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* 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.
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ACTIOMN MAME TRIGGER/TARGET/EFFECT PAGE # ?E'Cﬂlﬂl]{(ﬁ: PER BATTLE PER ARC
Std  Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat.  HH298 Assist 0 Rally 0 ggl?:é
Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success,  HH294 Disengage | | Glows
move without drawing opportunity attacks. On fail, stay engaged. 0 Socia
O og ocia
ATTTH&%%D Int Intercept While unengaged, move to engage enemy that is moving past you. HH296 Intercept O O Skills
Std Rally Spend a recovery to heal. If used, quick action normal save (11+] to use again.  HH298 S E
Std  Ghost Sound Ranged spell. Create a variety of sounds from somewhere nearby. HH72 S S
Std Glows 30 ft field of dancing lights (like sorcerer spell) or soft /ight (like wizard cantrip). - HH73 0 0
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GOLD
ARIMOR ARIMOR AC ~ +SHIELD =BASE AC A= adventurer tier (Ivl 1-4); C = champion tier (Iv 5-7); E = epic tier (vl 8-10)
+—— MISCELLANEOUS FEATURES —= +—— INCREMENTAL ADVAIICES —
. . GAIN NEXT +1 TO SKILL
Social Skills: Use for you or a nearby ally to reroll a CEVEL FEAT A ety &eexs
failed-social, diplomacy; or personal interaction skill
! p ¥i 'D ) BARD BASE ARNIOR BARD WEAPON DAMAGE/aTTACK PENALTY ITgcgg)A(iELEVAE)E HP *A'TTI?JAI,I%;%?;TITEIH
check. An additional use gives +3 bonus if you can ARITOR BASE AC  ATK. WEAPON 1HAND 2 HAMDS THROWI BOW CROSSBOW
describe something you do or set up beforehand. nonEe 10 +0 SmALL d4/+0  d6/+0  di/+0 - d4/+0 +1TO PHYSICAL  ,\ +1TO MENTAL
(DAGGERS, CLUBS, HAIND CROSSBOWS)
LIGHT 12 +0
HEAVY 13 _, LIGHT/SIMPLE d6/+0 d8/+0 d6/+0 d6/+0 d6/+0 +1 TO 3/4/5 GAIM 2x/4X ABILITY
(SHORTSWORDS, SPEARS, HATIDAXES, {AVELITIS, SHORTBOWS, LIGHT CROSSBOWS) ABILITY SCORES MULTIPLIERS
SHIELD +1 -1 AT LEVEL 3/6/9 AT LEVEL 4/7
HEAVY/MARTIAL  d8/+0 d10/-2 - d8/-2 d8/-1
SHIELD +1 +0 (LONIGSWORDS, SCINMITARS, GREATSWORDS, LOIIGBOWS, HEAVY CROSSBOWS) GAIIl NMNEXT GAIIl NEXT

LEVEL POWER, LEVEL CONTROL
changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle SOIG OR SPELL THRESHOLD



