FOLLOWERS

When a player becomes powerful enough, he attracts followers of a similar personality, skills, social level and alignment.  A player can attract followers when he reaches Master (Rating 15) or Grandmaster (Rating 20) ratings in a given skill.  The player must, obviously, express a desire to attract followers, and must supply a good reason for doing so.  The gm then can consider the request with the following conditions in mind: 

*
Player must have a high reputation, although not necessarily a good one.  If the reputation is only local, then only followers from the local region can be picked.  Example: a cruel player from Kasmir with a local reputation for killing will attract bloodthirsty Kasmir and Thralls from the region only. 

*
The player should develop the Leadership skill; else his followers will not follow orders and may become disillusioned with their lord/hero.  Alternately, the player might attempt to find and hire a Majordomo skilled in leadership (often wizards will do this). 

*
Player must have a Stronghold of some kind.  Anything is suitable, as long as it fits the role of the player and his likely followers and can accommodate them all.  Players should also provide their followers with equipment, shelter, food, company, leadership, goals, and the occasional bonus. The less the player provides for his followers, the less he will receive in service and loyalty, as well as quality and training of the troops. 

STRONGHOLD SUGGESTIONS: 



Elegant mansion

aristocrats, nobles 



Flying-island fortress
Wizards, alchemists 



Stone tower 

Wizards, sages 



Fortified Castle

fighters, knights 



Temple to a deity 

Akashics, priests, paladins 



Overgrown forest ruin
rangers, woodsmen 



Inn or shop

merchants, bards  



Sewers hideout

thieves, assassins 



Village or small town
Shamans, merchants 



Buried Tombs

necromancers 



Plant abodes

botanomancers 



Coral citadels

mermen, tritons 



Great Library

scholars, sages 



Stone circles

druids, shamans
 

*
Followers will most probably be of the same alignment, persona, social level, and have similar skills as the player. For example, a player with etiquette (street) and a Master in engineering will mostly attract street engineers, and is not likely to have aristocratic botanists join. 

*
The type of followers depends on the skill the player has mastered; armed combat would attract fighters, spellcraft would attract magicians, animal training would attract animals and Beastmasters, and etc.  Exotic and magical creatures can be followers, 

but only in special circumstances - the player should have an animal friend virtue or similar skill.  It is best to role-play encounters which could make a follower out of an admiring monster. (Note: magically-manipulated entities are not followers!) 

Followers come with some basic equipment, but few (if any) magical items, no money and normal stats and contacts.  The followers have sought out the player because of their great skill and fame, their leadership or their good traits, and will be eager to work for such a hero (or evil beast).  Their loyalty is limited, however, and should not be abused, unless it’s in character.  Followers will also join out of devotion to an ideal, goal or deity which the player best represents.  Followers don't have to be taken care of, but in this case their interest will eventually disappear, and so will they. 

Followers arrive slowly over the course of weeks, months and years, gradually building up the players forces. The Gm can make rolls (see restrictions) once per month to a year to see if anything shows up. The following tables list some common followers for Masters, based on monster categories and types.  Occasionally a more powerful follower will arrive and act as the player's captain or majordomo. 

FOLLOWER SKILLS 


01 - 30
1-4 Skills, rated 1-3 


31 - 55
3-8 Skills, rated 2-3 


56 - 75
2-6 Skills, rated 3-4 


76 - 88
4-8 Skills, rated 3-4 


89 - 95
6-10 Skills, rated 3-5 


96 - 00
6-12 Skills, rated 2-4 

GENERAL SKILL TYPES (If appropriate) 


01 - 20
Common skills such as haggling, armed combat, 



farming, riding horses, physical skills, etc. 


21 - 40
Craftsmen skills such as blacksmithing, armourer, 



weaponer, potter, limner, tanner, negotiation. 


41 - 56
Knowledge skills such as commerce, literature, 




philosophy, engineering and medicine. 


57 - 78
Fighting skills such as siege warfare, armed 




combat, blind fighting, martial arts. 


79 - 89
Magic skills such as Arcane lore, magic theory, 




talismongering, perhaps spellcraft. 


90 - 00
Exotic skills such as surgery, assassination, 




chemistry, locksmith, intrigue, torture. 

EQUIPMENT (Optional) 


01 - 16
Just the clothes on their backs. 


17 - 35
Meager possessions: old tools, rusty weapons, pots 



and pans, broken armour, some silver pieces, etc 


36 - 56
Normal gear: one simple weapon, pots and pans, 



tents, sleeping gear, personal belongings, perhaps 



scale shirt for armour. 


57 - 76
Good equipment: few good weapons, many 




possessions, a steed or mule, ring or chain armour 



(several pieces), food, cooking gear. 


77 - 89
As above plus one simple magical item such as a 



Broadsword +1 or a helm +1. 


90 - 95
As above plus some magical armour, wand or 




perhaps more spells for a mage's apprentice. 


96 - 00
As above plus has gear such as reagents, spells, 




potions, books, etc which he is willing to share. 

LEADER (Optional) 

Make the leader using the player character creation process, adding 1 to all skills, adding 1-6 additional skills rated at 2-5, and adding 500 GC worth of non-magical equipment. 


01 - 25
As normal + above average attributes  


26 - 44
As normal +2 to most skills, exotic skills 


45 - 63
Attributes +2, Skills +2 above normal,  


64 - 77
As above plus 2 attributes at highest racial 




maximum and 2 magical items (reagents, spell 




scrolls, fetishes, weapons, armour as appropriate). 


78 - 88
As above plus 2 more powerful magical items 


89 - 00
As above plus something special, such as an interesting virtue, beast, item, important contact...
Drohem (10/25/2010): this article was posted to the archived Talislanta Central website.

