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Background: The original intention of this campaign, which originated with the “Kingdom of
Aarbat” campaign context dating back to the 1980’s, was to keep it aligned as best possible with
the original structures and concepts dating to the First Edition, but now using 5+ Edition rules
that today’s players are familiar with. To keep this transition manageable, as Dungeonmaster, I
intended to stay with the core rules of the Player’s Handbook as much as possible, making
restrictions and allowances that would fit the Kingdom of Aarbat setting. For example, the
Warlock class and the Teifling race, as defined for 5* Edition, are unheard of, and simply won’t
work for player characters. On the other hand, extra backgrounds for “Convoy Guard” and
“Slave/Indentured” have been added since the core backgrounds don’t adequately address those
possibilities which are present in this world. (The addition of formal Backgrounds for character
building is a major contribution that 5* Edition brings to the game.)

The problem is that a player wishes to have his Bard character be of the “School of
Glamour.” Based on the principle that we are trying to stay with basic rules, the answer would
be “No.” The “School of Glamor” is not in the Player’s Handbook. 1t is in Xanathar’s Guide to
Everything, which I have not regarded as a core book for this campaign. (I don’t have a copy,
though I can access text online via D&DBeyond.)

However, I have noticed that the Bard class, as defined in the Player’s Handbook, is very
weak in one sense: Almost nothing depends on the Performance skill, which you’d think would
be core to a Bard’s class. The seemingly performance based powers that a bard can employ do
not require actually making a Performance skill check! In fact, the bard could neglect this skill
and still pretty much function unimpaired. You would think a bard would not only be required to
take the Performance skill, but also choose that for Expertise. But, why do so, if it doesn’t
matter? I had run a test campaign with a Bard player character up to about 5+ level just to see if |
could accommodate the Bard class in this “Circe Road” campaign, and decided that I could. But
this one problem seemed glaring.

The “Glamour” Bard is explicitly a performance oriented subclass. Maybe allowing that
option, despite the intent to stay as much as possible with core rules, could help fix that.

The background of the subclass description reads: “The College of Glamour is the home
of bards who mastered their craft in the vibrant realm of the Feywild or under the tutelage of
someone who dwelled there. Tutored by satyrs, eladrin, and other fey, ...” That definitely
doesn’t fit this campaign, as elves are rare, and even the presence of the “Bard” as a class at all is
very unusual. Most musicians are of Rogue/Thief or “Expert” (as from 3+ Edition) classes. But
this “fey” business can be finessed. Maybe some team of wizards dissected a satyr or otherwise
extracted fey secrets, or those related to performance, and made them available through study
and practice. Some were connected to the musical community and formed at first a clique and
later more formally a “College,” to study these discoveries further, and gain the available
advantages from doing so as a new variety of Bard.

So, my initial reaction to allowing this “Glamour” college into the campaign was
positive. Maybe some minor modifications would be needed. As DM, I’ve always felt that I’ve
had license to make needed modifications to the rules of the game. Maybe, for a start, requiring
that a Bard of this class take the “Performance” skill and “Expertise” in Performance, and a
performance check as part of adjudicating the various features that depend on performance.



The “Mantle of Inspiration” Issue:
This feature, gained at 3« level, is described in Xanathar’s Guide as follows:

When you join the College of Glamour at 3rd level, you gain the ability to weave a song of fey
magic that imbues your allies with vigor and speed.

As a bonus action, you can expend one use of your Bardic Inspiration to grant yourself a
wondrous appearance. When you do so, choose a number of creatures you can see and that can see
you within 60 feet of you, up to a number equal to your Charisma modifier (minimum of one). Each of
them gains 5 temporary hit points. When a creature gains these temporary hit points, it can
immediately use its reaction to move up to its speed, without provoking opportunity attacks.

The number of temporary hit points increases when you reach certain levels in this class,
increasing to 8 at Sth level, 11 at 10th level, and 14 at 15th level.

Each of the College choices gives a unique way to apply “Bardic Inspiration.” The basic
use (for all of the Bard class) allows the designated ally to receive +d6 on an ability check, attack
roll, or save. College of Lore allows the bard to use a d6 subtracted from a (presumably enemy)
ability check, attack, or save. College of Valor allows the d6 to be applied to damage or Armor
Class (AC). In all of these cases, just one die roll is modified, and in all these cases by the same
amount (d6, or d8 at 5* level, etc.).

In gauging the impact, it would be useful to try to quantify this effect as an effective spell
level. What spell gives a +d6 advantage on d20 rolls? “Guidance” and “Resistance,” cantrips,
give just a +d4, but are much narrower in application, require a full action rather than bonus
action, and don’t scale up with level. Shield gives +5 (a bit more than +d6) but specifically
against attacks. It is first level, it uses reaction rather than a bonus action, but still roughly
comparable. Also, like the others, it just gets one transient use. The basic Bardic Inspiration can
be held (without Concentration) for up to 10 minutes; the cantrips are used in the instant and
need concentration, and only a minute of holding it.

The “Enhance Ability” spell, at second level, conveys “advantage” for a type of ability
check for up to an hour. “Advantage” on a check is approximately equivalent to +4 die roll
modification in this sense: On an “Advantage d20 roll there is a 51% chance of a 15 or higher.
You’d need +4 to have a 50% chance of 15 or higher with a single d20 roll. A lot of things are at
about DC15 or so. At higher difficulties “Advantage” doesn’t scale as well as a die roll
modifier, since the maximum remains 20. This second level spell applies to more than one use,
requires concentration, and can’t be applied to attack rolls. Yet, it’s the closest spell I see to
Bardic Inspiration, without having exhaustively looked.

In conclusion, the three Players Handbook forms of Bardic Inspiration seem about
equivalent to each other, and are on the order of a first (Shield) or second (Enhance ability) spell
in their effect in practice.

In light of that, let’s look at the Mantle of Inspiration. What’s it’s equivalent spell level?
I’m going to assume a Bard of Ch18, which a well designed 27-point-buy Bard should be at by
level 4, one level after becoming a Glamour bard. So, effect #1:

Four allies get +5 temporary hit points. (By default, those extra hit points last until the
next long rest.) The closest spell I see is “Aid,” which gives three allies +5 hit points for 8 hours.
Aid is slightly more limited in having a range of 30 feet rather than 60. To get 4 allies it needs to
be cast as a 3« level spell. Casting “Aid” costs a full action rather than a bonus action. Still, this
is roughly equivalent, with the Mantle of Inspiration being somewhat more effective or useful.



Effect #2: The same four allies can give up their current reaction (presumably, only if
they still have one) to move without drawing any reactions, which is roughly equivalent to the
“Disengage” action but costing a reaction instead of an action. Very roughly, that can be thought
of as about the same magnitude of effect as “Expeditious Retreat,” which allows a dash. With
the spell, casting is a bonus action, and it can be done many times (each costing a bonus action)
if concentration is held. It’s a first level spell. There’s nothing as written that requires this to be
used in retreat; it can be used offensively, as can the Mantle of Inspiration effect. The Mantle
effect is more powerful in avoiding enemy reactions.

With these two different and complementary effects, it looks like to me each use of the
Mantle of Inspiration is about equivalent to a 3« level spell. In contrast, the other uses of
Inspiration seem to be about the impact level of a first level spell. 1 see that as a problem.

What to Do?

I believe it is necessary to modify the Mantle of Inspiration feature to make it more
comparable in magnitude of effect to the other Bardic Inspiration cases. The common features of
those are: Effect is given to just one creature, Cost is one bonus action, The benefit conveyed is
about the same as “Advantage” on a die roll, or +3 to +5 in modification. None of the other
Bardic Inspiration uses convey more than one effect. The other applications are not modified for
the Bard’s charisma modifier. So, seemingly the simplest modification would be:

Mantle of Inspiration (as proposed for Circe Road campaign)

As a bonus action, you can expend one use of your Bardic Inspiration to choose a creature you
can see, and that can see you, within 60 feet of you. The benefit conveyed to that creature is either:

1) Gains 5 temporary hit points. Unless used, these last until the next long rest or at least 8 hours.

2) OR, Can immediately use its reaction to move up to its speed, without provoking opportunity
attacks.

The number of temporary hit points under 1) above increases when you reach certain levels in this
class, increasing to 8 at Sth level, 11 at 10th level, and 14 at 15th level.

What about other Glamour bard features?
A very effective “non-Bardic Inspiration” feature given at third level is “Enthralling
Performance.” The description in Xanathar’s Guide is:

Starting at 3rd level, you can charge your performance with seductive, fey magic.

If you perform for at least 1 minute, you can attempt to inspire wonder in your
audience by singing, reciting a poem, or dancing. At the end of the performance, choose a
number of humanoids within 60 feet of you who watched and listened to all of it, up to a
number equal to your Charisma modifier (minimum of one). Each target must succeed on
a Wisdom saving throw against your spell save DC or be charmed by you.

While charmed in this way, the target idolizes you, it speaks glowingly of you to
anyone who talks to it, and it hinders anyone who opposes you, although it avoids
violence unless it was already inclined to fight on your behalf. This effect ends on a
target after 1 hour, if it takes any damage, if you attack it, or if it witnesses you attacking
or damaging any of its allies.

If a target succeeds on its saving throw, the target has no hint that you tried to charm
it.

Once you use this feature, you can’t use it again until you finish a short or long rest.



As with the Bardic Inspiration features, this one has parallels in the two Handbook
Colleges. The Lore bard gets three skill proficiencies. The Valor Bard gets proficiencies with
medium armor, shields, and martial weapons. What the Glamor Bard gets ought to be roughly
comparable in value. These compare more to feats than to spells. In fact, the Lore bard feature
is almost exactly the same as the “Skilled” feat, which can be purchased at the sacrifice of 2
points to your prime attribute at 4* or 8" level. The Valor feature corresponds approximately to
“Medium Armor Master” plus comparable feats (which are not given) that would give
proficiency with shields and martial weapons. “Medium Armor Master” is sort of a /2 feat since
it also allows +1 to some attribute. It also assumes the character is already proficient with
medium armor, which a bard wouldn’t be. Still, altogether, the medium armor, shield, and
martial weapons amounts to about 2 feats perhaps.

So, what would be a feat comparable to “Enthralling Performance?” It’s not “Inspiring
Leader,” since that gives combat benefits and Enthralling Performance is pretty strictly non-
combat. But, that’s as close as I see. It requires 10 minutes, affects 6 creatures, and conveys a
benefit of level + charisma modifier in temporary hit points for up to, by default, the next long
rest.

Enthralling Performance takes only a minute, affects a roughly comparable number of
creatures (fewer, at 4) and conveys an effect equivalent to Charm, a 1+ level spell. The Inspiring
Leader benefit is roughly comparable to “Aid” to each of the six recipients, two 2d level
castings. The version of Charm from Enthralling Performance has the extra benefit of not being
detectable in a failed attempt, which is very helpful.

So, yes, roughly comparable.

However, this feat (feature) is explicitly a “Performance.” It ought to depend on the
character’s Performance skill. For a 4* level Bard (sort of my reference point), Performance skill
ought to be about +6, possibly more with some forms of help. That on the average will give 17
or with advantage, 21. So, somewhere in that range should give the nominal DC14 that a Ch18
4+ level Bard would have associated with a “Charm” spell. So, for the performance check, DC15
to have normal wisdom DC for the charm victim, DC20 to get an extra +1 on that, and DC25 for
a +2, etc. Failing DC15 means -1, and failing DC10 means -2. That’s possible if the bard has an
unusually low performance skill or is very unlucky. Most likely the performance check will give
a benefit, especially if the bard has tried to emphasize performance skills and got help. (Possibly
the scaling of +/- 5 for performance per 1 point on spell save DC should be +/- 3 instead.)

In conclusion, the “Enthralling Performance” feature seems good as it is, with the
suggestion of an enhancement that will improve the bard’s chances of success if the performance
is in fact very good.

The “Mantle of Majesty” feature that comes at 6" level also needs to be considered. This
one reads:
At 6th level, you gain the ability to cloak yourself in a fey magic that makes others
want to serve you. As a bonus action, you cast command, without expending a spell slot,
and you take on an appearance of unearthly beauty for 1 minute or until your
concentration ends (as if you were concentrating on a spell). During this time, you can
cast command as a bonus action on each of your turns, without expending a spell slot.
Any creature charmed by you automatically fails its saving throw against
the command you cast with this feature.
Once you use this feature, you can’t use it again until you finish a long rest.



As an initial look, this one does not seem to be problematic, but ambiguities need to be
tightened up. As written, the level of the Command is not specified. It could be interpreted to
allow any level the bard is able to cast, or maybe any level. The description does not specify any
limit to the Command casting level. A 6+ level bard can maybe command three (more?)
creatures per turn with one bonus action. That seems a bit much. I rule that the Commands are
each 1+ level. I’'m also going to rule that if this is used to Command a Charmed creature, the
Charm is ended after the Command is effected. The unearthly beauty is trim, unnecessary and
unrelated to the effect, which applies whether or not the target can see the bard. Issuing a
command with a “magically commanding voice” would be more appropriate.

So, here’s the slightly modified version the way I'll interpret the feature:

At 6th level, you gain the ability to cloak yourself in a fey magic that makes others
want to serve you. As a bonus action, you invoke this magic and cast a (1 level)
Command on a creature you can see within 60 feet. The Command is given in a
magically enhanced and commanding voice. The creature must be able to hear you and
understand the language in which the Command is given. This bonus action does not
expend a spell slot. The magic effect persists for one minute, or until your concentration
ends (as if you were concentrating on a spell). During this time, you can
cast Command as a bonus action on each of your turns, as for the initial Command, and
so without expending a spell slot.

Any creature charmed by you automatically fails its saving throw against
the command you cast with this feature, but the charm effect is broken.

Once you use this feature, you can’t use it again until you finish a long rest.

Next, at 14 level, we have “Unbreakable Majesty.” If we ever get that far. No
telling. It’s possible. In a test 5* edition campaign with no bard I got “Genrick” to 10" level
across about four campaign years. I’ve been to 16 level in a long 3+ Edition campaign. So,
14»isn’t impossible, but unlikely.

Unbreakable Majesty

At 14th level, your appearance permanently gains an otherworldly aspect that makes
you look more lovely and fierce.

In addition, as a bonus action, you can assume a magically majestic presence for 1
minute or until you are incapacitated. For the duration, whenever any creature tries to
attack you for the first time on a turn, the attacker must make a Charisma saving throw
against your spell save DC. On a failed save, it can’t attack you on this turn, and it must
choose a new target for its attack or the attack is wasted. On a successful save, it can
attack you on this turn, but it has disadvantage on any saving throw it makes against your
spells on your next turn.

Once you assume this majestic presence, you can’t do so again until you finish a short
or long rest.

Nothing jumps out at me about this that suggests it’s a major problem.

Intermediate Conclusion:
It looks like Glamor Bard is usable, but as modified, especially to “Mantle of Inspiration.”



Further Consideration: Other Perspectives

The analysis done to this point was entirely my own, triggered by what seemed to be
an unusually powerful Bardic Inspiration feature unique to this particular Bard subclass, that
seemed to be out of proportion to the other sub-classes. But, my own perspective is limited.
I’m new to SE, and have but limited experience in seeing how this system works out in play.

So, as an extension of this study, I have surveyed various online sources to see what
others’ perspectives on these issues might be. There were indeed many enthusiasts found for
the very powerful “Mantle of Inspiration” feature. But overall, College of Glamour was not
overall seen as the most powerful School of Bards. Opinions varies considerably on how the
various bard sub-classes stacked up. The College of Glamour was generally seen a perhaps
not the top, but between the middle and upper tier of the eight or so subclasses now available
through various sources.

Of the various perspectives found, the one that was most usefully organized was
found at RPGBOT < https://rpgbot.net/dnd5/characters/classes/bard/subclasses/ >. This
source rated each subclass as well as each “feature” of the subclass, on a scale of one to four
“stars,” also color coded red (1), orange(2), green (3) and blue (4). The rationale for these
classifications was well presented. The rankings for the features of the four bard classes
relevant to this examination are presented in the table below. The Eloquence subclass is
included since it was the former preference for the player, and it’s widely held as being the
best or almost the best subclass of bard (from the perspective of various raters). Lore and
Valor are included since they are the two Player’s Handbook options.

rpgbot.net assessment scores

College Eloquence Glamour Lore Valor
College Overall Score 4 3 4 2
Feature level
3 4 4 (M.insp.) 4 3
3 4 2 (En. Perf.) 4 3
6 4,3 3 4 3
14 4 4 4 3

For some reason, College of Eloquence has two features at 6* level, while the others
have only one. Why that was allowed, especially since this subclass is rated very highly
anyway, is unexplained, and is not really an important issue for present purposes.

On this scale, with Lore’s inspiration feature rated 4, I’d have wanted to put Glamour
at 5. Eloquence, like the others, has an inspiration feature that affects one individual (an
enemy) and applies a die roll to its saving throw. So, it’s pretty consistent with the other uses
of inspiration. The other Eloquence 3~ level feature, “Silver Tongue,” is powerful, however.
It makes any Persuasion or Deception d20 roll no lower than 10. That’s better than
“Advantage,” since it eliminates the chance of a poor outcome, and the mean is about the
same as Advantage. It is limited to just those two skills critical to a Bard, though NOT
including “Performance.” (It seems the irrelevance of performance checks for bard
functioning is near universal!)

Otherwise, RPGBOT isn’t enthusiastic at all about the Glamour bard. In fact, the
other level 3 feature, Enthralling Performance, has the lowest rating in the table. The level
14 features are not very important since the campaign isn’t likely to get there, and if it does,



not for all that long most likely. So, from this other perspective, even with the unusually
powerful inspiration feature for Glamour, the overall rating of the subclass is just 3,
compared to 4 for the Player Handbook Lore bard, or the Tasha’s Cauldron Eloquence bard.

The conclusion that I draw from this here is that, aside from the inspiration feature, the
Glamour Bard would probably be a 2 star subclass, or maybe worse. RPGBOT comments,
“Mantle of Inspiration is their signature combat ability ...” But, what does that really have to do
with any of the bard-like functions like performance or persuasion, etc. It’s like the “Aid” spell,
plus the mobility benefit. The words in the various function descriptions about the bard taking
on an amazing appearance has no mechanical effect, as RPGBOT also points out.

So, even though this one feature, “Mantle of Inspiration,” is overpowered compared to
other inspiration features, the subclass overall isn’t remarkably overpowered. I'd have liked to
see a more effective “Enthralling Performance,” maybe at the expense of a scaled back “Mantle
of Inspiration.” But the conclusion seems to be that the Glamour bard is comparable to the others
overall, and might even be worthy of some help.

The Performance Issue:

So, if the issue is balance, and avoiding what at first seemed to be a balance problem for
one particular feature, there still remains what I see as a basic problem that comes to the fore
while considering bards. That is, there’s not much of any practical use for the Performance skill.
Yes, it might make people happy. But in game terms, if you want to have an effect, you use
Deception or Persuade, the two skills directly supported by the Eloquence bard’s “Silver
tongue.” Or, you just have a direct effect not mediated by any skill check at all. Performance
seems to never enter into practical issues.

So, what should Performance do? In 3« Edition, the Performance skill “impresses”
people and earns money. There’s no explicit way in which impressing someone gives a game
benefit. In 5* Edition, performance simply “delight(s) an audience.”

Especially for a Bard, shouldn’t it amount to more than that? Should not a performance
influence the audience in mood, perhaps convey a point of view, or even inspire action? The
“bard” Timotheus, on the occasion of “Alexander’s Feast,” provides an illustrative example. By
his music, he inspiring Alexander the Great to burn down the Persian Palace in Persepholis
(Dryden). So, rather than a direct “Persuade” or “Deceive,” maybe the way a bard would more
usually function would be to use his “Perform” skill to both enhance his own Charisma and set a
mood in his listeners, that would give the effect of a further bonus to Persuade and Deceive.
Consider entertainers at a party. They function not only to enhance their own reputation, but also
to put those entertained in a mood for enjoyment, delightful conversation and dancing, and love.

It seems to me that the Glamour bard really is intended to be, more than other types, the
master entertainer, at least by performances by music and forms of entertainment other than
oratory. The various descriptions in the Xanathar’s content describe a magnificent appearance
as if that alone effects the various powers given. But that seems a stretch — especially when the
target need not even be able to see the bard. I think a better developed “Perform” skill is needed,
and would fill out the Glamour bard (if that’s really the right description) with more appropriate
uses of performance. Then, consider that a Performance version of “Silver Tongue,” a lower
bound on a Performance roll of 10, could make the Performance the source of the Bard’s greatest
powers of persuasion and deception, an alternative to Oratory (verbal Eloquence) that depends
more on music. That’s the kind of Bard I’d like to see. But, it needs to start with an overhaul of
how the Performance skill works. That’s now a pending project.



Appendix: Comparing ‘“Advantage’ to a Die Roll Modification

Probability of Normal versus Advantage rolls:
Result  Probability this or better on d20  Probability this or better d20 with Advantage

20 05 0975
19 10 .1900 (close to 20% for DC19)
18 A5 2775
17 20 (at 20%) 3600
16 25 4375
15 30 5100 (close to 50% at DC15)
14 35 ST775
13 40 6400
12 45 6975
11 S0 (at 50%) 7500 (75%,50% with +4 on 1 die)
10 S5 1975
9 .60 .8400
8 65 8775
7 70 9100
6 75 (at 75%) 9375
5 .80 9600
4 85 9775
3 90 9900
2 95 9975
1 1.00 1.0000

So, for DC15, with no skill modifier, a roll “With a +4” gives about the same chance
of success as a roll “With Advantage.”

For DC11, a modification of +5 is needed to have the same 75% chance with one die
that you’d get “With Advantage”. (This is presumably why a passive check uses +5 skill
modification to represent the benefit of Advantage in the absence of a die roll. That’s about
the equivalent adjustment for not particularly difficult sightings.)

For DC19, a +2 gives you a 20% chance that’s slightly better than you’d get with
straight Advantage. So, getting a modifier rather than advantage is most helpful for difficult,
low odds, checks.

At DC20, a +1 modification gives you about the same chances as Advantage, albeit
only about 10%. Of course, if you had a skill modifier of +5, that would apply to DC25, not
DC20.



