How to Use Magick:
In order for a Mage to manipulate reality, they must use their innate and trained powers.  

Basic Rules/Skills (pg. 117):

1.  Know/Learn Spell/Rotes:  PCs begin with 3 Spells/Rotes, one for each Arcana Point they have, at the level of the Arcana.  

2.  Spell/Rote Casting (pg. 117/125): To Cast a Known Spell PCs roll:  Attribute + Skill+ Arcanum (See given Spell).  In order for a Mage bend reality to his will, he must imagine what he wants to happen and it must be within the purview of his Arcana.  He must know the proper Formula/Rote/Spell. He must concentrate and use coded gestures and speak precise phrases.  Covert Spells are VERY subtle requiring perhaps a word and a raised eyebrow. If a PC cannot gesture and speak they cannot cast. The PC the rolls the appropriate dice and determines whether he succeeded or not. 
3.  Mana Cost (GMO):  Until the PCs learn deeper secrets of their Primary Arcanum  (a Magical Technique), they must pay 1 Mana to cast their spells.  (Learning to cast known spells without Mana cost should be one of the first Magical Techniques PCs should research).  

4.  Pattern Scouring (pg. 77-78, 21):  A Mage can Scour their Pattern as often as they like.  By doing so he suffers one Lethal Wound of Resistant Damage and gains 3 Mana points.  
5.  Mage Sight (Pgs. 110, 277-230):  PC knows how to use Mage Sight an analyze Resonance and Auras.  (See other Handout)
6.  Paradox (pgs. ):  The Mage knows the basic rules of the Fallen world and how paradox affect magic. (See other Handout)
Other Casting Notes/Rules:  
1.  Mana Usage (pg. 76):  PCs Mages begin with Gnosis 1, and may only spend 1 Man per turn.  At higher Gnosis, Mages may spend more per turn, making their magics more powerful. 

2.  Extra Mana Cost (pg. ?):  Any spell that causes Aggravated damage, or uses Sympathy require the extra cost of one mana, as do some specific spells. 
3.  Limits to Arcana (pg. 76):  Mages with Gnosis 1, may learn Primary Arcana up to Level 3 (and others have a lower limit).  To learn higher a PC must increase their Gnosis. 
4.  Spell Tolerance (pg. 128):  A beginning Mage who does not know the Spell Tolerance Technique may only have one spell cast on himself at no penalty.  After the first, the Mage suffers a -1 to Spell casting per extra spell up. 
5.  Number of Spells Controlled (pg. 129):  Beginning Mages who do not know the technique of Spell Control can only hold and control one Spell of duration longer than instant.  

6.  Spell Range (pg. ?):  Unless stated otherwise, spells may be cast at Sensory Range.  Sensory Range is anyplace that can be seen clearly, usually no more than 200 meters.
Review of Magical Experience and Training:

Learning Rotes, Arcana, Gnosis, and Magical Techniques are all Projects. 


Note:  Once a PC learns a Rote, Arcana, Magical Technique, etc., they can then function as a teacher/mentor to other PCs wishing to learn that type of training.  

Spending Experience/Cost:  *Experience Costs x3 without Tome/Library/Teacher

*Merits: 



New x2

*Sphere/Arcana (Ruling):

New x6

*Sphere/Arcana (Common):
New x7

*Sphere/Arcana (Inferior):

New x8

*Rote:




Level x2

*Techniques:



3

Gnosis:



New x8

*Attainments: 


Free/New x8

Time to Advance/Train:  In Seasons (3 months),   *Time to train Costs x3 without Tome/Library/Teacher
Merits: 



New x2

Sphere/Arcana (Ruling):

New x3

Sphere/Arcana (Common):

New x4

Sphere/Arcana (Inferior):

New x5

Rote:




1

Magic Techniques:


1

Gnosis:



New x4

Wisdom: 



1

Willpower: 


Instant

Research:



1

Teaching: 



1

Attainments:


Instant/New x4

Training Modifiers (Experience and Time):


No Tome/Library/Mentor/Teacher:  x3

Tomes/Library:  


x1


Teacher/Mentor:


x1


Both: 




x1/2

Known/Suspected Magical Techniques:


In addition to these known or suspected magical techniques, there are dozens more the PC mages may find out about during the campaign.  

Techniques PCs Remembered from the Past:  And can learn with Research
1.  Free Mana Cost for Known Rotes/Spells (GMO, pg. 111, 117): Learning this technique means that the Base Cost of a Rote is no Mana.  If a specific Rote requires Mana, or the technique such as Sympathetic Magic requires Mana, that is a separate cost.  
2.  Improvised Casting (pg. ):  Gnosis + Arcanum,  A Mage can bend reality to his will, by imagining what he wants to happen, within the purview of his Arcana, concentrate, and the effect happens.  The PC rolls the appropriate dice and determines whether he succeeded or n
ot. All Improvised Magic Cost Mana.  
3.  Alternate Pattern Scouring (pg. 77):  Can Scour physical attributes, 1 point for three Mana, once per 24 hours.  Regain in 24 hours.  
4.  Ruling Arcana Improvised Mana (pg. ): 0 Cost for improvised spells in ruling Arcana. 
5.  Extended Casting (pg. 120): Allow a Mage to roll 1 magic dice pool roll per 3 hours and accumulate successes, limited by exhaustion and rolls = to original dice pool. 
6.  Spell Factor-Potency (pg. 118):  Without this secret technique, a Mage may only cast a spell at Potency 1.  (See below)
7.  Spell Factor-Multiple Targets (pg. 118):  Without this secret technique, a Mage may only cast a spell at one target. (See below)
8.  Spell Factor-Size/Area (pg. 118):  Without this secret technique, a Mage may only cast a spell affect a target of size 20 or less or a 1-yard radius area. (See below) 
9.  Spell Factor-Duration (pg. 118):  Without this secret technique, a Mage may only cast a spell that is instant, Concentration or last 1Turn/Scene.
10.  Pattern Restoration using Mana (pg. 77):  The Primal ability to heal yourself with Mana, 3 Mana for 1 Lethal health level (only once per 24 hours).
11.  Atlantean Runes (pg. 119):  The first secret allows PCs to read Atlantean and use it in magick.  When runes are put on objects, they add to duration of spells.
12.  Number of Spell Control (pg. 75, GMO):  With this secret a Mage can maintain control of Gnosis +3 Spells of duration longer than instant at once.  
13.  Spell Tolerance (pg. 128, GMO):  A Mage who learns this may have a number of spells cast on him equal to his Stamina, before suffering penalties to spell casting. 
14.  Mana Burn (GMO):  PC may spend Mana to add +1 to spell casting.
15.  High Speech (pg. 84 & 117):  
16.  Atlantean Runes (): 
17.  Unseen Sense (WoD pg. 109, Mage pg. 110): Access to Primal innate supernatural senses, but includes ALL of them.
18.  True Names (GMO):  Knowing the secret of True Names helps targeting an opponent adding +2 dice to casting and moving up two places on the Sympathetic Magic Chart. True Names can be given or learned with research and Resonance analysis.
Spell Factors (pg. 118):
PCs must learn the Magical Techniques to manipulate a Spell’s Factor as follows: 
Potency:  Increase penalties/bonuses beyond table accordingly
1:  No penalty

2:  -2 dice penalty

3:  -4 dice penalty

4:  -6 dice penalty

5:  -8 dice penalty

Number of Targets: Increase penalties/bonuses beyond table accordingly
1:  No penalty

2:  -2 dice penalty

4:  -4 dice penalty

8:  -6 dice penalty

16:  -8 dice penalty

Size of Target: Increase penalties/bonuses beyond table accordingly
20 or less ():  No penalty

21-30 ():  -2 dice penalty

31-40 ():  -4 dice penalty

41-50 ():  -6 dice penalty

51-60 ():  -8 dice penalty 

Area: Increase penalties/bonuses beyond table accordingly
1-yard radius:  No penalty

2-yard radius:  -2 dice penalty

4-yard radius:  -4 dice penalty

8-yard radius:  -6 dice penalty

16-yard radius:  -8 dice penalty
Transitory Duration: Increase penalties/bonuses beyond table accordingly
1 turn:  No penalty

2 turns:  -2 dice penalty

3 turns:  -4 dice penalty

5 turns:  -6 dice penalty

10 turns:  -8 dice penalty

Prolonged  Duration: Increase penalties/bonuses beyond table accordingly
1 scene/hour:  No penalty

2 hours:  -2 dice penalty

12 hours:  -4 dice penalty

24 hours:  -6 dice penalty

2 days:  -8 dice penalty
