Paradox:
(pg 127 & 268)

Paradox is a results when a Mage improperly manipulates reality and there is a backlash against his workings and are the result of the Exarchs controlling the higher realms.  There was no Paradox in Atlantis. 

Vulgar and Covert Spells:  

Covert Spells: These are spells with effect that generally could happen within the laws of physics


Vulgar:  These are spells with effects the go beyond the bounds of reality. 
PCs roll for paradox when they either A) cast a Vulgar spell OR a Covert spell that a sleeper witness believes is improbable or B) when they fumble their magic roll. 


Note:  There are some secret techniques for mitigating Paradox.  
Vulgar Spell Dice Pool: Based on PCs Gnosis.  Paradox effect is determined before the spell roll is actually cast.  The fewer successes, the better for the Mage. 
Gnosis:
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1 die
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1 die
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2 die
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2 die
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3 die


Paradox Modifiers:  Add or subtract dice


+1:  Each Paradox roll made after the first made by the same caster in a scene. 

-1:  Mage is using a Rote

-1:  Mage is using a tool.

+2:  One or more Sleepers witness the magic (Vulgar only)

Paradox Effects:  
Once Paradox is rolled here are the effects (pg. 268):



1 success: Havoc (effect some other target)  

2 successes:  Anomaly (reality cracks open and something impossible takes place)

3 successes:  Bedlam (PC acquires a derangement)

4 successes:  Branding (the Mage’s body is ravaged by magic)

5+ successes:  Manifestation (an entity from beyond enters the world)

Paradox Duration: The duration of a Paradox effect is based on the Mage’s Wisdom

Wisdom
Bedlam OR Anomaly/Branding / Manifestation
10: 
One scene OR One scene

9: 
One scene OR One scene

8: 
One scene OR One scene

7: 
One scene OR One scene

6: 
One scene OR One scene

5: 
One scene OR One scene

4: 
Two hours OR 24 hours

3: 
12 hours OR  Two days

2: 
24 hours OR One week

1: 
Two days OR One month+

Disbelief (pg. 274): 

Reality constantly attempts to reassert itself through the will of the sleepers (and the Exarchs). 


Sleepers will generally forget the improbable/impossible effects of magick. 


Unravelling: The first turn a Sleeper witnesses improbable/impossible reality, they roll their Wits + Integrity and compare this to the Potency of the spell. If it exceeds the potency, the spell is dispelled.  Roll every 10 minutes and add current and previous successes. 

