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“Sir! Your eyes are the most striking 
shade of  blue I have ever seen!” ex-
claimed the waitress. 
Everything started then and there.

I was sitting in a restaurant on my lunch break as the rain 
poured down on an otherwise boring and, so far, uneventful day. 
I had been lazily leafing through my favourite book, Frank Her-
bert’s Dune. Man, that book is amazing! Anyway, I was read-
ing those pages for the umpteenth time, when suddenly, a spicy 
and pungent aroma assailed my senses. Something I had never 
experienced before in my life.

I also started to feel hot, really hot, even though the air con-
ditioning was blowing towards me..and then the waitress came 
up with that exclamation. What was strange is that I’ve never 
had blue eyes! Mine are grey like the overcast sky outside. 

All of  a sudden, a weird, pale man wearing a black cloak 
and holding an open book in front of  him appeared behind the 
waitress... and now I’m somewhere else. I’m sitting in a dark 
room. There is a wooden door, like you would find in a castle, 
obviously locked from the outside, and a window too high up 
for me to reach, but I can hear the rain outside. I don’t know 
where this room is or how I got here. I don’t know why I’m 
here. I don’t know what is going to happen next. I just hope I 
can make it out of  this nightmare, and get back to work before 
my boss notices I’m gone, or I will need more than this story to 
keep my job...

Wait! There’s something high up in the rafters. Something 
hanging from them...it’s turning to look at me! It’s like a big bat. 
It lets go and drops to the floor. The bat is gone, and the weird, 
pale man from the restaurant is in front of  me. 

“Hello young one. And please excuse me for your abrupt re-
moval from that dining establishment. 
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You have not learnt to control your powers, and you could get 
somebody hurt without even noticing. Yourself  included.

A long time ago I used to be Mark, but now I am known as 
Vlad. I am a Bibliomancer, someone who can use the personal, 
emotional connection with a book to activate special powers. I’m 
also a Mentor, or as we like to call each other, a Librarian.” He 
chuckles at this apparently funny inside joke before continuing.  
“My calling is to find newly awakened Bibliomancers, like your-
self, and guide them on the dangerous adventure of  discovering 
their new abilities. It is for this reason that…”

CRASH!
What the heck?! The door just exploded into the room! There’s 

a dark shadow in the dust! A huge shadow!
“The damned Xenophobes have found us already!” I man-

age to rip my gaze from the shadow and turn towards Mark? 
Vlad? Whoever he is. He calmly takes a book out of  the folds of  
his cloak. The same one he had in the restaurant! He resolutely 
opens it and moves his finger across the page while murmuring 
“… a great bat, coming and going in great whirling circles...”

That is the last thing I hear before a huge bat grabs me in its 
claws and pulls me out of  the window just as the shadow barges 
through the doorway landing fiercely where I was standing only 
a few moments ago. I’m now flying through the rainy sky, held 
up by a talking bat, fleeing from a howling… creature?

Xenophobes? Books? Powers from books? What is this crazi-
ness? 

And it all started with a book…
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THE GAME
Biblioversum is a narrative role playing game. 

To play the game you need at least one game master 
(the Narrator), one or more players, and… books!

Players play themselves in their transition to become 
Bibliomancers, individuals who have developed such a deep 
bond with a beloved book that they can access special 
powers tied to it. They can, for example, summon crea-
tures and items from the book, obtain special abilities, or 
even travel into the book’s world. Each book is a path to a 
different dimension, linked to the others through Reading 
Doors. 

Players habitually start the game as recently awakened 
Bibliomancers, and must play the adventure of  discover-
ing and understanding their powers, deepening the bond 
with their book.

To access the powers of  their personal book, players 
need to actually learn how to use it. To summon a power, 
a player must choose an effect and then read a sentence 
from the book that  describes the effect. 

Biblioversum is a diceless game system. In order to solve 
problems, players don’t throw dice but need to manage a 
certain amount of  Creativity Points (CP). This amount in-
creases with experience, and gives the character the chance 
to gain access to Bibliomancer’s powers. Biblioversum can 
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be considered a resource management system: the Narra-
tor will present a series  of  situations, more or less danger-
ous for the characters, that the players will have to solve 
in order to continue the story. The solution of  each prob-
lem will cost a certain amount of  points. When a player 
summons the powers of  their book, they must state how 
many points they are willing to use. This amount will vary 
according to the situation: a calm scene where the player 
needs to open a door without any danger around, allows 
for a calm search and reading of  the book, so it will have 
positive bonuses and therefore require less CPs, on the 
other hand trying to use the powers while chased by an en-
emy, will have negative modifiers. Of  course, an abundant 
use of  CPs in the early stages of  the adventure will make 
it relatively easy to overcome any obstacle, but at the same 
time it would make it impossible to complete later checks, 
with no CPs left. Careful planning is needed to play to the 
end. Using powers isn’t always the best choice. Solving the 
situation with normal life methods will grant more points 
left for a scene where powers are needed.

Let’s see an example: Helen is blocked in front of  a locked 
door, and she needs to get to the other side. She reaches 
to her book, The Lord of  the Rings and reads “Speak, friend, 
and enter”, declaring the effect of  opening the door, and 
says that she will use 10 CPs. She is not under stress, and 
her bond level of  2 with her book doubles the points for the 
action, obtaining a result of  20. The door needed at least 
15 points to be opened, so it opens quickly and Helen is 
free to pass. 

It is not enough, for Helen, to say “I remember, Gan-
dalf  says this phrase”. She actually needs, as a part of  the 
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game, to take her physical copy of  the book, search for the 
page where that line is written, and read it aloud. When a 
Bibliomancer becomes experienced and powerful enough, 
the player can summon powers without having a physical 
copy of  the book in hand. This operation is not simulated 
in the game, but needs to be enacted in real life. A player 
that wants their character to act a line by heart, actually 
needs to quote that line by heart.

The players can play different kinds of  Bibliomancer: 
some focus maniacally on a single book, some can have a 
different approach to bibliomancy, using digital supports 
instead of  books, or some may like acting even more than 
reading… the world of  Biblioversum, just as literature, has 
no bounds. Where will you start to read your adventure?
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Biblioversum is currently being developed by Marcello Bertocchi/
XVGames and Andrea Vaccaro/Edizioni Hypnos.

XV Games is a new independent board game publisher based in Brescia 
(Italy), focused on niche games like small 2 players strategy games, 
abstracts, narrative RPGs etc. They are presenting their first products at 
Essen 2018.

Hypnos Edizioni is a weird and fantasy literature publishing house, 
established in 2010 and based in Milan (Italy). It focuses on bringing back 
the best classical weird authors, while also discovering and promoting 
new talents.

Biblioversum’s release is set for the second half  of  2019, in an ENGLISH 
ONLY INTERNATIONAL FIRST EDITION. 

If  you want to receive information please follow XVGAMES at

www.xvgames.it
facebook @xvgames.it

or send an email to info@xvgames.it

Biblioversum © XV Games
Artwork by Elena Nives Furlan

Words by Marcello Bertocchi
Editing by Luca Andrea Modena

06.indd   8 30/09/2018   19:12:27


