
From the ashes a fire shall be
woken,

A light from the shadows shall
spring;

Renewed shall be blade that was
broken,

The crownless again shall be
king.
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Welcome CROWNLESS, hunter

Rise, you Crownless, banished ages
past for attempting to overthrow
decadent tyrants and petty gods.
Your rebellion failed, with visions
of your home moldering away
accompanying you into your exile.

Your visions were correct. You
return now, summoned by the
WYRD, to broken lands, shattered
cultures, and splintered people.

You shall reforge your broken
blade, stoke your flames, and
become a Crownless King to set the
world ablaze.

Starting your Quest

To begin, gather a d4, d6, d8, a
character sheet and something to
take notes with.

Your Metal Soul

Choose BURNISHED or DULLED.
This describes the state of your
Metallic Soul and how your
character acts. BURNISHED are
those with Hope, Ideals, and
Kindness. DULLED are Pragmatic,
Survivalists, and Cunning.

At any time during your
adventures, your KEEPER can ask
you to roll a Metal Check,
determining if your Soul has shifted
over the adventure. You can accept
it or roll against it: each roll a d6,
higher wins. Roleplay this change.

Metal Soul: If your are Burnished,
once per Bonfire Rest you can allow
a FRIEND to reroll their dice. If
your are DULLED you may force a
FOE to reroll their dice once per
Bonfire Rest.

ChoosingyourCrownlessLegacy

ChooseaLegacyandrollforyour
LegacyWeapon.ForHProll
2d4+10.

RosePaladin/CloisteredMystic

1-2:StraightSword/Club1d4

3-5:Mace/HallowedHammer1d6

6:ConsecratedGreatsword/Censer
Flail1d8

CabalKnight/LunarChanneler

1-2:CrystalDagger/QuartzShard1d4

3-5:ConduitSword/StarSpear1d6

6:MoonlightBlade/SilverEstoc1d8

WanderingBlade/StormWarrior

1-2:Dagger/ShortSword1d4

3-5:TwinScimitars/Warhammer
1d6

6:CurvedGreatsword/
StormhawkAxe1d8

VandalBrigand/MarkedforSin

1-2:Hatchet/Sickle1d4

3-5:Halberd/Scythe1d6

6:SingingTwinblades/Sanguine
Katana1d8

Comeupwiththreedistinct
features,amemoryofyourhome,a
memorythatpushesyouforward,
andamemorythathauntsyou.

Combat

Whencombatbegins,oneplayer
andtheKEEPERrollad6.The
higheractsfirst.Combatbegins.

CombatOrder

1.Attackerrollsad6andchecks
ResultsTable.

2.IfAttackerhits,Defenderrollsad6
andchecksResultstable.

3.RollDamageandArmour.

Whenyouhit,rollyourdamagedie
foryourweapon.Ifyouarehitand
rollasuccessfordefense,rollyour
armour(1d4)andsubtractthatfrom
thedamagedealt.

InthecasewhereboththeAttack
andDefenserolla6,Defenderwins
(nodamageisdone).

CombatResultsTable

Attack/Defense

1Miss/Fumble(FAILURE)

2-4Hit/Block(SUCCESS)

5HitwithAdvantage/Blockwithadvantage

6Crit(fulldamage)/Iframe(nodamage)

Advantage:Rollthecorrespondingdie
twice,takethehigherresult.

GodtearFlasks

PlayersmayalsoDrinkaGodtear
Flaskinsteadofattackingtoheal
1d4+2.Youhave3chargesof
GodtearFlaskperBonfireRest.
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