HTAUY METRL RONS
SKRLD

“Fear the power of this riff!”

The Skald is a musician hero, with access to mystical music and secrets.
Play the Skald if you want to:

e Rock.

e  Wield musical magic.

e Know secret lore.

This side of the sheet is the introduction and getting started guide. The reverse tracks
what you need in play and you’ll write your selections there.

HMRKING YOUR SKAWD
1. Pick your name.

2. Check out your ratings and special ability (on the other side of this page).

3. Go through your asset list and make any selections. The first option is a good default
if you have trouble choosing.

4. Note down how you look and any history details you've come up with.

5. Introduce yourself to the other heroes and start your quest for glory.

STRRTING NHSTTS

You have:

e Musical instrument: (d8)
e Weapon: (d8 fast attack)

e Recreational drugs (d6)

Plus pick two of these:

[0 Amplifier (+2 maximum energy)

[0 Roadie (d6). Name:

[0 Pyrotechnics (d6)

[0 Weapon: (d6 physical attack)
[ Stylish armour (2 physical defence)

[ Musical instrument: (d6)
[] Bagof medicines (d6 recovery)

[0 Mystic amulet (1 universal defence)
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HIRUY METAL ®wONS

At LO0KS BAUKOROUND
Bool MAXTUN TURRZNT Powu‘ MAXIMUM (SLORITON DIZ 5122 TURRENT
ds d 6
BLDNTDH MAXTMUN TURRZNT c"cnﬁy MRXIMUM (FRST DIZ S122) TURRTAT
dé d 6
]’R’T MAXIMUM TURRZNT Hcau‘]-' MAXIMUM (STRONG DT 5128 X 5) TURRTAT
dé d 20
STRQHE MAXIMUM TURRZNT
d4 d
SPTUIRL ABIUTITS LA IMPORTANT RULES
o . e Seize the Edge for 2 energy to take the next turn.
Ev’"dnall SQHE’ d k . Mousical instrument: HAKuU VURRUAT e Take aturn when you are at the Edge of the Pit.
pen Power an use_an attac a(ftlon to d8 e Roll action with arating die and any assets that apply. Roll
make a Riff of Destruction attack with your ' the dice and select the highest result.
musical instrument. Roll cool and the Weapon: TAXTTM TURRENT e Overdrive an action for 1 energy. Roll your cool die and
instrument’s die. This counts as channeling, LS addcithto VOLIH]; be;t die. Ma\»{/ combine Witjh Channeling%

: ° annel for 2 power. You may spend power one-for-one
V\r/1|thbn0 extra go wer cost, so add together Recreational drugs MaXIMuM TURRZAT to add more eldritch dice. Add together your two best dice to
the best twodice. dé get your result. May combine with overdrive.

ANTITNT STURTTS e Critical: When any result die shows 8+, it's a critical. The
If you need to know some lost or secret lore, MAXTMUN TURRENT victim reduces an asset twice or a r:e\tlng once.
ask the quest player: they’'ll tell you what you e Defend from an attack by totalling defences. Spend 1
K b . d h. hv th energy to roll a rating die and include in your total. Prevent
. nowa (?Ut '_t’ and how trustworthy the that much health loss. If defence exceeds attack result, make a
information is. If you want to know more, TRXTMUM TURRZNT counter attack.
they will tell you where to find it. e Recover. Pick one: Restore health by double a strong or
cool roll, power by an eldritch roll, energy by a fast roll, or a
MAXTHUM TURRZNT reduced die or asset one step. You may use recovery assets in
theroll.
e Amp or Gain an asset. Amp existing asset one level, or gain
MAXIMUM | TURReNT | newbasicasset. -
e After your action, go to the bottom of the Pit.
e Killed?: Get a final feat. Then return as a post-mortem

hero or make a new hero.




