NOBILIS GAME MECHANICS (9/14/09)
(pg. 162-163)
1.  Turn Sequence and Initiative (pg. 162 & GMO):  Either person with the highest Aspect goes first, descending in order in a cycle, unless something unusual changes it or, we go around the table.  
2.  Actions (pg. 162-163):  In a character’s turn they can take a mundane action, and a miraculous action, or both.  

3.  Using Miracles (pg. 163): When a PC takes a miraculous action, they may spend 0-8 miracle points or use a Gift.
4.  Opposing Miracles (pg. 163):  If two miracles directly oppose each other, the highest one succeeds.  If they are of equal level they cancel each other out. 
5.  Penetration (pg. 163):  In order for a Noble to effect another, they must penetrate their Autocritas, otherwise they automatically fail.  In order to penetrate it, they must spend enough power in the miracle to match the rival Noble’s Spirit. 
6.  Conjunctional Effects (pg. 163):  Powers can work together to create greater Miracles.  The Estate or Chancel of each involved PC must play a central role in the effect.  Take the Miracle level +1 per extra Powers involved to determine the final level.  A maximum of 5 Powers can contribute. This can be very powerful and effective.
7.  Miracle Point Recovery (GMO):  PCs recover 1 MP of their choosing per day of focus on a specific attribute. Aspect: Spend entire day relaxing, healing, exercising or bettering physical/mental health. Domain: Spend day advancing the cause of your Domain. Realm: Spend day advancing the health of your Realm.  Spirit: Spend day in peaceful mediation on the self. 
8.  Wounds (pg. 164-165):  PCs have 3 types of Wound Levels: Deadly, Serious, Surface,  When a sufficiently horrible thing happens, the PC loses one deadly wound level (and only one).  PCs do not lose lower wound levels if they have higher wound levels left. PCs with no Deadly Wound levels left pay +1 MP for any Miracle they use (except Simple Miracles remain free).  PCs with no Serious Wound levels left pay +2 MP. 
9.  Healing (pg. 165):  See the chart below.  PCs can increase their healing on the chart by spending an Aspect. MP.
10.  Non-Lethal Wounds (pg. 165):  When Nobles lose their last Deadly wound level or Commoners lose their last Serious health level to Non-Lethal attacks they generally fall unconscious. 
11.  Duels (pg. 167, 195):  Nobles often settle disputes through duels using “Ghost Miracles”.  These duels mirror real duels but rely the creativity of the Noble using his Domain to overcome his opponent. 
Example of Nobilis Mechanics and Using Miracles:
3 Example Nobles, one Excrusian, & a few commoner opponents: 
Sutton Smith, Power of Blood:  Aspect: 3 (5 MPs), Domain: 1 (5 MPs), Spirit: 2 (5 MPs), Gifts: Durant, He is blind; in combat he wields two guns, targeting by sound. 
Kimblerly Hillbrook, Power of Wine: Aspect: 1 (5 MPs), Domain: 2 (5 MPs), Spirit: 3 (5 MPs), Gifts: Elemental, 

Mirari Constano, Power of Rage:  Aspect: 2 (5 MPs), Domain: 3 (5 MPs), Spirit: 1 (5 MPs), Gifts: Acid Spittle and Flight, 

Endymion, Excrusion Shard: Aspect: 1 (5 MPs), Domain: -, Spirit: 2 (5 MPs), Gifts: Fortune’s Favorite: Causes minor things to go wrong for enemies more or less continuously and World Breaker’s Hand,
Vampire: Aspect: 2 (AMP: 0): For most abilities,  (Aspect Gifts: Durant),  Realm: 0  (Realm Gifts: Coffin), Spirit: 0  (Gifts: ), Handicaps: Can’t Cross Running Water, Fire/Water/Sunlight are deadly weapons, etc, Affiliations: Clan, Wounds:  Deadly x2, Serious x2, Surface x2,

Example One (Nobles wants to cross the road):  Or How does the Noble cross the road?

The PCs would like to cross the road but it is filled with traffic moving very fast.
Power of Blood:  Uses a level “0” Aspect miracle (Aspect 3) and leaps from car roof to car roof across the road. 
Power of Wine:  Uses Elemental Gift, turns to wine and flows across the road. 
Power of Rage:   Could easily use Gift and fly across the road but is annoyed by drivers, so instead uses Level “0” (Domain 3) Ghost Miracle to create a series of enraged drivers.  The rest of the traffic pulls to the side in abject fear and Mirari crosses the road. .
Example Two (Using Miracles to Get Something Done and countering another, who is already taking an action):  A Noble must save a mortal loved one from a rabid pack of vampire Hell’s Angel’s who are intent on drinking their victim dry.  The Vampires have Aspect 2 and mortals have no Deadly Health Levels, so they will kill or cripple the loved one, draining her dry with one bite to the throat. PCs must counter the vampires’ actions. 
Power of Blood:  Uses a Level 3 Miracle (Lesser Preservation, cost 2 MP), giving the loved one near limitless blood, thereby allowing the vampires to drink themselves into a stupor.  Or perhaps using a Level 4 Miracle (Lesser Creation, 3 MP), adding to the loved one’s blood a deadly poison (to vampires), thereby costing the vampires a deadly health level and probably leaving them to a slow agonizing second death. 
Power of Wine:  Intervenes between their loved one and the vampires (shielding her with her Spirit), thereby preventing the vampires from doing anything more than bruising her. (The Vampire cannot use its Aspect 2 in the area of the Noble’s Autocritas).  Frustrated, the vampires leave. 
Power of Rage:  Uses either a Level 3 Aspect Miracle (Cost 2 MP) and throws each of the vampires out the window or uses Gift (Acid Spit) and burns off their  face (and costing it a deadly health level), convincing them that they better get the hell out of there. 
Example Three-Combat (Three Nobles trying to Kill a Fourth): 
The Power of Blood, Wine, and Rage are flying together in their private jet over the Pacific, when suddenly they sense Miraculous Events, and their plane’s jets suddenly sputter and cease to function.  When they look outside their windows they see two helicopters armed with two missile bays each.  As they glance, they see one missile from each helicopter launch and head straight for them.
Turn One: 
Endymion:  In the second chopper, he has just ordered the pilot in the first chopper to launch a missile, while he launches the other.  The second missile will strike with perfect precision (L4 Aspect Miracle, 3 MPs, but with 1 Penetration in order to pierce the Noble’s Spirit). 
Power of Blood:  Decides to go to the emergency exit, opens the door, and jumps to the closest helicopter, grabbing the ground supports and kicking a hole in the fuel tank. (L4 Miracle, 1 MP).
Power of Wine: Makes the pilots of the helicopters too drunk to fire effectively or fly their ship (L4 Miracle, 2 MPs). 
Power of Rage:  Causes the missiles to explode in rage, in their bays (L4 Domain Miracle, 1 MP), and then goes to the emergency exit, opens it, and jumps out of the plane (and will rely on his flight). 

RESOLUTION:  The first helicopter erupts as its missile explodes, but its pilot doesn’t even notice as he dies because he is high as kite.  The Power of Blood takes a deadly wound level despite his Durant, and he is falling a thousand to his feat toward the Pacific with a chunk of the chopper in his hands.  The Power of Rage is falling but hopes to begin flying. While the second chopper’s missile explodes, but the chopper itself avoids the explosion as does the PC’s jet due to canceling out of miracles. However, the PC’s jet engines have failed and it is plummeting.  The Power of Wine, still being in the jet, is going with it. The Excrusian was unaffected directly by the PC’s miracles as none of them used penetration. 
Turn Two:  

Endymion:  He decides the jet is falling much too slow and annihilates all air resistance between the falling plane and the ocean.  Just for good measure he fires his second missile.  
Power of Blood: Worried about falling, he decides to use the piece of helicopter in his hand to jump off it and up toward the last chopper using a L4 Aspect miracle (1 MP).
Power of Wine: Not real worried about crashing into the ocean, she jumps out the jet and turns into wine.  
Power of Rage:  Decides he need to stop falling so he starts flying.  While he is at it, he decides to head toward the enemy chopper. 
RESOLUTION:  The Power of Blood successfully grabs the chopper and is hanging on.  The Power of Wine, caught in the lack of air resistance plummets immediately into the ocean along with the jet and the last missile, which explodes causing the Power of Wine to take a Deadly Wound level.  The Power of Rage is now at the chopper, and the Excrusian is laughing.    
Turn Three:  

Endymion: Deciding that it may be time to leave, he destroys all light in the area, making this part of the ocean pitch black.  He then jumps out the chopper. 
Power of Blood: He punches his way into the cockpit and beats the Excrusian using the chopper door (L4 Aspect miracle with 2 point of Penetration, 3 MPs). 
Power of Wine:  He decides the Excrusian deserves the same treatment he got, and turns the fuel in the chopper to cheap wine, causing it to sputter and the engine to fail.  
Power of Rage:  Decides to spit acid at the Excrusians legs, melting them off (spends 1 point for Penetration, costing 1 MP).
RESOLUTION: The world goes black just as the Power of Blood punches the Excrusian, breaking many bones and causing him a Deadly Wound level.  But the acid misses the Excrusian (doesn’t penetrate his Spirit) and the chopper begins to fall. 
Turn Four:


Endymion: He decides to destroy gravity around himself and begins falling upward and away.  
Power of Blood: Pulls out his guns and starts shooting with a Level 3 Aspect miracle and his last point for Penetration (1 MP). 
Power of Wine: Waits and watches, using Level 2 miracle-Lesser Divination to sense where the chopper is based on the wine in its gas tank.
Power of Rage:  Is angry and rips the moving prop from the chopper and uses it to cut off the Excrusian’s head (L5 Aspect miracle, 1 point of Penetration, 5 MPs).
RESOLUTION:  Endymion takes the shot from the Power of Blood, but it only does negligible damage because the Aspect miracle doesn’t penetrate the Excrusian’s Spirit.  Endymion dodges the amazingly fast rotor prop for the same reason.  Endymion proceeds to fall up and escape our heroes until some future encounter. 
Combat 


Wounds [164]:
All Powers have a number of wounds in each of three types: Deadly, Serious, Surface. The number of wounds you have depends on your Aspect: 

	Aspect
	Deadly Wounds
	Serious Wounds
	Surface Wounds

	0
	1
	1
	2

	1
	1
	2
	2

	2
	2
	2
	2

	3
	2
	2
	3

	4
	2
	3
	3

	5
	3
	3
	3


A Noble cannot lose take a Serious wound until they have taken (but not healed) Deadly wounds up to their limit. Similarly, they cannot take a Surface wound until they have their limit of Serious wounds. 

Mortals usually have 1 Serious Wound and 2 Surface Wounds. 

Harm [164] 

What constitutes a Serious wound to you? That depends on any gifts that you may have taken: 

	Effect on humans
	Inflict pain
	Hurt
	Seriously injure
	Probably kill
	Kill or Mangle
	Massive Overkill

	Miracle levels
	0
	0,1
	2,3
	4,5
	6+
	7+

	Mundane Weapons
	Fist
	Knife
	Gun
	Machine gun
	Tanks
	Nuclear weapon

	 
	Foot
	Animal claw
	Monster claw
	Fire
	Avalanche
	Volcanic eruption

	Damage to:
	 
	 
	 
	 
	 

	 Mortal
	 Surface
	 Serious
	 Serious/Death
	 Death
	 Death
	 Death

	Immortal
	None
	None
	None
	Annoyance
	Surface
	Deadly

	Sacrosanct
	None
	None
	Annoyance
	Surface
	Serious
	Deadly

	Durant
	None
	Annoyance
	Surface
	Serious
	Deadly
	Deadly

	Undefended
	Annoyance
	Surface
	Serious
	Deadly
	Deadly
	Deadly


· If you run out of deadly wounds, you must pay 1 extra MP for every Miracle or gift that requires MP. 

· If you run out of serious wounds, you must pay 2 extra MP for every Miracle or gift that requires MP. 

· Words of Command always costs your highest remaining wound level. 

· You can attack with the purpose of knocking your victim out rather than killing. The HG gets to decide if a given attack fits the bill. The victim loses wound levels as per normal. They may, at HG discretion, fall unconscious after losing their last Deadly wound level to such an attack. They fall unconscious after losing their last Serious wound to such an attack unless the HG rules otherwise. Gifts such as Sacrosanct, Durant, and Immortal take effect as usual. Gifts such as Immutable or Eternal give protection against non-lethal attacks such as drugs, normal magic, or mind-affecting Excrucian gifts. 

Healing [165]:

How long does it take you to heal? 

	Gifts
	Surface Wound
	Serious Wound
	Deadly Wound
	Wound due to Word of Command

	Normal
	1 day
	1 week
	1 month
	1 month

	Durant
	1 hour
	1 day
	1 week
	1 month

	Sacrosanct
	1 minute
	1 hour
	1 day
	1 month

	Immortal
	Almost instant
	Almost instant
	Almost instant
	1 month


You can increase your recovery rate, at the price of one AMP per row. This effect lasts until you lose another wound level. You do not need to spend the extra MP penalty for losing all your Deadly or Serious wounds when performing this particular Aspect miracle. 

Mortals increase this chart by one level.

Miscellany 

· Dynasty points are point associated with your Imperator. They can be changed, one for one, into MP accessible to members of that Imperator's family. Dynasty points and Imperator points can be freely translated back and forth, at a conversion rate of 25 Dynasty points to 1 Imperator point. 

Miracles of Aspect

	Level
	Types
	Limits

	0
	Peak Performance, The Sight
	The best of your mortal self.

	1
	High-level human
	Catch arrows, recall birth.

	2
	World Record Performance, Guising
	Exact measurements without tools, win Olympic gold.

	3
	Improbable
	Shattering rocks with a fist, skeet surfing, 100 mega FLOP computation.

	4
	Very Improbable
	Throw a Geo, track by scent.

	5
	Impossible for Humans
	The limits of machine and animal performance, catch bullets.

	6
	Universally Improbable
	Within the bounds of reason.

	7
	Impossible for Anyone
	Swallowing elephants, downing zeppelins with hatpins, throwing large buildings, solve the halting problem.

	8
	Impossible, non-local
	ICB-you, shooting down the sun, eating cities.

	9
	Fabled
	Anything Aspect can do.


Miracles of Domain and Realm

	Level
	Types
	Description

	0
	Estate-driven divinations
	Sense an attack on the Estate, hear prayers.

	1
	Ghost Miracles
	Anything, but fake

	2
	Lesser Divinations
	Know anything about or related to your Estate.

	3
	Lesser Preservations
	Ward or reinforce elements of your estate.

	4
	Lesser Creations
	Create whole or partial elements of your estate.

	5
	Lesser Destructions, Major Divinations
	Destroy aspects of your Estate, or create negative images of them. Scry anywhere or when your Estate exists.

	6
	Lesser Changes, Major Preservations
	Change the properties of an element of your Estate. Eternal preservations with global effects.

	7
	Major Creations
	Enormous, wide-reaching creations.

	8
	Major Destructions
	Universal or permanent removal of an element of your Estate.

	9
	Major Changes
	Anything within the bounds of your Estate.


Miracle Cost

	Type
	Cost

	Simple
	0 MP

	Normal
	1 MP

	Hard
	2 MP

	Deep
	4 MP

	Word of Command
	8 MP, 1 HL


Miracle level ≤ Attribute + MPs spent. 

Domain miracles at long range (more than 100 miles): +1 DMP. 

Aspect miracles through Anchors cost an extra 5-Spirit AMPs. SMPs can be substituted for Anchor miracle costs. 

PCs may use one Miracle per turn (in addition to one mundane action). A level 0 miracle is still a Miraculous action.


Return of Miracle Points (pg. 133):  Miracle Points do not return on their own.  They only return based on the following events:



New Game:  Every new game PCs begin with all MPs.



Limits/Restrictions:  PCs may regain MPs due to Limits and Restrictions.



High Service to Code:  If a PCs give high service to their Code they receive a MP. 



Dedicated Service to Chancel/Estate:  PCs may regain 1 MP per day of service to their Chancel or Estate. 



Advancing Life’s Goal:  PCs may gain MPs if they significantly serve their life’s goal, for example: helping and Anchor or Bond out of trouble. 


Loss of Miracle Points: PCs may lose MPs for certain reasons.  



Disservice to Code: PCs will lose 1 MP for going directly against their Code

[image: image1.emf]Nobilis Rules (Abridged)     Miracles       The quick way to tell if you can cast a particular miracle is to do two particular calculations:    1.   Is the difference between the level of the miracle you want to cast and your relevant stat equal to  four or less?    In othe r words, you cannot cast miracles more than four levels above your stat. In yet other words,  the most miracle points you can use to up the level of a miracle is four.    2.   Is your relevant attribute, plus any miracle points you want to spend, equal to the mira cle level plus  penetration?    That is, you can add any amount of penetration with miracle points,  and  you can use the ``unused''  part of your stat to add penetration. For example, if you were lucky enough to have Aspect 5, then  you could cast a Level 3 Aspe ct miracle with 2 Penetration without spending any AMP. For an  extra 2 AMP, you could cast the same miracle with Penetration 4. The most points of Penetration  you can use is 7. [163]       Remember, you can cast a miracle at a higher level than necessary accord ing to the tables below if you want.  [163].       Sustained  Miracles take a long time to complete or have a long duration. An Aspect 6 Miracle to defeat an  entire army in single combat will take a week or two to complete. If the Noble takes a break to eat, the  Miracle does not go away -- they can go right back to single combats afterward. In non - stressful situations, a  Noble can sustain a miracle until they next spend a MP. In combat or a stressful situation, a Power can  sustain a miracle until they next cast a mi racle or invoke a non - automatic gift [HR]. A Power can sustain only  one miracle at a time. [162]       Multiple Powers can contribute to a single miracle, so long as the Estate or Chancel of each of them is central  to the miracle somehow. All powers must use a  miracle of the same level. The resulting miracle is at level    At most five powers can contribute to a given miracle. [163]       Lesser miracles can affect:    o   Up to 10 tons of material    o   Up to one square mile of territory, or    o   One typical instance of the relevant  Estate. [86]       When two miracles directly oppose each other, the one cast at the higher level triumphs. If they are the same  level, they cancel each other out. Penetration does not count towards the level. Remember, you can cast a  miracle at a higher level  then necessary. [163] For example, you  could  cast a Lesser Divination at Level 5 if  you so chose.       When someone uses a miracle that activates your Automatic Gift, your gift takes effect at the same time as  the miracle. The effects of the gift complete at  the same time as the miracle. [163]       Gifts have miracle levels associated with them. They can fail if directly opposed by a miracle of a higher  level. [163]       To penetrate a level 0 Auctoritas, you need to specify that you are using 0 Penetration. Although  this is the  same cost as no penetration, they are different.    o   ``No penetration'' will not affect the space in the Auctoritæ of Nobles no matter what.    o   ``Penetration 0'' will affect the space in the Autroiratæ of Nobles of Spirit 0.    This might be important  if you want to get all the humans (but not the Nobles) out of the room.       Divinations work at any distance. Other Domain miracles normally are used at ranges of less than 100 miles.  Using a Domain miracle at something more than 100 miles away from yourself  or your anchor takes an  additional DMP. [97]       If a Noble or Anchor is near the place where some miracle worked from far away takes effect, the Noble  sense its origin. They receive a mental picture of the other Miracle worker. The Noble can then cast back  one 


