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ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS

3001/6000

MAX DEX BONUS

OTHER POSSESSIONS
WgtITEM ITEM

TOTAL WEIGHT CARRIED 20

Common

Celestial

PP

CP
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16-18

7-9

10-12

13-15

1-3
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If your cleric level is double 

the HD of the undead or 

more, the undead are 

destroyed/commanded 

rather than turned/rebuked. 

Dispelling rebuking/turning 

works like turning/rebuking, 

but you must equal or 

exceed the check result of 

the cleric who 

rebuked/turned.
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SPECIAL ABILITIES/FEATS

–– RACE ABILITIES ––

• Base land speed of 30 feet.

• Favored Class: Any

–– CLASS ABILITIES ––

• Proficient in light armor, and all shields(except tower shields)

• Proficient with all simple weapons, and with Longsword, Rapier, Sap,

  Shortbow, Composite Shortbow, Short Sword, Whip, Whip-dagger.

• You can cast bard spells while wearing light armor without incurring

  the normal arcane spell failure chance.

• Bardic Knowledge(Ex): You possess a special Knowledge skill for stray

  bits of trivia. This Knowledge check is 1d20+6

• Bardic Music: Performances can create varied magical effects 3 times

  per day.

  ¤ Countersong(Su): You can counter any sonic or language-dependent

    magical effect. Anyone within 30 feet can use your Perform check in

    place of their saving throw. You can maintain a countersong for 10

    rounds.

  ¤ Fascinate(Sp): You can fascinate 1 creature(s) within 90 feet. If you

    beat their Will save with a Perform check, they will listen quietly for up to

    3 round(s).

  ¤ Inspire Courage(Su): While singing, all allies who can hear you gain a

    +1 morale bonus to saving throws against charm and fear effects, and a

    +1 morale bonus to attack and weapon damage rolls. The effect lasts as

    long as you sing plus 5 rounds.

  ¤ Inspire Competence(Su): You can help an ally succeed at a task. They

    get a +2 competence bonus to skill checks as long as they are able to

    see and hear you and are within 30 feet. This can be maintained for 2

    minutes.

–– FEATS ––

• Dodge

• Skill Focus (Perform (stringed instruments))

• Toughness

Times/Day Used

77–115

Turning/Rebuking 

Check Modifier

11 76


