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Each character has a Destiny, a driving force or goal to guide them through their darkest 
moments. Destiny is chosen during character creation, but it can change during play due 

to circumstances of the story. Not every character is aware of their Destiny, and even if they 
are it is usually only as some goal or purpose. You might find that your Destiny has been 
completed, leaving you without one for a time, searching for a new calling to give you purpose. 
The following gives just a taste of how Destiny works in the game, with the full rules found on  
MinotaurGames website.

Calling Upon Destiny
During play, you can call upon your Destiny in a few different ways. Each destiny has a specific skill 
or check that you can call upon in times of need. Whenever you are about to make that check, you 
can spend a hero point and roll two times, taking the better result, and adding a +2 bonus to the 
total. This is a fortune effect (meaning you cannot spend another point to reroll again).

In addition, each destiny has a special ability that you can use by spending a hero point. This 
ability is described in each destiny.

Sample Destinies
The following destinies are just a sample of the 15 that can be found on MinotaurGames.com, 
available now for all Patreon supporters at the Scholar tier and above! 

Forgotten
It might seem like a curse to others, but you are destined to be forgotten, to blend into the 
world, acting as a silent force to enact change. This does not necessarily mean that you are 
a forgettable person, but that circumstances always conspire to ensure that you are never 
the center of attention. Your close friends and family will still know you for your deeds, as 
will anyone else you help directly, but word never seems to spread beyond these folk. You 
are the stranger, sliding through history making a difference in your own way, satisfied with 
the outcome but never the focus of the tale.

This might be fine with you, or it might be an endless source of frustration. If you 
finally find that you achieve the fame you deserve, this destiny might fade away, leading to 
another, more prominent future.

Destined Check Deception checks made to impersonate an ordinary person (not an 
individual) and Stealth checks made to hide.

Anathema Going out of your way to grab the spotlight, especially when it is for 
something minor or petty.

Blend Into a Crowd [one-action] Move up to your speed and spend a Hero Point. If you end your 
movement in a crowd of people large enough to provide cover (usually about a dozen in a 
small area, more for larger areas, your fellow adventurers do not count) and not adjacent 
to any foe, you count as being hidden, just as if you had made a hide skill check. Unlike 
the skill you do not lose the hidden condition while moving so long as you remain within 
the crowd and do not take any hostile actions or cast a spell. Foes using magic to detect 
you will know that you are in the crowd, but have no ability to discern where you are. If 
you leave the crowd, but maintain at least cover from your foes, you can leave the area 
undetected.

Leader
Although you might come from humble beginnings, it is your destiny to lead. This might 
be something as small as a garrison or village or it could mean that you are meant to lead 
vast armies into battle, but in any case, there is something about you that causes people 
to follow you, to believe in your cause, and to rally to your side. The path to your 
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destiny might be fraught with setbacks. Leaders must 
learn what it means to truly have people follow your 
command, even if that sometimes means sending those 
who trust you into danger, even when it means that they 
might not come back.

In the end, what you are born to be a leader of might 
be fleeting. Your grand goal accomplished, you might 
retire from command and return to a simpler life, where 
only your wits and your skills will see you through the 
day. Or maybe you will lead until the bitter end, facing 
impossible odds but standing resolute, knowing that 
your call made a difference.

Destiny Check Diplomacy skill checks.
Anathema Abandoning those who have come to 

look upon you for guidance and direction, especially 
while they are in danger or about to face a deadly threat.

Rally The Troops (fortune) You call out to your 
friends and allies, inspiring them with a speech, giving 
them hope, and preparing them to face the darkness 
that lies ahead of them. This requires you to spend at 
least 1 minute talking and to spend a Hero Point. For 
the next 10 minutes, everyone with 30 feet that hears 
your entire speech receives a hero point that can only 
be spent to reroll a check. It cannot be used to stave 
off death, nor is it expended if the character spends all 
their remaining hero points to do so. It also cannot be 
used on any Destiny rerolls or special abilities.

Revenge
Someone wronged you and no matter the cost, you 
are destined to have your revenge. They might have 
hurt or killed someone close to you, they might have 
caused you a great shame, or they might have even 
brought ruin to your home, but no matter the reason, 
you swore on that day that you would hunt them down 
and make them pay. For you to select this destiny, you 
must have enough knowledge about the target to be 
able to identify them in some way and it must be either 
a single individual or a small group of no more than a 
dozen members. 

Assuming you are successful, what you do with the 
rest of your life is truly up to you. Revenge is rarely a 
destiny that one would continue pursuing unless there 
were many wrongs in need of righting.

Destiny Check Diplomacy skill checks to gather 
information, Survival skill checks made to track

Anathema Disregarding a clue that might lead you 
to the target or letting them get away to pursue some 
other goal or agenda.

Vengeful Strike [one-action] Effect Conjuring forth all your 
pent-up rage, you channel it into one focused strike. 
Spend one Hero Point and make a single Strike with a 
melee or ranged weapon. This strike deals an additional 
weapon die of damage. If the strike deals damage, the 
target is frightened 1 (frightened 2 on a critical hit).
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc. (“Wizards”). All Rights Reserved
.
1. Definitions: (a) “Contributors” means the copyright and/or trademark 

owners who have contributed Open Game Content; (b) “Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work 
may be recast, transformed or adapted; (c) “Distribute” means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d) “Open Game Content” means the 
game mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by the Contributor, 
and means any work covered by this License, including translations 
and derivative works under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” means product and product line 
names, logos and identifying marks including trade dress; artifacts, 
creatures, characters, stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” means the logos, 
names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed 
to the Open Game License by the Contributor (g) “Use”, “Used” or 
“Using” means to use, Distribute, copy, edit, format, modify, translate 
and otherwise create Derivative Material of Open Game Content. (h) 
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to 
Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE 
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except 
as expressly licensed in another, independent Agreement with the 
owner of such Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does not constitute a 

challenge to the ownership of that Product Identity. The owner of any 
Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content.

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive 
the termination of this License.

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.
System Reference Document © 2000, Wizards of the Coast, Inc; Authors: 
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary 
Gygax and Dave Arneson.
Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; 
Authors: Logan Bonner, Jason Bulmahn, Stephen Radney-MacFarland, 
and Mark Seifter.
Pathfinder Advanced Player’s Guide © 2020, Paizo Inc.; Authors: 
Amirali Attar Olyaee, Alexander Augunas, Kate Baker, Brian Bauman, 
Logan Bonner, Carlos Cabrera, James Case, Jessica Catalan, John 
Compton, Paris Crenshaw, Jesse Decker, Fabby Garza Marroquín, Steven 
Hammond, Sasha Laranoa Harving, Joan Hong, Nicolas Hornyak, Vanessa 
Hoskins, James Jacobs, Erik Keith, Lyz Liddell, Luis Loza, Ron Lundeen, 
Patchen Mortimer, Dennis Muldoon, Stephen RadneyMacFarland, Jessica 
Redekop, Mikhail Rekun, Alex Riggs, David N. Ross, Michael Sayre, 
Mark Seifter, Kendra Leigh Speedling, Jason Tondro, Clark Valentine, and 
Andrew White.
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This PDF is compliant with the Open Game License (OGL) and is suitable 
for use with the Pathfinder Roleplaying Game (Second Edition).

Product Identity: The following items are hereby identified as Product 
Identity, as defined in the Open Game License version 1.0a, Section 1(e), 
and are not Open Game Content: All trademarks, registered trademarks, 
proper nouns (characters, deities, locations, etc., as well as all adjectives, 
names, titles, and descriptive terms derived from proper nouns), artworks, 
characters, dialogue, locations, organizations, plots, storylines, and trade 
dress. (Elements that have previously been designated as Open Game 
Content, or are exclusively derived from previous Open Game Content, or 
that are in the public domain are not included in this declaration.)

Open Game Content: Except for material designated as Product Identity, 
the game mechanics of this Minotaur Games game product are Open 
Game Content, as defined in the Open Game License version 1.0a, 
Section 1(d). No portion of this work other than the material designated 
as Open Game Content may be reproduced in any form without written 

permission.


