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NOBILIS 101 

Credits:  

· Original document by Ry.

· A bit o’ tweaking (mostly updating it to the current version of Nobilis), and adding in Lust Domain examples by Doyce Testerman.

· Extensive reformatting and some reorganization, but not much rewriting by Dave Hill.

Nobilis is copyright (c) 2003 by Guardians Of Order. 

This is meant to be an easy-to-understand boiling down of Nobilis concepts, background, and a few of the rules. It addresses the setting and its concepts, followed by a section on the rules significant to making a character. It does not include information on Chancel or Imperator creation, nor does it address Conflict resolution or character advancement; it is meant to make the main rules easier to understand, but it is by no means a viable substitute for the main rules –you should by all means purchase and devour the Nobilis book itself!

The following is a quick glossary of some of the terms you’ll run across in this document.  You needn’t know them all right off the bat, but being able to refer back here if you run across them below may come in handy. 

Nobles:  The PCs, amalgams of the mortal and divine.

Domain:  The aspect of existence associated with a Noble.  Also known as “Estate”

Imperator:  One of the higher beings, in charge of Nobles.

Family:  The group of Nobles associated with an Imperator.

Chancel:  Magical kingdom of an Imperator.

Anchor:  Mundane servant of a Noble.

Excrucian:  Destroyers of Creation. The enemies of the Imperators (and, thus, Nobles).

THE WORLD

Player Characters 

The PCs in this game are Nobles, beings that are responsible for/represent/embody/are one aspect of the nature of existence (their Domain). This might be an object and class of objects, quality, idea, philosophy, theoretical construct, social movement . . . pretty much anything that could be used as the subject clause of a sentence. So, this aspect can be just about anything in the conceptual lexicon:  Fire, Salinity, Calendar Days, Weirdness, Punk, Missing Socks, Treachery, Straight Lines, Objects Moving At High Speeds, or Telecommunications would all be valid ideas for Nobles -- and of course there are thousands and thousands of others. Opening a dictionary to a random page usually results in a few good ideas. 

Nobles who represent concepts which do not actually exist in the real world, or which are more abstract, are by no means less powerful than those who represent more "present" concepts. (Nobles who represent extremely narrow and specific concepts – like, say, Lipton Instant Noodles - are less intrinsically powerful, although they receive some minor benefits as a result in practical game terms.) 

Nobles have many powers directly relating to their Domain, and also numerous others that are largely unrelated to it. 

Nobles are themselves servants/aspects/avatars/pieces of even more powerful, complex, fairly incomprehensible beings called Imperators (more on them later). Every Noble is bound to a single Imperator. A group of Nobles bound to the same Imperator are a "family" of Nobles. The PCs play one such family. 

Although they are "bound" to their Imperator, and in some senses are no more than aspects of the Imperator's personality, they are not automatons – they retain free will for all practical purposes, and are treated as such. A Noble can decide to betray its Imperator if it wants to – although this is usually a seriously Bad Idea, since they will be severely punished – possibly annihilated. 

Nobles are made, not born. They are created when an Imperator imbues someone or something with a piece of Its own soul. Most Nobles were at one time human. A few were originally animals or mythological beings in their own right, and a very few were originally something even weirder, like a computer program or an anime character.  Nobles retain some of their original soul and personality after transformation (one of the reasons they are so valuable to the Imperators), but they are far more powerful than any human could ever be. 

People get made into Nobles in any of a variety of ways, such as...

· Happening to be in the neighborhood when an Imperator pinches off a part of the world to make its magical kingdom (Chancel) and being chosen from among the inhabitants for reasons known or unknown. 

· Accidentally wandering into such a Chancel later. 

· Attracting the notice of the higher beings somehow (by being particularly smart, or beautiful, or skillful, or evil, or whatever), and being deemed worthy of being enNobled. 

· Happening to be near where a Noble died, and got stuck with their aspect because the dying Noble gave it to them. 

· Killing a Noble and taking their power, and for whatever reason the Imperator deciding this is fine. (Exceedingly rare.)

· Getting caught in some kind of bizarre magical accident which results in a piece of an Imperator's soul getting thrust into theirs with neither of them particularly wanting it, and the Imperator just deciding to live with it. 

Many Nobles look human. Many look like creatures of legend or mythology. Some are super-intelligent shades of the color blue.  Whatever.  In general, Nobles will be in human form when on earth, but it's the player's choice what they really look like. Often, rather than walk directly on Earth, Nobles inhabit the bodies of Anchors – (usually) human servants who have been made aware of the true nature of things.

Nobles cannot use their magic to directly affect other Nobles.  If you are the Lord of Hair, you cannot cause another Noble's hair to grow, although you could do so with your own. This is because Nobles – and the things of which they are composed – are not part of any Domain (one name for the aspects of existence controlled by Nobles).  Nobles who are artists are not part of the Domain of Artists. Nobles' bladders are not part of the Domain of Bladders. Et cetera. 

Nobles can be affected indirectly by the magic of other Nobles.  You could strangle another Noble with living ropes of hair you cause to materialize out of the air. Nobles do have natural resistance even to this, however, and you would need to break through this natural magic resistance first. 

Both of these statements are also true of Noble miracles used on Imperators, and Noble miracles used on Excrucians. With rare exceptions, any other beings anywhere can be affected both directly and indirectly by Noble magic, with no need to break through any resistance.

Imperators 

There are seven major types of Imperators: 

	IMPERATOR TYPES

	Type
	Alignment
	Code

	Angels
	Heaven
	· Beauty is the highest principle.

· Justice is a form of beauty. 

· Lesser beings should respect their betters.

	Fallen Angels
	Hell
	· Corruption is the highest principle. 

· Suffering is a form of corruption. 

· Power justifies itself.

	Light Lords
	Preservation of Humanity
	· Humanity must live, and live forever. 

· What must be done ought to be done cleanly. 

· Humans must be protected (particularly from themselves.)

	Dark Lords
	Corruption of Humanity
	· Humans should destroy themselves (individually.) 

· Humanity should destroy itself (except for a few toys). 

· Ugliness to human eyes shows that one is worthy. 

(Note that the Darks' goal is quite different from the Excrucians' goal: if humanity is destroyed by outside forces, the Dark loses.)

	Wild Lords
	Freedom
	· Freedom is the highest principle. 

· Sanity and mundanity are prisons. 

· Give in kind with a gift received.

	True Gods
	Themselves
	Various individual codes.

	Aaron’s Serpents
	Children/Allies of the World Tree
	Various individual codes with certain common themes.


An individual Imperator is, on average, about as powerful as an entire family of Nobles.  In other words, if the player characters needed for some reason to take on an Imperator in direct combat all at once (which can happen, albeit rarely), it would probably be a toss-up which one would win, unless the Imperator was a particularly weak or a particularly powerful one. 

Most Imperator magic works just like Noble magic – and therefore can only affect Nobles indirectly. There are a couple of exceptions to this: 

· With great expenditure of energy, Imperators can use magic that affects Nobles directly. Nobles can simply never do that. 

· Your own Imperator can simply withdraw the piece of its soul from you at any time if it gets pissed off at you, which would effectively kill you. 

Both of these events are extremely rare, since the first is hard to do and there are generally easier ways, and the second is sort of like cutting off your own hand. And Nobles very seldom attack their own Imperator since it's almost certainly a death sentence, if nothing else. But it has happened. 

The Excrucians 

Imperators and their Nobles are fighting a war against beings called Excrucians, whose goal is to erase the Universe. Already they have removed many aspects of the Universe, but no one remembers what they were, because once they're gone, they never were at all. Excrucians are incredibly powerful beings, but it's only very seldom that an entire Excrucian gets into the world – the Imperators spend much of their time preventing that, and fighting the war on that level. More often, a "shard" or fragment of an Excrucian gets through to Earth. Generally, it's up to the Nobles to deal with that shard. 

Excrucians fight in a variety of ways – often, they foment discord among the Nobles and Imperators, for they are subtle creatures. Also, they use a kind of sympathetic magic to erase aspects of the universe; they take a situation on Earth, degrade it in certain ways, and finally when it is destroyed in Microcosm it is also destroyed in the Macrocosm. Wars and disasters on Earth are not infrequently the results of Excrucians degrading such a situation (although they are just as often the work of Nobles or humans themselves). 

Fighting Excrucians directly is often extremely difficult – even their shards are extremely powerful, their magics can affect Nobles directly, and they are often armed with Abhorrent Weapons of great power. (Furthermore, if they are fought on Earth, the expenditure of magic often drives many innocent humans insane, which is against Imperator law.) 

However, Excrucians like to avoid fighting Nobles directly for much the same reasons: Nobles are pretty damn tough in their own right. So, more often, the war consists of the two sides trying to counter each other's moves – Nobles figuring out what the Excrucian's plan is and attempting to halt the plan rather than attack the Excrucian outright, and Excrucians trying to stop, misdirect, or deter them. Sometimes direct assault is just necessary – but when most of your foes are immortal, that may have repercussions later on.

There is another important way that Excrucians and Nobles can hurt each other, but since Nobles can do it to other Nobles as well, we’ll reserve that for the discussion on the Nobilis Society. 

The Nobilis World 

The world of Nobilis can is divided into several different places: 

· The Spirit World: this is where the Imperators keep the bulk of their personalities, fighting the Excrucians in their own way and in general doing whatever it is that Imperators do. Nobles seldom go there, so it's not that important to the game, really. 

· The Chancels: These are the private kingdoms of the Imperators. The Nobles' Chancel is their home, and they are charged with its governance and defense, since the Imperator is generally busy with other matters. Chancels are connected to the Earth, but often by strange pathways. 

A Chancel can be anything – a fairy-tale kingdom, and undersea grotto, a bizarre world of living computer programs, Detroit, whatever. The players will design their own Chancel (they will also, incidentally, design their own Imperator) in the process of character creation. 

The Chancel plays an important part of the game, as the characters will spend a good deal of their time there and must deal with any problems that arise in it. A Chancel is made the same way as a Noble – an Imperator imbues it with a piece of Its soul – so it is critically important to defend it against attacks both subtle and direct. 

· Earth: Earth is two worlds simultaneously: 

· Prosaic Reality, which is pretty much the world outside your window, and 

· Mythic Reality, where everything is alive and can be argued with, elementals roam and mythical beasts abound, time works in fairy-tale manner rather than clock manner, and roads are as likely to lead to the Sun's Palace or to Heaven as to Cleveland. 

These two worlds are actually the same and do not contradict each other: affecting one will affect the other. Killing a hamadryad in Mythic reality will cut down a tree in Prosaic reality, and vice versa. Humans, with their little minds, can only see prosaic reality, and generally go mad if they see mythic reality. Nobles, with their dual minds, can see either one but not both at once. Imperators presumably see reality as it truly is.

In Mythic reality, the earth is a flat disc that hangs in the branches of the world ash, with heaven at the top of the tree and hell at the bottom, and other worlds hanging in other branches. 

· The Realms Beyond: The lands beyond the Weirding Wall that surrounds the World Ash. This is where the Excrucians come from, and where some of the Wild Lord Imperators are also said to originate (although no one knows for sure, perhaps not even them). Very little is known about these lands, since few have come back alive from them and no one has returned sane. 

Nobilis Society and Law 

All of the Nobilis band together to fight the Excrucians and defend reality, in general. Beyond that, different Nobles and Imperators are devoted to different causes and fight, intrigue, and squabble amongst each other as much as in any society. Nobles and Imperators often have their own goals and enemies related to their powers and their pasts, and there are also large groups with differing, often opposing, goals. 

Every Noble must be allied to some code, although it can be unique. The five major codes are described in the Imperator Types table.

The code your Noble has does not have to be the same code/alignment as your Imperator. Imperators are subtle and complex beings, and it is entirely possible – in fact, likely – that an Angel would have as a trusted and rewarded servant/aspect a being that was utterly devoted to serving the cause of Hell. 

But while this may not cause problems between Nobles and their own Imperators, it can certainly cause problems between Nobles and other Imperators who might not agree with your own Imperator that a servant of Hell is just the thing Heaven needs.  Or with other Nobles, including the other Nobles serving your own Imperator (although you might want to stay on at least somewhat decent terms with them, ideally, since you're going to be defending each others' backs), or with other beings or various types.

As a Noble, you are charged with three main duties: 

1. Defend the aspects of reality related to yourself and your Imperator (which includes those aspects related to your fellow PCs). 

2. Guard and govern the Imperator's Chancel and its inhabitants. 

3. Help in the general defense of Earth (when it does not interfere with those other two duties) in the War against the Excrucians. 

The War against the Excrucians is run by the Imperator Lord Entropy, which makes him the de facto ruler of Nobilis society. Beyond the Nobles' basic duties – and the general injunction to serve your Imperator before the War, and the War before yourself -- he has laid down five laws. Here they are, with some notes: 

I. Thou Shalt Not Love Another. 

This law is broken by pretty much everyone and is largely impossible to enforce, since the thoughts and feelings of Nobles are generally unreadable to all but the most incredibly powerful and seldom-used of magics. Nobles retain many human feelings, and fall in love as uncontrollably as humans do – with humans, with other Nobles, with Imperators (angels, even fallen ones, are incredibly beautiful), and even with other, stranger beings. (In fact, in the game mechanics, loving a human or two is certainly convenient and very nearly necessary for certain important things.) 

Most Nobles have quietly decided that the best way to follow this one is to try to keep things quiet and claim it was just for the sex if it ever comes to court, which it almost never does. 

II. Thou Shalt Harm None Who Has Done No Harm 

This one, on the other hand, is taken incredibly seriously by the powers that be. It applies not only to Nobles and Imperators, but also to humans and to Excrucians. Driving human bystanders insane with miraculous magic counts as harming them, according to all court precedent. Arguments that no one anywhere is entirely innocent have been thrown out as sophistry – if you have no proof, or at least reason, to believe they've done harm, you are violating the law. 

Punishments can be severe, so take care you know what's up before attacking, be subtle with your magics on Earth (at least if anyone is watching), and if matters get out of hand, try to fix things. 

III. Treat No Beast as Your Lord 

Beast includes humans. This one is also taken seriously, but in a different way. Nobles are expected to mete out severe justice when they are insulted, ordered about, or dissed by "lesser beings" (yes, apparently insults qualify as "harm" under the second law). While punishment for the crime of not punishing such hubris is rare, enough unanswered insults from lessers can make you a pariah in Noble society. Certainly it gets in the way of making allies. 

This rule can be hard on Nobles who are basically nice people. Bastards usually don't have a problem with it. 

IV. Protect No Power from the Justice of the Code 

I.e., don't harbor any criminals. This one is taken fairly seriously, but if you can get away with at least convincingly claiming you didn't know you were harboring a criminal, you can generally get off without punishment. 

V. Aiding the Cammora is No Crime 

The Cammora are the human agents of the Nobles and Imperators on Earth (they are different from Anchors, who are magically bound servants. The Cammora are hired help.) Taking an action to benefit the Cammora is usually not considered a crime, even if it pushes the boundary on some of the other laws. 

As with Excrucians, it is often difficult and unrewarding for Nobles to attack each other directly. However, there are ways to indirectly attack them, which both weaken your opponent and grant you benefits. Every time you destroy, debase, or turn against them something that they love and want to protect, they lose some power and you gain some. (This can be done against Excrucians as well, and can be done by Excrucians against Nobles.) This means that information about others is often a key part of the game, and subtlety. (There are game mechanics that deal with this.) 

Nobles often sometimes duel using illusions ("Ghost Miracles") to resolve a dispute. Generally, they're over when one side is hideously embarrassed somehow, or acknowledges that had the magic been real, they would have been defeated. 

Mortal Allies 

As has been mentioned several times, working magic in the real world is problematic if anyone sees you do it (you can do anything you like in Chancels.) Since much of the War is fought on Earth, that can make things difficult. Fortunately, there are a couple of ways around that, involving mortal allies. 

Anchors are (usually) humans bound to you. They must be humans you either loved or hated before they became Anchors. They retain their free will, but you can kill them instantly simply be making them cease to be Anchors. 

Anchors are incredibly valuable. Nobles can inhabit their bodies and work magics through them. They therefore allow Nobles to be several places at once. And perhaps more important, magics worked through Anchors are very difficult to trace back to the Nobles who did it -- in other words, it still drives other humans nuts, but it probably can't be pinned on you. 

Anchors you loved are more likely to serve you willingly, but are vulnerable to attack for this very reason if your enemies figure out who your Anchors are. Anchors you hated are not vulnerable to this attack, but are likely to try to think of subtle ways to betray you when you're not directly controlling them.  Since they contain a piece of your soul they will still share your allegiances to your Imperator, Chancel, Affiliation (Light, Dark, Hell, etc.), and Domain. But they'll hate you. 

Anchors, like Nobles, are intrinsically resistant to magic -- because, like their Nobles, they are not part of any Domain and therefore cannot be directly affected by Domain magics. (Anchors are to Nobles as Nobles are to Imperators, in many ways.) Anchors also attract the attention of Fate – the concentration of magic in them tends to cause strange things to happen in their vicinity. 

Another way to get things done on Earth is the Camorra. This is a society (hundreds of years old) that serves the Nobilis in the War – for a price. After centuries of bargaining with powerful beings, they are powerful themselves, and extremely corrupt. And they've learned how to drive a hard bargain. They can act as more conventional human agents for intrepid Nobles, and they often have minor magics of their own. 

CHARACTER CREATION AND RELATED MECHANICS 

First, figure out what you want your Domain to be (the aspect of reality you represent.) This is probably the most important aspect of character creation. I advise you to pick something you'd have fun playing. Since there are millions of choices, I recommend you give yourself a time limit and pick the best one you come up with within that period, or you could be at it for weeks. 

Next figure out who you were before you became a Noble. How did you become a Noble? How do you feel about it? 

All right, now for the nitty-gritty ... 

You have 25 character creation points to spend. (Note that this is only the first part of character creation: there are other aspects you'll need to work on later which don't involve character creation points). Character creation points can be spent on any or all of three things: 

	CHARACTER CREATION POINT SPENDS

	Spend on
	Cost
	Range
	Notes

	Attributes
	3 per point
	Start at 0, max 5
	There are four Attributes: Aspect, Domain, Realm, and Spirit (cost and range are for each).

	Miracle Points
	1 per point
	Start at 5, no max
	There are four Permanent miracle point pools, each associated with a specific Attribute. These are magical energies that can be expended to perform magical feats beyond the natural abilities represented by your Attributes. They can be refreshed, in several ways to be discussed later, up to whatever this total is (rather like the Blood Pool from Vampire, say).

	Gifts
	Vary
	N/A
	Innate magical abilities not covered by the above. You don’t have any until you buy some.  They’re described more below.


So, to begin with, your character is: 

	Aspect: 0
	Domain: 0
	Realm: 0
	Spirit: 0

	Aspect Miracle Points (AMP): 5
	Domain Miracle Points (DMP): 5
	Realm Miracle Points (RMP): 5
	Spirit Miracle Points 
(SMP): 5


Aspect 

This attribute represents the degree to which your body itself is imbued with power. Characters with high Aspect can perform physical and mental wonders.

	ASPECT LEVELS

	Lvl
	Form
	Notes

	0
	Mortal
	Your body and mind are normal. (Important note about the "mind" part: increasing aspect does not make you intrinsically smarter. It makes your mind a more efficient instrument. This is an important difference. Any tool is useless if you can't use it.)

	1
	Metahuman
	You are possessed of formidable physical and mental faculties in every field. Occasionally you can perform wondrous feats with your body or mind without expending additional magic.

	2
	Legendary
	You are on par with the mythical heroes and villains of legend. You rank without effort among the best human savants and athletes, and can go beyond them when pushed. You have very likely, although not necessarily, undergone a physical transformation and no longer look human, but like a creature of myth.

	3
	Inhuman
	You are no longer flesh and bone. You are made of ether, astral energy, which responds to your will in ways that Earth's athletes can only envy. You have perfect self-possession, discipline, artistic ability, scientific ability, and a super-computer-like speed at solving formal problems. Even if you look somewhat human, people can tell you aren't one unless you are disguised.

	4
	Celestial
	You are touched with the divine. Your physical prowess is astounding. You can assess tactical situations instantly, and are impossible to addict, hypnotize, or psychically dominate.

	5
	Exemplar
	If it can be imagined that a being could do a thing using physical power alone, you can do exactly that. You will never have trouble even with the most difficult of physical or mental exercises.


Aspect, and its associated miracle points (AMP), governs physical and mental feats, extrapolated to impossible extremes. As a general rule of thumb, they must be extrapolations and not out-and-out changes, e.g., a human can read a book, so Aspect can be used to read a book in five minutes, or at a higher level to read and memorize a book just by flipping through the pages. But a human can't read a book without opening it, or read a read a book which contains information it didn't have before you started reading it, so Aspect cannot be used to do those things at all. That's no longer an impossibly difficult physical or mental feat, it's entirely magical, and that is covered by other attributes. 

(At the very highest level, though, the feats are impossible enough that the distinctions can become somewhat moot.  With enough expenditure of power, you might be able to, say, weigh the book in your hand, figure out how much ink was used based on the weight in relation to the number of pages, come up with the most likely combination of letters used, determine probabilistically the words they are mostly likely to have formed, and, similarly, the order the words are most likely to be in, and read the book that way. Since at a much lower level you could simply read the stupid thing in a couple of seconds, this seems kind of pointless. But you get my drift, I hope.) 

So, humans can jump, so Aspect covers jumping over a wall. Humans can compose, so Aspect covers writing great tunes. Humans can't make fire without tools, so that cannot be done at any level of Aspect (though the tools you’d need become less and less sophisticated). It can't be used to read minds, but can be used to read body language to an incredibly fine degree. You can use it to make a painting of beauty so great that those who see it will desire to tear their eyes out rather than look on any lesser beauty, but you can't use it to make a painting you can walk through to another world.

These feats are performed by doing Aspect miracles, which are categorized in levels ranging from zero to nine. Any Noble can perform a miracle of a level equal to or lower than their Aspect Attribute with no additional expenditure of magic. Thus, someone with an Aspect of 3 could perform a level 3 (or 2 or 1 or 0) Aspect miracle for no charge.

If they wish to perform a miracle at a higher level, they have to spend enough Aspect miracle points to make up the difference, to a maximum of four.  So, someone with an Aspect of 4 wishing to do a level 6 miracle would have to spend 2 AMP. Someone with an Aspect of 3 could not do a level 8 miracle, since it requires more than 4 AMP. 

Aspect Miracles are categorized as follows: 

	ASPECT MIRACLES

	Lvl
	Possibilities
	Notes

	0
	Easy for Everyone
	Things humans can generally do anyway. Dancing reasonably well. Shopping. Driving a car. Jumping over a puddle. Performing lab work without supervision.

	1
	High-Level Human
	Things a highly competent, trained human could do. Bronze-medal athletic ability. Running through the forest in perfect silence. Catching arrows. Computing cube roots in your head.

	2
	World Record Performance
	A level of the very best humans. Running through the forest in perfect silence with a thorn in your foot. Exactly measuring distances by eye. Remembering everything you've ever heard. (Note: The ability to disguise your body so that it appears to be like that of the local inhabitants, including fitting into places it normally couldn't fit thereby, is, inexplicably, a level 2 aspect miracle.)

	3
	Improbable Feats
	Things that are physically possible, but unreasonable for a normal human to attempt. Skeet shooting while surfing. Running on fence tops. Punching through steel. Outcomputing a Pentium. Posing for a magazine cover without needing a touchup.

	4
	Very Improbable Feats
	Things on the border of physical impossibility. Throwing a motorcycle. Standing on two fingertips. Outcomputing a Cray. Tracking someone by scent.

	5
	Impossible for Humans
	Things that are not physically possible for humans, but might approximate the abilities of certain animals or machines designed for the specific purpose. Cheetah speed. Catching bullets. Archery at 300 meters.

	6
	Universally Improbable
	Beyond the levels above, but still bounded by reasonable constraints, i.e. you could imagine someone doing it without magic. You can't lift a mountain at this level, because a chunk would just break off in your hands, but you could lift a weight as heavy as a mountain. Or run at Mach 3. Or write a novel overnight. Or reconcile quantum mechanics and general relativity. Or defeat an army in single combat, one by one.

	7
	Impossible for Anyone (Local)
	Impossible, epic miracles, but ones that are small in scale and easy to conceptualize. Drinking a pond. Taking down a blimp with a thrown hatpin. Taking down a blimp with a thrown courthouse. Swallowing elephants. Shouting loud enough to kill.

	8
	Impossible for Anyone (Non-Local)
	Not only epic: covering huge sweeps of territory. Shouts that deafen countries. Lifting mountains. Jumping between continents. Shooting down the sun. Swallowing cities.

	9
	Fabled
	Anything. Hiding a mountain in your shirt. Juggling galaxies. Reeling up the Midgard Serpent on a fishhook. Whatever.


Domain 

This represents your control over the part of creation you embody. Domain level also determines your rank in Noble society. Characters with high Domain can work incredible magics within their particular bailiwick.

	DOMAIN LEVELS

	Lvl
	Rank
	Notes

	0
	Pawn
	You are not in command of your estate (another name for the aspect of reality you embody, your Domain.) You may even be a plaything for its whims.

	1
	Baronet
	You have a small mastery of your estate, enough to work a small miracle or two on occasion.

	2
	Viscount
	Your estate serves you well. Miracles of comfort and divination come easily to you; with effort, you can work more interesting marvels with your estate.

	3
	Marquis
	You are entrusted deeply with the maintenance and continuation of your estate, and have learned the ways of resisting attacks against it. Your estate likely has a weighty influence on your personality and physical appearance.

	4
	Duke
	You will never lack in magic. Your powers over your estate are godlike. You can pour forth the vast energies of creation. Even to mortal eyes your nature is obvious: you exude your domain to the extent that its quality about you will be remembered more than your actual physical features.

	5
	Regal
	You are the truest representation of your estate. You are the living god of what you stand for. You are a force of nature.


The mechanics of Domains are similar to those of Aspect; there are miracles, ranging in power form zero to nine, you can do any at or below your attribute automatically, otherwise you make up the difference by spending Domain miracle points (DMP), up to a maximum of four. 

Domain covers your control over the concept you embody. Unlike Aspect, these are non-physical magics, and therefore not restricted to physicality by their nature. 

Incidentally, it is possible to buy a secondary Domain attribute, at one point per attribute point, if, say, you wanted to be "Night and Nocturnal Animals" (and you could even buy a tertiary one, if you like), but I don't advise it for a starting character, as it spreads the points a little thin. 

Domain Miracles are ranked as follows (with examples for five estates): 

	DOMAIN MIRACLES

	Lvl
	Description
	Music
	Storms
	Books
	Forests
	Lust

	0
	Estate-driven divinations:  You can tell when your estate is in danger.
	n/a
	n/a
	n/a
	n/a
	n/a

	1
	Ghost Miracles:  You can make easy-to-see-through illusions and minor enhancements
	Make an instrument sound better.
	Make a day seem gloomier.
	Fill a shelf with boring textbooks.
	Make a “ghost clearing” for a more comfortable sleep.
	Show someone an image of what they lust for. Stoke someone’s fire.

	2
	Lesser Divinations:  You can get any mundane info related to the estate.
	Know how to play any requested song.
	Know when the next storm will hit a locale.
	Read a closed book.
	Know where a trail ends.  Know where to find herbs, water.
	Know what a person lusts for, or their weaknesses in that area. 

	3
	Lesser Preservations:  Make things more resistant or longer lasting.  Protect and extend.
	Make a song that sticks in the memory.
	Make it rain for days.
	Make a manuscript that returns to the writer if rejected.
	Ward a tree, making it resistant to weapons.
	Make someone’s lust a lasting and resilient thing.

	4
	Lesser Creations:  Cause part of the estate to come into being.
	Make bewitchingly beautiful music.
	Make a lightning storm or a drizzle.
	Create a how-to book for any domestic task.
	Grow plants quickly from the naked earth.
	Engender lust in a target (or large group) that does not currently feel it.

	5
	Lesser Destructions:  Remove an aspect of the estate from the area or from existence.
	Make things silent.
	Clear rain clouds. Make a storm’s raindrops dry.
	Make book legible but incomprehensible.
	Shatter a few trees.  Make a tree invisible.
	Remove lust from a person.  That particular lust might never return, but others could.

	
	Major Divinations:  Get revelations, through the estate, of shadowy future images, or exact images of anywhere the estate has been.
	Tell the future in extemporaneous song.
	Scry in a bowl of rainwater.
	Read a random paragraph from a book and have it be relevant.
	Find the mystical heart of the forest.  Talk to plants.
	Know all the lusts that the target has had or will have, and how they did/will turn out.

	6
	Lesser Changes:  Twist and remake things from your estate into new forms, with new properties.
	Make living music that reproduces by being heard.
	Make raindrops sing.  Make it hail blueberries.
	Change the genre of the books a given author writes.
	Reshape trees into treelike playground equipment.
	Redirect a man’s lust from one woman to another.  Make a straight gay.

	
	Major Preservations:  Perform preservation magics of epic scope.
	Burn music into someone’s mind so that they never forget a note.
	Make an ongoing storm perpetual and raging.
	Make an author eternally famous.
	Seal a forest against entrance by any enemy.
	Make a person forever lust, unfading, for the thing they currently lust after.

	7
	Major Creations:  Create huge, important, or impossible things related to the estate.
	Deafen mortals for miles with loud music.
	Create a hurricane, tornado, or monsoon.
	Create libraries, masterpieces, or books of secret lore.
	Grow a forest from a seed.
	Create the sort of lust that can destroy a thing, in a massive area.  Fill a nation with a burning lust for self-destruction. Create the exact thing Lusted after.

	8
	Major Destructions:  Turn off the Sun (or whatever).
	Destroy a song forever, so that nobody can recreate it.
	Calm the sky above an entire ocean.
	Destroy a written language.
	Shatter a forest.
	Utterly obliterate lust for living in an area the size of a continent.

	9
	Major Changes:  alter major, important aspects or properties of the domain.
	Change the author of an existing song.
	Make it rain every third day in a given Chancel.
	Rewrite all books into Esperanto.
	Fill a forest with blue gnomes.
	Make all human men lust after cars, rather than other humans.


Realm 

This represents your degree of control over the Chancel you rule. Realm also determines your rank in the hierarchy that runs your Chancel (and later, in "group" character creation, the degree of influence in determining the nature of the group's Chancel). Characters with high Realm can do practically anything, as long as it is within the Chancel where the characters live.

	REALM LEVELS

	Lvl
	Name
	Notes

	0
	Citizen
	You have no control over your Chancel. You are a ruler of it in name only, and can do little to command it.

	1
	Radiant
	You control the surface conditions of your Chancel to some extent.

	2
	Realm’s Heart
	It takes you but a thought to know anything you wish to know about events and situations within your Chancel. Your home court advantage is of decent proportions.

	3
	Warden
	Defending your Chancel against ordinary threats is relatively easy. You can make barriers both subtle and overt.

	4
	True King/Queen
	You could quite possibly hold off even an Imperator or unsharded Excrucian within your home. You can shape landscapes and inhabitants from ether. Your touch can heal the land and its inhabitants.

	5
	Tempest
	Walking into a Tempest's Chancel is the most fearsome danger an enemy can face. You can shape and reshape your Chancel almost at will.


Realm works almost the exact same way Domain does, with one major difference. Instead of merely controlling one aspect of creation, you can do it to all of them -- as long as they are within your Chancel. Any aspect of the Chancel, including inhabitants, geographical features, and visitors can be affected – although bear in mind that Noble, Imperator, and Excrucian "visitors" cannot be directly affected. 

The scale of Realm Miracles is exactly the same as the scale of Domain Miracles: 

	REALM MIRACLES

	Lvl
	Name
	Notes

	0
	Realm-Driven Divinations
	You can tell when your Chancel is in danger.

	1
	Ghost Miracles
	You can make easy-to-see-through illusions and minor enhancements.

	2
	Lesser Divinations
	You can get any mundane info related to the Chancel.

	3
	Lesser Preservations
	Make things more resistant or last longer.  Magics of protection and extension.

	4
	Lesser Creations
	You can create almost anything within your Chancel, as long as it’s on a small scale.

	5
	Lesser Destructions
	Remove an aspect of your Chancel from existence.

	
	Major Divinations
	See and hear anywhere in your Chancel, its past, or (cloudily) its future.

	6
	Lesser Changes
	Twist and remake things and circumstances from your Chancel into a new form, with new properties.

	
	Major Preservations
	Perform preservation magics of epic scope: things can be effectively immortal while they remain in the confines of your Chancel, if you like.

	7
	Major Creations
	Create huge or important things in your Chancel.  This can only be used for physical things.

	8
	Major Destructions
	Boom.  Destroy things or their properties.

	9
	Major Changes
	Change pretty much anything within your Chancel.


Spirit 

This represents the degree to which the power of your Imperator fills your soul. (Later, in "group" character creation, characters with higher spirit will also have more influence in determining the nature of the group's Imperator.) Characters with high Spirit get a variety of advantages, including high resistance even to indirect magics, a greater number of Anchors, and a facility with Nobilis ritual magics.

	SPIRIT LEVELS

	Lvl
	Name
	Notes

	0
	Candleflame
	Your nature is mostly human. You have no shield of blazing selfhood to defend you against the assaults of other nobles and Excrucian-shards.

	1
	Hearthfire
	You have a nearly mortal will. It will blunt only the weakest attacks.

	2
	Incandescent Flame
	You are strong and determined, and your essence trickles out in the world, bending it to your will, so that you are better at the rituals of the Nobilis than many.

	3
	Sunfire
	You are transcendently yourself, with access to a deep spiritual center and personal balance. You are significantly protected against attack.

	4
	Conflagration
	You are a titanic personality. You are among the finest practitioners of the dark arts.

	5
	Inferno
	There is a terrible leashed power inside your heart. You have an enormous advantage in battle because of your natural defenses. Your skill at ritual magic approaches that of an Imperator.


Spirit works differently from the other Attributes. Instead of allowing you to perform specific miracles, each point in Spirit provides a host of individually minor but collectively important advantages. 

You can have a number of Anchors equal to your Spirit plus one. 

Spirit Miracle Points (SMP) can be expended in place of other kinds of miracle points if you are working through an Anchor. (Yes, that does mean your reserve of Miracle points for a given attribute can be effectively doubled if you work through an Anchor. There are, however, some drawbacks as well.  More on that later.) 

Your level of Spirit is also the level of your Auctoritas – the degree of magical protection you have even from indirect magics. Your Auctoritas surrounds your body to a distance of about three feet. Those attacking you must expend miracle points equal to or greater than your Spirit – in addition to any they spend to cast the magic itself – for the magic to have any effect within that sphere. The additional miracle points do not count towards the four point maximum. This also protects you from even the effects of magic that is insufficient to pierce it; if they throw a truck at you using an Aspect Miracle without spending enough to overcome your Spirit, the truck will just bounce off. Or miss. Or whatever. 

Of course, this applies whenever you attack someone with an Auctoritas, as well – and note that some forms of magic make it kind of moot. If they summon ten miles of impenetrable night to cloud your vision, even if they don't overcome your Auctoritas, well, you'll be able to see just fine as far as three feet in front of you, but ...  And once again, this applies to magic you cast on others, as well. Auctoritas effects also apply to Divination magics – they must be overcome to get information about a Noble. 

The higher your Spirit, the more benefits you can reap from the magical rituals of the Nobilis. For example, when you drain miracle points from an enemy by destroying something they love, the maximum number of miracle points you can reap from it is your Spirit level. 

Additional Notes and Reminders on Miracle Points 

1. All Domain miracles, with the exception of divination, cost an additional miracle point if they are performed at a great distance. Performing them through Anchors does not incur this penalty. Any miracle worked through an Anchor must be reasonably local to the Anchor, however. 

2. Miracle points can be refreshed in three ways: 

a. When your characters flaws impede them (more on that later), 

b. When you slay, degrade, or turn something or someone loved by a Noble, Imperator, or Excrucian, and 

c. At the beginning of any new game "chapter" (in our game, they will be completely refreshed after the month pause.) 

3. There is an additional miracle point cost of (5-Spirit Level) for Aspect miracles performed through an Anchor. 

4. It is possible to shift miracle points from one pool to another, using a ritual. However, you have to spend some miracle points to do it. The amount you have to spend is lower the higher your Spirit is. 

5. Remember that the maximum amount you can spend to increase the miracle level for an attribute is four. In addition to this, you can spend as many additional as you like to break through a being’s Auctoritas, if you deem it necessary. 

6. At any time, a Noble can spend eight of a single type of miracle points, if it has them available, to issue a "word of command". This is a powerful, raw magic that damages the Noble casting it greatly – but which is likely to do a heck of a lot more to whatever it was aimed at. It is not necessarily for destruction, but can be used for any of the seven magics: divination, creation, destruction, change, preservation, gating (travel), or control. (Gating and Control, incidentally, are not included outright in the Miracle systems, although certain other kinds of miracles can mimic them. It is possible to obtain gating and control powers as gifts.) 

Gifts 

Gifts are any magical abilities not covered by the attributes and miracle point pools that you might want your character to have. Gifts can be related to your Domain, or Realm, or completely unrelated to them at all (you can take a maximum of two gifts directly related to your Domain.) They can be just about anything. 

The book has a system for figuring out their point cost, but it's kind of long to put here. I'll give some of the common samples listed in the book and their associated costs, to give you a feel for it: 

	SAMPLE GIFTS

	Gift
	Pts
	Description

	Immutable
	1
	You grow hungry or tired, but can survive indefinitely without food, water, sleep, or even air. You age slowly, but you will not die of natural causes.

	Eternal
	3
	Immutability plus. You won't age. Hunger, thirst, and strain are optional for you.

	Durant
	1
	You are difficult to injure and heal quickly.

	Sacrosanct
	8-23
	You are warded against all but the most puissant of weapons, you will heal any wound in a day if you live that long, and anyone who injures, imprisons, or degrades you is cursed to a degree determined by the number of points spent on this Gift.

	Immortal
	6
	You can only die in four ways -- if your Imperator is slain, if you are struck with certain extremely rare Excrucian weapons, *possibly* if you commit suicide, or possibly if something completely unexpected comes from beyond the known Realms with unknown powers. You are both Eternal and Durant, as well.

	Glorious
	2
	Your physical appearance, in some ways, stirs strong emotion in all mortals and (to a lesser extent) Powers. The emotion could be lust, fear, respect, a desire to cause you no harm, etc.

	Fire-Breathing
	1
	Popular with characters who are dragons in their true forms.

	Flight
	1
	Handy for winged characters. Unnecessary for winged characters with an Aspect of 5, who get it automatically.

	Remove Poison
	1
	Nifty for Unicorn characters. For an additional point, it also removes disease and demonic influences.

	Petrify with a Look
	1
	A must for cockatrices, gorgons, basilisks, etc. Does not affect Nobles, Anchors, Excrucians, or Imperators.

	Shapeshifting
	1 or 2
	1 point for one or two shapes. 2 points for comprehensive shapeshifting ability. Very chic for dragons, vampires, werewolves, etc.

	Venomed Bite; Acidic Spit
	1
	Good for a variety of beasties.

	Worldwalker
	2
	The ability to walk into and out of any Chancels automatically, without having to find the hidden, secret, or guarded paths.

	Gatemaker
	3
	Not only can you walk in and out of Chancels at will, you can make gates through which others can come as well.

	Elemental
	2
	You are so close to your estate that you can replace your body with a construct of your domain, and turn yourself into living lava or telephones or bacteria or angular momentum or whatever your domain happens to be.

	The Sovereign’s gift
	3
	Regardless of your Domain level, you need only spend one miracle point to command the simpler motions of your Estate. (Make water part or sunbeams avoid you or clouds cover the sky or whatever your estate happens to be.)

	Constant Domain
	5-44
	Your estate will serve you even without your explicit command, acting in your best interest and protecting you. The points spent determine how many ways it can do this -- i.e., what magics it can employ.

	Devoted Populace
	3
	The inhabitants of your Realm love you. No matter what. It's magic.

	Unblemished Guise
	1-5
	You can disguise yourself as a human, more or less impenetrably, depending on the points spent.


Bonds 

All right! Now that you've bought Attributes, permanent miracle points, and gifts, you're done with character creation points.

You have twenty points, which you must divide among Bonds, things that are important to your character. This can be people, objects, a goal or mission, a place, etc. Any Anchor you love must have at least one point spent on them. 

The degree of points you spend on bonds determines the degree of their importance to you. Five points means they're pretty important to you. Twenty points means it's the only thing in the world that really matters to you. 

This is an important game mechanic. If your bonds are destroyed, degraded, or turned against you by another Power, you will have miracle points drained from you -- usually temporary ones, but possibly even a permanent one if the bond is strong enough -- in the same way that you can drain miracle points from Excrucians and other powers through their bonds. The amount that is drained from you is proportionate to the amount you have invested in it (although not on a one-for-one basis, by any means.) 

It is more important to the game to use your bonds to make an interesting character than to simply try to find ones that are impossible to attack. 

Handicaps

The last step for now is picking handicaps (limits, restrictions, virtues, and affiliations) for your character. Handicaps cost no points and give no points, at least in character creation, and can be arbitrarily created at any time even during the course of the game long after character creation is done. They're a little harder to get rid of. 

As mentioned above, there are four kinds of Handicaps: 

A. Limits on your powers of Aspect, Domain, Realm, or Spirit. This kind of handicap provides the character with extra miracle points whenever their pool fully refreshes (i.e., at the beginning of a chapter) – you only get them when your pool refreshes. 

B. The second kind of handicap is a general restriction not related to a specific attribute. Whenever these actually impede a player during play, they get spent miracle points back (player's choice of which pool they go to). You cannot exceed your permanent miracle point pool level, of course. If your restrictions never impede you, no problem – you just don't get any miracle points back for it. 

C. A Virtue is a quality that the character possesses (or is possessed by) to a degree which Creation itself must acknowledge.  This has some advantages, in that a character can never be forced or tricked into betraying their Virtue, they automatically know the best way to act in accordance with their Virtue, and they can display their Virtue so blatantly in their being that almost any living creature will perceive the truth of it.  Finally, if the Virtue gets the character into load and loads of trouble, it’s gives you back a spent miracle point.  Virtues are not required.

D. All player characters must take the restriction Affiliation, however. Your affiliation must be to Hell, Heaven, the Light, the Dark, the Wild, or a personal Code. High service to the appropriate code refreshes 1 miracle point. Disservice to it costs you 1. Characters should decide on a general mission related to both the affiliation and their specific domain. (For example, Sharpening, in service to the Dark, might decide his mission is to make humans get as many objects razor sharp and dangerous as they possibly can; it would gain an MP when it notably advanced this goal.) 

	SAMPLE PERMANENT FLAWS

	Description
	MPs
	Notes

	Aspect: Disabled
	1-2
	Disabled in some way (blind, lame, psychotic.)

	Domain: Small Estate
	1 per Domain lvl
	This is the advantage people who are the Lipton Instant Noodle Goddess get

	Realm: Hated
	1 per Realm lvl
	The inhabitants hate your guts, and try to kill you every chance they get.

	Spirit: Uninspiring
	1 if Spirit > 2
	You should be impressive, but you're not.

	Any specific attribute: Focus
	1 per 3 pts of attribute invested; round up.
	One or more levels of an Attribute are invested in an exterior focus: a physical object of some kind. If you don't have the object, you can't use them, and whoever gets their hands on it can.) The extra miracle points also move with the focus


	SAMPLE GENERAL RESTRICTIONS

	Restriction
	MP 
	Refreshed when?

	Cannot lie
	1
	When a lie would have been very useful

	Cannot enter a house uninvited
	1
	Depending on circumstances

	Cannot cross running water
	1
	Depending on circumstances

	Can be summoned and can't leave an unbroken pentagram
	2
	Whenever it comes up. (I love this one.)

	Cannot kill
	1
	Depending on circumstances

	Cannot use modern technology
	1
	Just 1 point, but it comes up often

	Must feed of human blood or no reflection
	1
	When it gives you away

	Repulsed by the Creator's name
	1
	--

	Hated (or loved too well) by animals
	1
	When they're a threat, or when they give you away

	Hunted by Lord Entropy
	3
	When the boom falls. But really -- this is a bad idea.

	Bound to friendship with anyone they share a smoke with and cannot resist and offered smoke
	1-3
	Depending on who or what they end up bound in friendship to


And so on. 

And that's it. The next step in the process is group-determined – the group gets to design the PCs Chancel, and their Imperator.  But that’s for another document.
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