Magic system

Basically, use “Ascension” for Sphere descriptions etc.

The mechanics work a little differently, however, influenced by the Mage: the Awakening system and other little tweaks and tucks.

Assuming for now an old-school rock-paper-scissors game, the trait pool for tests varies depending on whether one is casting a rote or a dynamic Effect. (I believe I will just say “spell” here.)

Also, note that Rank does not limit Sphere knowledge, but rather effects casting ability. (In this respect it will be more like Gnosis in NWoD Mage.)

(Here, "Rank" will take the place of the “Arete / Generation / Rank / Gnosis / Blood Potency” mechanic for all creature types and will range from 1 to 5.)

Opposed Spheres

There are no Traditions or Orders; players are free to invent their own paradigms, individually or in groups. The mage must choose a Favored sphere, which brings with it an Opposed Sphere; the character's "allegiance" to one field of magic interferes with his or her ability to perform in another. 

Correspondence -- Mind (the inward focus of the Mind interferes with the outward focus of Correspondence)

Entropy -- Life (the chaos of Entropy is inimical to Life)

Forces -- Matter (the dynamism of Forces opposes the stasis of Matter)

Life -- Entropy (see Entropy).  

Matter -- Forces (see Forces)

Mind -- Correspondence (see Correspondence)

Prime -- stands alone (no one may choose it as a Favored Sphere)

Spirit -- Time (the eternity of the Spirit world resists the power of Time)

Time -- Spirit (see Spirit)

Characters (except Liches) choose a sphere as their Favored Sphere; can purchase later levels without a teacher for less Experience. 

Mages may spend a Willpower Trait to retest Paradox challenges involving non-conjunctional spells in their Favored Sphere.

A mage's personal Resonance is based on his or her Favored Sphere, meaning that often they will have the benefit of Favorable Resonance in casting spells in that Sphere. (The Resonance of a Lich is always Entropic.)

A character may not increase knowledge of an Opposed Sphere above their Rank level.  Further, mages casting a spell involving their Opposed Sphere do so with Conflicting Resonance, so that many seek a source of tass if they must use Mana in such spells.

Rotes: Mental, Physical, or Social challenge with a +1 bonus; Ability retest.

If the Mage has learned the spell as a rote, the spell is tied to the use of a specific Ability (Occult, for instance) and is tested with an appropriate challenge (Physical, Mental, or Social, decided with Storyteller input when the rote is first obtained), with a bonus of one trait (usually yielding a number between 4 and 14); levels of the relevant Ability may be spent (once per spell) to retest. 

The main benefits to rotes are predictability, relative ease of casting, an increased difficulty of tracing through Resonance, and a lower likelihood of provoking Paradox. The main drawbacks are that they require extra work to learn and a teacher to teach them (not to mention costing experience points).

Improvised spells: 1/2 Willpower + Rank + Sphere Dots; possible Ability retest.

If the Mage is casting an improvised (or dynamic, depending on favored nomenclature) spell – any spell he or she has the Sphere(s) for but does not know as a rote – the trait pool is equal to 1/2 Willpower rating (rounded down) plus the caster’s Rank plus the total rating he or she has in that Sphere (not the level of the spell being cast). This will yield a number between 4 and 15. It takes a lot of point-spending on the old character sheet to get those higher numbers; on the other hand, you don't risk Attribute traits when casting an improvised spell and so your trait pool will, barring something drastic, remain the same over the course of a session.

Improvised spells are subject to Ability retests only if the caster is using a focus that can be reasonably said to involve that Ability. And, of course, if the caster has levels of that Ability left.

The main benefit to improvised spells is their flexibility. The main drawbacks are that high trait pools are hard to come by, and that they are easier to trace through Resonance and much more prone to provoking Paradox. 

Obviously, certain spells will, as far as the trait pool goes, be better as rotes and others as dynamic spells, depending on the character’s stats. 

Any Mage can cast a rote s/he knows as an improvised spell instead, if it seems like a better idea (for instance, if s/he is low on Attribute traits). Naturally none of the benefits of rote casting will then apply.
Whichever kind of casting method is used, the <b>difficulty of the spell is always 7 for unopposed spells. Unwilling targets defend with their appropriate Attribute traits.</b> (In some cases it might be a different Attribute category than the caster’s [employing a mental telekinesis rote against someone dodging physically out of the way, for instance].)

Any modifiers are applied to the caster’s trait pool, not to the difficulty. Mages may spend Mana traits one for one to remove penalty modifiers, but these count against the total amount of Mana that can be spent in a turn.

Note: Status traits do not normally count in spellcasting challenges.  Exceptions are, however, possible (for instance, using Mind magic to command someone who normally has reason to obey you anyway).  Fairies and liches cannot invoke their Lordliness and Blood Potency bonuses for spells.

Note #2: A Master of a Sphere may retest one spell-casting challenge per session involving that Sphere (even conjunctionally). Masters of multiple Spheres gain a retest for each Sphere, but only one such retest can apply to a single spell.

<u>Modifiers</u>:

	Casting a rote 
	+1 (this is the bonus mentioned in the description of rotes)

	Using a relevant Ability Specialization
	+1 (as usual; maximum of one; requires focus)

	Taking extra time(*)
	+1/unit

	Spending Willpower
	+2

	Using an unnecessary focus (**)
	+1

	Highest Sphere used > caster’s Rank
	-1 per trait of difference

	Conjunctional spell (***)
	-1 per additional Sphere

	Bypass of necessary focus (in emergencies, etc.)
	- 1 per level of highest Sphere used in the spell

	In a Sanctum
	+1

	At a Node/Hallow
	+1 [stacks with Sanctum]

	In the Otherworlds
	+2

	Sympathetic connection (true name, lock of hair, personal possession etc.)
	+1

	Favorable Resonance (†)
	+1

	Opposed Resonance (†)
	-1

	Subject to other spells (††)
	-1 per two spells

	Domino Effect (†††)
	-1 per spell, maximum 3

	Caster has mastered a Sphere used
	1 free spell-casting retest per session with that Sphere


 (*) Depending on the usual amount of time it takes to cast a spell, as noted; often, a turn; in extended and ritual casting, to count as "extra time" a period equal to the base casting time must be spent focusing energies or making careful preparations without making a challenge to accumulate successes.

(**) A focus is usually required unless the caster’s Rank is higher than any Sphere level being used in the spell.  A focus is always required in a rote.

(***) Additionally, the trait pool for a Conjunctional spell cannot be higher than the lowest trait pool for an individual component. Also, if any element of the spell is dynamic, the spell cannot be cast as a rote.

 (†) Usually the caster’s own Resonance, or that of a source of Tass being used in the casting; sometimes the Resonance of a place if it is particularly strong -- Note that opposed Resonance "double-taxes" the caster, as it also brings penalties in Paradox-related challenges.

(††) Cast by yourself or someone else, including beneficial spells.

(†††) Each subsequent round of Coincidental magic cast by the same mage becomes harder, until all his or her spells become Vulgar -- more or less as written in Laws of Ascension (except that the penalty is here levied against the test pool, not added to the difficulty), although Paradox will work somewhat differently and the metaphysical reasons for this will be changed accordingly.
Other modifiers may apply (based on Correspondence connections, for instance).

Grades of Success

The default Grade of Success for a successful spell is 1. Additional Grades increase the effectiveness or duration of the spell, as noted in the rote descriptions in LoA and LoAC.
- The Grades of Success for any spell may be increased one for one by spending Mana (in addition to any normally required by the spell); normal limits to Mana expenditure in a turn still apply.

- The Grades of Success for learned rotes (only) may instead be increased one for one by spending appropriate Attribute traits, limited in a turn by the caster's mastery of the primary Sphere used in the spell (not the level of the Sphere required for the spell itself) -- 1 for Basic, 2 for Intermediate, 3 for Advanced. These are not "stackable" in the same turn with Mana spent to improve Grades of Success. 

Example: Bobo the Elflord, a Master of Mind, and his friends have been warned an assassin will attack a Faerie diplomat at a festival. He decides to boost his perceptions with the rote "Information Glut" (LoAC 148). Bobo takes two turns to the spell, spending a Mana trait in the first turn to gain one extra Grade of Success. In the second turn he wins the casting challenge and, as "Information Glut" has Mind as its primary Sphere, can spend up to three Mental traits -- which he does, for a total of four additional Grades of Success. Bobo uses them to effect two of his companions with the spell in addition to himself. 

Traits spent to improve Grades of Success are not expended until after the resolution of the casting challenge. 

Additionally, Grades of Success can be accumulated by casting the spell as an extended ritual.  [double-check the way extended casting works in LotA]
Note that a unit of ritual casting time (e.g., 15 minutes for a Basic ritual) counts as a 'turn' for purposes of limiting the expenditure of Attribute Traits or Mana.
Taking extra time (in addition to the usual casting bonus) allows the caster to expend more Traits, but, unlike Traits spent at the time of the casting challenge, any Traits spent in these extra turns are lost regardless of outcome.  

Don’t bother with any of this for spells where grades of success have no effect, naturally.

Finally, grades of success higher than 5 are not possible without extended / ritual casting.

Paradox
Paradox has a different metaphysical explanation in this setting. It's not about disbelief or consensual reality; the existence of magic is a fact. Paradox is instead caused by a new abundance of magic in a world not used to it. It's what happens when magical energies are not controlled properly.

Simply put, Paradox is the result of spell failure.

Whenever your challenge for casting a spell fails, make a simple test comparing your Rank to the highest Sphere level involved in the spell. The caster may spend a Willpower Trait to retest Paradox challenges involving non-conjunctional spells in his or her Favored Sphere. Either the caster or the Narrator may make an "overbid" retest.

There are a few modifiers to the difficulty for purposes of this test:

	Spell is a rote
	-1 (Liches do not gain this modifier)

	Spell is coincidental / covert
	-1

	Spell is conjunctional
	+1

	Opposed Resonance
	+1

	Caster has two or more other spells active
	+1

	Caster has failed other spell castings in the same scene
	+1 / spell

	Caster is currently storing "unspent" Paradox
	+1

	Caster's rating in the primary Sphere used is higher than the spell level
	-1

	Caster does not know how to cast the spell himself (using a Scroll or other item)
	+2

	Caster is a faerie
	-1


Note that the presence of un-Awakened witnesses has no effect.

If you win or tie, all is well.  If not...

Gaining Paradox Traits

If you lose, you gain one Paradox trait per dot of the highest Sphere level used in the spell. This number is halved for coincidental/covert spells (round up). You get one more Paradox trait if the spell was improvised. You get one more if you are at a Node. You get one more for overbid tests failed by the player (whether initiated by the player or the Narrator).  

The mage can elect immediately to spend a Willpower trait and to reduce the number of Paradox traits one for one by spending Mana, up to his usual limit. (Mages who know the Prime Sphere are instead limited by their dots in Prime, if that's higher; Masters of Prime may prevent this whole sad state of affairs with a Paradox Ward [LotA p. 164].)
Storing Paradox Traits
Normally, Paradox traits are "burned off" immediately with something unpleasant happening. The player can, however, freely "bank" Paradox traits, up to a maximum equal to his Rank + Willpower; this could be desireable in the middle of combat, for instance, where sprouting mystical wounds or drawing the attention of hostile spirits might be a dangerous distraction. Be careful, though: the price will be higher later on, and a failed spell might later tip you over your maximum, with potentially catastrophic results.

Effects of Paradox

If Paradox is burnt off immediately, the player chooses to suffer a Backlash, a Flaw, or a Manifestation.  A Backlash is bashing damage equal to the number of Paradox traits. A Flaw, which lasts for the rest of the scene, usually takes the form of a trait penalty, minor magical drawback, bout of madness, or uncontrollable side-effect to future spells; the Narrator or Storyteller chooses its precise nature, but the player is free to make suggestions. A Manifestation takes the form of an uncontrolled version of the failed spell or the actual manifestation of an unfriendly spirit whose intentions and power level depend on the number of Paradox traits and whose nature will be related to the Spheres used in the spell.

If Paradox had been stored for later and remains safely stored, the player can decide when to release it, choosing Backlash, Flaw, or Manifestation. Backlash damage is bashing up to a number equal to the mage's Rank; the rest is lethal. Flaws last the rest of the session, and Manifestations are mightier. The mage may try, if the Paradox trait total is dauntingly high, to bleed it off in smaller amounts by winning or tying a simple test for each "packet" of Paradox. On a loss, all of the remaining Paradox is released at once (see immediately below). 

If Paradox is saved for later but triggered accidentally, either because an unexpected spell failure puts the mage over his storage limit, or because s/he has failed a simple test in the "slow release" method of bleeding off stored Paradox, the Narrator or Storyteller chooses Backlash, Flaw, or Manifestation. Backlash damage is bashing up to a number equal to the mage's Rank; the rest is aggravated. Flaws are fairly serious and may last several sessions at minimum; Manifestations can become permanent problems for area residents.

Miscellaneous

Backlash damage cannot be healed by Sphere magic or Mana expenditure.

Characters native to the Otherworlds do not test for Paradox when on their home turf.

