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Reference cards for your bards! Print
these files onto cardstock, add your
bard’s stats, and you’ll have a set of
reference cards for you and your
companions to use on your
adventures!

Product Identity: The following items are hereby identified as Product Identity,
as defined in the Open Game License version 1.0a, Section 1(e), and are not
Open Content: All trademarks, registered trademarks, artwork, and trade
dress. (El ts that have previously been as Open Game Content
are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above),
the game mechanics of this game product are Open Game Content,as defined
in the Open Gaming License version 1.0a Section 1(d). No portion of this work
other than the material designated as Open Game Content may be reproduced
in any form without written permission.

ESG Labs Bard Cards © 2013, Michael Miller. Permission is granted for you to
download, store, and print copies of this product for your own personal use.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b) “Derivative Material” means copyrighted material including
derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d) “Open Game Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly identified as
0Open Game Content by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes Product Identity.
(e) “Product Identity” means product and product line names, logos and identifying marks
including trade dress; artifacts, creatures, characters, stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and
iptions of spells, teams, personas, likenesses and
special abilities; places, locations, envil creatures, equi magical or
abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
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Bard Level
Charisma Bonus
Perform (Audible)
Perform (Visible)
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For the Performs, give your highest skill bonus
of that type:

Audible: Keyboard, Percussion, Sing,
String, Wind

Visible: Act, Comedy, Dance, Oratory
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modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as
to compatibility, except as expressly licensed in another, independent Agreement with the owner
of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability
with any or Regi in conjunction with a work ining Open Game
Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of
the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the
name of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte

such a notice to any Open Game Content that you Use. No terms may be added to or
from this License except as described by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.
5. of Authority to ibute: If You are original material as Open Game
Content, You represent that Your Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying,
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Frightening Tune

All enemies within 30 feet
who can hear your
performance must make a
Will save or be frightened.
As soon as they cannot hear
your performance, they are
no longer frightened.

Anyone who makes their
save is immune to this ability
for 24 hours.

Enchantment (comp.)
[mind-affecting, language]

Suggest something for any
number of target creatures
fascinated by your performance
to do. The suggestion is limited
to a sentence or two and cannot
be obviously harmful. If the
save is failed, each creature will
attempt to do as asked until the
task is completed or the
duration expires.

Does not cost any additional
rounds of performance.

Inspire Heroics

[mind-affecting]

Morale:
All saving throws

Dodge:
AC (and CMD)

[mind-affecting, death]

Select a creature who was
within range for the entire
round of performance. They
must make a Will save or die
from joy or sorrow.

Those who save are
staggered for 1d4 rounds
and are then immune to this
ability for 24 hours.




Inspire Courage

Competence:
To-Hit
Weapon Damage
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Enchantment (comp.)
[mind-affecting]

Each target receives a Will save.
Those who fail are fascinated,
sitting quietly and observing the
performance as long as it is
maintained. Those who succeed
are immune for 24 hours.

Each round, make a Perform
(keyboard, percussion, sing,
string, or wind) check.

Against [sonic] and language-
dependent effects, all creatures
within 30’ may use the Perform
check result or the result of their
saving throw, whichever is higher.
Creatures already affected by a
[sonic] or language-dependent
effect gain a new save using the
Perform check result.
Countersong does nothing unless
the effect allows a save.

Suggestion

Enchantment (comp.)
[mind-affecting, language]

Suggest something for a target
creature fascinated by your
performance to do. The
suggestion is limited to a
sentence or two and cannot be
obviously harmful. If the save is
failed, the creature will attempt
to do as asked until the task is
completed or the duration
expires.

Does not cost any additional
rounds of performance.
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Each round, make a Perform (act,
comedy, dance, or oratory) check.
Against illusion (pattern) or illusion
(figment) effects, all creatures
within 30’ may use the Perform
check result or the result of their
saving throw, whichever is higher.

Creatures already affected by a
illusion (pattern) or illusion
(figment) effect gain a new save
using the Perform check result.
Distraction does nothing unless
the effect allows a save.

Inspire Competence

Competence:

All checks using a single
selected skill while the
performance continues.

Not all skills work with
Inspire Competence, like
Stealth or skills where the
check represents a large
amount of time.

You may not inspire
competence in yourself.

[mind-affecting, fear]

All enemies within 30’ who
can see and hear your
performance are shaken. As
soon as any of those
conditions are not fulfilled,
they are no longer shaken.

This effect does not cause
stronger fear conditions.

Inspire Greatness

[mind-affecting]

Untyped:
+2d10 hit dice
Temporary HP to match.
(in PFS: 12+2*Con mod)

Competence:
+2 on Attack Rolls
+1 on Fortitude saves

Cures 3d8+bard level hit
points and removes the
fatigued, shaken, and
sickened conditions.

All allies must be within
30’ of each other and you for
the entire performance to be
affected. (See haste.)
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