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+——— BACKGROUNDS —— = +#—BASIC MELEE ATfack —3 |[THRESHOLD +—BASIC RANGED aTfack —
BACKGROUID BOTMUS Rapier VS Shortbow IMITIATIVE
WEAPOT AC 272 WEAPOTI +—— HIT POINTS & RECOVERIES —3
10d8+39 / 8 / 10 10d6+27 / 62/ -
HIT DAMAGE mISsS HIT DAMAGE AVG miss ogog 9
5 FEATURES, TALENTS, SONGS, & SPELLS 2 134| OO MAX
ACTIOI ITANIE TRIGGER/TARGET/EFFECT PAGE# STAGGERED DEAD D D RECOVERIES
Free Resilient Reroll a d20 roll other than an attack roll, and use the rerolled result. If the rerallis ~ HH39 mAX HP RECOVERIES
11+ you can also heal using a recovery. CURRENT HP —
KL = 10 > + ABILITY o grounp - Dance If you have hit this battle, force an enemy to reroll an attack against your AC or PD. HH78 92
LEVER Free Perfect Step CQ Spell, after you or a nearby ally succesfully disengages, they heal using a recovery+3 10d8+47
AT-WILL & [,ER[ESA?TCIE PER ARC Quick Strings CQ Spell, when the esc ieis 3+. Choose a willing nearby ally. You can cast one of their ~ HH82
5 O at-will spells as part of this action. Swap references to Wis and Int to use your Charisma.
Songmaster Dance Strings The ally cannot cast the at-will spell until after a quick rest RE%%’E}W
Songof Heroes ] Perfect [J  Easy Free Easy ~ Canonly be cast at the start of a quick rest. During this rest add+3_ - to healing given by TEMP HP
(Recharge 11+) Step Listening Listening  each recovery.
U Movel [J Song of Blood - Songmaster Roll an extra d20 when you roll to sustain Bardic Songs, use the result you prefer.  HH86
g Movelt & Legends . : .
. S le Chord D Move It Adventurer Feat  If both rolls are enough to sustain the song, one concious nearby-ally gains20- ~thp:  oncoinc pamace TYPE SAVE
Impie Lhor [J (Champ Feat) Quick Song of - CQ Song: Quick action each turn, 11+ to sustain. Opening & Sustained Effect: You HH88
D Perfect Heroes - and yournearby allies gain +2to attack until the end of your next turn. Final Verse:
Step (esc Die 4+) The effect ends immediately, but one ally of your choice gains a +3 bonus to their next
attack roll.
Std - Song of - CQ Song. Standard action each turn, 16+ to sustain. Opening & Sustained Effect: FEach HH93 ~cornpitions & OTHER EFFECTS SAVE
Blood & * nearby ally who succesfully hits at least one enemy with an attack during their turn can
Legends  heal using arecovery. Final Verse: One nearby ally can make a no-trigger attack as a free

<

action and heal using a recovery if they hlt at least one target.
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Free Movelt CQ Spell. After hitting with a bardic melee attack, you or one of your nearby allies HH78.  *° +/x/ fcon USED
can use a move action as a free action. OO0 000
Champ Feat - Move it can affect two allies, or you and one ally.
OOd ddgd
Free Simple Chord CQ Spell. After hitting with a bardic melee attack one nearby ally can attempta ~ HH82
save against a temporary effect. OO0 Ooo

* Strength Melee: Gain a bonus /arc use of each of your
combat riffs triggered by bardic melee attacks.

changes/refresh at new level

changes at new level or with incremental advance refresh at new arc refresh at end of battle *+ positive, £ conflicted, or — negative relationship.



$—————— MAGIC ITEMS > % DIVERSE ACTIONS, INTERRUPTS, & OTHER SURPRISES 3 ¢ - USAGE ——M8M8MM 3
ACTIOM MATE TRIGGER/TARGET/EFFECT PAGE # ;’EEUSX]{J{: PER BATTLE PER ARC
10 Std  Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat. ~ HH298 Assist Rally ED ggﬁ:;
Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success,  HH294 : | oo
: . i : D Pass-B Gl
move without drawing opportunity attacks. On fail, stay engaged. Isengage Y D ows
) ) i 1 Strum 1] Social
ATTTHL?%(ED Int Intercept While unengaged, move to engage enemy that is moving past you. HH296 Intercept Along OO Skills
Std Rally Spend a recovery to heal. If used, quick action normal save (11+] to use again.  HH298 [Re%ﬁglf'gglfh] U Eg{lf:rs U Sggﬁcgf
Std  Ghost Sound Ranged spell. Create a variety of sounds from somewhere nearby. HH72
Std Glows 30 ft field of sorcerer's dancing lights (HH163) or wizards's soft light (HH181). HH73
Std Befuddle  Ranged Spell. When the £sc Difis 2+ can be cast as a Quick action. Target: One HH88
nearby enemy with272- - or fewer. Special: Only roll to hit with this attack if rolling
a10 would miss, otherwise you hit automatically. +13- ~vs MD. Hit £sc pie 0-1: The
target is dazed until the start of your next turn. Hit £sc pie 2-3: The target is charmed
until the start of your next turn. Hit £sc DI 4+: The target is canfused until the start of
your next turn.
o _ Free Endless Patter When hit in melee, force the attacker to reroll with a=3 penalty. HH86
POTIOIS & RUITES
Quick Songof CQ Song. Quick action each turn, 11+ to sustain. Opening & Sustained Effect: Gaina  HH90
Self bonus to two defences of your choice equal to the £5¢ piF until the start of your next turn,
this value changes if the £c Die changes. Final Verse: You gain the bonus to a single defence
until the start of your next turn. Special: *After finishing this song you gain access to
Cutting Words (see overleaf).
+——— SPELL & SONG LIST > % IISS-EFFECTS 3 FEATS _
ACTIOIT ITAIIE TRIGGER/TARGET/EFFECT PAGE# FEATURE TIER FEATURE TIER
- Song of Heroes —
. Befuddle Int  Pass-By CQ Spell, when an-enemy you are engaged with misses an attack.You can make a HH78 Dance Songmaster
7 Song of Self disengage check with a +2 bonus.
- Song of Se
. Cutting Words (replacement) Int StrumAlong CQ Spell, when a nearby enemy misses with an attack. Target: That enemy. HH82 Endless Patter Strong Recovery
. P Your next ally to attack the target adds double the £Sc Dif as an attack bonus instead
# oF sorigs " Ascending Notes of just the £Sc DIE. Song of Heroes Songmaster
& SPELLS - Connection
« Wink Wink Dance Songmaster
- Song of Blood & Legends Toughness Wink Wink

+—— MISCELLANEOUS FEATURES —=%

Social Skills: Use for you or a nearby ally to reroll a
failed social, diplomacy, or personal interaction skill
check. A second use gives +3 bonus if you narrate
something you do or set up beforehand (HH72).
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& GEAR & NOTES

Light Armour 12 1 13

ARIMOR ARIMMOR AC  +SHIELD =BASE AC

GOLD

BARD BASE ARNIOR BARD WEAPON DAMAGE/ATTACK PENALTY

ARIOR BASE AC ATk wWEapPOn 1HAND 2HANDS THROWI BOW CROSSBOW

NonEe 10 +0  SmALL d4/+0 d6/+0 d4/+0 - d4/+0

LIGHT 12 +0 (DAGGERS, CLUBS, HATID CROSSBOWS)

HEAVY 13 o LIGHT/SIMPLE d6/+0 dg/+0 d6/+0 d6/+0 d6/+0
(SHORTSWORDS, SPEARS, HATIDAXES, TAVEL]HS. SHORTBOWS, LIGHT CROSSBOWS)

SHIELD 1 -1 HEAVY/MARTIAL d8/+0 d10/-2 - ds/-2 ds/-1

SHIELD +1 +0 (LONGSWORDS, SCimiTﬂRS, GREATSWORDS, LONGBOWS, HEAVY CROSSBOWS)

changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle

A= adventurer tier (Ivl 1-4); C = champion tier (Iv 5-7); E = epic tier (IvI 8-10)

+—— INCRENMENTAL ADVAIICES

GAII MEXT A +1 TO SKILL &
LEVEL FEAT IMITIATIVE CHECKS

—s3

ITICREASE MAX HP +1 MAGICAL ITEI

TO NMEXT LEVEL ATTUNEMENT

+1 TO PHYSICAL A +1 TO mentarL
DEFEIISE DEFEIISE

+1 TO 3/4/5 GAIIl 2X/4X ABILITY

IMULTIPLIERS
AT LEVEL 4/7

ABILITY SCORES
AT LEVEL 3/6/9

GAIN NEXT GAIN NEXT
LEVEL POWER, LEVEL CONTROL
SOING OR SPELL THRESHOLD



+————— WIORE HOOTES 3 & FURTHER ACTIONS, iNTERRUPTS & OTHER SURPRISES 3 & USAGE —Mm™=

ACTIOM MATE TRIGGER/TARGET/EFFECT PAGE; ﬁgiﬁ}f}%& PER BATTLE PER ARC
. - . e Ascending Notes [ Cuttin [] Songmaster
Std - Cutting Words Ranged Spell. Special: *You can only cast this spell after finishing singing Song of HH88 (114} Words% (Champ Feat)

Self. One nearby staggered creature.+13 “vs MD. Hit:140- - pyschic dmg.
Miss: 20+ ~dmg.
- Songmaster Champ Feat You can start a new song on the same turn that you finish another one HH86 = Wink Wink
- Songmaster Epic Feat When you use a songs final verse, gain 30-_ - thp.
Quick Ascending Ranged Spell. Target: One nearby ally. Effect £sc bif 0-1: The target gainsa +1 .~ HH86
Notes bonus to attack until the end of the battle. Effect £sc piF 2-3: The target can heal
using a-recovery. Effect £Sc bie 4-5: The target heals using a free recovery. Effect £Sc Die
6+: The target gains all 3 bonuses.
Quick Connection = Ranged Spell. Target: Two willing nearby allies {can include you). Effect: Until the - HH92
end of the battle, when one of the targets takes damage, the target with the most hit
paints takes that damage instead (you pick on ties). Temporary hit points count
as hit paints for the purposes of this spell. When a target has Ohp or fewer the effect
is suspended.

" Connection

Quick- Wink Wink CQ Spell. You gain the ability to teleport to a nearby or far-away location as a HHY2
move action later this battle. The number of times you can teleport in-this way is
equal to the value of the £sc0iF when you cast Wink Wink.

changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle



