either perforated 
metal or glass in a metal housing. Lanterns create light in 
a 5-square emanation, though, when in darkness, the light 
from a lantern can be spotted a league away. A lantern can 
be dimmed or closed, suspending its illumination, which is 
helpful for long-distance signaling at night or in darkness.

Lock Locks come in many forms. They can be physically 
attached to doors, padlocks and can have both physical and 
magical wards. This lock is the ordinary padlock used to fasten 
chests and similar containers. It consists of a secure pad device 
with a secure latching mechanism released with a specific key. 
These locks always come with the proper key (a — Mass item). 
Locks are not foolproof, though. This lock can be picked with 
three consecutive Mark 20 Thievery successes (page @@), 
though doing so requires thieves’ tools (see below). More 
secure locks that are harder to pick may be purchased at the 
Delve Master’s discretion. 

Manacles Manacles are metal clasps that bind the hands 
or the feet. Once clasped on these limbs, you can unlock 
them with the proper key (or three Mark 15 successes 

Potion of Healing

Hourglass

Codex on 
a Podium

Cloak
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of Thievery). Otherwise, escaping requires breaking the 
manacles (they have 3 Dings) or by painfully wiggling out  
of them (Mark 30 Agility resolution that deals 1d4 damage 
with each attempt). 

Map An accurate map of an area can guide you through 
unknown territories, but few maps are accurate. Many 
cartographers will fill in unexplored areas with rumors or 
fanciful stories. An accurate map grants a +2 item bonus to 
Reconnoiter new areas while in hexploration. 

Mirror, Travel These small mirrors, usually constructed 
of polished silver or steel, are made for grooming, signaling, 
or attempting to see around corners. 

Musical Instrument These instruments come in a 
variety of forms that create different types of music. Like 
tools, musical instruments require training to use well. 
Simple hand-held instruments, like flutes or small hand 
drums, are inexpensive and easy to carry (typically 5 sc and 
a Mass —). More complicated hand-held instruments are 
more expensive and heavier 20 sc and a Mass 1). Larger 
instruments might cost a lot of gold and can’t be moved.

Paper or Parchment (1 sheet) These sheets are ideal for 
writing messages, scribing scrolls, or supplementing codexes. 

Potion of Healing Priests and apothecaries often sell these 
potions to help stitch wounds and dangerous maladies. 
Drinking an open potion requires an Interact and spending 
1 Essence. When you drink the potion it is Consumed. In 
return, the drinker is healed a number of Hits equal to three 
times their Endurance attribute.

Pouch These small containers typically hold coins and 
trinkets and are hung on belts. A pouch can hold up to 1 
Mass of — items, and if worn, it does not count against your 
Carrying, as long as you wear no more than two pouches at a 

time. Any extra pouches you wear can carry negligible Mass 
items normally and affect your Carrying as if you didn’t have 
the pouch’s benefit.

Reading Lenses Bulky and rare, reading glasses aid ailing 
eyes and those who wish to read minute scripts or examine 
small details. They grant a +2 item bonus to Seek resolutions 
made to read or examine small details.

Rope Made of hemp and other fibers, ropes come in 
15-meter coils (roughly 50 feet). You can use rope to bind 
creatures or aid climbing. If you secure a creature’s hands 
or feet with ropes, escaping from such bindings usually 
requires a Mark 25 Agility or Might resolution and deals 1d6 
damage when you fumble the a resolution. 

Sack Usually constructed of burlap, sometimes leather, a 
sack can hold 15 Mass of non-Cumbersome items, and when 
flung over the shoulder and held with at least one hand, it 
only counts as half that Mass for your Carrying. 

Saddlebags This pair of pouches are draped 
over a mount’s back. Each pouch can hold 10 Mass 
of non-Cumbersome items but are considered only one-
fourth of its Mass on a mount’s back or half as much if 
draped over a person’s shoulder. 

Satchel A bag, usually constructed of leather, with a strap 
that drapes over the shoulder, a satchel can hold 10 Mass of 
non-Cumbersome items that count only as half that Mass 
when worn over the shoulder. 

Scroll Case This tube is made of metal-bound bone or 
wood. It’s constructed to keep rolled pieces of parchment or 
paper, like maps or scrolls, safe from water and other hazards. 
It can typically hold ten pages of parchment or paper. 

Smoke Bomb Similar to alchemical bombs but with a 
different ratio of blackpowder and other elements, these 

Pavillion Tent
Rope

Spyglass

Talisman of  Vyra
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bombs do not explode but issue dense, acrid smoke. After 
it’s ignited (requiring an open flame or an alchemist fuse 
and an Interact), you can throw the bomb up to 8 squares. 
When it lands, it creates an 2-square emanation of smoke 
for 1 minute or until the bomb is doused (requiring either a 
significant swath of cloth or a liter of non-flammable liquid). 

Spyglass A tube made of formed leather, wood, or 
sometimes light metal is fitted with two lenses that allow the 
viewer to see over long distances. While it does not grant any 
bonus to sight-based Seek resolutions, it does let you see 
farther over unobstructed terrain. 

Tack This is a saddle, bit, bridle, rein, and stirrups typically 
sized for riding a horse or pony, but they can be crafted for 
any other mount type.  

Talisman These are small trinkets made of various 
materials worn around the neck, worn as bracelets, or hung 
on the belt. Each is imbued with temporary Divine power  

             created to aid the faithful in their lives. With a short  
        prayer and an Interact, you can unleash the talisman’s 

power. This grants you either a +1 item bonus to all 
Defenses until the end of the round or a +1 item bonus to 
all Resolutions for the same amount of time (your choice). 
At this point, the talisman’s magic is Consumed, though the 
vessel of the Divine power persists. Talismans can be finicky, 
though. Suppose you have done things against the ethos 
of the religion tied to the talisman, or you are on a mission 
counter to that ethos (as determined by the Delve Master) 
when you activate the talisman. In that case, it is Consumed 
without beneficial effect, and, if your actions are extremely 
counter to the faith, it may bestow a Divine curse.

Tent, Small These small, portable shelters are usually 
constructed of waxed canvas, sometimes light leather, and comes 
with segmented poles, bindings, and stakes. A Small Tent can 
shelter two people comfortably. It usually takes one person about 
10 minutes to pitch or bring down this type of tent.

Tent, Pavilion These massive tents are cloth palaces, 
with enough room for up to 10 people to sleep or house 
a headquarters and sleeping area for a few people. It’s so 
large it usually must be carried on horseback or as part of a 
baggage train. It takes half a dozen people nearly an hour to 
pitch or bring down this type of tent.

Tools, Artisan Each set of these tools are for a particular 
craft or art, be it carpentry, painting, tailoring, or so on. With 
these tools, the proper training, and a suitable workshop, 
you can craft items and Practice a Trade using the Artisan 
talent (page @@)

Tools, Basic When you purchase this item, you pick a 
single simple tool suitable for manual labor. It could be a 
hammer, a shovel, a saw, some fishing tackle, or whatever 
tool you need for a particular job. 

Tools, Climbing This set contains 100 meters of rope, 
pitons, a small hammer, and climbing spikes worn on 
shoes or boots. Using these items grant a +2 item bonus to 
Climb resolutions. 

Tools, Healers This set of tools contains bandages, balms, 
various herbs, and medicinals necessary to help victims 
Coalesce (page @@). You can also create antitoxins and 
potions of healing if you possess the training to do so. This set 
of tools has 20 uses. Each time you help a single creature 

Coalesce, create an antitoxin or a potion of healing, you spend a 
use. When all uses are spent, these tools are Consumed.

Tools, Thieves’ These trim kits holds many small picks 
and other tools that enable the skillful to pick locks and 
disable devices, both complex and intricate. It all wraps up 
neatly in a leather case small enough to be hidden in a boot 
or a pouch. A person must have the Thievery talent (page 
@@) to be trained with these tools.

Tools, Warsmiths’ This set of tools requires everything 
needed for a person with the Warsmith talent (page @@) to 
make repairs to weapons and armor. 

Torch This item is usually a bundle of reeds ending with 
a bit of tar, making it easy to light and burn. It burns for up 
to two hours, illuminating a 5-square emanation, at which 
point it’s Consumed.

Traveler’s Pack This backpack is often pre-equipped 
with several items a traveler will find essential. It contains 
a bedroll, an extra explorer’s outfit, flint and steel, rope, five 
torches, a waterskin, and a week’s worth of hard tack. 

Waterskin This leather bladder is treated with wax inside 
and will hold up to three liters of water, wine, or other liquid. 
Its mass is negligible (—) when empty, but it has a Mass of 
2 when full. 

Whistle This small bone or wooden whistle isn’t as much 
a musical instrument as a noisemaker used for long-distance 
signaling. It can make a loud sound that can be heard up to a 
league away as part of an Interact action.

Writing Kit Containing a vial of ink, about five quills, 
a simple signet engraved with a single letter in a language 
of your choice, and some sealing wax, this kit contains 
enough materials to write 50 pages of text, at which point 
it’s Consumed.

Equipment Elements
Equipment have the following set of rules elements. 

Consumed An item with this element is either Destroyed or 
made Useless when used or after a duration detailed in its 
description.

Cumbersome A non-weapon item with this elements 
takes two hands to hold, carry or use.  It typically takes 
two Small or smaller creatures to move or carry a 
Cumbersome item.

Divine is a magical element used by angels, clerics, devils, 
and other divine spellcasters, though creatures, magic 
items, and hazards might also feature this element. 
Talents, spells, events, and items with this element do not 
function where all magic or divine magic is suppressed.

Healing requires the expenditure of at least 1 Essence to gain 
its effect. A Healing effect restores Hits or otherwise heals 
wounds.

Smoky A non-Ranged weapon or effect with this 
element creates an emanation of smoke in a 2-square 
emanation centered on the weapon or the creature 
creating the effect. 
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Food and Drink
The remainder of the sections in this chapter are often not 
technically gear, but are other things that Heroes can purchase 
to supplement their adventures.

This section details the basics of food and drink. Like most 
living creatures, Heroes must consume food and water to keep 
living. This could be as easy as purchasing meals from street 
vendors or taverns in a city, stocking up on water in a local 
stream, or outfitting a journey with hard tack or rations. The 
effects of starvation and thirst can be found on page @@.

Food and Drink 

Descriptions
Each of the pieces of equipment listed on the equipment 
table is described in the corrisponding sections below. 

Ale, Juice, or Cider The most common beverages sold 
are one of these three. Ale and cider are alcoholic and 
are typically preferred, especially in areas lacking clean 
freshwater. Juice is the beverage of choice for those who 
do not want to consume alcohol. These usually come 
in a standardized unit called a pint, though generally 
transported in kegs containing roughly 40 pints. 

Hard Tack This tough and durable salted biscuit is 
sometimes called tooth breakers or worm castles. It’s so 
rugged and durable it’s softened in water or other liquids 
before being eaten. While not very appetizing, it’ll keep a 
person alive and stays edible for two years if adequately 
protected from the elements and insects. It’s a standard 
meal for sailors, soldiers, and adventurers.

Meal, Light This usually comes in the form of a stew, 

porridge, meat pie, a piece of bread, or a sausage. Street 
vendors commonly sell all sorts of light meals in large 
cities. The price is for one person and one meal. 

Meal, Common Often coming in the form of a stew or 
porridge with some bread, and maybe cheese and fruit, this 
type of meal is the main sustenance for those who live in 
villages, towns, and cities. 

Meal, Rich This meal usually comes with meat, 
vegetables, and bread or cooked grain. It’s often followed 
by a fruit pie or some other form of dessert.

Meal, Banquet This meal features an abundance and 
variety of food, well-cooked with an array of spices. It 
usually comes in many courses.

Rations This mix of hardtack, salted meat, and preserved 
vegetables is tastier and more sustaining than hardtack, but 
only barely. When cooked together, it creates a fortifying stew. 

Spirits This is a general category of various hard 
liquors, though usually whiskey. There are roughly 400 
shots of spirits in one keg.

Wine, Common Created by fermenting grapes or other 
fruit, this alcoholic beverage is usually of a young vintage 
and traditionally watered down. There are roughly 2,000 
glasses of wine in one barrel.

Wine, Fine A better vintage and more alcoholic than 
common wine, fine wine is often favored by the nobility 
and the clergy, and they usually dominate its distribution. 

Food and Drink Elements
Food and Drink  have the following set of rules elements. 

Consumed An item with this element is either Destroyed or made 
Useless when used or after a duration detailed in its description.
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Cumbersome A non-weapon item with this elements 
takes two hands to hold, carry or use.  It typically takes 
two Small or smaller creatures to move or carry a 
Cumbersome item.

Massive An item with this element is too large to be 
carried by Medium creatures. It must be transported on 
a wagon or other vehicle.

Mounts and Animals
These are living creatures rather than gear, but each can 
also be purchased in cities and other settlements. Some of 
these can be gained in different ways. These animals are all 
considered trained for their tasks. This means they act as 
minions (page @@), but you are not as limited by your 
Charm attribute regarding the number of them you can 
control. In general, though, you can control one Minion 
animal that does not count against your Charm attribute 
limit. If you want to control more animals than that, they go 
against your Charm attribute in determining the number of 
Minions you can handle at one time. There are also ways to 
gain animal Companions (pages @@), such as the Faithful 
Hound or Faithful Steed general talents (pages @@, @@, 
and @@ respectively). Such animal Companions are not 
purchased but are gained by way of those talents. Your 
relationship with those animals is much closer and more 
powerful. Not only are their abilities greater than those 
presented below as companion creatures, but they also 
advance with you as you adventure.  

Because the choices presented in this section are 
living creatures rather than objects, each also has its own 
rules block, giving their abilities in a standard form. For 
instruction on how to read such a block, see the call-out on 
page @@. The rules block for each animal is provided after 
its description.

Food and Drink
Name Price Mass Elements
Ale, Juice, or Cider 
   Pint 1 cc — Consumed
   Keg 30 cc 8 Consumed, Cumbersome
Hard Tack (1 week) 5 cc 2 Consumed
Meal, Light 1 cc — Consumed
Meal, Common 3 cc 1 Consumed
Meal, Rich 50 cc 1 Consumed
Meal, Banquet 1 sc 2 Consumed
Rations (1 week) 25 cc 3 Consumed
Spirits 
   Shot 15 cc — Consumed
   Keg 6 gc 8 Consumed, Cumbersome
Wine, Common
           Glass 2 cc — Consumed
          Barrel 6 gc 25 Consumed, Massive
Wine, Fine
   Glass 15 sc — Consumed
   Barrel 6 pc 25 Consumed, Massive

@@

Mounts and Animals 

Descriptions
The following describes each animal and provides their rules block.

Dog, Hound These small dogs don’t pack much of a 
bite but are ideal for tracking down other creatures by scent 
alone. They are favored by hunters, bounty or otherwise. 
They have a typical lifespan of 11 years.

  Hound Dog             Level 0
This little one always finds the quarry. 
Communications Understands commands in Vold or some other 

language
Senses Keen Smell (page @@)
Agility 2  Awareness 2
Endurance 1  Charm 0
Might 0  Knowledge 0
Armor 12; Agility Defense 12, Endurance Defense 11, Awareness
   Defense 12
Hits 7; Essence 1
Speed 5

  Strikes
W Bite (Attack) +2 Z/ +0  against Armor; 1d4 + 2 (crit 6 + 1d8)

  Talents
Scent Tracking You can follow a creature only using your sense 

of smell. The Delve Master makes a secret resolution of your 
Awareness against the Mark of the trail each hour.
Success You follow the trail for one hour. 
Crit You follow the trail for one hour and gain a +4 situation 

bonus on your next use of Scent Tracking.
Fumble You follow a false trail for one hour.

Minion u Mortal u Quadruped u Small
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@@

Dog, Riding These large dogs are typically bred by 
halflings and other Small people to serve as quick and 
capable mounts. They are usually stocky and known for their 
great endurance. They have a typical lifespan of 11 years.

      

 Riding Dog              Level 1
She’s a great companion for the road, and she’ll snuggle up next 
to you on cold nights. 
Communications Understands commands in Vold or some other 

language
Senses Keen Smell (page @@)
Agility 2  Awareness 2
Endurance 4  Charm 0
Might 2  Knowledge 0
Armor 12; Agility Defense 12, Endurance Defense 14, Awareness
   Defense 12
Hits 22; Essence 4
Speed 5

  Strikes
W Bite (Attack) +2 Z/ +0  against Armor; 1d6 + 2 (crit 8 + 1d8)

  Talents
W Sprint (Recharge 4,5,6) Move 6 squares. When traveling 

overland, you can move 5 leagues with a single Travel activity.

Medium u Minion u Mortal u Quadruped

 
Dog, War Large and muscular, and bred for strength 

and controlled viciousness, these dogs are a companion of 
knights and among many armies. Due to their violent lives, 
they have a typical lifespan of 6 years.

 War Dog                Level 1
He seems calm now, but wait until I give him the command.
Communications Understands commands in Vold or some other 

language
Senses Keen Smell (page @@)
Agility 2  Awareness 2
Endurance 2  Charm 1
Might 4  Knowledge 1
Armor 12; Agility Defense 12, Endurance Defense 11, Awareness
   Defense 12
Hits 6; Essence 1
Speed 5

  Strikes
W Bite (Attack) +5 Y Z/ +3 Z  against Armor; 1d6 + 4 (crit 10 + 1d8)

Medium u Minion u Mortal u Quadruped

Horse, Riding Raised for both speed and dependability; 
these horses can carry a rider over vast distances with great 
speed, but they tend to be skittish when facing danger. These 
horses have a typical lifespan of 25 years.

 

Riding Dog

War Horse

Mounts and Animals
Name Price
Dog, Hound 1 sc
Dog, Riding 1 gc
Dog, War 25 sc
Horse, Riding 2 gc
Horse, War 5 gc
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 Riding Horse            Level 2
They can be a bit skittish but are ideal for transport.
Agility 3  Awareness 2
Endurance 5  Charm 0
Might 5  Knowledge 0
Armor 13; Agility Defense 13, Endurance Defense 15, Awareness
   Defense 12
Hits 35; Essence 5
Speed 5

  Strikes
W Hoof (Attack) +5 Z/ +3  against Armor; 1d8 + 5 (crit 13 + 1d8)

  Talents
W Sprint (Recharge 4,5,6) Move 6 squares. When traveling 

overland, you can move 6 leagues with a single Travel activity.

Large u Minion u Mortal u Quadruped 

Horse, War The large and powerful horses are specially 
trained for war. They are steadfast in the din of battle and 
become a weapon all their own. Some are even trained to 
ignore the thundering of blackpowder weapons.  Due to their 
lives of violence, these horses have a lifespan of 15 years.

 War Horse              Level 3
You’d be hard pressed to find a better companion in battle. 
Communications Understands commands in Vold or some other 

language
Senses Keen Smell (page @@)
Agility 3  Awareness 4
Endurance 6  Charm 0
Might 6  Knowledge 0
Armor 13; Agility Defense 13, Endurance Defense 16, Awareness
   Defense 14
Hits 46; Essence 6 
Speed 5

  Strikes
W Hoof (Attack) +7 Y Z/ +5 Z  against Armor; 1d8 + 6 (crit 14 + 1d8)

  Talents
W Sprint (Recharge 5,6) Move 6 squares.

Large u Minion u Mortal u Quadruped

Animal Elements
Because animals are living creatures rather than items, they 
possess more complicated elements. What follows is a list 
of elements and where they can be found. 

Large page @@
Minion page @@  
Mortal page @@
Medium page @@
Quadruped page @@
Small page @@
.

Poisons and Antidotes
For as long as there’s been conflict, people have used poison 
to confuse, sicken, and kill their foes. Whether the poison 
comes from nature—typically plants, metals, and venomous 
creatures—or from foul necromancy, they are considered 
illegal if not taboo by most societies. Still, what is poisonous 
in large amounts, can be beneficial in small doses. Legitimate 
apothecaries often stock poisons to create medicines and 
often gain special dispensation to procure and keep such 
substances. And while many apothecaries follow the vows 
taken to their own deities of healing and medicine to do no 
harm with their art, others are less ethical, often selling their 
wares to underground markets.

This section provides common poisons and antidotes of 
the Multiverse. Like all the gear in this section, they can be 
purchased in most large settlements, but procuring them 
is often tricky, as they are nearly always illegal. Rogues 
with the Underground Contact talent (page @@) may 
buy the following poisons when they meet their contact or 
lieutenants. Other Heroes looking to buy poisons will have 
to track down their own supplier. How they do, that is up 
to the Delve Master.

Antidotes are another matter. Most apothecary shops 
keep antidotes in stock.

Trivial Poisons
The following poisons are trivial poisons—that is, the 
most common and least expensive poisons that can be 
purchased in most large settlements. Other poisons, 
including the nefarious necromantic poisons, can be found 
in the Treasury chapter (see @@). All poisons are pre-
sented as a single dose which is effective on Medium and 
smaller creatures. Huge and Large creatures require two 
doses before they suffer the poison’s full effects (anything 
less is a failure). To poison a Gigantic creature, you must 
use at least four doses (two or three doses is a failure, and 
one dose has no effect).
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Poisons are complex items, and as such, are presented in the expanded item 
rules block. The structure for reading such a block is found on page @@. 

 Belladonna           Trivial
My body and mind are lock in a shifting hell. Please help me. 
Use A creature must drink or eat the poison, at which point the 

poison is consumed.
Effect The poison makes a +8 resolution against the Endurance 

Defense of the creature that drank or ate the poison.
Success Within 2d8 hours, the poisoned creature becomes 

Confused and loses 1 Essence. For the next day, at the start 
of each hour, the poison attempts a new resolution. If other 
successes are achieved, the poisoned creature becomes 
Confused and Immobilized and loses 1d4 Essence. 

Failure Within 2d8 hours, the poisoned creature becomes 
Confused and loses 1 Essence. 

Crit Within 2d8 hours, the poisoned creature becomes Confused 
and Immobilized and loses 1d4 Essence. For the next day, at 
the start of each hour the poison attempts a new resolution. If 
other successes are achieved, the poisoned creature becomes 
Confused and Immobilized and loses 2d4 Essence.

Consumed u Ingested u Toxin

   Hell Tar                Trivial
I foul my blade with this blackish crap so that I may slay my enemy.
Use A creature must be injured with a non-Slam weapon or 

non-Explosive ammunition treated with the poison. Treating 
a weapon or ammunition takes three Interacts. The poison is 
Consumed one hour after treating the weapon or ammunition, or 
a creature is injured by the weapon or ammunition, whichever 
happens first.

Effect The poison makes a +4 resolution against the Endurance 
Defense of the creature poisoned.
Success Within 2d8 hours, the poisoned creature becomes 

Confused. Each hour the user is affected, the poison attempts 
a new resolution. If another is achieved, the user becomes 
Confused and Immobilized. If a third is completed, the user dies 
unless the poison is countered.

Crit Within 2d8 hours, the poisoned creature becomes Confused 
and Immobilized. If the poison is not countered, the user dies 
1d4 hours later.

Consumed u Injury u Toxin

 Hemlock                 Trivial
We owe a cock to Asclepius. Pay it and do not neglect it.
Use A creature must drink or eat the poison.
Effect The poison makes a +8 resolution against the Endurance 

Defense of the poisoned creature.
Success The poisoned dies in 2d10 minutes unless countered.
Failure In 2d10 minutes, the poison Immobilizes the poisoned 

creature for 24 hours. 
Crit The user dies in 1d4 minutes unless the poison is countered.

Consumed u Ingested u Toxin

Poisons and Antidotes
Name Price (Per Dose) Mass Elements
Belladonna 20 sc — Consumed, Ingested, Toxin
Hell Tar 20 sc — Consumed, Injury, Toxin
Hemlock 50 sc — Consumed, Ingested, Toxin
Itching Powder 5 sc — Consumed, Contact, Toxin
Pixie Spit 20 sc — Consumed, Injury, Toxin
Vision Vapers 50 sc — Consumed, Toxin, Vaporous

 Itch Powder             Trivial
It looks like dust but itches like hell. 
Use A creature must touch the poison with their bare skin, at 

which point the position is Consumed.
Effect The poison makes a +6 resolution against the Endurance 

Defense of the creature touching the powder.
Success The poisoned creature is overcome with a discomforting 

itching sensation, suffering a -4 penalty to Agility and Aware-
ness for 24 hours or until Countered.

Crit The discomforting itch is more extreme. As a success, and 
the poisoned creature is also Dazed 1 for the same duration.

Consumed u Contact u Toxin

 Pixie Spit                Trivial
Don’t get any ideas. It’s not actually the spit of a pixie. It’s just 
glistening. 
Use A creature must be injured with a non-Slam weapon or 

non-Explosive ammunition treated with the poison. Treating 
a weapon or ammunition takes three Interacts. The poison is 
Consumed one hour after treating the weapon or ammunition, or 
a creature is injured by the weapon or ammunition, whichever 
happens first.

Effect The poison makes a +4 resolution against the Endurance 
Defense of the creature poisoned.
Success Within 2d8 hours, the poisoned creature becomes 

Confused. Each hour the user is affected, the poison attempts 
a new resolution. If another is achieved, the poisoned creature 
becomes Confused and Immobilized. If a third is reached, the 
poisoned creature dies unless the poison is countered.

Crit Within 2d8 hours, the poisoned creature becomes Confused 
and Immobilized. If the poison is not countered, the poisoned 
creature dies 1d4 hours later.

Consumed u Injury u Toxin

 Vision Vapors            Trivial
It smells sweeter than honey and will send you to la-la-land. 
Use A creature must breathe in this poison’s vapors. This poison 

comes in pellets of incense that are burned to activate the vapor, 
creating a 1-square emanation. The emanation lasts for 1 minute, 
at which point the poison is Consumed.

Effect The poison makes a +6 resolution against the Endurance 
Defense of the creature poisoned.
Success The poisoned creature becomes Confused for 1 hour.
Failure The poisoned creature becomes Confused.
Crit Within 2d8 hours, the poisoned creature becomes Confused 

and Immobilized. If the poison is not countered, the user dies 
1d4 hours later.

Consumed u Toxin u Vaporous

5
Bugbears

5
Gear

@@



1
Start

2
People

3
Class

4
Talent

5
Gear

6
Story

7
Play

8
Mastery

10
Tresury

11
Adventure

9
Bestiary

@@

Antidotes
All but the most potent, diabolical, or necromantic poisons 
have an antidote. Each type of poison has its own antidote, 
though some magical poisons act as an antidote for a range 
of poisons. Antidotes are ingested liquid that, once quaffed 
it counters the poison’s effect. Unlike poisons, the sale of 
antidotes is not usually prohibited by law or taboo, but 
they can be expensive. A specific antidote typically costs 
as much as its corresponding poison dose, has the same 
mass, and has none of the poison’s elements. All of the 
trivial poisons in this section have antidotes that can be 
purchased in large settlements.

       Poison Elements
There are four types of poison: contact, ingested, injury, 
and vaporous, and each has its own element. Each type 
determines how the poison is administered and is detailed 
below. Aside from that, all poisons have the Toxin element, 
which is also described below.

Contact These poisons affect those who touch them with 
bare skin. Gloves or similar protection negates or at least 
severely limits the effect of this poison.  

Ingested These poisons affect those who consume them. 
Often these types of poison are put in food or drink.  

Injury These poisons affect creatures who have been 
injured with a blade or point slathered with the poison. 
Applying a poison takes at least 1 use of Interact and 
is only effective for 24 hours or until you succeed your 
first Strike with the weapon or ammunition, whichever 
happens first.

Toxin Toxins attack a creature by way of disease, poison, 
or radiation. A Toxin can deal damage or have other 
effects. If a Toxin has an effect that reduces Essence, and 
a creature is reduced to 0 Essence by such a Toxin, that 
creature dies.

Vaporous These poisons affect creatures who breathe in 
their vapors. Unless otherwise, state, holding one’s breath 
protects them from the poison. They usually take the 
form of incense pellets that are burned to release harmful 
vapors.

Services
Sometimes you don’t need an item or a mount, but rather the 
services of another to move forward a Quest or accomplish 
a goal. This section provides the price and details of services 
you can hire in a large settlement, from transportation and 
lodging, to the actions of specific experts, to hiring runners, 
laborers, guards and mercenaries.

Unless stated otherwise, the prices on the Services table 
are per day. 

Services Descriptions
What follows is a description of each service presented on 
the corrisponding table.

Healing While many heroes have some form of healer 
or at least a stockpile of potions of healing at their disposal, 

sometimes it is necessary to find outside help for the tending 
of wounds. 

Coalesce This service offers healing aid to watch over 
you while you are using the Coalesce settlement activity. 
It typically includes a safe and clean area for rest, though 
usually not a private room.

Cure Wounds This is payment made to a priest for 
casting cure wounds or other first mastery curative spells.
Hirelings, Sometimes one needs to hire extra hands to do 

some extra work. Hirelings are typically paid day by day, but 
other accommodations can be made if the tallies balance in 
their favor. Hirelings stay relatively loyal to you but want to 
spend the coin you’re playing them, so they do not risk life or 
reputation for you. Each hireling has their own personality 
and motivations, determined by the Delve Master. Hirelings 
are Minions (see page @@), and you can have a number 
in your employ at one time equal to your Charm attribute. 
Most hirelings are no more than commoners and use the 
following rules block modified by their description. Others 
have their own rules block. In those cases, their rules block is 
presented after their description.

 Commoner               Level 0
None of this will be dangerous, will it my lady? 
Languages Vold
Agility 1  Awareness 1
Endurance 2  Charm 0
Might 2  Knowledge 0
Armor 11; Agility Defense 11, Endurance Defense 12, Awareness
   Defense 11
Hits 10; Essence 2
Speed 4

  Strikes
W Fist (Attack, Unarmed) +2  Z/ +0 against Armor; 1d4 + 2 (crit 6 +
   1d8)

Humanoid u Medium u Minion u Mortal

Guard Typically no more than a local tough who has come 
on a bit of luck, these warriors protect those who pay them. 

 Guard                  Level 1
I don’t advise it, but you’re the boss.
Languages Vold
Agility 2  Awareness 2
Endurance 4  Charm 1
Might 4  Knowledge 1
Armor 13; Agility Defense 12, Endurance Defense 14, Awareness
   Defense 12
Hits 22; Essence 4
Speed 4
Gear leather armor, club (or another simple weapon of the
   Delve Master’s choosing), dagger

  Strikes
W Club (Attack) +4 Z/ +2  against Armor; 1d6 + 4 Slam (crit 10 + 

1d8 Slam)
W Dagger (Attack, Finesse, Thrown 5) +4  Z/ +2 against Armor;
   1d6 + 2 (crit 8 + 1d8)
W Fist (Attack, Unarmed) +2  Z/ +0 against Armor; 1d4 + 2 (crit 6 +
   1d8)

   Talents
W Guardian Stance As the warrior talent (page @@)

Humanoid u Medium u Minion u Mortal      
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Services
Name Price
Healing
   Coalesce 1 sc
   Cure Wounds (one casting) 10 sc
Hirelings
   Guard 20 sc
   Laborer 10 sc
   Messenger 10 sc
   Mercenary 20 sc
   Sage or Scribe 20 sc
Lodging
   Common Room (Poor) 5 cc
   Common Room (Clean) 10 cc
    Single Room (Poor) 50 cc
    Single Room (Clean) 1 sc
    Flat (Poor) 10 sc
    Flat (Clean) 50 sc
    Opulent 2 gc
Transportation
   Caravan 1 sc
   Nautical  10 sc

Laborer These commoners can be hired for various 
menial tasks, including hauling gear and treasure or 
carrying a torch into caverns or dungeons. 

Messenger Whether the message is written down or 
committed to memory, these commoners will relay it 
across town or even over great distances. They typically 
have the Fleet general talent (page @@) and Speed 5.

Mercenary These soldiers for hire will follow you into 
haunted ruins or on the far-flung battle as long as you 
pay them.

 Mercenary                Level 1
I don’t mind killing for you, I just don’t want to get killed doing it. 
Languages Vold or some local language plus any languages
   granted by their people’s element
Agility  1  Awareness   1
Endurance  4  Charm  1
Might  4  Knowledge 1
Armor 18; Agility Defense 10, Endurance Defense 14, Awareness
   Defense 11
Hits 22; Essence 4
Speed 4
Gear reinforced leather armor, dagger, shield, spear (or another
   simple or martial arms of the Delve Master’s choosing)

  Strikes
W or r Spear (Arching, Attack, Lunge, Reach 2, Thrown 10) +4 Z / 

+2 against Armor; 1d6 + 4 (crit 10 + 1d8)
W or r Shield (Attack, Defensive 1) +4 Z / +2  against Armor; 1d6 + 

4 Slam (crit 10 + 1d8 Slam)
W or r  Dagger (Attack, Finesse, Thrown 5) +4 Z / +2  against
   Armor; 1d4 + 4 (crit 8 + 1d8)
W or r Fist (Attack, Unarmed) +4 Z / +2 against Armor; 1d4 + 4 

(crit 8 + 1d8 slam)

   Talents
Combat Opportunist As the warrior talent (page @@)

Humanoid u Medium u Minion u Mortal

Sage or Scribe These educated commoners can read and 
write at least Vold and usually some other languages. 
Sages also have the Educated talent (page @@) with 
subjects determined by the Delve Master and a Knowl-
edge of at least 4. 
Lodging Even adventurers need a place to rest. It’s just a 

matter of what they can afford.
Common Room (Poor) This shared space is cramped, 

dirty, and often home to vermin. 
Common Room (Clean) While you share this place 

with others, it’s clean and somewhat secure.
Single Room (Poor) It is either a private space in a 

hovel or in some small area within an inn. It usually has 
just enough room for a simple bed and a path to it. 

Single Room (Clean) These rooms are clean, larger 
than a poor room, and usually have a small unlocked 
chest, a basin for cleaning, and a chamberpot. 

Flat (Poor) While unfurnished and rundown, this space 
is large enough for a family or an adventuring party. 

Flat (Clean) Furnished and clean, it is the ideal base 
for a group of adventurers.

Opulent These lodgings are fit for a king, or at least some 
form of high nobility. It often comes with rich meals.
Transportation While one can always set out on the 

open road alone, sometimes it’s best to travel with others
Caravan Traveling with a caravan offers a degree of 

safety, and sometimes adventurers can travel for free if 
they provide some of the protection. 

Nautical Traveling across the open sea without serving 
on a crew incurs an expense.
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