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Fate and Fortune are always at the forefront of both the
players and adventurers minds and it is a wonder that
there are not more systems for the Pathfinder Role Play-
ing Game® that explores and evolves the concept to an
actual rules system. This Sidebar explores that issue and
resolves it in the idea of Hexed and Blessed characters.
Prepare to enter a new and exciting world where your
characters should take nothing for granted as chance
plays a bigger role than ever in the game with Sidebar
#106 - Fate and Fortune!

The Sidebar product line brings you an assortment of
ideas, homebrew rules, and various options from the
talented pool of writers at Fat Goblin Games for use
with the Pathfinder Roleplaying Game. These short and
low-priced products are perfect for Game Masters and
Players who want to integrate unique new options to
their games.

FATE AND FORTUNE

Roleplaying games, especially those of the ‘tabletop’
variety, have always been games of numbers. With rare
exception, there has always been the desire to introduce
into the play of the game an element of chance and ran-
domness, the possibility of failure, together with the pos-
sibility for success. It is for this reason that most games
have as both centerpiece and symbol the polyhedral dice
of the hobby.

One aspect that arises in the human mind when the
idea of chance and randomness is given is the possibility
of luck. There are always those who seen to roll what is
needed to succeed, no matter how improbable it may
be, exactly when it is most needed. In truth, there is little
that a game master can do to encourage or discourage
that reality; human beings will see patterns, even in that
which has no real pattern.

But within the game worlds that we explore, there is
also luck. And where we can do nothing to control, and
little to shape luck within the reality of the dice rolls at
the table, shaping and demonstrating luck within our
game worlds is often vital to good storytelling. Heroes
are not just those with the good hearts and intentions to
stand against the impossible odds; they are those with
the uncanny luck to succeed, where others would fail.

But how does one model this luck within the game
world? It is a challenge many have undertaken, in
many different ways, with various degrees of success.
Hero Points, Brownie Points, DM Points and a host of
other methods exist out there, and many have been
codified for use and adaptation. But is there more that
can be done?

One of the real-world elements that exist in the study
of luck is numerology: the magic and mysticism of num-
bers. Many years ago, the idea of numerology found its
way into a latter edition of ADED in the priestly sphere
of Numbers. But beyond this, little has been attempted,
despite how seemingly appropriate it may be. Yet how
else might numerology come into play?

One such idea might be to use the facility of traits and
drawbacks, as defined in Pathfinder. These traits are
inherent little quirks of the character, based in his or her
- or its - origin which shape avenues and abilities for the
future of the character. And so, here are three traits, and
three drawbacks, intended for Pathfinder campaigns and
characters where numerology and luck can have a very
real effect on the game.

TRAITS
BLESSED

A character with an auspicious birth, this character
is blessed by the spiritual energies of his or her world.
Things just seem to go well for him or her in many cases,
and many will see him or her as lucky. When a character
with this trait rolls a 3 on a d20 roll, or an 03 on a d100
roll, this should be treated as the best and most advanta-
geous roll that could be made in that circumstance (the
equivalent, perhaps, to a natural 20 on a ‘to hit’ roll or
saving throw, for example). Note that any character tak-
ing the Blessed trait must also take the Blessed drawback.

HEXED

A character with an inauspicious birth, this character
is touched in a negative way by the spiritual energies of
his or her world. Things often just seem to go poorly
for him or her, and many will see him or her as unlucky.
When a character with this trait rolls a 13 on a d20 roll,
or a 13 on a d100 roll, this should be treated as the best



and most advantageous roll that could be made in that
circumstance (the equivalent, perhaps, to a natural 20
on a ‘to hit’ roll or saving throw, for example). Note that
any character taking the Cursed trait must also take the
Hexed drawback.

WITCH-TOUCHED

A character with a mysterious and sometimes con-
founding birth, this character is not touched in a particu-
larly beneficial or negative way by the spiritual energies
of his or her world. Instead, he or she is just profoundly
touched and affected by those energies, which will be
drawn to him or her, sometimes for good and others for
ill. When a character with this trait rolls an 8 on a d20
roll, or an 08 on a d100 roll, this will then be followed
by an extra d100 roll. On a roll of 01-50, the result will
be deemed the worst that could possibly be rolled in that
circumstance (the equivalent, perhaps, to a natural 1 on
a ‘to hit’ roll or saving throw, for example), while on a
roll of 51-00 the result will be deemed the best that could
possibly be rolled in that circumstance (the equivalent of
a natural 20 on a ‘to hit’ roll or saving throw). Note that
any character taking the Witch-touched trait must also
take the Touched drawback.

DRAWBACKS

Blessed Drawback: A character who is Blessed can also
fall victim to the reversal of fortune, when the darker en-
ergies of fate and fortune are ascendant. When a character
with this drawback rolls a 13 on a d20 roll, ora 13 on a
d100 roll, this should be treated as the worst and least ad-
vantageous roll that could be made in that circumstance
(the equivalent of a natural 1 on a ‘to hit’ roll or saving
throw, for example). Note that any character taking the
Blessed drawback must also have the Blessed trait.

Hexed Drawbacks: A character who is Cursed can
also fall victim to the reversal of fortune, when the
lighter, brighter energies of fate and fortune are ascen-
dant. When a character with this drawback rolls a 3 on a
d20 roll, or an 03 on a d100 roll, this should be treated
as the worst and least advantageous roll that could be
made in that circumstance (the equivalent of a natural 1
on a ‘to hit’ roll or saving throw, for example). Note that
any character taking the Hexed drawback must also have
the Cursed trait.

Touched Drabacks: A character with a mysterious
and sometimes confounding birth, such a character
already suffers the height and depths of fortune. Since
their trait already embodies both the good and the
ill of their numbers, their drawback instead is their
sensitivity to the ebb and flow of spiritual energies
around them. A Touched character will feel a chill
when in areas of spiritual energy, a shiver up the spine
when the attention of that which is beyond human is
focused where they are, and so forth. Game effects for
this include a Touched character having a +8 bonus
to any roll when checking to see if their action triggers
a Haunt or Loci. In addition, the character is such a
spiritual magnet that the character suffers a -4 penalty
to any saving throws to resist spiritual possession.

A Note Regarding Critical Hits

The simplest way to handle the question of Blessed,
Hexed, or Witch-Touched rolls and critical hits is simply
to consider them automatically successful hits, but not
critical threats. However, for a bit of extra flavor it might
be worth allowing such rolls to be critical threats, but
only when rolled against those possessing the relevant
drawbacks. A Blessed character rolling a 3 against a
Hexed or Touched target, for example. Such rolls would
still require a roll to confirm the critical hit. Of course,
if the Blessed character rolled a second 3, that would
automatically confirm the critical hit. Note that if us-
ing this rule, a character with the Touched drawback
is eligible for such a critical from a Blessed, Hexed, or
Witch-touched attacker, but would also be eligible to
achieve such a critical against a target with any of the
three relevant drawbacks.

Interested in seeing what else Fat Goblin Games puts
out that might help your Pathfinder Role Playing Game?
Check us out online at our website or your favorite retailer!

Website - www.fatgoblingames.com

RPGNow - The Open Gaming Store - Paizo.com



http://www.fatgoblingames.com
http://www.rpgnow.com
http://shop.d20pfsrd.com
http://paizo.com

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, im-
provement, 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, inci-
dents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representa-
tions; 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 accep-
tance 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 cre-
ation 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 Trade-
mark 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 ver-
sion 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 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors:
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and
Dave Arneson.

Sidebar #17: Fate and Fortune © 2016, Fat Goblin Games; Author: Roxanne Sand-
esara



W' ee HATH AL THE GOODE MEN GONE N ;‘i
A.uv uu QE AQT ALL THE &ons? _ ;‘ @
U QRE'S THE STREET-UISE N QQULES

To AIGHTETH THE CISING apps!

Tsu'T TH @E A VNITE KNIGHT UPON A A a7 sTeep!

LATE AT NIGHT T TOSS AND T TVRWETH AND 1

DREAMETH OF WHAT T NEED

T NEEDETH A HEQD,

It NOLDING OUT F @ A NERD 'TIL THE ENDETH OF
THE NIGHT

WE'S GOTTA BE STRONG

AND HE'S GOTTA BE FAST

AND HE'S GOTTA BE FRESH Feov THE FIGHTETH

LLEHS 1](18[1 anl

CLASSified [][Jtmm

What hero do you want to be?

New Base Classes, Archetypes, Prestige .
Classes, and Class Options for your
Pathfinder Roleplaying Game

FATGOBLINGAMES. (O™




