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CONFOUNDING

Racial Power

Once per battle, when you roll a natural 16+ with an attack,
you can also daze the target until the end of your next
turn.

MINOR ILLUSIONS

Racial Power

As a standard action, at-will, you can create a strong smell
or a sound nearby. Nearby creatures that fail a normal
save notice the smell or sound. Creatures that make the
save may notice it but recognize it as not exactly real.

STORYTELLER

Class Talent

Once per scene when one of your allies rolls relationship
dice for an icon, you can tell a one or two sentence story
(usually related to the icon, but perhaps otherwise pivotal)
that allows them to reroll the relationship check if they
don’t like the first result. Depending on the situation, your
story might sway the opinion of people who are in a
position to help your friend, or it might inspire that friend
to achieve more. Perhaps you impress on people the
urgency of the situation, or remind your friend of previous
victories. Treat this situation as a roleplaying opportunity
that may or may not work out depending on the reroll of
the relationship dice.

SONGMASTER

Class Talent

When you attempt to maintain a bardic song, if you
describe it in a fashion that entertains the GM, or at least a
couple of the players, you get a bonus of +1 to +3 to
maintain the song.
Avoid this talent if you aren’t big on table-patter or if you
are not up to improvising themes and subjects of songs. If
the table is pressed for time or people are tired of hearing
you improvise, the GM can default to asking you to be
quiet and handing you a +1 to +2 bonus that degrades to
+0 to +1 if you are actually being annoying.



SPELLSINGER

Class Talent

You cannot take this talent if you have taken the Battle Skald
talent.

You can choose an extra bardic song or bard spell at the
highest level you know.

STAY STRONG!
Battle Cry - 1st Level

Flexible melee attack

Triggering Roll: Natural 16+
Effect: Give a nearby ally a +2 bonus to AC until the start of

your next turn.

Adventurer Feat: Bonus also applies to PD.

PULL IT TOGETHER!
Battle Cry - 1st Level

Flexible melee attack

Triggering Roll: Natural 11+; use only twice per battle
Effect: One nearby ally can heal using a recovery.

Adventurer Feat: The target adds +1d4 healing per point
on the escalation die.

SONG OF HEROES

Bardic Song - 1st Level

Recharge 11+ after battle
Quick action each turn; 11+ to sustain

Opening & Sustained Effect: You and your nearby allies
gain a +1 attack bonus until the start of your next turn.

Final Verse: The effect ends immediately, but one ally of
your choice gains a +2 bonus to their next attack roll this
battle.



SONG OF SPILT BLOOD

Bardic Song - 1st Level

Daily
Quick action each turn; 6+ to sustain

Opening & Sustained Effect: Any attack against you takes
a penalty equal to the number of your allies in the battle
who have more hit points than you.

Final Verse: The effect ends immediately, and you or one
ally of your choice can heal using a recovery.

SOUNDBURST

Ranged spell - 1st Level

Daily

Target: 1d4 nearby enemies in a group
Attack: Charisma + Level vs. PD
Hit: 5d6 + Charisma thunder damage, and the target is

dazed until end of your next turn.
Miss: Half damage, and deal thunder damage equal to

your level to each of your allies engaged with the target.


