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* Strength Melee: Gain a bonus 1/arc use of each of your 
combat riffs triggered by bardic melee attacks.
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Rapier

+13

Free Resilient Reroll a d20 roll other than an attack roll, and use the rerolled result. If the reroll is 
11+ you can also heal using a recovery.

HH39

Free Move It CQ Spell. After hitting with a bardic melee attack, you or one of your nearby allies
can use a move action as a free action.

HH78

272

Strings

- Dance If you have hit this battle, force an enemy to reroll an attack against your AC or PD. HH78

Perfect StepFree CQ Spell, after you or a nearby ally succesfully disengages, they heal using a recovery

Perfect
Step

Free Simple Chord CQ Spell. After hitting with a bardic melee attack one nearby ally can attempt a
save against a temporary effect.

HH82

Easy
Listening

Move It

Simple Chord

+3

Quick Strings CQ Spell, when the ESC DIE is 3+. Choose a willing nearby ally. You can cast one of their 
at-will spells as part of this action. Swap references to Wis and Int to use your Charisma. 
The ally cannot cast the at-will spell until after a quick rest  

HH82

Easy 
Listening

Free Can only be cast at the start of a quick rest. During this rest add               to healing given by 
each recovery.

+3

- Songmaster Roll an extra d20 when you roll to sustain Bardic Songs, use the result you prefer. HH86

DanceSongmaster

Quick Song of
Heroes

CQ Song. Quick action each turn, 11+ to sustain. Opening & Sustained Effect: You 
and your nearby allies gain +2 to attack until the end of your next turn.  Final Verse: 
The effect ends immediately, but one ally of your choice gains a +3 bonus to their next
attack roll.

HH88

Song of Heroes
(Recharge 11+)

CQ Song. Standard action each turn, 16+ to sustain. Opening & Sustained Effect: Each
nearby ally who succesfully hits at least one enemy with an attack during their turn can
heal using a recovery. Final Verse: One nearby ally can make a no-trigger attack as a free
action and heal using a recovery if they hit at least one target.

Std Song of
Blood &
Legends

HH93

Song of Blood
& Legends

Adventurer Feat If both rolls are enough to sustain the song, one concious nearby ally gains              thp.20

Champ Feat Move it can affect two allies, or you and one ally.

Move It
(Champ Feat)

Perfect
Step (ESC DIE 4+)
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miscellaneous features

Std Glows 30 ft field of sorcerer’s dancing lights (HH163) or wizards’s soft light (HH181). HH73

Std Ghost Sound Ranged spell. Create a variety of sounds from somewhere nearby. HH72

Std Rally Spend a recovery to heal. If used, quick action normal save (11+) to use again. HH298

Int Intercept While unengaged, move to engage enemy that is moving past you. HH296

Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success, 
move without drawing opportunity attacks. On fail, stay engaged. 

HH294

Std Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat. HH298

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).

# of songs& spells

spell & song list

max
attuned

potions & runes

magic items

Pass-By

Strum
Along

Befuddle
(Recharge 11+)

Free Endless Patter When hit in melee, force the attacker to reroll with a                penalty. HH86

Endless
Patter

Song of
Self*

10

12 1 13

7
Dance

Light Armour

Int Pass-By CQ Spell, when an enemy you are engaged with misses an attack.You can make a 
disengage check with a +2 bonus. 

HH78

Int Strum Along      CQ Spell, when a nearby enemy misses with an attack. Target: That enemy.
   Your next ally to attack the target adds double the ESC DIE as an attack bonus instead 
   of just the ESC DIE.

HH82

Songmaster

Std Befuddle Ranged Spell. When the ESC DIE is 2+ can be cast as a Quick action. Target: One 
nearby enemy with                 or fewer. Special: Only roll to hit with this attack if rolling
a 10 would miss, otherwise you hit automatically.                 vs MD. Hit ESC DIE 0-1: The 
target is dazed until the start of your next turn. Hit ESC DIE 2-3: The target is charmed
until the start of your next turn. Hit ESC DIE 4+: The target is confused until the start of
your next turn. 

HH88

+13
272

• Song of Heroes
• Befuddle
• Song of Self
• Cutting Words (replacement)
• Ascending Notes
• Connection
• Wink Wink
• Song of Blood & Legends

Endless Patter

-3

Strong Recovery

Quick Song of
Self

CQ Song. Quick action each turn, 11+ to sustain. Opening & Sustained Effect: Gain a
bonus to two defences of your choice equal to the ESC DIE until the start of your next turn, 
this value changes if the ESC 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).

HH90

cSong of Heroes cSongmaster

cDance eSongmaster

aToughness eWink Wink
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Cutting
Words*

Std Cutting Words Ranged Spell. Special: *You can only cast this spell after finishing singing Song of
Self. One nearby staggered creature.                vs MD. Hit:                pyschic dmg.
Miss:              dmg.

HH88
+13 140

20
- Songmaster Champ Feat You can start a new song on the same turn that you finish another one HH86

Quick Ascending 
Notes

Ranged Spell. Target: One nearby ally. Effect ESC DIE 0-1: The target gains a +1
bonus to attack until the end of the battle. Effect ESC DIE 2-3: The target can heal
using a recovery. Effect ESC DIE 4-5: The target heals using a free recovery. Effect ESC DIE 
6+: The target gains all 3 bonuses. 

HH86

Songmaster
(Champ Feat)

Ascending Notes
(11+) 

Quick Connection Ranged Spell. Target: Two willing nearby allies (can include you). Effect: Until the 
end of the battle, when one of the targets takes damage, the target with the most hit 
points takes that damage instead (you pick on ties). Temporary hit points count 
as hit points for the purposes of this spell. When a target has 0hp or fewer the effect
is suspended. 

HH92

Connection

- Songmaster Epic Feat              When you use a songs final verse, gain thp.30

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

HH92

Wink Wink


