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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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miscellaneous features

Std Glows 30 ft field of dancing lights (like sorcerer spell) or soft light (like wizard cantrip). 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).
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