Regaining Mana

[in progress]

There are numerous ways to replenish one's supply of Mana, although certain types of creatures are limited in what methods they can use.

- All creatures that require Mana may use Tass of an appropriate sort for healing or to fuel magic or Disciplines. Tass is only for immediate use; it cannot replenish an internal supply of Mana. 

- Undead creatures must resort to a form of Feeding, usually drinking blood, although some must also consume the flesh of their victims.  Certain Disciplines or Merits may permit other means; Liches with Lich Wizardry have access to the methods available to mages but gain only half as many Mana traits (round up) from any method besides Feeding (or uses of Prime).

- Mages replenish Mana through Rest at a Node, Scouring, Degeneration, Sacrifice, and use of Prime magic.

- Fairies regain Mana through Rest at a Node and Scouring (in addition to other possibilities if they are also mages). Each fairy also starts out with one other method, and at Ranks 3 and 5 s/he may spend 2 XP for an additional method. 

- Revenants and Hobgoblins slowly replenish their Mana naturally (in downtime). In a hurry, they can use Scouring. Revenants may also regain Glamour by drinking vampire blood, even if they are not Thralls, although this method usually causes them to become Thralls.

- Fairy Kin and mortal Sorcerors with the "Extra Mana" Merit may regain Glamour by Rest at a Node and Scouring.

- Thralls can regain Mana only with the aid of their Masters. (Characters with preexisting Mana pools who become Thralls may also replenish their "personal" Mana normally, although they suffer a one-trait penalty in any related challenges.)

Some methods of regaining Glamour have prerequisites, which can be waived if the character acquires it through purchasing a "Mana Renewal" Merit.

--------------------------------------------

Degeneration: The character  converts part of his raw Physical, Mental, or Social talent into magical energy. Which Attribute category a particular character uses is chosen at character creation or when this method is acquired. The character spends a Willpower trait and may convert a number of Attribute traits of the appropriate category into Mana traits, up to a number equal to his or her Rank. A character may do this once per game 

session, or twice if s/he is Rank 4 or higher. 

Feeding: For centuries the normal prey of vampires has been humans. A vampire bite causes one level of Aggravated damage. Once bitten, most victims become entranced and cease resisting (the human must defeat the vampire in a static Willpower challenge to continue struggling); vampires refer to this entrancement as "the Kiss." The vampire may then replenish his or her Mana traits at a rate of up to (1/2 Rank rounded up) traits per turn, causing one level of Bashing damage per trait taken. Victims that continue to struggle and manage to break free must be bitten again, leading to additional Aggravated damage, but they're asking for it.  When the vampire is done feeding, he or she can, if desired, lick the bite wound closed, concealing evidence.  

A willing victim (including those under a spell), for some mystical reason or other, does not suffer an Aggravated wound from the initial bite unless the vampire wishes specifically to cause one, the ungrateful bastard.  Some people even become addicted to the strange euphoria of the Kiss.

If the vampire feeds from a supernatural creature (for this purpose, defined as one with at least one dot in Rank), the vampire can "drink" directly from the victim's Mana pool in addition to actual blood, gaining up to (1/2 the victim's Rank rounded up) additional Mana traits per turn (without causing additional Bashing damage).  The blood of such victims, however, can become addictive,  so the wise vampire avoids the temptation.  There are other dangers: drinking the blood of other vampires can lead to the Blood Bond, and drinking the blood of fairies can lead to madness or odd Paradox-like side-effects.

Feeding from goblins is for all intents and purposes the same as feeding from humans, although some vampires claim to dislike (or on the other hand prefer) the flavor.

Vampires can drink from mammals, with varying results, and in America loosely affiliated Vampires' Aid Societies collect blood from donors and feed the undead in "soup kitchens" with schedules and frequency varying according to local tolerance.  In a few death-penalty states, some lawmakers are causing a stir with proposals to allow exsanguination by vampires as an alternative to hanging or the electric chair.  In one highly publicized case, a ghoul on Death Row is even suing for the right to die under the fangs of his vampire Mistress.

Feeding: Conspicuous Consumption: As Feeding, but the character must actually consume the flesh of his or her victim.  (This is the sole "natural" way a lich can feed.) Naturally in civilized areas the immortal must take pains to hide his source of nourishment from the authorities.

Harvesting: The character can replenish his or her Mana by spending an hour communing with nature -- a natural location or an element -- and making challenges as in a Reverie.  Some characters draw Mana only from a particular element (like water for an ondine), others from general locations (i.e., high places -- in nature, not on buildings) or kinds of flora or fauna (in a grove, in a bed of flowers, surrounded by bees). Work out the details with the Storyteller in advance.

Mana Stealing: (Prerequisite: Willpower 7+) The fairy simply tears Mana directly from the body, mind, or personality of the hapless victim, mortal or immortal.  This is quicker and simpler than Ravaging, but a certain strength of will is required -- and there are risks. The fairy spends a Willpower trait and must defeat his or her victim in a Physical, Mental, or Social challenge (choose one when the character acquires this method of regaining Mana), risking one trait for each Mana trait desired (up to a total equal to the fairy's Rank). It's easiest to steal Mana from someone by touch, but anyone in line of sight may be attacked; for every three paces between the fairy and victim, the fairy must bid yet another additional trait. If the fairy succeeds, s/he gains the Mana traits and the victim loses a like number of Attribute traits (or Mana traits, if the victim has his/her own; victims lose Mana first, then Attributes). If the fairy fails, s/he of course loses the traits risked, and if the target's Rank is higher, make a Simple test: if the target wins this outright, the fairy also loses the difference between their Ranks in Mana traits (or further Attributes), which go to the would-be victim. Mana Stealing always takes at least one full turn, regardless of how many actions the fairy has.

Oblation: The mechanics are the same as for Harvesting, except the character must be at a Node or at a point along a ley line. The hour is spent performing a specific activity -- meditation, rituals, artistic pursuits, etc.; work out details in advance . Oblations are easier at Nodes; if the character is merely along a ley line, s/he suffers a one-trait penalty and the amount of Mana gained is reduced by one (although a successful Oblation grants a minimum of one trait of Mana). A specific site (or given mile of ley line) can bear only as many characters doing Oblations at the same time as its rating.

Raiding: [change name]  This is a more aggressive and speedier form of Harvesting that requires only a minute or so of concentration for each trait desired. The fairy pulls Mana violently from nature. The challenges are the same as for Harvesting, but if the character fails, s/he loses a temporary Willpower trait and may (if s/he also loses a simple test) attract the attention of angry nature spirits or elementals.

Prime: Certain Prime rotes allow characters to siphon off Mana from Nodes, Spirits, or the physical Patterns of others. See Laws of Ascension for details. Possessing another method of regaining Mana (this will mainly apply to fairies) that is similar to the Prime rote will normally allow bonuses in applicable challenges (work out details with the Storyteller in advance).
Ravaging: Like Ravaging in Changeling, the fairy takes a little time to get to know what makes the victim tick, most often through social interaction of some sort, and then, with a touch, floods the victim with a sense of despair, forcing positive energies out of the mortal in the form of Mana. Unlike Ravaging in Changeling, this form of gaining Mana does not involve Banality, because there isn't any. After getting to know his or her prey (Social challenges may be required), the fairy touches the mortal (possibly requiring a Physical challenge) and makes a Willpower challenge. Each party risks a Willpower trait, so whoever loses the challenge loses a temporary Willpower trait.  If the fairy succeeds, s/he instantly gains a number of Mana traits equal to his or her Rank; if s/he fails, his or her maximum Mana pool is reduced by the same amount for the rest of the night (i.e., even if the fairy finds another Ravaging victim or some other source of Mana, s/he will not be able to refresh his/her Mana pool completely that game session). Victims of Ravaging gain an appropriate Negative trait (e.g., Witless or Oblivious) for one hour as they focus on their own feelings of despair.

Reaping: Some fae draw Mana from the emotional rush of a mortal who is dying of fright. (If a system is required for frightening someone to death, use this: the fairy must defeat the mortal in a Social challenge using the Intimidation Ability and then win two simple tests.) As the victim dies, the fairy makes a static Willpower challenge against a difficulty of the number of Mana traits to be gained. If s/he succeeds, the Mana traits are all his/hers, and s/he spends the next turn drawing them in; if s/he fails, s/he loses a permanent Willpower trait and is troubled for a time by disturbing memories of the victim's life (treat as the Nightmares flaw). The Resonance of Mana gained in this way is usually Entropic.

Rest at a Node:  Staying overnight at a Node will restore a certain number of Mana traits; no test is required. [Use LoA rules].
Reverie, Special:  (Prerequisite: Reverie) The fairy has a "non-invasive," consensual means of gaining Mana from a mortal that is a little unusual (in method if not in game mechanics), especially in its salutary effect on the mortal, who is so refreshed that s/he may regain a Willpower trait if s/he wins or ties a Simple test. Examples include the Sexual Reverie of certain Satyrs. 

Reverie:  More or less as in SH, p. 189f.; the fairy works to inspire a mortal artist or dreamer, to their mutual benefit. This is usually a long-term investment; when the fairy is ready, s/he enters into a static Mental challenge against a difficulty agreed upon with the Storyteller and gains a number of Mana traits equal to the difficulty. At Storyteller discretion, the fairy may have bonus traits in the Mental challenge for particularly good roleplaying or taking extra time.  

Ripping: [change name?]  The character pulls Mana violently from a Node or ley line. This requires ten minutes at a ley line or one minute at a Node; the character spends a Willpower trait and tests his/her Rank against the rating of the site and gains a number of Mana traits equal to the rating of the site. Failure means the character  suffers (make a Simple test) some unfortunate drawback, ranging from temporary or permanent loss of Mana, to Paradox-like side effects (including the manifestation of angry spirits), to the temporary or permanent reduction of the site's rating. In general, if the character's Rank is higher, the risk is greater to the site or the nearby environment; if the site's rating is higher, the risk is greater to the character.

Sacrifice: The character can regain Mana from the ritual blood sacrifice of a living creature (killed specifically for this purpose by the mage who is to benefit), gaining one Mana trait per Health level on the turn after the sacrifice is killed. (Already wounded creatures provide less Mana.) During the turn in which the character "soaks in" the Mana, s/he can take no other action and move no more than a single pace. The character is limited to gaining a number of Mana traits from blood sacrifice in a single day equal to four times his or her Rank. The Resonance of Mana gained in this way is highly Entropic.

Scouring: The character rips away part of the energy that sustains his or her physical Pattern and converts it into magical power. The character suffers one level of Aggravated damage and gains three Mana traits. This damage cannot be healed by supernatural means. The total number of traits a character may gain in this way in a single game session is limited only by the amount of slow-healing Aggravated damage s/he is willing to sustain.

Spirit-Bargaining:  Through bargaining with a spirit or defeating it in combat, the character  gains some of its Essence in the form of Mana. (Mages with the appropriate knowledge of the Prime and/or Spirit Spheres can mimic this method with spells.) The mechanics are similar to Reverie or Mana Stealing depending on the nature of the "bargain."
