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INTRODUCTION

INTRODUCTION
Call them the skilled gentlemen and ladies.

Some prefer to keep to the silence and the shadows,
avoiding attention while plying their trade. Others love 
to display their talents, basking in the adoration of the
public. They arc rogues and bards, and they often make 
the difference between success and failure for their 
companions.

As one of these highly skilled individuals, you 
have a special place in any adventuring parry. Let the 
fi ghters, barbarians, rangers, and monks charge into 
combat when danger threatens. Let the wizards and
sorcerers hang back to cast their spells from a safe 
distance. Let the clerics, paladins 
and druids keep the party in 
line and provide the healing 
that keeps everyone going. Your 
approach is subtler and more 
oblique. If you’re a rogue, you
know how to set up the the 
best possible shot-a surgi-
cal strike that leaves your 
foe in a world of hurt. 
If you’re a bard, you 
thrive as a jack-of-
all-trades—you have 
good combat skills, a 
nice array of spells, 
a knack for getting
along with others,
and special powers
that improve the talents of your companions. Quite 
simply put, those who adventure without a rogue 
in their midst tend to have a lot of traps blow up in 
their faces, while those in a party with a bard become 
better at whatever they do.

WHAT THIS BOOK IS
AND IS NOT

This book examines rogues and bards in depth and 
offers new ways to develop them. All this material per-
tains to the new edition of the Dungeons & Drag-
ons® game. Here you will fi nd new feats, rules, and
prestige classes, as well as useful advice for getting the 
most out of your rogue or bard.

This supplement is designed to mesh with the rules 
system presented in the three core D&D rulebooks: the 
Player�s Handbook, Dungeon Master �s Guide and Monster 

Manual. Nothing here supersedes or replaces the rules or 
information presented there, except where noted.

This book provides options rather than restrictions 
for play. Take and use what you like, modify anything 
you wish, and ignore the rest. Players should ask their 
Dungeon Masters (DMs) about incorporating elements 
of this book into existing campaigns before making any 
changes to their player characters (PCs). DMs can also 
use the rules, classes, and magic items presented here 
to develop interesting nonplayer characters (NPCs).

HOW TO USE THIS BOOK
Song and Silence provides a variety of tools for customiz-
ing your bard or rogue character. New prestige classes, 
new feats, new equipment, and new organizations let
you personalize your characters and enhance their 
roles in adventuring groups.

All this information pertains equally to PCs 
and NPCs, so both players and DMs can 

make full use of it. Any place names 
mentioned here are drawn from the 

D&D world as defi ned 
in the D&D Gazetteer; 

DMs using other cam-
paign settings can simply 

replace these names 
with others of their 

choice.
Chapter 1 presents 

ten new prestige classes 
especially appropriate 

for rogues and bards. Each class offers a unique direction
for character development.

Chapter 2 features an array of new feats that expands 
the capabilities of any bard or rogue. Also presented 
here are some new ways to use existing skills.

Chapter 3 details a plethora of new equipment for rogues 
and bards, from musical instruments to new magic items.

Chapter 4 describes thieves’ guilds and bardic col-
leges. Membership in one of these groups can provide 
a bard or rogue with allies as well as other benefi ts.

Chapter 5 places your character in context with the 
rest of the campaign world. It also offers hints on uti-
lizing special combat maneuvers, such as fl anking and 
sneak attacks, to best advantage.

Finally, Chapter 6 lists new spells for bards and assas-
sins. Besides enhancing their regular abilities, these
spells help to set those classes apart from others.


