
Nobilis: the Essentials 
 

The wind told me once that everybody gets to play a game of Nobilis before they die. Maybe it’s in their 

secret dreams. Maybe it’s in real life. But everybody gets to experience the world of the Nobilis once — 

to leave behind the dead world where things don’t talk to you and nobody knows the purpose of the 

world, for at least one night, and see the truth. 

Maybe you got to play the game back when it was a little pink book printed on demand by Pharos Press. 

Or maybe you got to play it when it was this huge coffee-table book, lavish and elegant, made by 

Hogshead Publishing, Ltd. and later distributed by Guardians of Order before they decided to stop 

sending out money and books and stuff and just lurk like a serpent, coiled around the dark heart of the 

world. 

I heard that’s what happened to them! I might be wrong. If you’ve been to the heart of the world then 

you would probably know. 

Anyway, maybe you got to play it that way; or in your dreams, with a mysterious book held by a 

mysterious referee; or maybe you’ve even become one of the Nobilis yourself, and you don’t exactly 

have to play it any more to know. 

But if not! 

Oh, if not! 

Then this is the game line for you. 

The Nobilis are all around us. Them and their attendant spirits. Everything that you think is a flat and 

boring object is actually alive, manifesting the amazing cosmic force called the causa causans or spiritus 

Dei. The world is full of dangers and wondrous things that hardly anybody knows about. But with the 

Nobilis: the Essentials line from Eos Press, that’s going to change. These books will let you in on the 

secrets of the world. They’ll let you play around on the borders of reality, experiencing what’s out there. 

And maybe, just maybe, if you encounter the actual Nobilis or something else magical later, and if 

you’ve read our books carefully, you’ll know what to do! You might even get to become a Power — one 

of the Nobilis — yourself! 

But as every avid Nobiliser knows, it’s not about becoming one. It’s not about leaving the mortal world 

behind and entering a world of power and magic where everything is possible but love. It’s about 

keeping the magical world in your heart. It’s about keeping your faith in things and being. The Excrucians 

are coming with their stars in their eyes and their night-black swords! If you remember the purpose and 

meaning of things, you can help the world stay strong. 

— Jenna Moran, Ph.D. 

July 12, 2010 



Book One: Field Guide to the Powers 
 

 

 

In the Chancel of Lorelle Clark, one may always choose to sacrifice one’s life to save 

another’s. This is not magic. This is not a miracle. It is the law of the world. 

Lorelle dueled the Warmain Hesychia Symeonius in the center of her court. 

Hesychia’s blade hungered for Lorelle’s life, but could not take it; each time it plunged 

into her heart, or chopped away her side, or ripped through her spine, one of the 

silently watching courtiers stood up and took that death in her place. The Warmain 

was snarling, hateful, angry, and realizing with horror that it was possible to lose. As 

for Lorelle, I have never seen a woman look so radiant or so beautiful. She was lost in 

the rapture of it, for Lorelle is a Power of the Dark. 

ɭfrom On Serving the Nobilis, by Luc Ginneis 

 

  



In October 2010 Eos is releasing the first book of Nobilis: the Essentials. 

This book serves as your guide to the Nobilis and other magical creatures that live among and beside us, 

as well as including a complete and full-featured “role-playing game” that allows you and your friends to 

take on the role of Nobilis. Each of your characters — a “Noble” or “Power,” one of the Nobilis — will 

command and embody a sacred Estate, a fundamental principle of the world such as Fire, Storms, Hope, 

Dreams, Cars, Cities, Pain, Love, or Ambition. 

Here’s just a taste of what this book has in store . . . 

¶ shocking revelations about Lord Entropy’s hidden “evil world;” 

¶ extensive information on the true nature of reality; 

¶ diceless systems for — 

o mastering the power of body and mind; 

o wielding and controlling the substance of your Estate; 

o becoming one with that principle; 

o and seizing the treasures, principalities, and armies that the Nobilis have at their 

command. 

¶ a secret lifepath system for developing new concepts and characters; 

¶ the laws and strictures governing Powers and their Estates; 

¶ priceless information on the sacred Orders and contracts of Noble society ; 

¶ an in-depth, frank discussion of the nature of the Excrucians, enemies of the world; 

¶ the true nature of the Actuals, the Family, and the Seal of Time; 

¶ rules for invoking the Divine Mantle and the Auctoritas Magister of the Nobilis; 

¶ cat ears; 

¶ and a brand-new Destiny system for advancing your character, changing the world, and winning 

even an Excrucian or Imperator’s heart. 

 

Is it all right to play Nobilis? How do you survive Lirrane Adrimorphous’ wrath? What may or may not a 

person do when encountering Kaithrya of the Wild in the world? How and why might you call the 

dharma worms onto your plate? And what is the final secret of the star-beast, Qot? All these questions 

will be answered, and more, in the first book of Nobilis: the Essentials — 

A Field Guide to the Powers. 

Coming in October 2010. 

  



Hitherby Dragons 
 

When Jane was a girl, the monster took her. 

He’d been waiting. 

He was born to be her guardian angel. Like his whole family had been, to hers. But somewhere along the 

way that had gotten twisted up. 

He wasn’t a guardian. 

He wasn’t an angel. 

He wasn’t even properly a kind of thing at all. He was the perversion. He was the break in the world. He 

was the monster. 

He emptied her out, turned her soul hollow, and used it as a crucible of gods. 

He made Ii Ma, the Warden, who keeps the place without recourse. He drew angels from her, horrors, 

aegises, and fiends. From the gaping wound where her soul should have been he pulled forth endless 

tools and powers; and if there had been any justice or any sense in the world, they would have turned 

on him, but they didn’t, because of what he was. 

But he slipped up. 

She slipped away. She fled to the sky, in the company of a labyrinthine god; and when she came back 

down, that god was dead, and Jane wasn’t the girl he’d known, and the creature at her side wasn’t a 

power he could understand. 

This is the story of Jane, who plans to mend the world, and Martin Thumbscrews, who’d love to break it. 

Them and a cast as large as the world — slightly larger, really, since the story goes a bit beyond the wide 

world’s edge. 

It’s your story, in the end, though getting there will take a while. 

This is a book of stories, histories, and legends; of what is, what was, and the ways we can understand 

them. 

  



"ÏÏË /ÎÅȡ !Ô 'ÉÂÂÅÌÉÎÓȭ 4Ï×ÅÒ 
 

 

 

LŦ ȅƻǳ ƭƻƻƪ ƻǳǘ ŀǘ ǘƘŜ ǿƻǊƭŘΣ ǘƘŜǊŜΩǎ ŀ ƭƻǘ ǘƘŀǘ ȅƻǳ ƪƴƻǿΦ ¢ƘŜǊŜΩǎ ŀ ƭƻǘ ǘƘŀǘ ȅƻǳ ǳƴŘŜǊǎǘŀƴŘΦ .ǳǘ ŀǘ 

ǘƘŜ ŜŘƎŜ ƻŦ ȅƻǳǊ ƳŀǇΣ ǘƘŜǊŜΩǎ ŜƳǇǘƛƴŜǎǎΦ 

¢ƘŜǊŜΩǎ ǉǳŜǎǘƛƻƴǎ ǘƘŀǘ ŀǊŜ ƘŀǊŘ ǘƻ ŀƴǎǿŜǊΦ 

¢ƘŜǊŜΩǎ ǘƘƛƴƎǎ ǘƘŀǘ ŀǊŜ ƘŀǊŘ ǘƻ ŜȄǇƭŀƛƴΦ 

¢ƘŜǊŜΩǎ ŎƘƻƛŎŜǎ ǘƘŀǘ ŘƻƴΩǘ ƳŀƪŜ ǎŜƴǎŜ ŀƴŘ ǘƘŜǊŜΩǎ ŀ ǎŜŀ ƻŦ ŎƘŀƻǎ ŀƴŘ ǘƘŜǊŜΩǎ ŜƳǇǘƛƴŜǎǎΦ 

So a girl named Jane goes to the edge of the world, where Santa Ynez touches on the chaos. She 

walks across the bridge to the abandoned tower of the gibbelins. Finding that its machinery is in 

recoverable order, she assembles a theater company of gods and humans to answer suffering. 

Also, they put on shows. 

  



In the first quarter of 2011 Eos is releasing the first volume of the Hitherby Dragons series: 

Hitherby Dragons:  

!ǘ ǘƘŜ DƛōōŜƭƛƴǎΩ ¢ƻǿŜǊ 

 

This lavishly illustrated volume collects one hundred of the early performances at Gibbelins’ Tower, from 

the legend of the zodiac animals to the history of Aegisthus, along with insights into the functioning of 

the lens Necessity; discussion of the birth of angels; and various thoughts on how to proceed if you 

forget the word “booger,” suffer, find yourself unexpectedly in possession of a lawless prison camp, or 

discover that one of your dolls contains a soul. 

This is the story of how Jane saved the world; and how you will, more or less.  

But that comes later. 

For now?  

Just watch the show. 

  



Nobilis: Principles 

Book One: the Royalty of Heaven 
 

In 2011 Eos is releasing the first book of Nobilis: Principles. 

This book examines the works of Heaven in the world — the philosophy of the angels, the miracles of 

Heaven, and the effects of Heaven infestation on the human body, soul, and mind. 

Central to this work is a system for playing and portraying angels, kings, holy creatures, and other forces 

— in Nobilis and other games — whose role is defined by outwards-flowing righteousness, virtue, and 

order, and whose greatest struggles are against correct or incorrect challenges to that righteousness. It 

adapts the Nobilis gaming engine to the story of divine right, and divine folly, and the reasons that the 

angels are most rightly called the royalty of Heaven. 

Also in this book — 

¶ the heraldry of the Nobilis; 

¶ the history of Heaven and its Code; 

¶ secrets of mortal alchemy; and 

¶ many of the angels, and their enemies, known to appear on Earth!  

 

Lost without the grace of Heaven? 

Longing to make a bit of justice and beauty in this world? 

Do you dream of angels but never have them come? 

In 2011, you’ll see The Royalty of Heaven. 

It isn’t very long to have to wait. 

  



Nobilis: Campaigns  

#ÈÕÕÂÏȭÓ -ÁÒÖÅÌÏÕÓ 7ÉÓÈ-Granting Engine 
 

Once per 24 hours Chuubo gets to make a wish. The wheels and cogs in his engine turn. The sparkers 

spark. The creaking component creaks, the honking portion honks, and the make-a-joyful-noise 

component gives a joyful shout. Then the whole thing shudders and burns with power and the shining 

beacon at the top shoots off a lance of light to Heaven; 

and Chuubo’s wish comes true. 

Coming in 2011, /ƘǳǳōƻΩǎ aŀǊǾŜƭƻǳǎ ²ƛǎƘ-Granting Engine is a complete campaign and alternate 

setting for Nobilis, with characters, antagonists, locations, conflicts, and detailed story-creating 

instructions baked right in. Who will triumph and who will fall when the heroes of Town pit themselves 

against the ruthlessness of Mrs. Senko, the corrupt will of Principal Entropy, the deceits of the wish-

devouring fairies, and the bullying of Billy Sovereign? 

This book will feature: 

¶ 15 characters to pick up and play, with customization options for long campaigns; 

¶ an easy system for converting each day’s wish to an interactive story; 

¶ simplified Nobilis rules for players who haven’t purchased the core rules yet; 

¶ terrifying insight into the secrets of the Academy; 

¶ everything you need to know to avoid repeating Town’s mistake of hiring an evil god who lives 

on an evil island that flies around the sun as Principal of your town’s only school — including a 

key “are his hands continuously dripping with blood?” test! 

 

Why hasn’t Chuubo fixed the problems of the world? Why aren’t we just wishing that you’ll buy it and 

saving ourselves the trouble of marketing this book? 

Find out in 2011, when Eos publishes the story of Chuubo and his companions for the very first time. 

 


