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WELCOME TO THE WORLD OF
ATIOS

After thousands of years, the Starless Nights have
returned. Wherever their Darkness falls, landscapes
are twisted beyond recognition, and entire cities are
swallowed without a trace. Only the light of kinfire
can protect from the Starless Nights, and only the
town of Din’Lux is known to still possess a kin-

fire lighthouse. From its city gates, members of the
Seekers' Guild venture out, wielding their kinfire lan-
terns, allowing them to journey outside the protected
area without fear.

OVERVIEW

Kinfire Delve: Scorn’s Stockade is a game for 1-2
players that takes around 1 hour to play. The players
take on the roles of Seekers dispatched to one of the
mysterious and magical Wells of Atios. Players must
work together as a team to delve to the bottom of
the Well and defeat its Master to prevent them from
being unleashed upon the world.
Nnte Add Seekers from other Kinfire Delve products to :
play with up to 4 players. :

YOUR MISSION
Guildmaster Leera, the head of the Seekers' Guild,
addresses you before sending you on your mission.

“Since the Starless Nights have returned, other myths
of old have re-emerged as well. One of those legends is
the Wells of Atios. The Wells are places where normal
rules don’t apply, with reality itself warped by each
Well’s Master into a reflection of itself. Our mages
have discovered that the Wells of legend are real and
that they are steadily growing in power. If we don’t
regularly disperse their energies with the help of kin-
fire lanterns, the Masters will be unleashed upon the
world to do as they please.

Today, I am sending you to the Well known as Scorn’s
Stockade. A survivor who escaped the Well warns
that its Master, Scorn, has turned it into a twisted
prison in his obsessive quest for justice. Take care not
to become imprisoned yourselves! Seek out victory,
and return safely”
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GAME COMPONENTS

Besides this rulebook, this game contains the following components:

3 MASTER 57 WELL 4 GAUNTLET 6 EXHAUSTED
CARDS CARDS CARDS CARDS

2 SEEKER 2 KINFIRE 36 SEEKER 1 HEALTH
CHARACTER CARDS LANTERN CARDS SKILL CARDS TRACKER
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Note: The back of each Seeker character card
may be used as alternate character art in the Kinfire
Chronicles board game.

SIGNIFICANCE OF CARD
COLORS

Most of the cards in the game are separated into 3 colors:
red, green, and blue. Each color represents a different type
of skill, with red representing power, green representing
finesse, and blue representing wisdom.

Asyou face the challenges of the Well, you may only play a
skill card from your hand that matches the color of the chal-
lenge card. That is, if you're facing a red challenge card, then
youmay only play a red skill card.

Some skill cards have two colors and may be played as either
color. A few skill cards are white, which means they may

Dbe played as any one of the three colors. You must declare a
cards color when you play it if there is more than one option.

HEALTH

All of the Seekers share the same pool of health ().
This pool is tracked by a single health tracker (10-sided
die) and starts the game at either 10 (normal difficulty) or
8 (hard mode). If the Seekers’ health ever drops to 0, the
Seekers lose the game as a group. Be aware that while
some healing exists, it’s rare and the Seekers’ health is
never allowed to exceed its starting value for the game.



SETTING UP

1. Separate the cards into their various types.

2. Shuffle the 3 Master cards, choose 1 at random
and place it facedown in the center of the play area
without looking at it. Return the other 2 Master
cards to the box, also without looking at them.

3. Place the progress tokens and dice within easy
reach of all players.

4. Each player chooses a Seeker and takes that
Seeker’s character card, their lantern card, and
their deck of 18 skill cards.

A.  Each player places their Seeker character
card faceup in front of them, with their lantern
card facedown next to it.

B. Each player shuffles their Seeker's skill

deck and draws a hand of cards. The number
of cards is determined by the number of

Seekers being played:
°
3 SEEKERS | 4 SEEKERS
1 SEEKER |2 SEEKERS | ¢ CARDS 5 CARDS
8 CARDS 7 CARDS :
Requires an
° additional Delve box. /[ o

5. Set the 4 gauntlet cards off to one side.

6. Shuffle the deck of 6 Exhausted cards and place
it facedown within easy reach of all players.
7. Shuffle the deck of 57 Well cards. Draw the top
4 cards and place them faceup around the Master
card as shown.
A.  For your first game, look through the Well
deck for the following 4 specific cards instead:

°
BOUND PRISONER (RED VERSION)
THE OBELISKS
SCORN'’S VAULTS
SHATTERED SCEPTRE 5
°

8. Discard the top 3 cards of the Well deck facedown
to form a discard pile near it.

9. Setthe health tracker (10-sided die) to 10 to start
the game and place it near the play area. If youd like to
play on hard mode, set it to 8 instead (this isn't recom-
mended for your first game).

10. Choose a player to go first. Perhaps the player who
has most recently seen a police officer? Play begins with
that player and continues clockwise around the table.



PLAYER 2 ey

PLAYER 1

SPACE FOR
COMPLETED
CHALLENGES




A PLAYER’S TURN

On your turn, select one of the 4 Well cards surrounding the Master to interact with. There are two types
of cards in the Well deck: events and challenges. The actions you take depend on the type of card you
choose to interact with.

1. EVENTS 2. CHALLENGES
‘When you choose an M When you choose
event card to interact a challenge card to
with, simply read the interact with, you
instructions on the “attempt” that chal-
event card and perform lenge, as described
them in order. in the “Attempting a
......................... Challenge” SeCtiOn.
Note: An event card
. mustbe chosenona
: player’s turnin order :
: to activate. They do not :
. automatically activate :
. when they enter play :
unless they say .
: otherwise. :

After completing your action, if there are fewer than 4 Well cards surrounding the Master, draw cards from
the top of the Well deck and put them into play faceup until there are once again 4 Well cards.

Once the board has been refilled, your turn ends and play passes to the Seeker to your left.

Continue play until the Seekers either win or lose the game.
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ATTEMPTING A CHALLENGE

0l. CHALLENGE NAME

02. CHALLENGE TYPE
There are four types: Combat, Obstacles, Puzzles,
and Traps. Some cards have special effects based on
challenge types.

03. DIFFICULTY
The amount of progress that must be placed on the
challenge in order to complete it.

04. COLOR
The challenge’s color is shown by the card border as
well as the indicator below its difficulty.

05. REWARD

The reward you receive for completing the challenge.

06. PENALTY
The penalty you suffer each time you attempt the
hallenge but do not lete it.

P

07. STORY TEXT
Amusing or interesting story text that has no effect
on gameplay is in italics.

08. CARD ABILITIES
Any special abilities or rules that apply to the chal-
lenge. If ability text is bolded, then that text applies
globally while the challenge is m play, not just when
the challenge is being at

CHALLENGE CARD

B =
7 Jmemimns ™

02.

ol.




When you attempt a challenge on your turn, you
are hoping to complete it by placing enough prog-
ress tokens on that challenge to meet or exceed

its difficulty. Progress can be added as a result of

a played skill card, the dice, and special effects. If
you successfully complete a challenge, you receive
the reward. But if you attempt a challenge without
completing it, you fail that challenge and suffer the
penalty instead.

Attempting a challenge has 4 steps:

1.
’—/ Play a skill card as an action (if desired)

Boost the action up to 2 times

Roll the dice

C 1

or fail the chall

STEP 1: PLAY A SKILL CARD AS AN
ACTION (IF DESIRED)

0l. SKILL NAME

02. VALUE
A skill’s value determines how much progress it adds
to a challenge.

03. COLOR
The skill’s color is shown by the card border as well
as the indicator below the difficulty.

04. STORY TEXT
Amusing or interesting story text that has no effect
on gameplay is in italics.

05. CARD ABILITIES
Any special abilities or rules that apply when the skill
card is played as an action.

06. BOOST ABILITIES
The amount of extra progress added to an action
when this skill is used to boost it. Note that a skill’'s
color as a boost may be different from its color as
an action.

07. EFFECT ICONS
Some Seekers have cards with effect icons that can
trigger effects on other skill cards or Seeker abilities.




SKILL CARD

‘When attempting a challenge, you may play one skill
card that matches the color of the challenge you are
attempting. So, if you are attempting a green challenge,
you may only play a green or white skill card (since
white skills match all three colors). The skill card will
add progress to the challenge equal to its value.
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For example, Feyn’s "Perfect Balance" card has a value
of 2 and is a blue/green card, so it can be played to
add 2 progress to either a blue or green challenge.

Any ability text on the skill card takes effect when
it is played as an action. For instance, Feyn’s "Perfect
Balance" card gains +2 if played as an action when
attempting an Obstacle challenge, so it would place 4
progress instead of 2.
Note: You are not forced to play an action when
attempting a challenge. If you choose not to do so,
skip down to step 3, since an action can’t be boosted
if one isn’t played.

USING YOUR LANTERN

Your lantern card begins the game facedown, but
it may be charged (turning it faceup) as the result
of completing a challenge (see Rewards) or playing
certain skill cards. If your lantern is charged, you
may use it instead of playing a skill card as an
action. It acts just like a skill card, and may be
boosted like any other action, but after you resolve
it, turn it facedown instead of discarding it. Your
lantern is an extremely powerful ability, so you
should choose when to use it carefully.



KIFIRE ACHIEVEMENTS

DELVE
-+
SCORN'S STOCKADE

SIMPLE e

If you want an extra challenge, you can try the following achievements. If you manage to accomplish
any of them, check them off. Only the truly dedicated (and lucky) will accomplish them all.

TRICKY ee

-1
IT DROPPETH AS THE GENTLE RAIN
Complete a “Bound Prisoner” with

no excess progress on it.

SCORN’'S PRISONERS

Lose the game due to having a set of 3

of Scorn’s Exhausted cards in play.

CHOP CHOP!

Lose the game when “The Headsman” enters play.

A CLOSE SHAVE

Win the game with 1 health left.

SCORN’'S MINDGAMES

Lose the game due to a Seeker-specific

condition on one of Scorn’s Exhausted cards.

NO ONE EXPECTS THE EMPTY INQUISITION
Complete an “Empty Priest” while “The Pale
Cathedral” is in play.

&

DIFFICULT eee

UNLIKELY eeee

OBJECTION!

Defeat Scorn’s “The Final Defense” form when
there were at least 3 cards attached to it.
TOTAL PERSPECTIVE VORTEX

Defeat Scorn’s “Field of Infinity” form when
there were at least 3 cards attached to it.
EMOTIONAL DAMAGE

‘Win the game with 4 Exhausted cards in play.

o\

TRAGIC BACKSTORY

Win the game by completing “The Vacant Throne”,
“Shattered Sceptre”, and “The Broken Crown”.
OH, THAT'S WHAT THEY DO

Lose the game by having 3 copies of

“The Obelisks” in play at once.

| AM THE KEYMASTER

Use “The Master Key” to complete “The Ancient Lock”.







STEP 2: BOOST THE ACTION UP TO
2 TIMES

If you play a skill card as an action, other Seekers
have the option to help out by playing their own
skill cards as boosts.

Boosts add additional progress to the challenge
being attempted. A skill card’s boost value and color
can be found in the bar along the bottom of the
card. In order for a card to be played as a boost, its
boost color must match the color of the challenge
being attempted.

When you play a skill card as an action, other Seekers
may play up to a total of 2 boosts. In a game with 2 or
more Seekers, you may not boost your own actions.

Exception: In a 1-Seeker game, you may boost
your own actions with up to 2 boosts.

Ignore the ability text on any cards used as boosts.
The card text does not normally apply unless the
card is played as an action on your turn.

For example, when

played as a boost, Feyn’s
"Intuition” card gives a +1
bonus to an action played
on a challenge of any color
(since its boost ability is white), or +3 when played on an
Puzzle challenge of any color.

. +1 (+3VS. PUZZLE)

Tip: Using too many cards as boosts is inefficient
and will likely get you into trouble.
Use boosts with care if you want to win the game.

STEP 3: ROLL THE DICE

After the action card (if any) and any boosts have
been played, roll all 4 of the dice. For each die
result that matches the color of the challenge being
attempted, add 1 extra progress. A white (‘Q}) result
matches all three colors, while a black (9) result
matches none of them.

For example, if you are attempting a red challenge
and roll 2 reds, a green, and a 44, you will add 3
extra progress to the challenge (+2 for the 2 reds, and
+1 for the 44).



You must roll all 4 of the dice each turn unless a
card or ability tells you not to roll this turn. If a card
or ability grants you the option to re-roll, you must
re-roll all 4 dice.

STEP 4: COMPLETE OR FAIL THE
CHALLENGE

Add up the total progress earned this turn from
your action, any boosts played, and any additional
progress from the dice. Place the appropriate
number of progress tokens on the challenge card
you are attempting.

For example, if you play a 2-value card as an action,
receive 2 boosts from other Seekers (a +1 and a +2),
and you roll 2 dice that match the color of the chal-

lenge, you would add 7 progress (2+1+2+2) to that

challenge.

Once all of the earned progress has been added,
you must now check to see whether you have com-
pleted or failed the challenge.

If the progress on the challenge (including any left-
over progress from previous turns) is equal to or
greater than its difficulty, you have completed it.

You receive the reward (if any) shown in the reward
section of the challenge. Then, return all progress
on this challenge to the supply and flip the card
facedown into the completed challenge pile (do not
add it to the Well discard pile).

If the progress on the challenge is less than its dif-
ficulty, you have failed it. You suffer the penalty (if
any) shown in the penalty section of the challenge.
This challenge stays in play and any progress on it
remains.

COMPLETING A CHALLENGE WHEN
NOT ATTEMPTING IT

Some abilities and actions allow you to add prog-
ress to challenges when not attempting them. If a
challenge ever has progress on it equal to or greater
than its difficulty, it is completed even if no one is
currently attempting it. The Seeker whose turn it
is collects its reward and places it in the completed
pile as usual.

REWARDS AND PENALTIES

Refer to the back of this rulebook to learn of the
rewards and penalties that you may receive after
completing or failing a challenge.



END OF YOUR TURN

Discard any skill cards you played this turn faceup
to a discard pile next to your skill deck. If any other
Seekers played cards as boosts on your turn, they
also discard those cards to their own discard piles.
Play then continues to the Seeker on your left.

DRAWING NEW CARDS AND
EXHAUSTION

Unlike many other games, you do not draw new
cards at the start or end of your turn. Instead,

in order to draw more cards, you may choose to
exhaust yourself at the start of your turn. In fact, if
your hand is empty, you MUST exhaust yourself and
draw a new hand of cards.

To exhaust yourself, discard the remaining cards
in your hand, and then draw the top card of the
exhausted deck and put it into play faceup near the
play area. Afterwards, draw a new hand of cards,
based on how many Seekers are being played, and
then take your turn as normal.

You do not skip your turn when you exhaust yourself.

15

o °
1 SEEKER - 8 CARDS
2 SEEKERS - 7 CARDS
3 SEEKERS - 6 CARDS
4 SEEKERS - 5 CARDS
L] o

EXHAUSTED CARD EFFECTS

While an Exhausted card is in play, its card text takes
effect. Sometimes this can hinder you, and sometimes
this can even lose the game for you under certain cir-
cumstances, but Exhausted cards are always bad.

Once an Exhausted card is in play, it remains in
play unless a card or ability allows you to discard
it, at which point it gets shuffled back into the
Exhausted deck.

RUNNING OUT OF CARDS IN YOUR
DECK

Whenever you draw a card, if your skill deck is out
of cards, shuffle your discard pile to form a new
skill deck, then draw any remaining cards you
need. If your deck and your discard pile are both
empty (i.e. you have your entire deck in your hand),
then you cannot draw more cards at that time.



THE WELL MASTER

BATTLING THE MASTER:

To reach the Master for the final gauntlet, you'llneed THE FINAL GAUNTLET

to make your way through the Well deck. Until you
reach the bottom of the Well deck, the Master card
remains facedown and its ability remains in effect.

Whenever a card effect instructs you to attach
a card to the Master, place the card beneath the
Master card. Cards attached to the Master may
trigger an effect during the final gauntlet.

REACHING THE BOTTOM OF
THE WEL

If at any point you need to draw a Well card to refill
the board and there are none left in the Well deck,
you have reached the bottom of the Well. All that’s
left is to confront the Well Master, win or lose.

Remove any remaining Well cards surrounding

the Master from play, discarding any progress on
them, then flip the Master card faceup. Retrieve the
4 gauntlet cards and place them faceup around the
Master with one adjacent to each of the four sides of
the Master's card.

: TheMaster
cardhas
. beenturned :
: faceupand
revealed, -
. anditis
: surrounded @
by the 4
gauntlet
cards, all
faceup.

In order to defeat the Well Master and win the
game, you must complete the challenge on the
Master card. The Master card itself is a black chal-
lenge card, meaning that it is invulnerable to all
three colors (including white). As long as the four



gauntlet cards are faceup, the Master’s challenge
card may not be attempted.

When a gauntlet card is completed, instead of
being discarded, it is flipped facedown. Flipping
over a gauntlet card may reveal one of the Master’s
vulnerabilities (though not always). Once the
Master is vulnerable to a particular color, it may be
attempted using that color.

For example, if you complete a
gauntlet card’s challenge and flip
it facedown, it might say that the
“Master is now vulnerable to green
actions.” At this point, you may
attempt the Master’s challenge as
though it were green.

Should the Master become vulnerable to more than
one color, you must declare one of these colors before
using your turn to attempt the Master challenge card.
For example, if the Master is vulnerable to both red and
blue, and you declare "red," any skill card, boosts, or dice
rolled must be red in order to add progress to the Master.

DELVING AND RETREATING
DURING THE MASTER’S FINAL
GAUNTLET

Once you've begun the battle with the Master,
ignore any further game effects that would cause
you to delve downwards (V) or retreat upwards
(ﬁ). There’s no escaping the final level of the Well
until you've won or lost the battle.

DISCARDING CHALLENGES
DURING THE MASTER’'S FINAL
GAUNTLET

Unless a gauntlet card says otherwise, it may be
discarded through game effects like any other
challenge. If this happens, turn the gauntlet card
facedown as though you'd completed it. The Master
card, however, may not be discarded by a game
effect. You may only complete it the normal way.
Nice try, though!




FAILING THE MASTER’S
CHALLENGE

When you attempt the challenge on the Master’s
card and fail to complete it, you don’t always suffer
its penalty. For most Master cards, you only suffer
their penalty if you also roll 9 on the Light and
Darkness die during the attempt. Each Master card
is unique, however, so be sure to read the card text
carefully.

WINNING THE GAME

Once the challenge on the Master’s card is com-
pleted, you win the game! The Master is defeated
and you return to Guildmaster Leera in triumph. The
threat from this Well has been averted...for now.

LOSING THE GAME

If the Seekers are ever reduced to 0 Q, they imme-
diately lose the game. In addition, some game
effects (usually found in the Exhausted deck) may
also cause the Seekers to lose the game under cer-
tain conditions. Smart players will conserve their
health and cards as much as possible in order to
avoid tempting fate.

GAME VARIANTS

HARD MODE

For a greater
challenge, start the
game with 8 O
instead of 10 Q.

QUICK GAME

For a shorter game,
discard 13 cards
instead of 3 from the
Well deck during
setup, then suffer
2 o.‘ and 1 ‘f“l to
begin the game.
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Use any combination of Seekers from 2 or more Delve products : m gad Ry
to battle the Well Master of your choice with up to 4 players. t’ @ é" 0™5 ﬂ
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QUICK GUIDE
ON YOUR TURN
Select one of the 4 Well cards surrounding the Master to interact
with. There are two types of cards in the Well deck: events and
challenges. The actions you take depend on the type of card you
choose to interact with.
EVENTS
If you choose an event card to interact with, read the instructions
on the event card and perform them in order.
CHALLENGES
If you choose a challenge card to interact with, attempt that chal-
lenge by taking the following steps:
1. Play a skill card as an action
(optional; if no action is placed, skip to step 3).
2. Boost the action up to 2 times (remember that a card's ability
text is ignored when playing it as a boost).
3. Roll the dice.

4. Complete or fail the challenge.
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GLOSSARY

Action: When you play a skill card on your turn while
interacting with a challenge card, it is considered an action.

Attach: When attaching a card to another card, simply tuck
itunderneath. Attached cards may trigger certain effects,
especially in the final gauntlet.

Boost: When you use a skill card from your hand to
increase the progress added by another player’s action, it is
considered a boost. Only the very bottom part of the card
applies when it is used as a boost - ignore any ability text
on the card.

Challenge: A challenge card is a type of Well card that
represents some sort of challenge for the Seekers to
overcome.

Challenge Type: There are 4 types of challenges - Combat,
Obstacle, Puzzle, and Trap. The challenge type of a card has
no inherent effect, but it may trigger effects on other cards.

Event: An event card is a type of Well card that
automatically triggers when a player chooses to interact
with it on their turn.

Exhausted: In order to draw more cards, you must
become exhausted at the start of your turn. You discard
any remaining cards in your hand, draw a card from the

Exhausted deck and put it into play, and then draw a new
hand of cards.

Final Gauntlet: The final phase of the game in which the
Master card is turned up and surrounded by its 4 gauntlet
cards. If the Seekers complete the Master’s challenge, they
win the game.

Kinfire Lantern: A magical device unique to each Seeker
that provides an ability suited to their skills and can only be
used when charged (faceup).

Master: The malevolent ruler and creator of this Well is
represented by the Master card at the center of the play
area, which must be defeated during the final gauntlet in
order to win the game.

Progress: A measure of how close you are to completing a
challenge.

Seeker: A member of the Seekers' Guild, denoted by their
possession of a kinfire lantern. In this game, each player
takes on the role of one of these heroic characters.

Vulnerable: A card that is vulnerable to a color may be
attempted with skill cards of that color.

Well: The magical area controlled by and shaped to the
whims of the Well Master is represented by the Well deck.

COPYRIGHT ©® 2024 INCREDIBLE DREAM STUDIOS INC. KINFIRE, INCREDIBLE DREAM, AND THE D LOGO
ARE TRADEMARKS OF INCREDIBLE DREAM STUDIOS INC. ALL RIGHTS RESERVED.
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ICON REFERENCE
REWARDS ®AND PENALTIES ®
Xv Delve Downwards: Discard X cards from the

XA

XE@

XB

X

X0

top of the Well facedown into the Well
discard pile. This moves you closer to the

bottom of the Well and completing the game.

Retreat Upwards: Return X cards from the
top of the Well discard pile to the bottom of
the Well deck. This moves you further away
from the bottom of the Well and completing
the game.

Draw Cards: Draw X cards from your Seeker’s

skill deck.

Discard Cards: Discard X cards of your
choice from your hand. If you don’t have
enough cards to discard, simply discard the
remainder of your hand.

Regain Health: Increase your health by X,
not to exceed your starting health.

Suffer Damage: Reduce your health by X. If
you are ever reduced to 0 health or less, the
Seekers immediately lose the game.

-1 ﬂ Recover Exhaustion: Choose and discard 1

Exhausted card from play, shuffling it back
into the Exhausted deck.

X ﬂ Suffer Exhaustion: Draw X cards from the

Exhausted deck and put them into play.

d‘ Charge Your Lantern: Flip your lantern card

faceup. See page 10 for lantern use.

¥ Special: Refer to the card text to see what the

challenge’s reward or penalty is.

OTHER ICONS

Uﬁ Seeker Effect Icons: Some Seekers have spe-
.sz cial icons that may trigger specific effects or

abilities on their skill cards and Seeker char-
acter card. Refer to the card text in which
these icons appear to see what they do.

Ag Light and Darkness: Rolling these icons on

the Light and Darkness die may trigger cer-
tain effects.

Beware! Some challenges may offer you “rewards”

that are usually considered penalties.
Keep your eyes peeled for such trickery!



