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It is said that the music of a bard has a magic
all its own. It has the power to Inspire those
who hear it to new heights, to Fascinate with
the myriad harmonies weaved therein, or
simply to Suggest entirely new ways of
thinking about the world in general. One of
the clearest meand by which bards
differentiate themselves from each other is
their repertoire of songs. Some may choose
to raise up hope and heroism, while another
focuses on the depths of despair with his
soulful dirges. The important thing to note
here is that, despite the bard being thought
of as the great generalist in an adventuring
party, his selection of musical preference is
one that tends to be mutually exclusive with
respect to many other choices.

Bardic Instrumagic presents a second layer
of musical specialization that sits upon the
bard’s choice in instrument, not in song
selection, thus allowing a level of
differentiation that is not mutually exclusive
to other layers already in existence. Whether
the bard plays a trumpet, lute, drum, or
clarinet now matters because each taps into
the primal sources of the magic of music, the
human psyche and the natural world, in a
different way, thus giving the bard access to
different instrumagic.
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Mechanics of Bardic
Instrumagic

Bardic Instrumagic is focused within certain
parts of an instrument and is treated as a
consumable magic item. Drums contain it in
the drumhead, stringed instruments in the
strings, woodwinds in the mouthpiece, and
brass in the mouthpiece. Given the special
nature of Bardic Instrumagic, three fields
have been added to the description of each
Bardic Instrumagical item.

Duration — Bardic Instrumagical items
with a duration have a total lifespan of so
many rounds before becoming nonmagical
husks of what they once were. Whenever an
Bardic Instrumagical item is part of a
musical instrument that is used for bardic
music, the effect granted by the drumhead,
mouthpiece, or strings begins immediately
and the duration begins ticking down. This
secondary granted effect, and its duration
countdown, ceases when the bard himself
ceases to play, thus allowing items with a
duration to have this duration split between
multiple uses of bardic music.

Charges — Bardic Instrumagical items may
have a number of charges rather than a set
duration. Unless otherwise noted in the
entry, a charge is consumed when the bard
begins to play bardic music, creating the
corresponding Instrumagical effect, but will
not recur until the bard ceases to play and
begins to play anew.




DC — Whenever a bard wishes to play music
with an instrument that is laced with Bardic
Instrumagic, he must make a relevant
Perform check of the listed DC in order to be
granted the secondary effect. (In other
words, Perform (peruvian pan flute) is not an
acceptable Perform check for use with drum
Bardic Instrumagic, but Perform(drums) is.)
If the bard fails by less than 5, he does not
produce any Instrumagical effect this song,
but does not lose any duration or charges for
having failed. If the bard fails by 5 or more,
the Instrumagical item loses one round of
duration or one charge and does not produce
any Instrumagical effect this song.

The parts of an instrument imbued with
Instrumagic are very integral to the
functionality of an instrument. Should the
bard choose to play an instrument without
using its Instrumagic, the DC is increased by
5. In this case, if the bard fails by less than 5,
the Instrumagic is used anyway. If the bard
fails by 5 or more, the Instrumagical item
loses one round of duration or one charge
and does not produce any Instrumagical
effect this song.
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Instrumagical Crossovers

Any Bardic Instrumagical item can be
crafted for any of the four instrument types
listed in this supplement, but taking certain
rhythms and feels out of their natural home
tends to cost money. Simply double the price
and add 5 to the DC of any Instrumagical
item to be made into another instrument
type. Note these can be rather difficult to
find in stores and are prime candidates for
DM price gouging.




Brass — When presented with brass
instrumentation, those with the poetic mind
of the bard are wont to conjure up images of
the lone bugler sounding his horn amidst the
utter devastation wrought by pitched battle.
A single beacon of certainty and order in a
vast panorama of chaos, brass bardic
instrumagic focuses the combat prowess of
the player’s allies to a sharp point honed in
equal measure by courage and camaraderie.

Brass bardic instrumagic is focused in the
mouthpiece of the instrument. Removing a
mouthpiece from or adding a mouthpiece to
a brass instrument is a full-round action that
provokes attacks of opportunity.

Camaraderie

Aura moderate enchantment and
divination; CL 6th; Slot instrument;
Price 1,000 gp; Duration 10 rounds;
DC 20

DESCRIPTION

Whenever this brass mouthpiece is used to
play Bardic music, all allies that can hear the
bard sing gain an additional +1 to hit when
flanking an enemy, gain a +1 morale bonus
to AC if within reach of an ally, and grant an
additional +1 to skill checks when using the
Aid Other ability. These effects are
maintained while the bard actively sings.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, heroism, status;
Cost 500 gp, 40 XP.
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Excellence

Aura weak enchantment; CL 3rd;
Slot instrument; Price 500 gp;
Duration 10 rounds; DC 18

DESCRIPTION

Whenever this brass mouthpiece is used to
play Inspire Courage, the singer adds +1 to
all bonuses granted by the song.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, creator must be a
bard; Cost 250 gp, 20 XP.

Glory
Aura weak necromancy; CL 3rd;

Slot instrument; Price 200 gp;
Duration 10 rounds; DC 15

DESCRIPTION

Whenever this brass mouthpiece is used to
play Bardic music, all allies that can hear the
bard sing gain one temporary hit point each
round. All temporary hit points gained in
this way are immediately removed when the
bard stops singing.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, false life;
Cost 100 gp, 8 XP.




Steadfastness

Aura weak abjuration; CL 1st;
Slot instrument; Price 100 gp;
Duration 10 rounds; DC 10

DESCRIPTION

Whenever this brass mouthpiece is used to
play Bardic music, all allies that can hear the
bard sing are affected by the remove fear
spell. This effect is maintained while the bard
actively sings.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, remove fear;
Cost 50 gp, 4 XP.

True Grit

Aura weak enchantment; CL 3rd;
Slot instrument; Price 200 gp;
Duration 5 rounds; DC 15

DESCRIPTION

Whenever this brass mouthpiece is used to
play Bardic music, all allies that can hear the
bard sing are treated as though they have the
Diehard feat. Allies that actually have the
Diehard feat do not take damage for making
standard actions while under o hit points.
This effect is maintained while the bard
actively sings.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, false life, heroism;
Cost 100 gp, 8 XP.

Ooh, Shiny! - Bardic Instrumagic
Interjection Games

Drums — The primal rhythm of the
drum is one that reverberates throughout all
races. Equal parts unleashed desire and base
instinct, drum bardic instrumagic helps to
shed the trappings of civilization from those
affected by it, leaving pure instinct that
forges its destiny by sinew and the bass
thrum of instinct alone.

Drum bardic instrumagic is focused in the
drumhead. Removing a drumhead from or
securing a drumhead to a drum requires one
minute of uninterrupted work and provokes
an attack of opportunity every round.

Bloodlust

Aura weak enchantment; CL 3rd;
Slot instrument; Price 500 gp;
Duration 10 rounds; DC 18

DESCRIPTION

Whenever this drumhead is used to play
Bardic music, all allies that can hear the bard
sing gain a +1 morale bonus to damage. If an
ally that can hear the bard is under half
health, he gets a +2 morale bonus to damage
instead. This effect is maintained while the
bard actively sings.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, rage;
Cost 250 gp, 20 XP.




Cacophony
Aura weak evocation; CL 4th;

Slot instrument; Price 500 gp;
Duration 10 rounds; DC 18

DESCRIPTION

Whenever the bard begins to play Bardic
music using this drumhead or at the
beginning of the bard's turn when he is
actively playing Bardic music using this
drumhead, all creatures within 10 feet of the
bard take 1d4 points of sonic damage with a
DC 12 Fortitude save for half.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, sound burst;
Cost 250 gp, 20 XP.

Intimidation

Aura weak necromancy; CL 1st;
Slot instrument; Price 100 gp;
Duration 10 rounds; DC 10

DESCRIPTION

Whenever this drumhead is used to play
Bardic music, all allies that can hear the bard
sing gain a +2 morale bonus to Intimidate
checks. This effect is maintained while the
bard actively sings.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, cause fear;
Cost 50 gp, 4 XP.
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Invulnerability

Aura weak transmutation; CL 5th;
Slot instrument; Price 500 gp;
Duration 10 rounds; DC 18

DESCRIPTION

Whenever this drumhead is used to play
Bardic music, all allies that can hear the bard
sing gain DR 1/-.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, barkskin;
Cost 250 gp, 20 XP.

Tremors

Aura moderate evocation; CL 6th;
Slot instrument; Price 1000 gp;
Duration 5 charges; DC 20

DESCRIPTION

Whenever the bard begins to play Bardic
music using this drumhead, a tremendous
wave of sound fires itself into the ground,
causing a localized tremor. All creatures in a
20 ft. radius fall prone with a DC 17 Strength
check to negate.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, sound burst;
Cost 500 gp, 40 XP.




Strings - Light and airy with just a touch
of an underlying capricious nature, stringed
instruments tap into the flightier and more
transient aspects of the natural world. Bardic
instrumagic of this sort lends its performer
the power to misdirect and confound, as well
as the ability to strike with the power of the
storm itself, the most transient natural
aspect of all.

String bardic instrumagic is focused in the
strings of the instrument. Removing strings
from or securing strings to a stringed
instrument requires one minute of
uninterrupted work and provokes an attack
of opportunity every round.

Gale

Aura weak evocation; CL 5th;
Slot instrument; Price 1000 gp;
Charges 5 ; DC 20

DESCRIPTION

Whenever the bard is charged in melee while
actively playing Bardic music using these
strings, the charging creature is hit with a
powerful gust of wind, knocking him prone
unless he makes a DC 17 Strength check.
Medium and smaller creatures that make
this Strength check still have their base
speed reduced by 10 ft. This ability can only
occur once per round and always targets the
first individual to charge the bard.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, gust of wind;
Cost 500 gp, 40 XP.
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Misdirection

Aura weak transmutation; CL 3rd;
Slot instrument; Price 200 gp;
Duration 10 rounds; DC 12

DESCRIPTION

Whenever these strings are used to play
Inspire Competence, those affected by the
primary song gain an additional +2 morale
bonus to their Bluff, Diplomacy, and Sense
motive skill checks. This effect is maintained
while the bard actively sings.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, eagle's splendor,
owl's wisdom; Cost 100 gp, 8 XP.

Nebulousness

Aura weak conjuration and illusion; CL 4th;
Slot instrument; Price 500 gp;

Duration 5 rounds; DC 18

DESCRIPTION

Whenever these strings are used to play
Bardic music, all allies that can hear the bard
sing are wreathed in the stuff of clouds,
gaining 10% concealment. This effect is
maintained while the bard actively sings.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, blur, obscuring mist;
Cost 250 gp, 20 XP.




Storms

Aura weak evocation; CL 5th;
Slot instrument; Price 500 gp;
Duration 10 rounds; DC 18

DESCRIPTION

Whenever these strings are used to play
Bardic music, all allies that can hear the bard
sing deal an additional point of electric
damage with their weapons. This effect is
maintained while the bard actively sings.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, shocking grasp; Cost
250 gp, 20 XP.

Swiftness

Aura weak transmutation; CL 1st;
Slot instrument; Price 100 gp;
Duration 10 rounds; DC 10

DESCRIPTION

Whenever these strings are used to play
Bardic music, all allies that can hear the bard
sing gain 5 ft. to their base speed and an
additional 5 ft. to their base speed if wearing
light or no armor.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, expeditious retreat;
Cost 50 gp, 4 XP.
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Woodwinds - Woody and mellow, the
woodwind represents the eternal face of the
natural world. From the predictable riot of
green that heralds spring to the quiet,
glacier-fed creek that has carved its small
path for centuries, this aspect of the natural
world is exemplified in bardic instrumagic
that imbues those who hear it with a
measure of the eternal’s ability to endure the
passing of eons.

Woodwind bardic instrumagic is focused in
the mouthpiece of the instrument. Removing
a mouthpiece from or adding a mouthpiece
to a woodwind is a full-round action that
provokes attacks of opportunity.

Endurance

Aura weak universal; CL 1st;
Slot instrument; Price 100 gp;
Duration 10 rounds; DC 10

DESCRIPTION

Whenever these strings are used to play
Bardic music, all allies that can hear the bard
sing gain a +1 morale bonus to
Concentration and Heal skill checks.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item, prestidigitation;
Cost 50 gp, 4 XP.




Persistence

Aura weak abjuration; CL 5th;
Slot instrument; Price 500 gp;
Duration 10 rounds; DC 18

DESCRIPTION

Whenever this woodwind mouthpiece is used
to play Bardic music, all allies that can hear
the bard sing gain a +1 morale bonus all
saving throws and a +1 resistance bonus to
all saving throws. This effect is maintained
while the bard actively sings.

CONSTRUCTION REQUIREMENTS

Craft Wondrous Item, resistance;
Cost 250 gp, 20 XP.

Refreshment

Aura moderate enchantment; CL 7th;
Slot instrument; Price 1000 gp;
Charges 3; DC 20

DESCRIPTION

Whenever the bard begins to play Bardic
music using this woodwind mouthpiece, all
allies that can hear the bard sing may elect to
return a 1st level spell to memory. Those who
elect not to rememorize and those who
cannot cast spells instead recover hit points
equal to the bard's level (max 10).

CONSTRUCTION REQUIREMENTS

Craft Wondrous Item, deep slumber;
Cost 500 gp, 40 XP.

Ooh, Shiny! - Bardic Instrumagic
Interjection Games

Reprieve

Aura weak conjuration; CL 3rd;
Slot instrument; Price 200 gp;
Duration 10 rounds; DC 15

DESCRIPTION

Whenever this woodwind mouthpiece is
used to play Bardic music, all allies that can
hear the bard sing are not affected by fatigue
and are merely fatigued if exhausted. This
effect is maintained while the bard actively
sings.

CONSTRUCTION REQUIREMENTS

Craft Wondrous Item, restoration, lesser;
Cost 100 gp, 8 XP.

Restoration

Aura moderate conjuration; CL 7th;
Slot instrument; Price 500 gp;
Duration 15 rounds; DC 18

DESCRIPTION

Whenever this woodwind mouthpiece is
used to play Bardic music, all allies that can
hear the bard sing have fast healing 1. This
effect is maintained while the bard actively
sings.

CONSTRUCTION REQUIREMENTS

Craft Wondrous Item, cure serious wounds;
Cost 250 gp, 20 XP.




Legal

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 Open 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 descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment, magical or
supernatural 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 such a notice to any Open Game
Content that you Use. No terms may be added to or subtracted 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.

3.0Offer 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.Representation of Authority to Contribute: If You are contributing 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, 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 Trademark or Registered Trademark in conjunction with a work
containing 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.
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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 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by
E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook,
and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights
reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger,
and Bill Webb; Based on original content from TSR.
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