Godbound Rules-Changing the World:  3-1-24
Influence and Dominion

1.  Changing the World (pg. 126):   Scion are proto-divinities, and such men and women are naturally going to have a dramatic effect on the world around them. Their goals, ambitions, hates, and loves will leave marks on the realm, and there are several ways these changes can come to pass. PCs have four ways to change the world: A)  Hard work through role playing, just like everyone else,  B) Words of Creation and Gifts,    C) Influence Points,  D) Dominion Points.  
When Patrin exert their power, they may change the Facts, or the basic truths about a place or situation in the game world.  Some Facts are harder to change than others. 

2.  Influence Points (pg. 126):  Influence is abstract points representing the force of a Patrin’s full attention and regular management of a situation. Like Effort, Influence is only ever committed, not expended.  A player uses Influence when they want to represent their hero’s regular tending of a situation and their “off-screen” use of gifts and miracles.

Influence abstracts a PC's attention and off-screen labor to accomplish a more complicated, enduring change. These changes last as long as the PC is still around often enough to maintain their handiwork; once the hero leaves town permanently, the natural forces of entropy and social inertia will take hold.  
3.  Dominion Points (pg. 103, 126, 129, 133):  PCs gain Dominion Points during the game and earn them through overcoming challenges, and spend it enacting your will.  PCs will usually earn one Dominion Point per game session.  These points are used to represent their divine mandate and their instinctive ability to mold the world around them to fit their will. Unlike Influence, Dominion is lost when expended, but can be used to change situations and local circumstances in miraculous ways, alterations that last until some other power comes along to knock them down. Heroes start with no Dominion, but gain it for performing mighty deeds and through the worship of their cults (2nd Level).  Dominion changes take time, usually about a month. Unlike Influence, Dominion changes are permanent.  

The base cost for changing Dominion is the Scope + Plausibility + Wards (if any) + Resistance (if any). 
Dominion Costs:  

Scope:
Cost: 

Village
1
Villages, a few square miles, 1,000 people


City 
2
Major city, ten miles square, 100,000 people


Region 
4
Province, a thousand square miles, 1 million


Nation 
8
An entire kingdom, 100 million people


Realm
16
The whole world, Billions of people


Cost for Dominion are modified by Plausibility:  

x1  Plausible Change:  Changes that do not violate the laws of nature or angering local power

Examples:  Convincing a lord to take a course of action that is not obviously harmful, establishing a new industry in a location that might reasonably support it, banishing a harmful social custom that doesn’t underpin local society, or discovering new resources that might possibly be found.

x2  Implausible/Improbable: Changes that require bending the rules of nature or human behavior.  May require a might deed to accomplish. 
Examples:  Convincing a lord to take a course of action that probably will bring him harm, establishing a new industry that the locals have no original skills in whatsoever, adding a new social custom that harms the elite of society or would upset the common people, or calling up new resources that have no natural place anywhere around the site.

x4  Extraordinary/Impossible:  Changes that are politically unthinkable or physically impossible.  These changes require at least one mighty deed to accomplish. 
Examples:  Convincing a lord to undertake a suicidal crusade, establishing a new magical industry that produces something impossibly advanced or enchanted, upending a society’s entire value structure in favor of a radically contrary model, and calling up miraculous new resources that have some magical effect.  Creating new beings, building automatons, or gifting people with outright impossible abilities qualifies as an Impossible change.
8x  Extreme:  Empowering creatures with impossible powers.  


Wards (pg. 129):  Some locations have Wards that resist changes using Influence/Dominion. This increases the cost to make changes.  Wards, if found, can be destroyed.  Also, some Wards have "keys" that allow PCs to bypass the Wards costs. 

Resistance (pg. 130): Powerful supernatural beings also prevent changes using Influence and Dominion. If a being lives in an area that the Godbound wishes to change, the being must be destroyed, or overcome, or the increased cost must be paid.  

Resistance:

Type of Enemy:  
1

Minor spirits, lesser undead, angry priest
2

Skilled mage, Strong local ruler, Misbegotten
4

Eldritch, Uncreated hulk, Major bestial thing
6

Minor parasite god, fresh NPC Godbound

8

Major parasite god, veteran NPC Godbound

