Mage Sight:
Pgs. 110, 277-230
Mage Sight is the Primary way that Mages learn about the hidden world.  By analyzing auras and resonances, they can learn much that mortals cannot see. Each Mage Sight specializes and adds a bonus to scrutinizing certain types of Resonances, and each Sight has ferrets out unique knowledge. 
There are 10 types of Mage Sight:

Death:  Grim Sight, pg. 134,  +1 on perception an scrutiny of Vampires and Ghosts. 
Fate:  Sybil Sight, pg. 149, May roll Wits + Investigation to determine the metaphysical weight of a person/object/event. 
Forces:  Read Matrices, pg. 163, Scrutinize forces like x-rays, gravity or radar. 
Life:  Pulse of the Living World, pg. 181, +1 to scrutinize living things. 
Matter: Dark Matter, pg. 194, +1 on scrutinizing substances/objects. 
Mind:  Third Eye, pg. 206, +1 on scrutinizing things with minds and sensing mental powers. 
Prime:  Supernal Vision, pg. 221, +1 in scrutinizing any form of magic or mystical power. 
Space:  Spatial Awareness, pg. 233, +1 in scrutinizing places, 
Spirit:  Second Sight, pg. 246, +1 scrutinizing numina and spirits. 
Time:   Temporal Eddies, pg. 258, +1 in scrutinizing temporal phenomena, and functions as a perfect clock. 
To Use:


In order to use Mage Sight it must be cast based on the individual spell.  Mage Sight normally lasts one scene.  However, if a Mage is able to cast his spell without initial Mana cost and can expend one Mana with the initial casting, the spell lasts 24 hours.  
Once the Sight is up, a Mage may analyze people, objects and events using Intelligence + Occult (though specific Sights may have other rules).  If a Mage fails a scrutiny role, they may try again at no penalty if there is no pressure.  If there is a pressure they suffer a -1 cumulative penalty (WOD pg. 132).
Certain equipment may help with scrutinizing Resonances such as crystals. 
Resonance/Auras:

Scrutinizing Beings and Objects:  

Identity:  Each aura/resonance is unique like a finder print. One success lets you recognize a target regardless of disguise or transformation.  Note that powerful mages have strong auras.

Nature:   Resonance reveals a target’s true nature:  human or inhuman, mortal or spirit, sleeper or Awakened.  Once success is enough to alert the mage that the target is not what he seems to be, but not know necessarily what they really are.  Five successes allow a mage t determine the target’s true nature.  This includes recognizing other Mage’s Resonance on objects, or pick up supernatural beings like vampires, though not necessarily knowing what they are.  
Scrutinizing Spells:

Composition (1 success per Arcanum involved for covert spells; no roll required for Vulgar spells):  One success to determine each Arcana involved in spell. 
Potency (1 success per point of Potency):  To determine how powerful the spell is. 
Targets (1 success per target factor):  Successes determine the number of targets the spell “could” affect. 
Duration (1 success per Duration Factor):  Successes determine duration. 
Identification (1 success for Improvise spells; 5 successes for Rotes):

Power (1 success per dot of Gnosis-Improvised spell):  The Gnosis of the Mage can be determined, but it requires 5 successes if it is a Rote Spell.  
Mastery (1 success for Improvised Spells; 5 for Rotes):  Can determine the Mages’ level of Mastery in an Arcana.  
Scrutinizing Qualities:


Qualities (5 Successes per Aspect, pg. 279): Information may be gleaned such as a Mall that that has the Resonance primarily of “Greed” and then some “Self-Pity” (occupied by many teenagers), but also “Cruelty” (because of a secret killer’s hideout).  
Using Resonance:

Identification: Once a PC has examined a Resonance , they can recognize that aura if they perceive it again. 
Connections ([pg. 280, ): If a Resonance/Aura is scrutinize directly (1 or more successes) the target is considered “Acquainted” for the purpose of Sympathetic Spells. If a Resonance is picked up through a connected object the subject is considered “Encountered”.  
Sensing Scrutiny (Wits + Composure):  Mages can sense when their Aura’s are being read or when they are scryed upon.  A success means the Mage senses Scrutiny, feeling like they are being watched.  5+ successes might determine  who is looking.  Rolls are made by GM in secret. 
Disguising Resonance (pg. 86):  The Occultation Merit masks Resonance as due some Prime Magics (and other Arcana).  The Potency of the Mages perception Spell must exceed the Potency of the concealing Spell. 

A Mage may search for hidden spells, using Intelligence + Occult (10 minutes per roll) with a target number equal to the concealing spell’s potency.  
