
Thrym’s Boon

Re-roll damage for powers or 
special abilities with cold, 

coldfire,  or ice  trapping. Can be 
used to re-roll damage on an 

attack made against you



Sigel’s Boon

Ignore all penalties for poor 
lighting, including obscure.  

Cover modifiers apply normally



Vali’s Boon

+2 to Vigor rolls to resist 
poison and disease



Dargar’s Boon

Automatically go Berserk as 
per the Edge of that name



The Norn’s Boon

If the character is Shaken, 
further Shaken results have 

no additional effect



Niht’s Boon

Automatically get the 
Drop against one foe



Niht’s Boon

Automatically get the 
Drop against one foe



The Norn’s Boon

If the character is Shaken, 
further Shaken results have 

no additional effect



Dargar’s Boon

Automatically go Berserk as 
per the Edge of that name



Vali’s Boon

+2 to Vigor rolls to resist 
poison and disease



Sigel’s Boon

Ignore all penalties for poor 
lighting, including obscure.  

Cover modifiers apply normally



Thrym’s Boon

Re-roll damage for powers or 
special abilities with cold, 

coldfire,  or ice  trapping. Can be 
used to re-roll damage on an 

attack made against you





Ertha’s Boon

+2 Armor. Stacks with magical 
and mundane armor



Tiw’s Boon

Choose: +2 to Fighting rolls
 or +2 to Knowledge (Battle) 

rolls



Ullr’s Boon

Choose: +2 to Shooting or 
Throwing rolls or attackers 
using ranged weapons (not 

spells) are –2 to hit the 
character



The Unknowable One’s 
Boon

Make a single Test of Wills 
or Trick as a free action



Neorthe’s Boon

The character can walk and 
run across water as if it were a 

solid surface. If already 
underwater, he bobs to the 

surface immediately



Rigr’s Boon

Attackers gain no Gang-Up 
bonus against you



Rigr’s Boon

Attackers gain no Gang-Up 
bonus against you



Neorthe’s Boon

The character can walk and 
run across water as if it were a 

solid surface. If already 
underwater, he bobs to the 

surface immediately



The Unknowable One’s 
Boon

Make a single Test of Wills 
or Trick as a free action



Ullr’s Boon

Choose: +2 to Shooting or 
Throwing rolls or attackers 
using ranged weapons (not 

spells) are –2 to hit the 
character



Tiw’s Boon

Choose: +2 to Fighting rolls
 or +2 to Knowledge (Battle) 

rolls



Ertha’s Boon

+2 Armor. Stacks with magical 
and mundane armor





Kenaz’s Boon

+4 Armor against any attacks 
with cold, coldfire, or ice 

trappings. Stacks with mundane
and magical armour



Freo’s Boon

Choose: run as a free action 
or ignore all penalties for 

difficult ground



Eira’s Boon

Choose: +2 to any Healing roll 
(magical or mundane) or one 
adjacent ally uses your Parry 

score. Ally must remain adjacent 
or the effect ends



Maera’s Boon

Choose: +2 to any single arcane 
skill roll or gain Arcane 

Resistance Edge



Eostre’s Boon

Plants and animals with (A) 
Smarts will not attack the 

hero, even if he attacks them



Thunor’s Boon

+2 to escape grapples or any 
entanglement. Includes powers 

such as entangle, hamper 
movement and puppet (which 

ensnares the mind)



Thunor’s Boon

+2 to escape grapples or any 
entanglement. Includes powers 

such as entangle, hamper 
movement and puppet (which 

ensnares the mind)



Eostre’s Boon

Plants and animals with (A) 
Smarts will not attack the 

hero, even if he attacks them



Maera’s Boon

Choose: +2 to any single arcane 
skill roll or gain Arcane 

Resistance Edge



Eira’s Boon

Choose: +2 to any Healing roll 
(magical or mundane) or one 
adjacent ally uses your Parry 

score. Ally must remain adjacent 
or the effect ends



Freo’s Boon

Choose: run as a free action 
or ignore all penalties for 

difficult ground



Kenaz’s Boon

+4 Armor against any attacks 
with cold, coldfire, or ice 

trappings. Stacks with mundane
and magical armour





Hela’s Boon

Immune to Fear and 
Intimidation



Scaetha’s Boon

Gain Champion Edge



Hothar’s Boon

Cast puppet (voice of authority 
trapping) as an action using 

Spirit as arcane skill die



Nauthiz’s Boon

Choose: Withdraw from Combat 
without provoking any attacks 

or use 2 + half Stealth die as 
Parry score



Hoenir’s Boon

Choose: +1 to any single Trait 
roll OR make a single unskilled 

Trait roll as if you had a d6 
in the Trait



Var’s Boon

+2 to resist Tests of Will 
and Tricks



Var’s Boon

+2 to resist Tests of Will 
and Tricks



Hoenir’s Boon

Choose: +1 to any single Trait 
roll OR make a single unskilled 

Trait roll as if you had a d6 
in the Trait



Nauthiz’s Boon

Choose: Withdraw from Combat 
without provoking any attacks 

or use 2 + half Stealth die as 
Parry score



Hothar’s Boon

Cast puppet (voice of authority 
trapping) as an action using 

Spirit as arcane skill die



Scaetha’s Boon

Gain Champion Edge



Hela’s Boon

Immune to Fear and 
Intimidation
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POWER OF THE RUNES (Optional)
All cards save for the Jokers and deuces come with 
a divine boon. In order to activate his action card’s 
boon, a character must spend a benny. This is a free 
action. A character cannot activate the boon until 
his turn begins, but may delay doing so until later 
in the round if he so wishes. The boon takes effect 
immediately the benny is spent.
Unless otherwise stated, the boon affects only the 
activating character. No matter the nature of the 
boon, the effect lasts only until the start of the 
character’s next turn. This applies even if the boon 
is a spell with a Maintained Duration. If a charac-
ter activates the boon and immediately goes on 
Hold, the boon ceases at the end of the current 
round unless he comes off Hold before then. If a 
hero is Incapacitated the boon ends immediately. 
If a boon grants a flat Trait bonus, then the bonus 
also applies if a benny is spent on a re-roll. Edges 
from boons do not stack with Edges the character 
already possesses.
GM controlled NPCs and monsters may also acti-
vate boons. In the case of Extras, one individual 
gains the boon per benny spent.
Optional: If the deity granting the boon is the char-
acter’s patron deity then he may activate the boon 
without spending a benny. This can be done only 
once per session.
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