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Where would Robin Hood be without his Merry Men? King 
Arthur without Lancelot and the Knights of the Round Table? 
The Lone Ranger without Tonto? Sherlock Holmes without 
Dr Watson or Peter Pan without the Lost Boys? Even the 
most heroic figure sometimes needs someone to watch his 
back--a confidant, a pal, a lackey, or just someone to polish 
his boots and care for his horse.  The knight who single-
handedly slays the dragon is seldom really alone. 
PCs are no different.  A charismatic military leader needs 
subordinates.  A well-to-do gentleman may need a valet.   
Everyone needs to obtain basic services from somewhere, 
and few PCs can do everything themselves.  Enter the 
Cohorts and Hirelings of the Shining Jewel.   They may be 
motivated by money, a desire for adventure or genuine 
loyalty to a PC or cause. 
 

COHORTS 
• Cohorts may only be acquired through the Leadership 

Feat. The Leadership Feat is available to all Legends of 
the Shining Jewel PCs of 6th level or above.  The 
Leadership Feat is described in Core Rulebook II, 
however, there are significant exceptions described in 
this document. 

 
Attracting, Creating and Equipping  a Cohort 
• A Cohort’s level is based upon her Leader’s natural 

Charisma score, unmodified by magic or other means. 
Each time that the Leader gains or loses a level, so does 
the Cohort. The level gap between Leader and Cohort 
remains constant, as follows, based upon the Leader’s 
unmodified Charisma: 

 
Leader’s   Cohort 
Charisma  Level

  5 or less  Leader –5 
6 – 9  Leader –4 
10 – 13  Leader –3 
14 -- 19  Leader –2 
20 +  Leader –1  

• A PC is limited to one Cohort at any given time. 
• Cohort alignment may not be CN or evil, and must be 

within 1 step on either axis from the PC’s alignment 
• Cohorts follow the LSJ Character Creation Guidelines 

for PCs, except they receive only 30 points to purchase 
Stats.  Cohorts receive maximum starting gp for their 
character  class and may select a single starting magic 
item per the CCG. 

• Cohorts may take one or more PC classes from Core 
Rulebook I, or the Aristocrat class from Core Rulebook 
II.  They may not take Prestige Classes from any 
source. Normal XP penalties for multi-classing apply. 

• Cohorts may be of any race normally available to 
player characters. 

• A Cohort may use their starting gp to purchase basic 
mundane equipment appropriate to her class.  If 

upgraded or replacement equipment is desired/needed, 
the PC must provide it. 

• Certed items given to the Cohort must be traded to her 
and cannot be taken back.  They may only be traded 
away to provide upgraded equipment for the Cohort. 

• Cohorts may not take the Leadership Feat 
• Cohorts may not practice skills or professions to obtain 

extra gold. 
 
Dismissing or Replacing a Cohort 
• A Cohort may be dismissed and a new Cohort acquired 

by spending 60 DUs.  The new cohort does not gain any 
of the previous Cohort’s items, certificates or gold.  A 
Cohort may only be dismissed at the beginning or end 
of an LSJ scenario or interactive, never during an event. 

• If a Cohort is killed, a new Cohort may be acquired by 
spending 120 DUs and six (6) months real time. The 
new cohort does not gain any of the previous Cohort’s 
items, certificates or gold. 

 
Playing Cohorts  
• Cohorts count towards ATL 
• A PC Leader must pay the Lifestyle cost of the Cohort. 
• A Cohort may belong to up to two (2) meta-gaming 

organizations, even if her leader is not a member, so 
long as such membership does not put the Cohort into 
conflict with her leader. 

• The LSJ Campaign defines a legal table as 4-6 PCs.  
Provided that there are at least 4 players/PCs, the 
remaining available slots may be taken up by Cohorts.  
This means that a maximum of two (2) Cohorts may 
participate in a scenario. 

• At NO TIME should an actual player/PC be turned 
away from a scenario to make room for a Cohort. 

 

FOLLOWERS 
• Followers may only be acquired through the Leadership 

Feat.  The Leadership Feat is available to all Legends of 
the Shining Jewel PCs of 6th level or above.  The 
Leadership Feat is described in Core Rulebook II, 
however, there are significant exceptions described in 
this document. 

• Only PCs who already have Cohorts may acquire 
Followers. 

• While a Cohort’s character level is determined by the 
Charisma of the PC Leader, the number and level of 
Followers are determined based upon the level of the 
Cohort: 

 
Cohort     # of Followers by Level 
Level      1st     2nd     3rd     4th     5th     6th    7th     8th     9th  
     1       -       -        -        -       -       -       -       -        - 
     2        -       -        -        -       -       -       -       -        - 
     3        -       -        -        -       -       -       -       -        - 
     4        -       -        -        -       -       -       -       -        - 
     5        -       -        -        -       -       -       -       -        - 



     6        3       -        -        -       -       -       -       -        - 
     7        5       -        -        -       -       -       -       -        - 
     8        8       -        -        -       -       -       -       -        - 
     9        10    1        -        -       -       -       -       -        - 
   10        15    1        -        -       -       -       -       -        - 
   11        20    2        -        -       -       -       -       -        - 
   12        25    3        1       -       -       -       -       -        - 
   13        30    3        2       -       -       -       -       -        - 
   14        35    5        2       1       -      -       -       -        - 
   15        40    5        3       2       -      -       -       -        - 
   16        45    6        4       2       -      -       -       -        - 
   17        50    6        5       3       1      -       -       -        - 
   18        60    7        6       4       1      -       -       -        - 
   19        70    8        6       4       2      -       -       -        - 
   20        80    8        7       5       2      1       -       -        - 
   21        90    9        8       6       3      1       -       -        - 
   22      100   10       9       6       3      2      1       -        - 
   23      115   11     10       7       4      2      2      -         - 
   24      130   12     10       8       4      3      2       -        - 
   25      145   13     11       8       5      4      3       1       - 
   26      160   13     11       9       6      4      4       2        - 
   27      180   14     12      10      7      5      4       2        - 
   28+    200   15     13      11      9      7      5       3       1 
    

• Followers may only be brought into play during 
designated Mass-Combat and Battle Interactives or 
similar major campaign events which indicate in their 
blurbs that Followers are permitted in that event.  
During all other events Followers are presumed to be 
seeing to the security of the PC Leader’s property and 
possessions. 

• Follower alignment may not be CN or evil, and must be 
within 1 step on each axis from the PC’s alignment 

• Followers follow the LSJ Character Creation 
Guidelines for PCs, except they receive only 25 points 
to purchase Stats.  Followers receive maximum starting 
gp for their character class.  They do not receive a 
starting magic item. 

• Followers may take only a single PC class from Core 
Rulebook I.  They may not take Prestige Classes from 
any source. 

• Followers may be of any race normally available to 
player characters. 

• Followers may use their starting gp to purchase basic 
mundane equipment appropriate to their class.  If 
upgraded or replacement equipment is desired/needed, 
the PC must provide it. 

• Followers do not receive certed items. 
• Followers may not take the Leadership Feat 
• Followers may not practice skills or professions to 

obtain extra gold. 
 
HIRELINGS 
• Hirelings may be acquired during a Convention 

Interactive or by redeeming 25 Reward Points. 
• Hirelings do not have PC classes.   Instead, they have 

NPC classes [Adept, Aristocrat, Commoner, Expert or 
Warrior]. 

• Hirelings are hired for a specific task.  They do not 
engage in combat or place themselves in danger. 

• Hirelings do not count towards ATL 
• PCs are limited to one Hireling per two levels 
• Hirelings are paid per scenario as described on each 

individual certificate, and do not expect to share in any 
party treasure. 

• A PC may have a hireling of any level.  However, 
Hirelings do not gain XP in the normal fashion.  Rather, 
they advance one level per four (4) levels gained by 

their employer.  For example, if a PC employer gains 4 
levels after getting a Hireling, the Hireling would then 
gain 1 level over what they started with on their cert; if 
the PC employer gains 8 levels after getting a Hireling, 
the Hireling would advance 2 levels over the original 
listed level.  If a PC employer loses a level, it does not 
affect the level of the Hireling.  

• A Hireling may only advance in a class in which it 
already has levels.  A Hireling may not take additional 
classes unless otherwise noted on the cert. 

• Upon reaching 6th level, a hireling leaves the PC’s 
service to pursue his trade or occupation elsewhere. 

 
 
This document may be changed at any time, as appropriate to 
the campaign, at the discretion of the LSJ Campaign staff. 
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