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TROUBADOUR MUSIC
Since the establishment of Pugmire, there 

have been inns and taverns dedicated to provid-
ing rest, relaxation, and entertainment to its citi-
zens. Talented entertainers took the stage, singing 
songs, reciting poetry, and acting out plays, all to 
the delight of their audiences. 

Some of those entertainers became stars, 
their natural talents enhanced by magic. Their 
words captivated audiences, their music even able 
to block the magic of other Artisans. One of those 
famous performers, Carmen Papillon, established 
a college to teach other dogs these arts. In later 
years, Carmina Carmena—or “Songs from Car-
men” on the ancient tongue), as it came to be 
known—taught many of Pugmire’s finest artistes 
their trade. These artistes came to be known as 
Troubadours, and Troubadour Music is a growing 
field of magical practice.

Using This Option in 
Your Game

Some dogs find magic through diligent study 
of arcane tomes. Others find it through contem-
plation and prayer to Man. Yet others find it in 
themselves, and give it expression through their 
artistic performances. This new trick represents 
how those magical expressions occur in play. Trou-
badour adds to the Artisan Calling Tricks list, as 
well as the First Tricks an Artisan can choose 
from: Encouragement, Focus Magic, or Trouba-
dour Music.

If you’re a Guide, consider how adventurous 
performers may wish to experience a saga from 
within rather than hearing stories after pioneers 
return from the wilderness. Perhaps they wish to 
channel magic through their music or oratory. 
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Perhaps they wish to manipulate other dogs as a 
path to self-enrichment and fame.

If you’re a player who wants to use these op-
tions, work with your Guide to develop the story 
of how you discover them—and how you experi-
enced consequences from them. Perhaps you not-
ed a rapt audience during a performance and felt 
the tingle of magic. Or maybe you noticed your 
honeyed words sway a tavern owner’s mind in 
your favor. Or you might find a flawless instru-
ment which amplifies and focuses your talents. 

As always, the lore and tricks presented in this 
document are meant to inspire, not constrain. If 
you feel something should be changed to better 
suit your game, change it! While the descriptions 
of the following abilities discuss singing or play-
ing instruments, they can all be activated in any 
number of ways—reciting poetry, chanting lyrics, 
singing melodies, playing an instrument, playing 
an instrument in combination with some other 
spoken performance, or even whistling a merry 
tune.

Troubadour Music - A New 
Calling Trick for Artisans

As an action you can use your music or poetry 
to produce magical effects. These effects require 
effort to sustain, which means you must use your 
action each turn if you want to maintain the ef-
fect. You can use this ability once before resting or 
sleeping. To set the saving-throw difficulty for crea-
tures to resist your musical magic, make a Charis-
ma (Performance) check.

You use your music to counter magical effects 
that depend on sound or talking. Any creature 
within 30 feet of you (including yourself) that is 
affected by a charm or thunder magical attack may 
decide to use your Charisma (Performance) check 
result in place of its saving throw. 

If a creature within range of your music is 
already under the effect of a thunder or charm 
effect, it gains another saving throw against the 
effect each round it hears your music, but it must 
use your Charisma (Performance) check result in-
stead of its own saving throw. 

Your music has no effect against effects that 
don’t allow saving throws. You can maintain your 
countermusic up to 1 minute. 

Refinements
• You have an advantage on rolls to set your 

Countermusic Charisma check.

 º If this refinement is taken a second time, 
you can break enchantments. If a charac-
ter that is Charmed, Scared, or Possessed 
enters the area of your Countermusic, the 
character is no longer Charmed, Scared, 
or Possessed.

• You use your music to cause one or more crea-
tures to become fascinated with you. The crea-
ture must be within 90 feet of you and able to 
see, hear, and understand you. The creature 
must make Wisdom saving throw to resist 
your fascinate ability. If the creature’s saving 
throw succeeds, you can’t attempt to fascinate 
that creature again for 24 hours. Creatures 
that can’t be charmed are immune. On a fail-
ure, the creature is Incapacitated as long as 
you sustain your song. You can maintain your 
fascination up to 1 minute.

 º If this refinement is taken a second time, 
you can make Suggestion to a creature 
you have fascinated. The suggestion must 
be no more than a sentence or two, and 
be worded in such a manner as to make 
the course of action sound reasonable. 
Asking the creature to stab itself, throw 
itself into a river, immolate itself, or do 
some other obviously harmful act allows 
it to repeat its Wisdom saving throw. The 
suggested course of action can continue 
for the entire duration. If the suggested 
activity can be completed in a shorter 
time, the effect ends when the subject 
finishes what it was asked to do. You can 
also specify conditions that will trigger a 
special activity during the duration. For 
example, you might suggest that a knight 
give her warhorse to the first beggar she 
meets. If the condition isn’t met before 
the effect expires, the activity isn’t per-
formed. 
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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 mate-

rial including derivative works and translations (including 

into other computer languages), potation, modification, cor-

rection, addition, extension, upgrade, improvement, compi-

lation, 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 dis-

play, transmit or otherwise distribute; (d) “Open Game Con-

tent” 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 enhance-

ment 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 transla-

tions and derivative works under copyright law, but specifi-

cally 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, photograph-

ic and other visual or audio representations; names and de-

scriptions of characters, spells, enchantments, personalities, 

teams, personas, likenesses and special abilities; places, loca-

tions, environments, creatures, equipment, magical or super-

natural abilities or effects, logos, symbols, or graphic designs; 

and any other trademark or registered trademark clearly iden-

tified as Product identity by the owner of the Product Identi-

ty, 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 subtract-

ed 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 agree-

ing to use this License, the Contributors grant You a per-

petual, 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 copy-

right 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 compati-

bility, 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-adapt-

ability with any Trademark or Registered Trademark in con-

junction 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.

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, mod-

ify and distribute any Open Game Content originally distrib-

uted 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 
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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, judi-

cial order, or governmental regulation then You may not Use 

any Open Game Material so affected.

13. Termination: This License will terminate automat-

ically 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 5.1 Copyright 2016, Wiz-

ards of the Coast, Inc.; Authors Mike Mearls, Jeremy Craw-

ford, Chris Perkins, Rodney Thompson, Peter Lee, James 

Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, 

and Steve Townshend, based on original material by E. Gary 

Gygax and Dave Arneson.

13th Age Copyright 2013, Fire Opal Media. Authors: 

Rob Heinsoo and Jonathan Tweet. Edited by Cal Moore. 

Additional editing by Simon Rogers. The 13th Age RPG 

and supplements are published under exclusive license to 

Pelgrane Press.

Pugmire Copyright 2016-2017 Onyx Path Publishing. 

Written by Eddy Webb

“The Troubadour” Copyright (c) 2019 R P Davis

LEGAL & CREDITS
This product was created under license.PUG-

MIRE and its logo, and CANIS MINOR and its 
logo, are trademarks of Pugsteady, and used in 
conjunction with Onyx Path Publishing. All Pug-
mire setting material, art, and trade dress are the 
property of Onyx Path Publishing and Pugsteady. 
www.theonyxpath.com

This work contains material that is copyright 
Onyx Path Publishing and Pugsteady. Such mate-
rial is used with permission under the Communi-
ty Content Agreement for “Canis Minor” Com-
munity Content.

All other original material in this work is 
copyright (c) 2019 by R P Davis and published 
under the Community Content Agreement for 
“Canis Minor” Community Content. 

All material provided under the “Canis Mi-
nor” Community Content agreement is declared 
Product Identity. All original background, fiction, 
character and location names, associated images, 
and the like which are Copyright R P Davis are 
also declared Product Identity. 

All mechanics are declared Open Game Con-
tent, unless covered by a different license.

The Troubadour was written by R P Davis. 
Compatible With Pugmire.

Thanks to Chris Walz for sanity-checking this 
document, and to Travis Legge for Pugmire Com-
munity Content Program support.

Special Thanks to Eddy Webb for Pugmire!


