Primals PCs Guide to Using Magick: 2/16/10
Spheres and Arcana


In order for a Primal to manipulate reality, they must use their innate and trained powers.  


Note:  PCs will learn many secrets of magick and casting as the campaign progresses. 

Basic Rules (pg. 117):

Improvise Casting:  Gnosis + Arcanum dice, requires nothing but concentration.
Rote Casting: Attribute + Ability + Arcana dice, requires chanting and hand waving. 

In order for a Primal bend reality to his will, he must imagine 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 not. 

Mana Cost: 


Improvised Casting:  Cost +1 mana unless spell is primary Arcanum 


Sympathetic Magic:  Casting spells beyond sensory range cost +1 mana


Aggravated Damage:  Any spell that causes Aggravated damage costs +1 mana


Power: Some specific spells cost one mana


Skill:  Each point of Mana spent adds +1 die to role (only after secret is learned).

Determine the Range (pg. 114):


Sensory Range:  Any place that can be seen clearly, usually no more than 200 meters

Sympathetic Range: Using sympathetic ranges below:

Intimate (-2):  piece of target, or intimate with target
Known (-4):  friend, close co-worker, have photo or live feed
Acquainted (-6):  casual acquaintance, item used once
Encountered (-8): encountered briefly, item touched once
Described (-8):  briefly described with name
Unknown (-): has no direct knowledge
Spell Factors (pg. 118): PCs now inherently understand spell factors and manipulation.  When a spell is cast the PC needs only a single success and gains only the minimum spell effect.  In order for the spell to be more powerful, the PC must sacrifice dice in advance and still succeed with one success. 

Size (WoD pg. 94):  Size 20: Dump Truck, Size 21: City Bus

Advanced Spell Casting:  PCs can only use Advanced effects when they have 1) Unlocked “Advanced X” secret and for spells 1 level below their best Arcana.

Duration: Spells are Lasting, Concentration, Transitory, and Prolonged.  Lasting: Spells when cast which are permanent (i.e. healing), Concentration: Required full concentration and the PC can take no other action, Transitory: Short term spells, Prolonged: Long term spells,  
Potency (Power of Spell):

1:  No penalty

2:  -2 dice penalty

3:  -4 dice penalty

4:  -6 dice penalty

5:  -8 dice penalty

Number of Targets:

1:  No penalty

2:  -2 dice penalty

4:  -4 dice penalty

8:  -6 dice penalty

16:  -8 dice penalty

Size of Target:

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 of Effect: 

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

Area (Advanced): 

1-yard radius:  No penalty

4-yard radius:  -2 dice penalty

16-yard radius:  -4 dice penalty

64-yard radius:  -6 dice penalty

256-yard radius:  -8 dice penalty

Transitory Duration (Short): 

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 (Long): 

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

Prolonged  Duration (Advanced): 

1 scene/hour:  No penalty

24 hours:  -2 dice penalty

2 days:  -4 dice penalty

1 week:  -6 dice penalty

1 month:  -8 dice penalty

Indefinite: -10 dice penalty

Extended Casting (pg. 120): 1 roll per 3 hours (PCs must learn this secret before they can use it).  This will greatly empower spell casting. 
The Spheres/Arcana:

Death: Purview: Darkness, death, decay, ectoplasm, enervation, ephemera, ghosts, soul handling, soul stealing, Twilight, the undead, the underworld.

Apprentice Level (1st Sphere): Like a fly that nourishes itself on death, you discern the specter of the grave in all its manifestation from the grossest to the most rarefied.  You see unquiet ghosts and speak their whispered tongue.  You know the ailing spirit for what it is. You scent the Reaper upon the wind and follow him to his hiding place, nor matter how he seeks to conceal himself from you.  You shape the very stuff of darkness, making it cast shadows of  your own design. 

Initiate Level (2nd Sphere):  The secrets you have learned enable you to transmute the face of death.  You can command audience with those dead that haunt our world, and your hands can reach into the realm they inhabit, there to use either the comforting touch of friendship or the closed fist of retribution. You can conjure ectoplasm, the substance by which the dead manifest themselves.  Those things that are possess by the restless shade are yours to grasp and draw into our world for a time.  You can cause steel to rust or wood to rot, and you can silence the singing in the spirit that marks one as Awakened going unnoticed among event the most perceptive of your kind. 
Fate:  Purview: Luck, chance, oaths and curses. 
Apprentice Level (1st Sphere):  You see the hidden hand of destiny as it moves behind the lives of all people and all things.  You know when a destiny is about to be fulfilled and when is has been thwarted by some outside force.  You see the weight of fortune carried by every soul.  When prophesy is uttered, you hear it for what it is and perceive the mark of providence upon the very fabric of magick itself. 

Initiate Level (2nd Sphere):  When you will it, the virtuous are rewarded and the wicked are punished by destiny itself.  The oaths you swear are sanctified by the Universe, and you are thereby given strength to see them come to pass, even when dark forces are arrayed against you.  Your lesser needs are seen to by fate, liberating you to consider the greater questions of the Universe. 
Forces: Purview: Chemical reactions, combustion (which is a form of chemical reaction), elemental fire, electricity, gravity, kinetic energy, light, magnetism, nuclear radiation, physics, sound, weather

Apprentice Level (1st Sphere): The first part of harnessing a thing is to understand that thing.  You see the elusive energies of the world, moving in a dance too complex and elaborate for Sleeper eyes to perceive.  You hear the words spoken on the wind and see that which is invisible to normal sight, the glow cast by light too rarified fro human eyes. 

Initiate Level (2nd Sphere):  You can weave the threads of power with an artisan’s eye, moving such energies according to your will. You can hide object from sight, or armor yourself against assaults of your enemies.  Light, heat and sound all flourish or are diminished at your command. 
Life: Purview: Life forms, from microbes to human beings [i]and beyond[/i]. Disease, evolution, healing, metamorphosis, vigor.
Apprentice Level (1st Sphere):  You see the trillion invisible lives that move in and out with your every breath, the tapestry of vitality concealed invisibly inside the air.  No venom shall lay you low.  You know illness and harm from wholeness at a glance, and the true face of every bird, beast and green growing thing.  You see even the life of magick itself, witnessing the ebb and flow of its existence-its birth, ascendance, decent and demise. 

Initiate Level (2nd Sphere):  You touch the threads of you own life, mending your hurts and dispelling your ailments.  You exert such magicks over lesser living things, honing your skills for use upon higher beings. You wear armor spun of your own flesh and bone.  You dominate the least of all living creatures, seizing power over their instincts and shaping them according to your will. 
Matter: Purview: Alchemy; elemental earth, air, water; stone, metal, plastics, ceramics, other lifeless substances; shaping; transmutation

Apprentice Level (1st Sphere):  Empiricism begins with observation.  Even the primitive researchers of centuries past could deduce that simple truth for themselves.  You gaze upon lifeless matter and see into it, witness to the intertwined strands of atoms and molecules that comprise such substances.  At a glance you know one material from another, even those that are to the eyes of the mundane seemingly identical.  You look into such constructs and discern their secrets, their strengths and their flaws.

Initiate Level (2nd Sphere):  The workmanship of a simple device is improved by your art, rendering swords with perfect balance and hammers with perfect weight. The very shape of water or rain is yours to form, and the composition of liquid is determined by your desires-a glass of water can be made into coffee or even the finest of aged wines. 
Mind: Purview: Sentience, communication, hallucination, emotions, empathy, ESP, psychometry, mind control, telepathy, mind shields, psychic assault, insanity, dreams, psychic projection, Twilight projection. The intellect. Social, psychic and mental mastery.

Apprentice Level (1st Sphere):   Reach out and touch the surface of the World Mind.  You see it reflected in others around your ante thereby within yourself.  Can you not sense the flow of consciousness around you? You will discern the particular qualities of more disciplined minds, those capable of feat of psychic prowess, as well as sense the feelings of those around you.  You will become capable of thinking with two minds, rather that just one. 

Initiate Level (2nd Sphere):  Speak to the hearts and minds of others.  Control the thoughts and actions of the simple things of the earth: insects, reptiles and the like.  Defend your consciousness, your secrets and even your physical form.  These are the gifts to which you now open your eyes.  
Prime:  Purview: Magic itself. Mana, Tass, Resonance, Hallows, illusions, enchantment.
Apprentice Level (1st Sphere):  You look with unclouded sight upon the wonders of magick.  Your gaze penetrating the crude material world to look upon the naked glory of the hidden current that move beyond.  You  see the mana that pools within you., your hallow, in this enchanted dagger belted at your hip and in the Tass you carry.  You see through illusions wrought of mystic power and know the secrets of the threads of magick, perhaps even better than those who cast such spells and forge such wonders.  No Awakened power is unknown to you. 

Initiate Level (2nd Sphere):  While others fumble with crude powers, you weave the unseen fire with adroitness and conviction.  By your craft, you disperse the sorceries of others and conceal the marks of magick.  You discover the secrets of ancient mystic treasures and command them to yield up their powers. 
Space:  Purview: Conjuration, scrying, sympathy, Portals, teleportation, co-location, wards, Bans. Command over space and distance.

Apprentice Level (1st Sphere):  You can wrap your gaze around the Tapestry of space as it moves around you and discern the hidden, so long as you know what you are looking for.  You know when others have tampered with the threads of distance and place.  You can perceive those unseen energies that move around and radiate from beings, objects and places with a particular emotional or even mystic weight to them. 

Initiate Level (2nd Sphere):  You have discovered the arts of casting your senses beyond the rude confines of flesh, espying the far corners of the world without the need for physical motion.  You can bring your power to bear others across great distances, and with the use of simple magics can transport objects, energies, and even creatures through the hidden pathways of space.  Just as you can direct your own perceptions into faraway places, so too might you guard your own sanctum from such scrutiny, warding it against prying eyes. 
Spirit: Purview: Exorcism, Twilight, the Shadow Realm, the Gauntlet, Loci, Essence, soul retrieval, spirits, fetishes.
Apprentice Level (1st Sphere):  You see the coming and going of your brothers and sisters in the spirit realm.  You know where they are, whether they hide in the invisible spaces, or within a flesh-and-blood being’s body. You see the wall between realms with perfect clarity and know its strength.  You speak the tongue of spirits, and your voice is known to them. 

Initiate Level (2nd Sphere):  You speak and your words are heard by the spirits, who come in answer to your call.  You touch that unseen wall parting spirit from flesh and can strengthen it or sap its potency, as you desire.  With your bare flesh, you touch beings in Twilight. 
Time: Purview: Temporal sympathy. Clairvoyance of the past, divination of the future, control over the passage of time. Temporal acceleration and deceleration. Temporal pockets. Time travel.

Apprentice Level (1st Sphere):  You are privileged to see Creation with Universe’s own eyes, for what else can it be called to see past, present and future as one?  You know what must come to pass, when and how.  You witness the march of the hours without the need fro crude devises.  You know when others have impeded time’s proper flow, and are gifted with foresight and the knowledge of when to act in accord with the Universe in order to thereby be blessed with success. 

Initiate Level (2nd Sphere):  You look back into history an forward into the future, learning the hidden secrets of the past and speaking words of prophesy.  According to the great design, you are defended from harm, sending astray the assaults of your enemies.  You face is hidden from those who would use the Universe’s gifts wrongfully and would impede your service, and you overcome all adversity by seeing your actions before you act. 
