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The Bard 
 
The Bard is a student of legendry, song, and lore, but also the human heart and the world as it is. 
 
Inherent—Musically Gifted 
• You can play any instrument, and choose one to get a +2 bonus (playing with Charm). You have a 

knack for quick memorization and skilled improvisation both. You have a vast library of poems, 
chants, songs, and tunes in your head, and you can make up more on the spot. When you perform, 
those watching are -2 to Awareness tests to notice anything else. 

 
Limitation—Tempered Perspective 
• You know too many stories. The most heroic tend to die in the effort. The brightest optimism turns 

the most vicious when shattered. The least likely heroes emerge from seemingly hopeless quarters. 
Evil rises, good rises, law and chaos wrestle… ultimately, the story goes on either way. No illusions 
here about saving the world, but make your piece of it better. Resist absolutes—except to entertain. 

 
Levels Starting Equipment Attribute +/- Experience 

1st   Busker 
2nd  Minstrel 
3rd   Wanderer 
4th   Loremaster 

One or more instruments, a bright 
cloak, a portfolio of sheaf paper for 
notes, a handful of bright cheap 
jewelry and candy to give children. 
 
Starting Coin: 1d12 sp 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Compose. Rested. Create a song or poem about an event or an exploit. Share it. Then spend 1-3 

Awesome Points (the DM sets how many, and may counter them with points to the bowl) to see if 
people in a given situation have heard the song, or remember something from it. The DM can forbid 
use of this in some circumstances (barbaric cultures outside the cultural range etc.) Also, people 
featured in these compositions may get a chance to be recognized; difficulty is usually 12, -1 per 
composition featuring the individual or event. 

 
• Mockery. Rested. Either work into a composition, or work out in person, a devastating nickname or 

disastrous slur to the reputation. The target suffers a -2 to social interactions, must cope with people 
humming the catchy tune mocking them or trying not to let the popular nick-name slip out, or 
curiosity from those who wonder if the target really is as deviant as the rumors say. This is a 
dangerous talent that does not have a set duration, and can bring woe to those who abuse it. 

 
• Suggestive Inspiration. Rested. Making appropriate music, you can suggest that your listeners 

prepare to fight, sleep, or celebrate. They get +2 to one Commitment roll or one to-hit roll in the next 
hour (can be applied after rolling), or are +2 difficulty to resist falling asleep (Commitment test), or 
+2 to Charm tests or Brawn rating (for drinking) during a celebration. 
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• Counter Influence. Rested. Make music for at least a round, and grant all in listening range a 
Commitment test at +2 to resist any mind control, persuasion, or magic effect currently influencing 
them. 

 
• Magnetic Charm. Rested. You can make one person feel like they are the most important thing in the 

world. Make a Charm test at +4, resisted by Commitment. If the target does not succeed, the target 
believes you are a good friend, and will risk unemployment, hazard, embarrassment, and discomfort 
to please you. However, these newfound friends tend to be jealous, and the weird compulsion seldom 
leaves them neutral towards you when it eventually ends a day or a week later. If mistreated, the 
target gains another Commitment test against your Charm without the +4. 

 
 
Alternative Adventuring Goals 
1. Everyone compared you to your father growing up—he was so great. Outshine his reputation. 
2. Compose a ballad that spreads through the orcish homelands, commemorating one of their heroes. 
3. You have heard that dragons are tone-deaf, and you just can’t stop wondering if it’s true or not. 
4. If you could be appointed to the king’s court, that would be the perfect place for you. 
5. You learned music because it’s easy to manipulate people with it. You thirst for authority. 
6. If the ancient arts taught you anything, it’s that the world is wide open with possibility. Explore it. 
7. You are a spy for the Duke, helping him keep tabs on dangerous influences in his territory. 
8. A thousand years of art have given you the words, the symbols—but can you truly love another? 
9. You changed your name and appearance, moved away. [Baron] hates his nickname and blames you. 
10. You collect poems, ballads, and epics to return them to the Archive; it’s a public service. 
 


