
Personality Boons
Personality Boons are great ways to inspire players to role play by offering 
benefits associated with the traits of their characters.

• Hand out Personality Boons when players…
          o show off the qualities that make their characters distinct
          o make a strong effort to develop their character
          o role play a particularly great interchange with other PCs or NPCs
• Choose the most appropriate trait from the bank of cards. Every possible 

trait may not be in there, but something close to the character’s disposi-
tion will still provide a reward.

• Avoid handing out too many Personaly Boons, the benefits should be 
encouraging but not expected. A good measure is one boon per session.

Optimistic
“It could be a silver lining, but it also could be a gold, 
platinum or even astral diamond lining.”

You gain 5 Temporary Hit Points (per tier).  
Until your next milestone you gain a +2 bonus 
to Diplomacy checks.

Superstitious
“No, no, no. You have to stab the goblin an even num-
ber of times or it’s ten years bad luck.”

You gain 50 gp (at heroic), 500 gp (at paragon) 
or 5,000 gp (at epic). Until your next milestone 
you are not affected by harmful effects caused 
by zones.

Gloomy
“It doesn’t matter.”

Until your next milestone you gain resist 5 
necrotic (per tier). If you already have resistance 
equal to that value, you gain immunity to necrotic 
instead.

Quirky
“You have a strange way of doing things…but I like it.”

Once, before your next milestone, you can switch 
two of your skill bonuses as a free action. This 
effect lasts until the end of the encounter or for 5 
minutes.

Honorable
“What are a few healing surges between friends?”

Until your next milestone, when an adjacent ally 
takes damage, you can take the damage instead.

Good 
“It may not be the easiest thing to do, but it’s the right 
thing to do.”

As a free action, you can transfer any amount of 
hit points up to your bloodied value to an adja-
cent ally. You can do this once before your next 
milestone.

Bad 

“There’s a method to the madness.”

As a free action, you can transfer hit points from 
an adjacent ally to yourself up to an amount equal 
to that ally’s bloodied value. You can do this once 
before your next milestone.

Gritty
“I eat gnolls for breakfast. And trolls for elevensies.”

Until your next milestone you gain a +2 bonus 
to your healing surge value (per tier) and a +2 
bonus to Endurance checks.

Mysterious 

“I would tell you what I was doing with this owl feather 
and bowl of blood, but you wouldn’t believe me.”

Roll a d20 and record the result. Once, before 
your next milestone, you can replace that result 
with any dice roll made by you, an ally or an 
enemy. 



Industrious
“Spending healing surges? Yeah, I’m sure we can get 
more done in five minutes.”

You gain one magic item daily power use.  
Until your next milestone you gain a +2 bonus 
to your speed.

Eager
“Come on! Orcs to slay, puzzles to solve, piles of gold 
to bathe in!”

Until your next milestone you gain a +4 bonus 
to initiative and all enemies grant combat 
advantage to you in the first round of your next 
combat.

Polite
“No my good man, after you.”

Once, before your next milestone, you can switch 
your position in initiative order with an ally as a 
free action.

Judicious
“Rugged and natural or svelte and studious … I call it the 
‘Elf /Eladrin Debacle.’”

Until your next milestone, you can swap places 
with an ally as a minor action. This movement 
does not provoke opportunity attacks.

Loyal
“I’ll watch your flanking if you watch mine.”

Until your next milestone, you grant allies a +1 
bonus (per tier) to all defenses while adjacent to 
them.

Flippant 

“Hey, you, Demi-gorgon, or whatever: two heads doesn’t 
make you twice as scary, it makes you twice as ugly.”

Once, before your next milestone, you can mark 
an enemy within 5 squares of you as a free action.

Cocky
“Listen, if it’s a save-or-die trap, then I’ll just have to show 
it how unkillable I am.”

Choose a number between 1 and 20 and record 
the result. Until your next milestone, when you 
roll this number on an attack roll, you gain a +2 
bonus to the next attack roll you make.

Methodical 

“It’s simple: page 534 of the Necronomicon indicates the 
precise formula and ingredients for immortality.”

Until your next milestone, if you use a standard,  
a move and a minor action on your turn, you gain 
a +2 bonus to all saving throws at the end of that 
turn.

Cautious
“Consider the fact that our adversaries may not wish us to 
visit their abode while they are gone.”

Once, before your next milestone, you can 
choose to take a 10 on a single skill check even 
when conditions would normally not allow it.

Patient 

“Sometimes, experience comes to you.”

Until your next milestone, whenever you are 
currently delaing you gain a +2 bonus to all 
defenses.



Religious
“Where do my words come from? They come from the 
Astral Sea.”

Until your next milestone you gain a +1 bonus 
to your Will defense (per tier).

Casual
“Listen, when I said ‘be cool’ I didn’t mean drop Icy 
Terrain on me. But don’t worry about it.”

The next time you roll a 1 on any d20, the re-
sult of your next d20 roll is automatically a 20.

Cynical
“I’m pretty sure your heroism is just an illusion.”

Until your next milestone creatures do not gain a 
bonus to defenses while having cover or con-
cealment against you, and you can see invisible 
creatures.

Pithy
“It’s like … marmalade.”

Until your next milestone, if you only use one  
action on your turn you automatically succeed  
on one saving throw at the end of that turn.

Humble
“Your tactics were absolutely epic.”

When an ally uses aid another for one of your skill 
checks, they grant you a +4 bonus instead of a +2 
bonus to that skill check. In addition, you suffer no 
penalties if allies fail their aid another checks on 
you. This lasts until your next milestone.

Charming 
“Why would I liken you to a princess when you’re as 
beautiful as a queen?”

Until your next milestone, prone allies that are 
adjacent to you can stand up as a minor action 
and you gain a +2 bonus to Diplomacy checks.

Jittery 

“I don’t know if there’s something behind that door, but  
if there is something behind that door, I’m going to be 
ready, I’m going to have out my dagger and my crossbow 
and my staff.’”

The next time you take damage you can, as an  
immediate reaction, make an at-will attack with  
a +1 bonus (per tier) to the roll.

Militant
“This isn’t a game, son. This is life. And life is war.”

Once, before the end of your next milestone, 
when you spend an action point, an ally within 5 
squares of you can make an at-will attack with a 
+1 bonus (per tier) to the roll as a free action.

Intense 

“If you continue to stare at me I will eat your heart.”

Until your next milestone, whenever you hit an 
enemy with an attack that does not pull or slide the 
target, you can push the target 1 square or 1 extra 
square if the attack already pushes the target.

Reckless 

“I don’t know how I’m not dead yet.”

Once, before the end of your next milestone, when 
you are affected by a condition that a save can end 
you can make a saving throw against the effect 
with a +2 bonus (per tier) as a free action.


