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BECOMING AN EPIC 
FANTASY CHARACTER

Epic Heroes in fantasy start somewhere. They were 
born to a family, grew up in a place, and learned at 
least a few things before the day came when they 
either sought or were sought by their destiny. A Hero 
Will Rise: Epic Fantasy is meant to help you build that 
part of your own epic fantasy hero. You start with 
Where You Began, move through Family & Founda-
tions and Trade & Training, and finally determine 
your Challenges & Changes. This creates a kind 
of path through your character’s early life, and you 
should absolutely use this to craft a narrative you, 
your Game Master, and your fellow players can rely on 
for future storytelling.

Be sure to take each result and work with it to 
create narrative hooks you can build upon. The 
combination of results will often surprise you—in a 
good way! You’ll wind up with some ideas you may 
not have considered, giving you both mechanical 
advantages and a foundation for personal storytelling 
you wouldn’t gain from just assigning skill and attri-
bute points.

PART ONE: WHERE 
YOU BEGAN

To begin, select one of the following as the kind of 
geographical location in which your hero grew up and 
by which was influenced. You can also roll randomly 
if you wish. Once you’ve determined your place of 
origin, roll on the relevant table to determine what 
benefit you gained from that part of your background. 
You should certainly ignore any indicated types of 
locations that do not exist in the campaign you’re 
playing in.
d20 Where You Began
1-4 City

5-7 Coast/Island

8 Desert

9-12 Farmlands/Plains

13-14 Forest/Jungle

15-16 Mountains

17-20 Town/Village

Note that when you roll Town/Village, you get to 
choose whether your benefit comes from a roll on the 
City chart or the Farmlands/Plains chart. You grew 
up in one of the many smaller communities that dot 
the land, places that are not quite cities, but more than 
a few homes on a wide expanse. This means you may 
have had more urban or rural experiences, depending 
on other factors.

City
Your hero grew up in one of the larger metropolises 

of the world (population 5000+), surrounded by trade 
and culture, but also confronted by crime and poverty. 
Depending on your social status (or in spite of it), you 
may have known great luxury and encountered some 
of the movers and shakers of the world. Alternately, 
you might have learned how to survive in the darkest 
corners of the worst parts of the city.
d20 Background and Benefit
1-4 Street Savvy: You grew up feeling the pulse 

of the streets, knowing where to find things, 
who to talk to, and where not to go. You 
begin with a d6 in Streetwise.

5-6 Sharp Eyed: Navigating the streets of any 
city can be a dangerous proposition, where 
livelihood and life are both subject to quick 
hands and criminal intentions. You’ve learned 
how to pay close attention at all times, giving 
you a +2 to all Notice checks with sight.

7-8 Entertaining: You learned at an early age 
that making folks happy is a solid way to 
make a living (and keep out of trouble) in the 
big cities of the world. You begin with a d6 in 
Performance.
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9-10 Canny: You’re an expert in navigating the 
stalls and shops of a city’s merchants, inter-
acting with city officials and folks of influ-
ence, and you know how to talk to people to 
get what you want. This means you have a 
+1 to all Persuasion checks.

11-12 Light-Fingered: Cities provide extraordinary 
opportunities for survival and success via 
larceny, and you’ve taken advantage of this 
in your past. You begin with a d6 Thievery. 

13-14 Slick: Your urbanity and sophistication give 
you an edge in dealing with people all over. 
You have a +1 Charisma.

15-16 Tavern Crawler: You’ve spent countless 
hours in the pubs, taverns, and alehouses of 
the city of your origins. You start with a d4 in 
Fighting and a d4 in Gambling.

17-18 Rumor Monger: You learned to keep your 
ears open for good bits of information, and 
you know a bit about how to get that infor-
mation spread around. You have +1 to Notice 
checks based on hearing, and you start with 
a d4 in Persuasion.

19-20 Bureaucracy Navigator: Your time in the 
city gave you many opportunities to learn 
how things really work, as well as who the 
movers and the shakers of the world are. You 
know a bit about how to navigate the halls 
of power. You start with a d4 in Knowledge 
(Politics) and a +1 Charisma bonus when 
dealing with bureaucrats, government offi-
cials, and nobles.

Coast/Island
Whether on the coast of the mainland or an island 

across the sea, you spent much of your formative years 
very near the water. You likely understand things 
no one from a landlocked place could ever grasp. 
No matter where you go, you hear the waves in your 
dreams.
d20 Background and Benefit
1-3 Born to Water: You learned to swim at a 

young age, granting you a +2 to all Athletics 
checks related to swimming, diving, etc.. 
You can also last up to 15 minutes under-
water without drowning.

4-7 Fisherman: Your early life taught you to gain 
sustenance from the water, granting you a 
+2 to all Survival checks when anywhere 
near oceans, lakes, and rivers.

8-10 Sea Legs: You’re very comfortable on any 
water craft, granting you a +2 to all Athletics 
checks when aboard a boat or other vessel 
on water.

11-13 Peace of the Waves: Growing up as you 
did, it’s very hard to rattle you. You gain a 
+1 on rolls to resist Intimidation and Taunt.

14-17 Sailor: You know how to pilot and manage 
just about any water craft. You begin with a 
d6 Boating.

18-20 Stormcrow: You possess a knack for 
knowing what the weather will bring. You 
gain a +2 to all Notice checks to sense what 
kind of weather is coming in the next six-to-
twelve hours.

Desert
Growing up in the hostile environs of the world’s 

deserts gives one a different perspective on priorities 
and survival. You know how ruthless certain people 
can be when faced with death consistently, but you 
also understand the vital importance of hospitality 
and working together to live.
d20 Background and Benefit
1-3 Born to the Sands: Traversing the shifting 

ground underneath is as natural to you as 
breathing. You never suffer Difficult Ground 
penalties in desert conditions, and you gain +1 
Pace in the desert.

4-7 Child of the Sun: Extreme heat and dehydration 
are of reduced consequence to one who lived 
their childhood days facing both constantly. You 
gain +4 to resist environmental heat effects and 
to Vigor checks involving thirst. This bonus does 
not apply to heat damage.

8-11 Desert Forager: Life in the wastes taught you 
a fair bit about finding food, water, and shelter 
where others only find a slow death. You begin 
with a d4 in Survival and gain a +1 with it when-
ever in desert conditions.

12-14 Horizon Sense: Desert dwellers tend to develop 
a keen awareness of potential contacts (and 
threats) coming from far away. You gain a +2 to 
vision-based Notice checks when checking far 
distances (such as dust stirred up by pursuers 
well behind you), and a +2 to Survival checks to 
identify what you might detect.

15-18 Desert Etiquette: Where others see barren 
wastes and uncivilized barbarians, you know 
there to be a rich and storied culture that has 
rules and expectations. You gain a +2 Charisma 
in dealing with anyone native to desert regions 
(even when you meet them outside of those 
climes). 

19-20 Wearer of the Sand Veil: Many threats are 
best avoided by evasion and concealment, and 
you know best how to accomplish this in desert 
regions. You gain a +2 Stealth in desert condi-
tions, and you provide a +1 to all companions 
within Smarts range of you.
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Farmlands/Plains
Your early days were spent on a farm, ranch, or 

roaming the open plains where shepherds and herders 
manage their livestock. While such a life might seem 
dull or tranquil to those from other lands, you know 
the threats and the treasures that lay hidden in the tall 
grasses and the rows of produce. You likely under-
stand hard work better than any of your companions, 
as well.
d20 Background and Benefit
1-4 Live Off the Land: Your time in the fields 

and plains gave you a solid sense of where 
to find food and water, and how to live off the 
land. You begin with a d4 in Survival and you 
gain a +1 whenever in farmland or plains 
environs.

5-6 Country Folk: You know how to talk to those 
who grow the crops and raise the cattle. 
Whenever dealing with farmers, ranchers, 
and folks who work the fields and plains, you 
gain a +2 Charisma.

7-8 Shepherd’s Ears: Late at night while 
watching the herd, it’s vital to pick up even 
the faintest of sounds if you want to avoid 
being a wolf’s dinner. You gain +2 to Notice 
checks based on hearing.

9-11 Splints & Remedies: You were taught how 
to handle breaks and illnesses with what’s on 
hand. You begin with a d6 in Healing.

12-14 Ranch Hand: With plenty of time around 
them, you’ve gained an understanding for 
how to handle farm animals and related crit-
ters. You gain a +2 on any roll dealing with 
domesticated animals (cows, horses, dogs, 
sheep, etc..).

15-17 Horizon Sense: Plains dwellers tend to 
develop a keen awareness of potential 
contacts (and threats) coming from far away. 
You gain a +2 to vision-based Notice checks 
when checking far distances (such as dust 
stirred up by pursuers well behind you), and 
a +2 to Survival checks to identify what you 
might detect.

18-20 Plains Strider: You spent a lot of time 
running from one place to another across 
great distances, giving you a greater stride. 
You start with a +2 Pace and your Running 
die is increased by a die type.

Forest/Jungle
The hidden trails, the deep shadows, and the 

constant sounds of life filled your beginning days. You 
are very comfortable whenever there’s a canopy of 
leaves overhead, and what others might view as fore-
boding—tangled vines, strange creatures, and hidden 
spaces—you look at with nostalgia.
d20 Background and Benefit
1-4 Trail Reader: You have a natural flair for 

reading all the signs left for you as others 
pass through a tree-covered region. You 
gain +2 to Tracking when in forest or jungle 
settings.

5-7 Berries and Roots: You know just what 
to look for when your hungry or injured. In 
forest and jungle regions, you gain a +1 to 
all Healing and Survival checks.

8-10 Forest Runner: The hidden roots, tangled 
underbrush, and low-hanging limbs that 
impede others help you move even faster. 
You never suffer Difficult Ground penalties in 
forest or jungle conditions, and you gain +1 
Pace in these regions.

11-13 Cloak of the Underbrush: The natural 
camouflage of wilderness is yours to hide 
in, and you know just where to step to keep 
your passage quiet. In forested and jungle 
spaces, you gain a +2 to all Stealth checks, 
and you grant a +1 to all companions within 
Smarts range of you.

14-16 Cover of the Trees: When in forest and 
jungle settings, you know how to keep 
trees, limbs, and other parts of the envi-
ronment between you and an attacker. 
Attacks against you are made at –1 in these 
settings.

17-20 Tree Climber: Scrambling up a sturdy tree 
to hide, escape danger, or simply enjoy the 
warmth of the sun on your face is some-
thing you learned early in life. You gain a 
+2 on all Athletic checks to climb, and you 
move your Athletics die in inches when 
climbing trees.
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