Nobilis Campaign Background: 9/23/09
CAMPAIGN INTRODUCTION-Document A
If you could become the guardian of any one concept or thing in the universe, what would it be?  How would you manage your “domain” or “estate” and what would you do with your power?  Welcome to the Nobilis Campaign.  Gamers will be playing characters who have become “Powers” or “Nobles”, beings of almost godlike power, that protect, rule and regulate some aspect of reality and the world, and who become far more than the mere mortals they were born.  It is their place in the universe to manage their domains/estates, advance the goals of their own agendas and codes, protecting their bonds, and saving all of Creation from threats beyond mortal reckoning. 


Nobilis is a high fantasy campaign where PCs have powerful miracles to manipulate their Domain and world for the better or worse. In this campaign there will be a lot of role playing and less than average combat. 


IMPORTANT NOTE:  This is a diceless game system. 
CAMPAIGN BACKGROUND AND WORLD OF NOBILIS
PCs can be people of any nationality, situation, or background in the current modern real world.  You can be begin as a homeless orphan in Calcutta or the founder of Google, a foreign terrorist or the President of the United States (all Backgrounds will have plusses and minuses).

The PCs will begin the game together without memory under “interesting circumstances”.  They will need to find out who they are and what is going on during the first game.  This will be a chance for players to develop or change the PCs Background in game (if they haven’t done so already) and learn the basic Nobilis rules. 

IMPORTANT GM NOTE:  While there will be events and challenges that happen during the game, most actions and events are PC/Player driven.  The more you develop your PCs, their drives, goals, and bonds, the more the campaign will interest you.  While the GM has a number of ongoing plotlines they are secondary to the PC’s motivations.  This will be a player driven campaign, if you do not drive the campaign others will.
Basic Nobilis Mechanics:


The basic game mechanics (which is incredibly simple) in Nobilis is that a PC can accomplish any task that is within the ability of their character if there is no opposition, and if there is opposition then the basic mechanic is a “blind bid”.  When a PC wants to do something, if it is within the PCs power, and there is no opposition, then the PCs will accomplish the task.  For example Philip, who grew up in the slums of D.C. needs to score some drugs.  Because it is clearly within his background, he will accomplish this task, though the PC and the GM may need to narrate the success.   

In the above example, let’s say Philip’s sister is trying to prevent him from buying drugs for his own good.  If all things are equal (in this case Philip has experience buy drugs and his sister has experience stopping him), then the status quo remains, and Philip will not be able to buy drugs at this time or at least until his sister becomes more occupied by her troubled boyfriend.  

However, now Philip has been Ennobled and has Aspect 0 and can use Aspect 0 Miracles.  He again tries to buy drugs and his sister tries to stop him. Because he uses a level 0 Miracle, he will succeed despite his sister’s  best attempts.
When two Nobles use Miracles, they say what they are going to do and write down (or use some other method) to determine how many Miracle Points they use.  Miracles are compared and the results are determined. Nobles can perform one mundane and one miraculous action per turn (except they can respond to other’s actions directly against themselves).

Nobilis Player Character Creation

Character Creation begins with a concept of “Domain”.  Each PC will become the “Power” known as a “Noble”, or protector and guardian of one Domain, or part of reality.  Examples of Domains include but are not limited to Metal, Mathematics, Fire, the Sun, Dogs, Guns, Trees, Love, Hours, Sloth, or Shadows.  The only Domains PCs cannot claim are the following: Entropy, Imagination, and I would prefer not Books or Doors.  

Also realize, the Noble who claims the more limited part of a Domain trumps the power of the Noble who claims a broader Domain.  For example if a Lord of the Water struggles against a Lord of Rivers over water in the Mississippi, the Lord of Rivers will have the edge in the conflict. (PCs will be provided with a GM NPC as an example Character Creation- Philip Aoskar-The Power of Doors)
PLAYER CHARACTER BACKGROUND: PCs will be playing humans who have lost their memories.  As the campaign progresses, PCs will regain their memories and power.  This will give players a chance to learn both the system and develop their PC Background.  If you don’t feel comfortable creating PC Background off-the-cuff, then you are more than welcome to create your PCs Background before the game begins.  Be ready to develop the following and consider how these will change with your PC’s Enoblement:  Your Name and…
1.  Physical Description:  Include age, ethnicity, height, weight, etc.


2.  Family:  Include descriptions and relationships


3.  Education:  Where and when, and how well


4.  Where and how do you live:  Self-explanatory


5.  Career/Job-Income:  Self-explanatory


6.  Hobbies:  Self-explanatory


7.  Faith/Religion:  Self-explanatory


8.  Pets:  Self-explanatory


9.  Relationships:  Include Friends/Loved Ones, and Enemies


10.  Personality:  Likes, dislikes, and important points of view. 
PRIMARY ATTRIBUTES: Nobles begin with the following Attributes.  They all begin at level 0, and have no Miracle Points to begin with. The Nobilis Attribute scale runs from 0-5, with level 0 being human, though humans do not have Domain, Realm, or Spirit. 
Aspect (pg. 88): 0 (AMP: 0), Represents all aspects of human characteristics and abilities.

Superior Abilities (GMO):  Concerns any subcategory of Aspect including attributes and abilities for example: Level of Intelligence or skill at Firearms. 
Domain (pg. 93): 0 (DMP: 0), Represents a Power’s control over his Domain or part of reality. PCs will need to develop 3-4 example miracles for each level of their Domain (though this can happen as the game goes on and the GM will help with these). 

Domain Sub-Abilities (GMO): Concerns any subcategory of Domain including any much smaller aspect of a given Domain, for example a Water-Fountains, Fire-Matches, Love-Crush, Gold-Gold Rings, etc. 
Realm (pg. 101): 0 (RMP: 0), Represents a Power’s control over his own Realm-World. 

Realm Sub-Abilities (GMO):  Concerns any subcategory of Realm including any Domains in Realm for example: All aspects of everything from Gravity to Love. 
Spirit (pg. 107): 0 (SMP: 0), Represents a Power’s magical might and resistance. 


Spirit Sub-Abilities: Concerns any subcategory of Spirit including Anchors, Auctoritas, and Mystical Rites.
OTHER ATTRIBUTES:  

Wound Levels (pg. 164):  Noble begin with Deadly x1, Serious x1, Surface x2 Wound Levels.  Note: Most mortals do not have Deadly Wound Levels. 
Affiliations/Code (pg. 133): Nobles must choose a Code.  Nobles cannot use Gifts or Miracles without having a Code.  A list of Codes will be provided. 
Bonds (pg. 106, 240): All Nobles must eventually have up to 20 points in Bonds.  Bonds are anything the PC has strong feelings about (positive or negative) including but not limited to: Imperator, Estate, Chancel, Code, Creation, Code Fidelitais, Familia, Anchors, Commoners (beings less than Imperators/Nobles), pet, or objects. In order for PCs to use Gifts or Miracles they must have Bonds.
Gifts (pg. 115): PCs do not begin with Gifts, but they will be easily acquired later on, and are very powerful and useful.

Handicaps (pg. 127): They are optional and include Limits and Restrictions. 
Virtues (pg. 132):  Elevates a psychological quality of the human mind to an essence that pervades their Spiritus Dei. 
Important Player Note:  If players do not previously develop PCs backgrounds, they will have to be ready to think fast on their feet to answer questions as events transpire.  This should be a fun thing, not a chore.  If you  are uncomfortable with this, I recommend developing a detailed background. 

In addition to the previous player background information, Players should consider the following: 



PC’s Aspect, Domain, Realm, and Spirit Sub Domains (See below).



PC’s personal Chancel (a small world of the PCs creation)



PC’s Code


PC’s Bonds
PLAYER CHARACTER ADVANCEMENT AND EXPERIENCE
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While PCs begin the game as just above ordinary mortals, they will quickly advance in power.  In addition, as they advance, they may “change”.  Once they shed their mortal coil, Nobles are not restricted to human form.  PCs may evolve into anything or any form they wish from talking swords, to angels or dragons, to giant aluminum mosquitoes. In most cases these changes will appear only in Prosaic Earth to those with second sight.  

Note that one Character Point is very powerful, on par with about 10 Exalted Experience points or more.  PCs will generally gain one (perhaps more) Character Point per Game, which may be converted and spent on the following: 

EXPERIENCE COST (Character Points):
Aspect:  



1 point cost 3 Character Points

Sub-Abilities: 

1 point costs 1 Character Point (3 equal 1 Aspect Point)
Domain: 



1 point cost 3 Character Points

Domain Sub-Abilities:
1 point costs 1 Character Point (3 equal 1 Domain Point)) 
Realm: 



1 point cost 3 Character Points

Realm Sub-Abilities:
1 point costs 1 Character Point (3 equal 1 Realm Point)
Spirit: 



1 point cost 3 Character Points

Spirit Sub-Abilities:
1 point costs 1 Character Point (3 equal 1 Spirit Point)
Miracle Point: 


1 Character Point
Buy off Handicaps (pg.127):  

Variable but one for one
Gifts (pg. 115):  


1 point cost 1 Character Point Points
Chancel Points (pg. 136):

1 Character Point per Chancel Point

Secondary Domains (pg. 89): 
1 Character Point per level
Dynasty Points (pg. 144): 

1 DP equals one temporary Miracle Point




25 Dynasty Point equal 1 Imperator Point

Imperator Points (-):

To be Announced- 
Nobilis Glossary:

Aspect:  The combined mental and physical characteristics, skills, attributes, and abilities of a character.

Sub-Abilities: The denomination or category of Aspect such as Physical Strength, use and knowledge of Firearms, Personal Charisma, or knowledge of Physics. 

Domain: The part of the universe the PC has power over and is responsible for such as: the sun, love, ducks, the number 9, etc. 

Domain Sub-Abilities:  Sub Domains are partial categories of your existing domain: For existence: Doors: door knobs, key holes, door hinges, Books: book pages, book print, titles.  Each PC should determine at least 2 sub-domains.  
Realm: Realm is the independent world the PC controls (in this case Mundane Earth-and one other..)

Realm Sub-Abilities:  Sub Realms are like Domains in the Realm of the PC (different from their primary Domain).  For instance Philip is the Power of Doors, but he controls the Sub-Realm of Money and Drugs.  PCs should determine at least 2 Sub-Realms for their PC. 
Spirit: Spirit is the PCs magical might and resistance.  

Spirit Sub-Abilities:  The Spirit Sub-Abilities include: Anchors (people who are familiars), Auctoritas (natural magical shielding), and Mystical Rites (magic spells)
Miracle Point: The personal magical fuel that powers your miracles.  Miracle Point return ….

Gifts (pg. 115):  Gifts are miraculous powers that don’t cost Miracle Points.

Chancel Points (pg. 136):  Chancel Points are points spent to improve and/or change the PCs Realm World. 
Secondary Domains (pg. 89):  Secondary Domains are additional related Domains that PCs have dominion over.  For example Philip has the Domain of Doors.  His Secondary Domain is going to be Opennings (of all types).

Dynasty Points (pg. 144):  Dynasty Points are special “group miracle points” the PCs can use. 
Imperator Points (-):  In the future PCs will be able to purchase Imperator Points which will allow them to develop their Imperator. 
 
Handicaps (pg.127):  There are two basic types of Handicaps in Nobilis: Limits and Restrictions. PCs may wish to buy Handicaps for two reasons, either to gain Miracle Points back more easily, or to make your PC more interesting.
