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This is my own creation, though not entirely original. When a player is presented with a choice to act under notable circumstances, the 
player is informed as to how their act will be seen by society in general. It can be seen as positive, negative, or neutral. As such, the 
player may choose how they want to be seen by those members of society in general when dealing with them. Someone with more 
renown points will be received more favorably by royalty, but less favorably by the Thieves' Guild. Someone with more scoundrel points 
will earn the opposite reaction.

Points available can be the sum, average, maximum, or minimum of those gained from classes.

Use the drop-down list to determine how points are calculated for multi-class characters. The entries for the 
proficiencies take the format of PROFICIENCY NAME (ABILITY, DIE ROLL MODIFIER). Per the errata in Dragon 118 
(https://annarchive.com/files/Drmg118.pdf), proficiencies in the Dungeoneering Survival Guide have their +/- reversed.
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