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Legendary Past 

 

Some characters are more than just adventurers. Fate has touched them, the gods and destiny have marked 

them to make a big difference in the world. Choose one, randomly generate one, or use these as 

inspiration to make more up. Feel free to adapt, customize, and detail them to fit your game. 

 

If you take a legendary past, you get 3 Awesome Points at generation. You can randomize one, choose 

one of the possibilities, or make up your own. 

 

When a god is mentioned, you can randomize the god, or choose—or it can be a new god struggling to 

emerge or on the edge of sinking into obscurity. Consult the DM. 

 
Legendary Type ( 1d5)  

1. Prophecy. Divinely inspired writings identify you as one with a world-altering task. 

2. Divine Lineage. Gods mingled with mortals. You are part of the resulting intrigues. 

3. Last Heir. Your heritage is unique, and when you are gone it will be extinguished altogether. 

4. Cursed. Your line has been cursed, your inheritance is dangerous and dark. 

5. Chosen. Many rely on you, the fate of an entire people may hang in the balance. You must save them. 

 

Roll 1d5 to see what legendary past propels you into a life of adventure, within your type. 

 

Prophecy 

 

1. Unification Theory. The temples to a god in your area are contentious and divided. However, there 

was long a prophecy that one would come who would show the way to unification and common 

purpose. According to divinations, that “one” is you. You were raised knowing it. All the temples 

want you to decide in favor of their methods and beliefs. You need to see the world first. 

 

2. Childe of War. You grew up in an isolated shrine. A week ago, your mentor told you that you were 

secretly the child of a warrior known as the “Childe of War” prophesied to bring down prosperity and 

plunge the land into chaos and danger. The holy warriors thought they defeated the prophecy, not 

knowing that the warrior had a child—you! They discovered your location, and you raced away with 

your mentor, the shrine burned behind you as hunters found it. Now you’ve been separated, alone and 

hunted for something you didn’t even know about two weeks ago. 

 

3. Ascension. You were raised by an old man who was an avatar of a god, in secret. Before he left you, 

he explained that you have divine blood in you (though he did not reveal your parentage.) He said that 

if you focused your energies and became concentrated power, you could ascend and become a deity. 

Now all you have to do is choose a focus and begin collecting worshippers. 

 

4. Whispers. You were born with the gift of prophecy. Sometimes you go into ecstatic trances and 

intone truths about the past, the present, or the future. You have a gift for sensing the will of the gods, 

or one god in particular. However, you don’t have any control over it. You have tremendous capacity 

to make powerful friends and enemies. You are restless, pulled out of complacency, but you don’t 

know why—yet. 

 

5. Seeker. The [MacGuffin of the Gods] was lost millennia ago. Prophecy and divination have 

identified you as the Seeker, the one fated to locate it at last. Two (or more) groups have already 
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approached you to secure your loyalty so you will give it to them when you find it. So far, they have 

been nice. 

 

Divine Lineage 

 

1. Godling. Your mother insisted you had divine blood in your veins, her whispers hot on your cheek. 

Your father didn’t want you to hear that nonsense. Now it is time for you to find out the truth for 

yourself, somehow. Surely there is a way that some sage or priest can confirm or deny her claim. 

 

2. Avatar. You were raised in a temple to your god. The eager priesthood prepared you all your life to 

conquer in the temple’s name, creating a regional theocracy. So far, the cosmic spark in you is weak, 

but they hope that you can fan it to a cosmic furnace. Then you were kidnapped, ransomed, and 

shipwrecked (or some other mishap) on the way home. You are on your own until you return to the 

temple or decide to do something else with your life. 

 

3. Purity. According to a cult’s researches, you are a descendant of their avatar’s tryst with a mortal. In 

their ongoing effort to re-consolidate the cosmic essence in their deity, they are trying to hunt you 

down and ritualistically sacrifice you. Nothing personal. (You got this information out of a prisoner 

from the last hit squad that tried to kill you.) 

 

4. Arranged Marriage. A king has a small army of scholars tracing bloodlines for divine trysts, and 

your family was informed that you had some divine blood. You were 10, taken from your family and 

groomed to be married into the king’s bloodline (along with others with divine blood.) He is trying to 

build a dynasty that can become a pantheon. You recently bribed your way free, but you are low on 

resources and far from where you grew up. The king’s agents are surely close behind you. 

 

5. Dreams. You have dreamed that you were lost in the dark and something bright called to you. The 

dream has recurred nightly since you were a small child. You eventually sought out a sage, who told 

you that the light was your divine nature. You thought he was being metaphorical, until he showed 

you case studies of humans infused with cosmic blood who had only to unlock it somehow to become 

cosmic beings. If you can find the light that calls in the dark, you’ll manifest divine power! 

 

Last Heir 

 

1. Hunting Hubris. Your ancestor swore that either your family would wipe out the avatar of Nihlos 

that lurks beneath Voskrie Peak, or that they would all belong to it in death. Singly or in bunches, 

avatar hunters in your family line have failed and died over the centuries. You are the last one left. If 

you do not slay the avatar of Nihlos under Voskrie Peak, your whole family will suffer forever. 

 

2. Inheritance. Everyone knew you were a descendant of the Solokiff Line of nobility. However, 

scholars uncovered an enchanted slab when you were 12 years old, noting that the mystically locked 

treasure house of Ilikria would only open for an heir to the throne—who must be of the Solokiff line! 

Your relatives and their families were chased, brought down. Those who could not open the treasure 

house were killed. As far as you know, you are the last one left who may be able to open it. 

 

3. Avenger. Your people were reclusive. They were hunted to extinction by neighbors of another race, 

for sport. You must not die leaving them unavenged. They were the last of their kind. You can feel 

the collective soul of your people breathing in you, their vengeance cannot be denied. 
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4. Dragonnaire. Your ancestors were part of the high priesthood of the dragon Onyiaxil, who taught a 

strange obsidian sorcery to his slaves in the dimness before time. That magic has since been lost. You 

are the last of the house of Onyiaxil. If you do not find the magic, and interpret it with the secrets 

whispering in your blood, then it may be lost to humanity forever. 

 

5. Blood Treaty. The locals that owned the land before your people came signed a treaty with your 

ancestor. So long as his family line owned property on the land, it would belong to his people. 

Centuries later, you are the last of the family line, and rulership has long since passed to other hands. 

However, if you die, there is likely to be a war; your people won’t give up their land, no matter what 

your ancestor’s treaty said… 

 

Cursed 

 

1. Sleepless. Your brothers and sisters all died in their sleep one by one, all but your older brother. He is 

currently weakening, complaining of weakness and bad dreams. He may last another six months or a 

year, if your other siblings are any indication. It seems you’ll be next, unless you break the curse. 

 

2. Godslayer. You found a black melee weapon in a ruined temple, and used it to kill when you were 

attacked by the temple’s guardians. The good news is, anything you hit with this weapon takes a 

critical regardless of Wounds, and all criticals on you are -4. The bad news is, this weapon can kill 

cosmic creatures; that draws attention. The weapon can teleport back to you, and is always on your 

person. You cannot get free of it—until you die (and stay dead). Once each day, it claims 1 Wound or 

2 Awesome Points from you. 

 

3. Werewolf. Lycanthropy runs in your family, ever since a distant ancestor angered the gods. Your 

family has learned to work around the inconvenience. You are a werewolf, and you can never be 

cured of the condition (though you can learn to manage it, and get training from the family.) 

 

4. Vampire. Your ancestor was a greedy, sadistic man who drained the vitality and life from those 

around him. He attracted the attention of the gods, who cursed him and all his family. You come from 

a region that curses your family name, and suffers profoundly from hunting undead. 

 

5. Burn Out. Your family ran afoul of Travelers, who cursed them so that they would all die on or 

before their 30
th
 birthday. For many generations, this has held true. Can you break the curse? 

 

Chosen 

 

1. Vigilante Calling. A horrible crime in your neighborhood in a big city was witnessed by many locals, 

but not interrupted. You had a vision that night, where you were chosen by a god to take action. Some 

would say your calling is to be a vigilante. You see your calling as protecting the weak and bringing 

justice to the powerful who feel above the reach of the law. 

 

2. New Religion. You had a vision that it was your duty to found a new church to one of the gods, who 

was not receiving proper worship. You must roam the land and find those who can make this dream 

become real. In the meantime, you’ve already gotten the attention of some annoyed leaders in existing 

churches to the god. Don’t let them stop you. Only right worship of your god can stop the coming 

catastrophe. 

 

3. Champion. You are from a small, wealthy, peaceful village. Their entire income comes from sending 

a champion out into the world, and living on what income the champion sends home. The village has 
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some reserves, but expects you to send funds, ideally through stable employment with a ruler when 

you are skilled enough. In the meantime, you are expected to retrieve great treasures to keep the home 

fires burning. Without your income reaching them, your village will suffer. 

 

4. Heir to the Throne. You are to succeed your parents in ruling your kingdom. They do not want you 

to be spoiled, but they cannot bear the thought of their legacy being wiped out through your death. 

You must understand the world before you rule your people, and traveling as royalty makes that 

difficult. You have a signet ring enchanted to confirm your identity, but you should only use that if 

desperate. See what you can manage on your wits, not your pedigree. 

 

5. Divine Intervention. An agent of a god rescued you from certain death, and earnestly told you that 

your life had purpose and meaning. You are important to a god, for some reason, and you must find 

out what that reason is. The nets of destiny will close around you however you turn. 


