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	Text26: Spell Casting (2nd): Beginning at 2nd level, a bard may cast spells in a fashion exactly like a magic-user. However, unlike the magic-user, the bard does not begin play with the foreknowledge of any spells. They must find magic-users to instruct them or recover spells from scrolls or other sources. If the bard finds scrolls of spells while adventuring they can copy them into their spell book.

Saving Throw: A bard receives a +2 to bonus to any saving throws made vs. Magic

Bards add an extra d6 to all CHR checks
Bards add an extra d6 to all INT checks
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Level 1 
1. Charm Person         5. Prot. from Chaos
2. Detect Magic            6. Read Languages
3. Hold Portal              7. Read Magic
4. Light                         8. Sleep
 
Level 2 
1. Detect Chaos        7. Continual Light
2. Detect Invisibility  8. Locate Object
3. ESP                      9. Phantasmal Force
4. Invisibility           10. Web
5. Knock                 11. Wizard Lock
6. Levitate
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The bard can cast Charm Person one time a day on the opposite sex (target or targets suffer a -2 penalty to their saving throw to resist these effects.)

Inspiring Performer
With the referee's permission, the bard may attempt to inspire his
allies in battle instead of casting a spell or attacking. The bard must be able
to speak, and in most cases makes use of a musical instrument to use this
ability. While using this ability, all of the bard's allies within thirty feet of the
bard receive a +1 bonus to their Base Hit Bonus and any saving throws they attempt. This bonus remains in effect for as long as the bard is performing
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