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Mage General Rules

Sensing relies on the Relative Power Levels rule with comparisons done for purposes of illusions, cloaking, or stealth.

Mage Spheres can be used to counter powers that fall within their Bailiwick with a roll of Arete (difficulty = Power level +3) with each success cancelling the other. 

Any damaging effect that is fueled by Prime does aggravated damage. Prime 4+ or specific Forces attacks are also aggravated. Creating Silver or Iron requires Matter 2—Prime 2. Weapons or fists charged with Prime 2 are coincidental and do aggravated damage.

Mages do not pick up as Wyrm tainted unless they use Qlippothic Spheres or have at least 3 dots of an appropriate Entropic resonance.
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Changeling General Rules

Changelings take aggravated damage from claws and teeth, per normal systems. They can inflict aggravated damage via any Art that does damage direct to the target (such as Primal 4), soakable per normal rules for that system. Healing Aggravated Damage, (Heather Balm) can heal aggravated damage. *It is the same level art as Holly Strike, the changeling simply chooses if they are hurting or healing* 

The Dolorous Blow (pg 245 CtD 2nd Ed)
The first time Dolorous Blow is used in a single combat scene with an opponent, it cannot be dodged unless the character has a successful Danger Sense, Auspex, or Reflex based Merit roll. 

"A changeling can make a chimerical object, usually a weapon, real to any unenchanted being by expending a Willpower point. This affect lasts for only one turn and only one object is affected, though no roll is required. The object or weapon suddenly appears out of nowhere to the unenchanted. After the turn has passed or the object is taken from their sight, unenchanted witnesses are soon overcome by the Mists, their limited imaginations quickly transform the object into the most rational substitute that they can conceive."

Dragon's Ire Revised: 2nd Edition Dragon's Ire appears on pg. 244 of Changeling: The Dreaming, 2nd Ed. 
To call on the Dragon's Ire, a character spends a point of Glamour and rolls their Glamour, difficulty their Banality. For each success, the character gains a Dragon's Ire die up to their Remembrance rating. Calling on the Dragon's Ire is not considered an action. Characters may use these dice to add to any multiple action dice pool every turn of combat. The total dice may not exceed the original dice pool for any given action, however. Dragon's Ire may only be used on split actions and extra actions (ex: Quicksilver actions) may not be split. 

For example: Lauren of House Gwydion is fighting Vlad Ventrue. She summons Dragon's Ire and gets 3 successes. She has a Remembrance of 4, so she can use all 3 dice. Lauren wins initiative this turn and declares she is taking two actions, attacking and then dodging. Her dex + melee = 7, her dex + dodge = 6. Since she is taking 2 actions, the penalties are -2 for the first and -3 (2 actions, -1 for the second of the 2) for the second. This puts her at Attack pool of 5 and Dodge pool of 3. She uses 2 Dragon's Ire dice on her attack, so 5 + 2= 7 dice again and she uses the last Dragon's Ire Dice on the dodge, so 3 + 1= 4 dice. 
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Mage/ Changeling
Advanced crossover rules and discussions in regards to Mage Revised are in the Articles section of the site. The Spheres of note for dealing with Changelings are Mind (not Spirit) and Prime.

Verbena: The “Druids” and their old ways are the most closely tied to the Kithain of all the Magi. Specifically the Asatrú based Verbena and the Trolls, and the Celti-Druidic Verbena and theOrder of Hermes: The “High Mages” are rumored to have some ties to the nobles. 
Dreamspeakers: They are some of the least Banal of the magi, and also have the ability to "Dreamwalk."
Cultists of Ecstasy: Although they claim a Fellowship of Pan with the Satyrs, there are no Changeling references to this pact. Still, Satyrs and Cultists appear to be a possible association.

Resisting Enchantment: 
The will and sense of reality of mages is stronger than that of most people. Therefore, when a changeling is attempting to enchant a mage, the mage may be able to resist the effect of the enchantment. To do so requires a Willpower roll for the mage (difficulty 8). The mage must score one success for each point of Glamour that the changeling invested in the enchantment attempt.

Changeling resisting Sphere Magic
To resist mage magic, a changeling player must roll her Glamour against a difficulty of the highest Sphere rating used in the effect +4. If successful in countering the effect, the changeling receives a point of temporary Banality for having removed some small bit of magic from the world. 

Finding a Freehold: 
Freeholds are locations that co-exist in the realworld and the Dreaming. To locate a freehold, a mage must first actively examine an area and must use both Mind 1 and Prime 1 on the location he thinks may be a freehold, with the paradigm to understand what he is looking for. The presence of the Balefire exists in the Dreaming aspect of the Freehold and is not approachable unless enchanted or using Mind. 

(There are rules concerning Draining a Freehold of its Glamour in order to gain Quintessence. This is considered a crime against the Changelings. This is not to be attempted without first contacting the Changeling and Mage Storytellers.) 

Awareness: 
A mage who has encountered the fae in the past may sense their presence with an Awareness roll (difficulty 9). 
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