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THE DESTNY SYSTEM: CHARACTER CREATION
CHAPTER ONE:

CHARACTER CREATION

Before you can begin play, you will need a character.
There are a few simple steps to creating your own
character in the Destiny system.

Your Director may have guidelines for you to follow
during character creation, such as specific Roles to
choose from. Check with him before making your
character.

CHaracter Credtion:
CHaracter MaiN Scores

To have a character that is ready to play in the Destiny
System, you need to have the following Main Scores
ready. All of these scores together create a rough
sketch for any character - a basic idea of what he is.

This is, of course, the character's name. A good name
is important to any character, and should fit the mood of

the Setting that the Director wishes to use for his
adventures.

Summary
The Summary is a two-word description that should not
have the characters race or occupation listed. Instead,
it should describe the personality and the purpose that
the character plays in the Setting he will be part of.
"Hard-headed Hero or "Lovable Helper" would both be
great examples. Listed here are some possible
examples. Be creative!

Personality: Dark, Jaded, Stubborn, Heroic, Quiet,
Funny, Smart-Alec, Bewildered, Aloof, Whimsical

Purpose: Hero, Teammate, Sidekick, Leader, Thinker,
Fighter, Information-Gatherer, Healer

Try mixing these up and throwing in a Dramatic Part
(see Roles)., and you will see a character forming!
Examples might include:

Quiet Leader (Mentor)
Smart-Alec Teammate (Comic Relief)
Jaded Thinker (Bouncing Board)
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Motive

Each hero should have a reason he does what he does.
In The Destiny System, this reason is defined as the
character’s Motive. Motives often affect the Actor’s
choice when choosing a Personality, but not always.
When picking from the list, you should think carefully
about the Motive of the characters played by the other
Actors. Can the individuals work together? If the
Director feels that the characters have conflicting
Motives, then the Actors must choose again. For
example, a person who has no problem with killing
criminals might have a hard time traveling with a
character who has The Good Fight as his Motive.
However, the Director, if he feels up to it, can still allow
any Motive. The decision should be based on the
Director’s vision of the type of game he wants.

Choose one of the following reasons from the chart
that drives your character as his Motive.

The Director should feel free to allow other Motives as
well, as these are simply the most common seen in
heroes of comics, film and books. Villains, "normal”
people, animals and the like will also have their own
Motives that differ from those listed here.

“Good Guy” Motives

The Good Fight

Characters with this Motive strive to do what is right
because they want to, or they feel that it is their
responsibility to protect others, not because they have
to. A large majority of the most famous heroes in books
and movies have this Motive.

Joy Ride

Characters with this Motive do what they do because
they get a thrill from it. These heroes do what is right,
but make sure to have fun while doing it.

Eye for an Eye

These characters can be dark heroes indeed, wanting
revenge for some wrong that is real or perceived
against them. They are often seen by other heroes as
criminals, or even villains.

Reluctant Hero

These characters are usually only concerned about
themselves, but manage to get involved in situations
where they must decide to take sides. In the end, they
always choose to do what is right. Some of the most
interesting characters are Reluctant Heroes.

Programmed

Characters with this Motive are heroes because they
have no choice, and sometimes their programming
makes it so that they don’t want one anyway. The
classic example is a robot, programmed to protect
humans or enforce the law. A stranger example might
be a criminal in a magical world, who has a spell cast
upon him that makes him act in the manner of a hero,
or he will begin to age and die very quickly (once he
decides to help out the innocent people in need, he
returns to normal). The hero never seems to change his
programming.

Destiny

All player-characters begin with a Destiny of 4. Destiny
is a measure of the character’s importance to the story -
how much “weight” he has over the plot. Characters
with a high Destiny tend to live longer than characters
who have low ones, although much of this depends on
how much combat they enter!

Having a high Destiny score doesn't mean that the
character is a good fighter, however (but he might be).
Destiny measures the character's ability to survive by
skill, wits, luck, help, training, divine help, or any other
factor, or a combination of those factors.

Characters have the opportunity to raise their Destiny
as they role-play their characters well and participate in
the game.

Normally, the Destiny score represents how many dice
a character gets to roll during combat, although this can
change due to many factors.
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Attributes

Attributes are aspects of a character that are natural (to
a human), but not learned, such as skills. Typical
Attributes include:

. Mind: A measure of a character’'s memory and
intelligence

. Muscle: A measure of a character’s strength

. Move: A measure of how fast a character is

. Mana: The power level of the raw mystical nature
of the character

. Perception: A measure of a character’s senses -
for the most part, how well he sees and hears

. Willpower: A measure of the resistance a
character has to mind-reading, mental spells, and
going insane

The list of possible Attributes is many, and some may
be more important to some Settings as others. A
character starts with no set Attributes in the Destiny
system, and may begin play with none at all. Still, if the
Actor likes, he may list a few Attributes and give each of
them a score.

While the actual description of the Attribute has no
combat value in the Destiny system, it's nice to know
the value of such Attributes to describe what is
happening. A character with Poor human strength will
have little chance to Defeat a character with Good
strength and endurance without resorting to weapons,
trickery, or just plain luck, for example.

Each Attribute in the Destiny System is given a rating
of Poor, Average, or Good. Superhuman Attributes
would require the character to have Forces of some
kind. Some common Attributes and their ratings are
given on the following chart.

Mind:

Poor: Slow Learner
Average: Fast Learner
Good: Lightning Fast Learner

Muscle:

Poor: Weak
Average: can life 200 Ibs.
Good: can lift 300 - 500 Ibs.

Move:

Poor: Slow
Average: Can run at normal human speeds
Good: Track runner

Mana:

Poor: Poor defenses to magic
Average: Normal defenses to magic
Good: High resistance to magic

Perception:

Poor: Can’t see his hand in front of his face
Average: Normal human perception
Good: Superior senses

Willpower:

Poor: Weak-Minded
Average: Normal human willpower
Good: Strong willpower

Hourglass Points

Each character begins play with an Hourglass on his
character sheet. In the top area of the Hourglass a
character should give himself 40 points. This represents
the “Sand” in his hourglass - the amount of time he has
left before his Defeat and possible death. As the
character runs out of Sand, he loses points from the top
of the Hourglass and adds them to the bottom as
“Fallen Sand®. Characters can earn more Hourglass
Points (“sand” to go into the top of their hourglass) as
awarded by the Director for good role-playing.

Specialt

A character's Specialty is something he does better
than he does anything else. This can be anything the
player wants, with the Director's approval. Very broad
Specialties should be avoided - for example, Fighting
should be something more specific, like Fist Fighting or
Sword Fighting.

When a character uses his Specialty, he rolls twice
(when he rolls) and keeps the better result. This
applies to Skill Checks as well, as described under
Skills.

Race, Age, Occupation, Wealth

These are up to the player with the Director's approval.
For more about how the Actors and Director may guide
character creation, see the following sections on Roles
and Outlines.

That’s It!

Character Creation in the Destiny System is quick and
easy. Once you have completed these steps, your
character is ready to play.
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CHARACTER CREATION PART

TWO: CHARACTER ROLES

What is a Role?

The Role of a character is the function the character
serves in the Director’s story. “Function” would mean
the type of occupation the character has, his race, and
the dramatic part of the story the character will fill. Each
Actor will commonly serve a particular Role in a game,
but sometimes more than one character will have the
same Role.

The Director can make Roles as detailed (or vague)
as he thinks his adventures require. For example, he
might require Actors to pick from a few Occupations,
but leave the Race and Dramatic Part up to the Actors
playing them. On the other hand, the Director could
create Roles as detailed as he likes - even creating
Roles with Destiny, Motives and Specialties all
determined before the game begins. In some cases the
Actor makes no decisions at all - the entire character
(including the name) is a Role!

Designing the Roles: Occupations

The first thing a Director decides is the Occupation of
the Role. These are the basic types of characters that
he wants in his game. For example, if a Director is
making up a science fiction adventure series, he might
decide to let the Actors pick from the following:

Space Pilot

A space pilot knows how to fly most space craft. He
can use starship weapons and commonly knows how to
do light repairs to his ship.
Engineer

An engineer knows how to fix all kinds of mechanical
problems. He is an expert at building and modifying
new devices.
Scientist

A scientist is an expert at a particular field of study,

such as alien species or space phenomena.

The Roles aren’t very defined, but give Actors a basic
jumping point to begin to develop their characters.
Actors are free to make up the race and dramatic part
they will play in the story. This is enough for most
Directors who prefer a “loose” game.




Designing the Roles: Race
The Race of a character is part of the Role that he
plays. Sometimes the Director may want to make notes
about the races he prefers Actors to play in his
adventures. He can then let them choose their race
along with their occupation.

We will continue our science fiction example with the
Director deciding to allow three races in his adventures:

Again, we have a basic outline of each race, which
should be enough for most Directors. The Director
could make the Race as detailed as he likes, of course,
with a rich description of it’s history, religion, politics,
and the like.

If the Director likes, he can allow the Actors to choose
their Race, or use the Set Roles system (see Set
Roles), requiring certain Races with a given Role.

Leaving the race’s details vague could allow for the
Actors to make up Facets about their characters based
on their race, actually making the race more detailed as
the game goes on (of course such Facets would have
to approved by the Director). For example, an Actor
playing a Yeran could have his character say something
like, “What, you didn’t know that Yerans have more
than one mate? | have four wives myself. Not a lot, but |
don’t get home very much, you know.” The Actor has
added Facets to his character, and the race has also
developed as a result. If the Actor adds a Facet to a
race and the Director approves, the Actor gains a
Setting Development award (see New Awards).

Humans

Humans are from Earth. They are the “norm”
throughout the universe. Other races tend to think that
humans are arrogant.

Yerans

Yerans are an alien race, similar in appearance to
wolves, although they have some body features as
humans do. Although they look tougher than a human
due to their average 7' height, they have no special
defenses that would make them superhuman.

Yerans are very much like humans in attitude, and are
able to speak the common languages of the galaxy.
Most Yerans believe what they can see and feel, and
think religion is rather silly.

Caradonians

Caradonians are a white-skinned, slender race, similar
to humans but much taller. They have no hair and huge
black eyes. Caradonians move slowly and smoothly.
They are known for their wisdom and works of art.

Caradonians are a very religious people, worshiping
the god they call “The Artist” who sculpted the universe
and it's path through time.

Strangely enough, Yerans and Caradonians
commonly get along rather well, mostly because the
enlightened Caradonians are a very patient race and do
not anger easily, even when their religion and other
basic beliefs are challenged or even taunted. The
Cardonians also make it a point to never force their
beliefs on others, not that a Yeran would listen,

anyway...
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Designing the Roles: Dramatic Part

Most Directors are satisfied by assigning an
Occupation and a Race to each character for their Role
in the game, allowing the Personality and Purpose of
each character to reflect on how they will play their part.
However, the Director sometimes may wish for the Role
of the character to include the Dramatic Part they will
play.

A Dramatic Part is the nature of the character itself as
a function of the character in the story - not his
occupation or part in the Setting, but what he does for
the story itself. A few examples include:

Moral Conflict

This type of Dramatic Part is applied to a character
who will face a moral conflict of some type in the story.
Often he will have to make a great decision of some
kind. For example, a character may have to choose
between fighting against his own brother or not taking
sides in a war he feels strongly about. Such characters
are usually the focus of the story and have a high
Destiny score. Ideal Motives include The Good Fight
and Reluctant Hero.

The Mentor

The Mentor is the Dramatic Part played by a character
who is commonly old, but has a great deal of wisdom
and can teach the hero many things. Often this type of
character is mysterious and only shows up from time to
time. Almost always The Mentor has The Good Fight as
his Motive.

Comic Relief

This type of character is the comedian of the group,
sometimes just because he is a “funny guy” and other
times because his actions are comical. He is not often
the focus of the adventure, but serves to take some of
the seriousness from the dire situations the characters
might face. Although this type of Dramatic part may
seem silly, it is often one of the most difficult to play.
Joy Ride and Programmed are good Motives for this
type of character.

Bouncing Board

This type of character questions what the “main hero”
of the story does. He never says what the hero does is
wrong, but he does make the other heroes think about
their actions. For example, a powerful hero may decide
to go rescue the princess being held by the evil dragon,
even though the heroes only have a limited amount of
time to stop a curse that has befallen the kingdom. A
Bouncing Board character might ask “We have the spell
to stop the curse of Kalaine but only three days to get it
to the capitol. But it will take all of us to defeat the
dragon. Does her life weigh as much as the entire
kingdom?” These are often Reluctant Heroes.

Designing the Roles: Set Roles

Many times, the Director will allow the Actors a very
“loose” Role, possibly even letting something as simple
as “alien space pilot” or “elf archer” to suffice.
However, the Director may create adventures that
require a specific character. In such cases, the Director
can create Roles that include other character attributes
- including Motive, Personality, Specialty, Destiny,
Hourglass Sand, Powers, and more. He might even
have the name of the character and a small background
designed! In such cases the Director allows the Actors
to pick from the Roles he has designed.

Note that many Actors like to make up their own
characters and this method should only be used if the
Director’s Actors are comfortable with it.

In this example, we have a Role that the Director has
designed for an adventure that he has planned using
the science fiction example given under Occupations
and races.

The possibilities for Dramatic Parts are many. The
Director should decide what types of Dramatic parts he
needs in his adventures. Dramatic Parts should, at least
in part, determine the Motivation of the character, as
well as how his is role-played. However, this is not
always the case. A Mentor to a thief, for example, might
have the Joy Ride Motive.

The Dramatic Part of the character may change from
adventure to adventure, especially in a Series - which is
why the Director may want to not include it as part of a
Role. For example, a character who is the Comic Relief
in one adventure may be the focus of a Moral Conflict in
the next.

“Garbuckle” (Real Name: Ha’Par Keel)
Description: This character serves as the best friend of
the main character of the story (The Hero). He is a
comical character, but is very good at what he does.
Motive: Reluctant Hero
Personality: Up to the Actor (something funny)
Specialty: Starship repair
Destiny: 3
Role: Yeran Engineer

Occupation: Engineer

Race: Yeran

Dramatic Part: Good Friend to the Hero

Professional Skills: Star Ship Engineering

In this case, the Actor can decide what type of comical
personality the character has. The character might drink
too much, or he might constantly curse the ship he
works on (although no one else is allowed to). He could
be cowardly, or a bit too aggressive!

As apparent in this example, Roles can still be very
flexible even if the Actor is only left with very few
choices at character creation. There is still limitless
possibilities for this character to expand in detail.
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SKILLS

Skills in the Destiny System are used to judge what a
character can and cannot do. A character who
possesses the Computers skill can operate computers,
for example, and one who does not possess the skill
can not.

Unlike most normal role-playing games, characters do
not begin play with any scores in their skills in the
Destiny System. Instead, they decide if they have a skill
in question when the need for the skill comes up during
game play. For example, a player only decides if his
character knows the Pilot skill when the Director’s
adventure has the character comes across the situation
where it is necessary for the character to pilot
something.

Skills are rated from 1-5, which determines how many
dice a character can roll when attempting an action
related to a skill. Players roll these dice and try to equal
or exceed a Skill Check Target, which is the number the
Director decides is needed to succeed at the task at
hand. The following chart shows the common difficulties
of skill checks:

SKILL CHECK TARGET NUMBERS

Easy 4
Average 8
Hard 12
Very Hard 16
Extreme 20
Impossible 24

If two characters oppose each other in a test of skills,
such as in a card game, each player rolls the number of
dice and the highest result wins.

A player can always spend Sand to increase his
chances of passing a skill check. Each point of Sand
adds 4 points to the roll.

Instinct Skills and Trained Skills

Skills are separated into two types: Instinct and
Trained. Instinct Skills are those skills that anyone can
try, even without training time, such as climbing or
swimming. Trained Skills are skills that are taught, such
as driving, piloting, computers, etc.

When players decide that their character does not
know a Trained Skill, the character cannot attempt to
use the skill. If he doesn’t know computers, he can’t
attempt to open the programs he has recovered from
the bad guys - he will have to get help.

Instinct skills can be learned by anyone, even without
training. If a player has decided that his character does
not know an Instinct Skill, he can still roll 1 dice and
subtract 2 from the result to make a skill check.

There is no list of skills in the Destiny system - the list
of possible skills is endless. The Director decides which
skills are Instinct Skills and Trained Skills as the skills
are needed by the characters in the game. For
reference purposes, the Director should keep a list of
the skills that have appeared in game play and assign
them as Instinct or Trained.

Combat Skills

Combat skills are given a rating of 1-5, and may or
may not be Instinct Skills or Trained Skills. For
example, Swords is an Instinct Skill, where Starship
Weapons would be a Trained Skill.

The big difference in Combat Skills and “normal” skills
is that the players do not use Combat Skills in combat.
They are only a device to tell how good the characters
are at combat - but the actual ability to survive is based
on Destiny Rolls. In fact, any time there is a Danger to
the character (see Dangers), the Director should use
Destiny rolls and not skill rolls.

Optional Rule - Combat Skills and Destiny Rolls

If the Director decides he likes skills to reflect in
combat, he may allow combat rolls to equal Destiny +
Combat Skill in dice. For example, a character with a

Destiny of 6 and Swords of 4 would roll 10 dice when in
combat. This reflects reality much better, but does add
up to a lot of dice. It is not the "movie” type of rule that
allows heroes to live through nearly impossible odds, so

it is not an official Destiny System rule.

Other Skill Rules

Players can choose to give themselves skills as they
need them during the game. Each skill should have a
rating (1-5, as mentioned above), given to it to describe
how good the character is at the skill. Although this
rating will have no effect in combat, it helps the Director
and the Actors describe what is happening during
combat and allows the Director to guide the story when
the characters are not in danger.

1: Poor: Very Low skill level

2: Average: Student

3: Good: Graduate

4: Superhuman: Master

5: Astounding: One in a Million

The Director can choose to allow only certain
characters the option to know specific skills (and the
other character to not know them - with no Sand
gained) depending on the description of the characters.
For example, the Director might announce that Tracking
is only available to the Woodsman in the party, and the
other characters do not know the skill. This option
should be used by the Director for highly specialized
skills - tracking, computer design, robot engineering,
etc., and only in the Settings where such skills would be
rare. In a space setting, for example, many characters
might know the skill of Warp Chamber Dynamics. In a
modern world, only one character in the world may
have a full grasp on the skilll The Director must decide
what is a common and rare skill and which characters
can choose to have them.

Sand Points from Skill Choices

Why would a player not decide to be a master at each
skill in the game? Whenever a player decides to know a
skill or not (called a Skill Choice), he is awarded with
Sand points equal to a roll of 2 dice, minus 1 for each
level of the skill. For example, if a character gains a skill
at level 2, he receives 2 dice (-2 points) of Sand at the
end of the Scene. A character who does not know a
skill has the skill at a level of “0”, but receives 2 full dice
of Sand Points.
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Optional Rule: Profession Rolls

The Director can use Professions, where characters
with many similar occupational skills acquire a single
skill based on that profession. For example, a character
with a broad knowledge of computers may have a skill
simply called Computers (Profession): Good (3 dice).
This would give the character the ability to operate,
program, repair and hack computers without listing all
of those skills.

The Director can use this optional rule to make up
non-player characters who already have a basic list of
skills ready without putting much work into these areas.
Actors can use them to make up characters with many
skills, without having to make long lists of talents.

The drawback to choosing Professions is that the
player receives a one-time award of 10 dice of Sand at
character creation, no matter at what level the player
decides to have his Professions, and no matter how
many he chooses to have. The positive side is that the
character receives 2 dice of Sand whenever using the
Profession as a Repeat Award (using any skill that
relates to the Profession, or choosing not to have a skill
that he should have under his Profession).

Professions should be chosen at the time of character
creation, but can be added during play, just like skills. If
an Actor adds a Profession during play, the Sand award
is only 5 dice, instead of the normal 10 dice. Again, this
is a one-time award, and the Actor would not receive an
additional 5 dice if he chooses another Profession later
during play, but can receive a Facet award of 2 dice at
the Director's option.

Professions are used if the Director is using the
optional rules that allow characters to be "complete" at
the time of character creation.

The following is a list of Professional skills and the
types of skills they cover, but is by no means complete.

Combat (Exotic Weapons)

Exotic weapons include most weapons that are
difficult to learn, such as chains, whips, garrotes, etc.

Combat (Guns)

This is the knowledge of how to use almost any kind of
gun, including machine guns, rifles and shotguns as
well as pistols.

Combat (Melee Weapons)

This is the knowledge of the use of normal melee
weapons, such as swords, staves, clubs and the like.

Computers

The character can operate, program and hack
computers.

Diplomat

The character would have knowledge of law, etiquette,
and how to work the red tape of government.

Gambler

The character knows how to calculate odds, play most
games of chance, and how to cheat and/or spot
cheaters.

Historian

The character knows all about archeology, the Greek
empire, the hundred years war, etc (or the history of the
galaxy and it's worlds, in a sci-fi campaign), for
example.

Medicine

The character knows how to treat wounds, cure
poisons (if possible), and even perform surgery as
appropriate to the game setting.

Rouge

The character knows a number of shady skills,
including pick pocketing, stealth, streetwise skills,
gambling, etc.

Sciences

The character knows all about genetics, space
sciences, physics, etc.

Wizard

The character is knowledgeable in magic, including
the workings of potions, dragons, spells, etc.

Woodsman

The character has a broad knowledge of hunting,
wilderness survival, and animal skills.

Vehicles

The character can fly or pilot everything from a bicycle
to a jet fighter. He would (in fiction) know how to repair
his vehicle no matter what kind of damage it had taken.
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CHARACTER CREATION PART
TAREE: CHARACTER OUTLINES

Some experienced gamers can create and “wing”
characters who have very little detail, as per the
character creation rules presented in the Destiny
System rule book. However, some players (new and
experienced) might have a problem with this. The
normal Destiny System character generation system,
although perfect for some types of games, might
interfere with Directors making up adventures if they
give the players a “loose” character creation process.
How do you design an adventure that needs an archer
if none of your characters have presented themselves
as archers yet? How do you create a space campaign
where the characters are space pilots if you don’t even
know for sure if the characters have the space fighter
piloting skill?

The first solution, of course, is to “brief’ the Actors on
what their characters should be like as they are played.
In the example above, the Director could just tell the
Actors that their characters are space fighter pilots, all
fighting for the Earth in the future against the alien
invaders called the Kreen.

Another solution to this problem, if the Director wishes
to have both detailed character creation and keep to the
Destiny System style of play, is to allow the players to
create Character Outlines. These Outlines are rough
drafts of the characters, containing some basic notes
that you might see in other role-play games, such as
occupation, race (if other than human), and important
skills (or Professions - see Other Rules). Of course
some basic Powers could be listed also. The player
should feel free to include whatever information he
wants on the Character Outline. The disadvantage is
that Character Outlines take up much more time during
character creation. If that's not a problem with the
Actors or Director, you should use them.

However, the Outline should not be included anywhere
on the character sheet, as the player has not yet
brought any of these aspects into play. The outline can
be used as a kind of “checklist” during actual game
play, reminding the player what he has brought to the
game table and what he hasn’t where his character is
concerned. The Outline can be changed or added to at
anytime, so long as it doesn't conflict with established
facts already brought into play (if we've already seen
that the character knows how to perform brain surgery,
you shouldn‘t add to the Outline that he doesn‘t know
anything about the medical field, for example). Slowly,
as the game is played, you should see the Outline
disappear, with all it's details being transferred to the
character sheet as Facets. The Director has the job of
bringing about situations in the game that will let the
characters have the opportunity to bring out these
Facets. To keep easy track, you could write the
character outline in pencil on the actual character
sheet, then ink in the areas once they come into play
and the player has earned Sand awards for them, or
even use the character sheet from another game!

Note that Outlines can be combined with very detailed
Roles.

An Example of a Character Outline

Wilson is about to run a game involving a science
fiction setting. However, he is running a very “loose”
game, where most of the details about the characters
are up to the players. He decides that he would like a
Character Outline of each character.

Clint decides that he would like to make up an ace
pilot - a lizard-like alien that’s got a great reputation as
a pilot, but is wanted by the authorities for smuggling
goods into held territories. He decides to outline his
character like this:

Marman Resper
Occupation: Starship Pilot
Race: Rafarian (lizard like)
Skills:

Pilot (starship) - master

Starship repair - good

Laser pistol - expert
Unknown Skills

Gambling (although Marman thinks he’s a great gambler)

Diplomacy and Politics
Background:

Marman is a great pilot who is about 30 years old. He has a great
reputation as a pilot for the underground, but is wanted by the
authorities for smuggling goods. Marman says what he feels, which
causes trouble than it solves.

Equipment:

Laser Pistol

Starship

As stated, none of this information is “official”, nor is it
listed on the character sheet. Instead, it is used as a
guideline for both the Actor and the Director.

During the first game, the Director creates the need for
a pilot in the adventure (which helps get Clint’s
character into the game). They find Marman. Clint
announces:

“You see a lizard-like creature about 5 feet tall,
obviously a Rafarian. You don’t recognize him. He
looks at you, his vertical eye-slits narrowing. ‘I'm you
pilot,’, he says. ‘Marman Resper is the name. Got my
own ship and I’'m ready to go if you are.” He wears a
protective vest and carries a laser pistol - it looks like he
might be expecting trouble.”

Already we have established a lot about the character
and can add a few bits of the Outline as Facets (those
lines marked in red above). Marman would also have a
Claimed Skill of Starship Pilot. At this rate, all the
information on the Outline will quickly be transferred to
the character sheet, and the character will have earned
quite a few Hourglass Points for doing so, since he
added the information during the game.

Character Outlines and other Actors

Sharing information about your character’s Outline
with other Actors is highly recommended. While many
Actors may want to keep their characters details a
“surprise”, sharing your basic ideas for the character
can allow other Actors to “know” yours, making it easier
for them to create Co-Facets and Planned
Conversations, and to interact with your character in
general. If the Actors get together as a group while
designing their Outlines, they can make a group of
characters who are skilled as a team, each having
strong points and weak ones as well.
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WEAPONS AND EQUIPMENT

Characters commonly carry all kinds of weapons and/or equipment in
action stories. In the Destiny System, this equipment has a rating, just
as any other Force. A gun might have a Superhuman rating, for
example, and a suit of Plate Mail armor would have a Good defensive
rating.

Offensive:

Poor: Small animal claws

Average: Baseball bat, Staff

Good: Sword, Battle axe, arrow, spear

Superhuman: Magical sword, pistol

Astounding: Machine gun, shotgun, laser weapon, Grenade
Godlike: Missiles

Defensive:

Poor: Thick skin, leather armor

Average: Chain mail

Good: Plate mail

Superhuman: Magic armor, Kevlar armor
Astounding: Futuristic armor, tank plating
Godlike: super high-tech armor

These scores are used to guide the story and decide what is
happening - equipment and armor do not increase or decrease the
amount of Sand gained or lost by characters (although they can protect
a character from Dangers).

For example, we know that a character with a staff (Average attack)
cannot directly wound a knight wearing plate mail armor (Good
defense) - but the character could still attack him, and even Defeat
him. Using the staff to sweep his legs out from underneath him, the
attacker knocks the knight to the ground. He then quickly knocks the
helmet off his foe and holds the staff to his opponent’s face, forcing
him to surrender (or knocking him unconscious). The battle is over -
even with a weapon that was “inferior” to the opponent’s defenses. The
weapons and equipment involved did not change the dice rolls, but did
guide the story, helping to explain what was happening.

In another example, a character wearing a fire-proof suit (defensive
rating of Superhuman vs. fire) can walk through a normal fire-related
Danger with no chance of Sand loss - but still may lose Sand from fire-
based attacks from other characters. Only if the character is Defeated
must there be some special explanation of why. The character might
just laugh and shrug the flames aside, until he runs out of Sand. That's
when one of the flames hit a nearby gas main, causing it to explode
and Defeating the flame-proof character (who is knocked unconscious
by the force of the explosion).

Explosives

Sometimes the Actors (and often the antagonists) will use explosives
or other weapons that cover a large area, affecting more than one
character. In such a case, the character uses the Attacking Multiple
Opponents rule in the combat section. A non-player character with a
Destiny of 6 could throw a grenade and attack two characters with a 3-
dice attack, or he could attack 1 character with a 6-dice attack. A
character with a Destiny of 7 could throw the same grenade and attack
3 characters with a 2-dice attack and one character with a 1-dice
attack, or any combination of his 7 Destiny.

Lasting Effects

Some weapons have lasting effects in the real world, such as flame
throwers, which leave the victim on fire. However, in the Destiny
system, if the attack does not cause the target to run out of Sand
Points, the attack does not continue to harm the victim. This is
because Sand loss is not necessarily "life point" loss. The victim might
have dodged the attack completely if he has Sand Points left.
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\elicLes

Vehicles help characters get from place to place and can aid them in
battle. Vehicle combat is handled the same way as character combat
with weapons - Destiny rolls of the pilots being compared to each
other. A character who runs out of Sand is Defeated. Escape rolls
apply when in vehicles just as when characters are in normal combat.

Actors can claim that their vehicles are Wounded during combat - the
character gains the Sand just as if he had been wounded himself.
When this happens roll 1d6 - if the roll is a 4-6 the character also takes
a Wound! The Actor can also make up all kinds of Into the Frying Pan
awards when his vehicle is hit - the shields have gone out, the lasers
stopped working, etc. If the roll was a 6, the Director makes up an Into
the Frying Pan award for the character with no bonus Sand earned!

Every vehicle should have an Offensive, Defensive, and Top Speed
description. As with other types of combat, these scores are only to
help describe what is going on, and do not affect Destiny rolls.

Other details about vehicles can be made up much in the same way
as characters are detailed as they are played. The Director must
approve these new abilities for the vehicle, but the Actor only receives
1 Sand Point for each new approved ability.

Multiple Characters in a Vehicle

If multiple characters are in a vehicle, the pilot (or captain, if the
vehicle is very large) always uses his Destiny when the vehicle is
defending. If the vehicle has a co-pilot seat, the characters can use
Teamwork on attacks and defenses. This applies to large ships as well,
where gunners could all attack a single ship (ships with many weapons
should only be allowed to have 1/4 of the gunner characters use
Teamwork, or even attack, at a given time, as all of the weapons are
not normally on one side of a ship).

If the pilot is Defeated, the Director is allowed to make any outcome
he likes - the fighter explodes, most of the battle cruiser's crew dies, or
the van wrecks. If there were Actor-played characters who were in the
ship, they each take 1/2 of their Sand in loss, and must make a
defense roll against a Danger Score of 10. Defeat is as Massive Ship
Battle (see right).

Another Actor may roll his Destiny for the pilot - but must use the
pilot's Destiny score, or his own, whichever is lower. This may cause
another character besides the pilot to lose Sand during Dangers they
may face.

If non-pilot (or captain) characters are visible, they may be attacked
individually. Gunner turrets, passengers on the back of a motorcycle or
visible through windows, or men on a sailing ship are all examples.

When a captain of a very large ship takes a loss of Sand, the Director
can create any negative occurrence he likes, such as crewman
casualties, engines being useless, the shields going down, etc.

Attacking a Vehicle

If characters purposely attack a vehicle itself for a result (trying to
attack the shield generators, blow out a tire, or burn the sails, for
example), the Director must decide what the characters need to roll
(usually Destiny vs. Destiny) and the outcome if the attack is
successful. Examples include: the characters escape after burning the
enemy's sails, the opponent's engines are destroyed and he cannot
move, the vehicle crashes (see Traffic Chases and Crashes), or the
opponent cannot fire his weapons and now must try to get away.

Outgunned Vehicles

If a much smaller ship finds itself in combat (and usually running away
from) a much larger ship without help, the smaller ships will not pose a
risk to the larger ship, but instead be facing a Danger. The Director
may set up a condition in which the opposing gigantic ship may be
defeated, usually by