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What are you afraid of? Do you even know? She
does, and she’s willing to reveal it to you and
much, much more . ..all:for the trifling price of
admission. = N
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For heaven's sake, don't take you your children to an
Alarum Bard's performance. This secretive group caters
their performance fare to phobophiliacs and horror
enthusiasts the world over.

Alarum Bards specialize in discovering their audience’s
deepest fears and the weave their spellbinder’s skills to
deepen them into a cold frisson of terrified delight — and

freeze their enemies blood in their veins.
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Staring at level 6, you not only sense, but can

shape and nurture a creatures fear. As a bonus

action, you caf? force a creature that is afraid of
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Hallucination: The creature suffers vivid g
hallucinations and has difficulty telling What’ 1s
real. They must make a DC 14 perception check %
against other creatures to make sure they are '
real'before they can target them in any way.

.. Cowering: The creature falls prone and its
. _movement is reduced to 0 while it remains
frightened.

Burden of Existence: Every time the creature
fails a wisdom check to-end the frightehed
condition, it gains one level of exhaustion. If it
succeeds in ending the frighened condition,on
itself, all levels of exhaustion gained this way
are removed.
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Staring at level 14, your Semblance of Horror
grows in power. The range extends to 30 feet,

G 0 and any creature that moves into the area of
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R % Psychosis: The creatures’ fear bubbles into an
; _unreasoning rage, causeing it to lash out at
random. On each of its turns, it uses its bonus
-~ actionto make an attack at a random creature
% inrange if itis.able. Ttis compelled to make any
opportunity attack that are possible.

Mental Paralysis: Fear and doubt cloud the

creature’s ability to make decisions. They

cannot use their reaction, can only make one’
, ,ati;'é’ck on their turn, may only take an action O
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