Godbound-Ancalia Mechanics Part 2: 1-2-19
Miracles 
1.  Miracles (pg. 26-27):  Sometimes a Godbound wishes to exert their powers in a way that doesn’t match a particular Gift they possess. They can do so, but these miracles are more draining than the easy proficiency of a Gift.  Miracles are similar to Wyld Shaping in that they change reality on a small scale.  To create a miracle the Godbound must commit Effort for a day.  Miracles can ONLY create lesser things, or things in your purview of the Godbound (within their Words of Creation).   

Miracles Can: 
A.  Mimic the effect of a Word, usually lasting no more than a scene.  Subtle ones may last longer. 

B.  Miracles may counter other Gifts, and may act as an instant defense. 

C.  Miracles can dispel mortal magics and undo mortal curses, permanently. 

D.  Miracle can create dramatic effects out to a few hundred feet, temporarily. 

E.  General Rule:  Miracles can do anything a Gift can do, but, it doesn’t last as long and requires longer commitment of Effort. 


All miracles MUST fit the appropriate Word. While minor Miracles cost 1 Effort committed for a day, if they mimic a Miracle that already requires a day’s commitment, it costs 2 Effort. 
Examples of Miracle Use:    
A.  Hurt One Target: Godbound can cause 1d8/level damage (Max 10d8) to an individual, no save. This counts as a Smite Action.  
B.  Hurt Several Targets: Cause 1d6 (per 2 Levels, rounded up) damage to a single group of enemies within sight range. If you wish to spare anyone in the area, everyone gains an appropriate save.  This counts as a Smite Action.
C.  Gain Defense: The Godbound might be able improvise a natural AC: 3, for the scene (may not add to armor/shield to this defense).  They may also improvise a limited defense (for themselves and allies) from some environmental factor or type of attack for a scene if narrow (fire) or a round if more general (weapon immunity).
D.  Resist Attack/Effect:  Godbound may resist a single attack or effect (even after a successful to hit roll or failed save). 
E.  Hinder/Weaken/Blight Enemy: Godbound ca n weaken or Blight a group of lesser Foes or one Worthy Foe (usually gain a save), giving them a -4 to hit/saves, halt movement, force to hit and damage rolls to be made twice, or cost the enemy a round’s Action.  
F.  Make Something:  Godbound may conjure an object or entity. This may be enough equipment for one person (no larger than a wagon).  Conjured entities have hit dice equal to Godbound level x2 (up to 10), AC: 5, 2 attacks, 1d8 damage, lasting the scene. 
G.  Mimic a Gift: Godbound can mimic any Gift of a Word, but it costs 1 Effort commitment for a day, and if it already costs a day, it then cost 2 Effort, and it only lasts a scene at most. 
H.  Change Something: Lesser Foes get no save, but Worthy ones do. Changes are permanent if they involve natural processes, while impossible changes last no more than a day. If a change would kill or totally incapacitate a foe, use damage dice to determine if it is successful. 
I.   Create Wall/Zone of Danger: Miracles to create a wall of fire, seal a victim in a 

stone block, or otherwise create a hazardous zone take one round to form. If victims in range move out of the zone that round, they take no damage. Otherwise, damage is usually one point per level per round in the zone.
J.  Solve Problem: PC may solve some types of temporary problem. 
K.  Show Off:  If it doesn’t have any obvious material benefits it usually works to awe the locals.  
L.  Defensive/Offensive Dispel (pg. 22 & 26):  PCs my Defensively Dispel as an Instant Action (meaning even if not their Turn) if A) if their Words can reasonably counter the effect, and B) the enemy directly affect them.  

PCs may Offensively Dispel as an Action, that their Words can reasonably counter the effect, whether or not it directly affects them.  For example, dispelling an enemies miraculous armor or a wall of fire in their way.
