Fate and Glory 

Action:






Fate Points

Slay an enemy in single combat


2 x Challenge Rating

Outwit an enemy and take his gold


2

Fulfill an oath





2


Break an oath





minus 5

Complete a quest





3

Failure to complete a quest



minus 5

Save a comrade





2

Solve a riddle





2 x Challenge Rating

Refuse a Challenge




Minus 2 

Ignore an Insult





Minus 2

Disobey a Leader





Minus 2

Lawrock Success





2

Generous Gift





1

Steal from kin





minus 5

Kill kin






minus 10

Win a contest





1

Outlaws do not have fate and Glory points.  They must somehow regain status in their place of origin before they can benefit from the gods.

For every 10 fate points, a character can cash them in for 1 glory point.  Once the fate point is spent it is gone.  So a character with 11 fate points can cash it in for 1 glory point and will have 1 fate point left over.  A glory point buys one re-roll on the die, including forcing an opponent to re-roll.  There is no limit to the number of Glory points that can be spent per session except the number the character has available.





