PC Guide for Using Miracles:
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
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. 

