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AUTHORITATIVE

Your authoritative leadership emboldens your followers to fearlessness.

PREREQUISITES: character level 9th, Leadership

BENEFIT: Your cohorts and followers may use your Hit Dice as their effective Hit Dice for
the purposes of determining the DC of Intimidate skill checks made to demoralize any
individual cohort or follower, or when determining whether or not a cause fear, scare,
or similar Hit Die-dependent fear effect may affect any individual cohort or follower.

COMPETENT COHORT

Your cohorts are remarkably competent.

PREREQUISITES: Leadership

BENEFIT: Your cohort gains a +2 bonus to one ability score of your choice. Each time that
you gain an ability score increase as the result of reaching a new Hit Dice divisible by 4,
you may instead choose for your cohort to gain the increase instead. If your cohort is
replaced or dies, you can apply the increases to your next cohort.

GREAT ORATOR

Your rousing speeches and stirring addresses inspire your followers to greatness.
PREREQUISITES: Leadership, Perform (orator) 7 ranks

BENEFIT: You can deliver an inspiring, minute-long oratory performance to your cohorts
and followers to grant each cohort or follower that hears the performance the ability
to call upon your words as a source of inspiration in later hours. Each cohort or follower
that hears your delivery may call upon your performance to gain a +1 bonus on a single
ability check, attack roll, initiative check, saving throw, or skill check as a free action.
This bonus must be applied before the roll that it would modify is made. This inspiration
remains with a creature for a number of hours equal to the number of ranks that you
possess in the Perform (orator) skill. No cohort or follower may be inspired in this way
more than once per day.

INCITE DEFIANCE

Your inspiring presence incites a defiant and tenacious resolve in your ardent followers.
PREREQUISITES: Cha 13, chaotic alignment, Leadership

BENEFIT: Your cohorts and followers gain a +1 morale bonus on Will saving throws and
on attack rolls against lawful creatures for as long as they can see you.

INSTILL OBEDIENCE

Your commanding presence instills a sense of duty and readiness in your loyal followers.
PREREQUISITES: Cha 13, lawful alignment, Leadership

BENEFIT: Your cohorts and followers gain a +1 morale bonus on initiative checks and on
attack rolls against lawful creatures for as long as they can see you.

REDEEMER
You have embraced a cohort with a worldview which is very different from your own.
PREREQUISITES: good or evil alignment, Leadership

BENEFIT: You can attract a cohort with an alignment that is different than your own on
both the law-chaos and good/evil spectrums, as long as your cohort’s alignment is not
diametrically opposed to your own (e.g. chaotic good and lawful evil). You do not take
a penalty to your leadership score if you recruit such a cohort.

RIGHTEOUS CAUSE

Your moving tributes can turn tragedy into renewed loyalty and zeal.

PREREQUISITES: Leadership

BENEFIT: You can deliver a stirring tribute and eulogy for a cohort who was slain or met
their demise in service to your cause. This tribute requires one uninterrupted minute
of speech and the presence of each of your remaining cohorts and followers. Once
delivered, the tribute alleviates any penalties to your leadership score caused by the
death of a cohort in service to your cause, even if you or one of your allies were in
some part responsible for your cohort’s demise.

This oratory ability loses its inspirational power if delivered too frequently. Each time
after the first that you attempt to deliver such a tribute within the space of one year,
you must succeed on a DC 20 Charisma check. This DC is increased by 5 for each time
beyond the second that you deliver such a tribute within the space of a year. A failed
attempt renders the use of this feat impossible until one year has passed.

RULE OF MIGHT

Your followers admire and respect your might; yours is a rule of strength.
PREREQUISITES: Str 15, Leadership

BENEFIT: When determining your leadership score, you can use your Strength score in
place of your Charisma score. If you have a negative Charisma modifier, subtract that
modifier from your leadership score.

TEAM SPIRIT

Your followers work exceptionally well together.

PREREQUISITES: Leadership

BENEFIT: Your followers gain a +4 morale bonus on skill checks made to aid one another.

ZEALOUS PERFORMANCE

Your performances can empower your followers to shake off even magical effects.
PREREQUISITES: bardic performance, Leadership

BENEFIT: Your cohorts and followers affected by one of your bardic performances gain
the slippery mind ability while affected, as the advanced rogue talent of the same name.
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