Bardic Entertainers have been traveling the lands of the
known world for as long as people have. Whether sing-
ers, musicians, or simple story tellers.

Bardic performances are based of the Charisma Attri-
bute. They are very similar to Standard Bearers in that
they can support a number of Cohorts. The base number
of people that a person with this skill can influence or
inspire is equal to their Charisma Attribute.

You May be a Cohort that is both in a Bards group and a
Standard Bearers at the same time. Some times the most

powerful groups of adventures have been know to travel
with both.

This may be modified in a number of ways. Through
Skills or amazing master crafted instruments.

For Example: Pietro the Piccolo Master has a CHR Attri-

bute of 3. He could normally inspire 3 Cohorts. Though
he has purchased Chorus of Voices once adding +1 Co-
hort, and he found on his last adventure with his band
the Mystical Silver Piccolo of Rutherglen which allows
for an additional +1 Cohort as one of its properties.
Bringing his total count to 5.

More detailed information on Instruments will be cov-
ered later in the document.

Instruments are In-Game Items. There for can be ef-
fected by some in-game effects. HOWEVER, any play-
er should be aware that this is a physical combat game.
Please leave your $3000 violin at home.

Instruments may not be Disarmed. IF you are hit with
a Disarm you are unable to use the instrument for 10
Seconds and any Bardic Performance is interrupted as
you lose Focus.

Bardic Performance

Lvl CP Pre-requisite Slot Description

Skill

Bardic Talent 1 12 CHRI

Alkehestry Alliteration 10 Bardic Talent

Chorus of Voices Bardic Talent

Ghostly Instruments Bardic Talent

Melody of Pacifism Bardic Talent

Pied Piper Bardic Talent

Bardic Talent
Bardic Talent

Silver Tongue

Soothing Mercy
Staunching Ditty Bardic Talent

War Chant Bardic Talent

C  Allows the Person to perform acts of Singing,
Oratory, or Musical Effect

V  May Perform for one Minute. At the end of the
time they may speak the verbal of the Alkestry
and effect a number of people equal to their
CHR Attribute (Need not be Cohorts) Costs a
normal Slot asa per the Spell cast)

Add an additional +1 to the number of Co-
horts effected

May have an Instrument continue playing
without attention (Playback device) allowing
the Bard to act freely for 5 minutes

Bard may perform and avoid attacks from
Normal Animals for them and the Cohort

Charm Keyword *Animal* for as long as the
Bard Performs

Reap a little extra reward.

Clear One (1) Mental Effect from any Cohort
that hears the performance.

As long as the Bard continues to Play all bleed
out counts are suspended in place

Each Cohort gains +1 Damage for each 4th
Level Slot expanded,




INTRODUCTION

SKILLS
Alkehestry Alliteration

You are able to weave your Alkehestry through the bars
of your music buy putting the words of power and com-
bining them with the cadence of verse you may have
them take effect one many of those around you. You may
Perform for one Minute. At the end of the time they may
speak the verbal of the Alkehestry and effect a number
of people equal to their CHR Attribute (Need not be Co-
horts) Costs a normal Slot as per the Spell cast)

Bardic Talent

Bardic Talent allows you to form a group of Cohorts and
pass on benefits through artistic expression. This is of-
ten done by performing such acts as Singing, Oratory, or
Musical accompaniment.

You may have a number of Cohorts equal to your Cha-
risma Attribute. You may remove a person from your af-
fected Cohorts by simply telling them they are removed.
Adding some one to your Cohort is done in a similar
way by recognizing them into your Cohort.

Chorus of Voices

Your voice carries to even further extents, Rallying and
refreshing more Cohorts then normal. For every pur-
chase add an additional +1 to the number of Cohorts
in you group. This Skill is Purchasable more then once.

Ghostly Instruments

This powerful skill allows for someone with Bardic Per-
formance to have their abilities that require continuous
performances to have an effect endure. They may have
an Instrument continue playing without attention.

This is done by allowing a character to have an instru-
ment (Playback device) sit to the side and allowing the
Bard to act freely for 5 minutes. Note: The Playback De-
vice must be contained in some sort of facsimile of an
instrument or at least be hidden in some sort of inplay
looking container. For example: If your Character Plays
a Flute its hard to fit a Bluetooth Speaker in it, so some
sort of case that the flute might be carried in next to the
flute would be expectable.

Melody of Pacifism

Quiet and lilting tones fill the air and pacify wild beasts
allowing a Bardic Performer and their cohort to bypass
the normally threatening animals. Any disturbance of the
animals will break the musical hold on them. This only
works on normal creatures with the Animal Keyword.

Pied Piper

The performer can use the songs and speech to cause
animals to follow in his footsteps doing as he bids. They
will follow simple commands as long as the performance
continues, The target creature is affected by the Charm
effect. It must target something with the Keyword Ani-
mal and continues for as long as the Bard Performs

Silver Tongue

You are able to loosen the purse strings of even the most
thrifty of merchants. You may use one of your Slots at
the end of bargaining a deal and gain 1 additional Silver
equal to the Slot Expended. This may only target NPCs
and if there is not enough treasure to pay the full amount
the Slot is returned and the deal does not go through.

Soothing Mercy

You drive out any other thoughts other then the words
you are reciting. Your Cohorts may Remove One (1)
Mental (Mind Effecting/Enchantment/Etc) Effect from
any Cohort that hears the performance.

Staunching Ditty

This bardic offering calms the breathing and relaxes the
body allowing the heart to slow down. As long as the
Bard continues to Play all bleed out counts are suspend-
ed in place at where they stop their individual counts.

War Chant

Beat the Drum, Blow the bugles, sing the song of your
people. However this may be done it gets the blood
pumping and ready for battle. Each Cohort member
gains +1 Damage for each 4th Level Slot expanded, This
effect lasts for one Combat.




BARDIC TOOLS
Instruments

Instruments, be they drums, flutes, lutes, or spoons, are
a way for some one with Bardic Performance to enhance
the presentation of that performance.

In some cases the instrument is remarkable in its own
right. Either from Deed or Craftsmanship many provide
additional aid to the person using them.

Master-crafted Instruments can be found if you know
where to look. Cities that host grand entertainment halls
will often have stores and shops dedicated to producing
the finest of wares.

Magical Instruments are another thing all together. I
long forgotten Magical Harp that lays on the treasure
pile of a great drake or perhaps a Rune Etched Recorder
that was once carried by a long forgotten hero at the bot-
tom of a long explored dungeon.

As varied as the instruments may be their effects are
equally varied. Some could make performances easier,
(lessening the Slots needed to activate them) or making
them reach more of the Cohorts they inspire (Additional
Cohort targets.)
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