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Non-Physical Attack Range Summary

* Make a Damaging Attack: Attribute Score | 1-3 | 4-6 | 7-9
Range 25' 50' 75'

* Make a Bane a Attack:
Multi-Targeting Summary
Melee |Disadvantage = Number of Targets.

* Invoke a Boon: Ranged |Disadvantage = Number of Targets.
Max of 5 targets within 25' Square.

Cube Disadvantage = 1per 5' Length of Cube.

* Assist an Ally: Line Disadvantage = 1 per 5'x10'x10' of
Line.

Cone Disadvantage = Iper 5' Length of Cone.

* Take a Second Move Action

Boon Challenge Rating Table

Power Level 0 1 2 3 4 5 6 7 8 9

Challenge Rating 10 12 14 16 18 20 22 24 26 28

MINOR ACTIONS MOVE ACTIONS FOCUS ACTIONS

* Make an Opportunity Attack. ¢ Move Your Speed: * Superior Action:
* Sustain a Boon.

* Draw or Sheathe a Weapon.

* Retreave an Item stored on * Resist Banes: * Charge:

your person.

* Make a Perception Roll to

Observe your Surroundings. * Take Special Movement:
* Make a Learning Roll to Jump:
Recall Useful Information. Long Jump: * Defend:
* Open a Door, Chest, Drawer,
etc.
High Jump:

* Improvise:

FREE ACTIONS Climb/Swim:
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