Downtime Requirements:

Mage players must turn in the bold items below to earn the theoretical downtime point.

1. You must include how you earn your living. Also, things such as what sort of mundane things your character does. Mages are in fact, human. You have casual relationships with people. You might even want to be romantically involved. 
2. You must keep track of how you are regaining quintessence. If you do not either have access to a Node, do not have the requisite Prime Sphere or are not a Celestial Chorus your quintessence pool does not refill.
3. You can further your plots if you turn in downtime.

4. A player can attack other players’ influence points if they have successfully traced them.

5. You can spend experience points in downtime.  Spending experience alone will not give you the downtime experience point.  You must also describe what your character is doing that they should be allowed to purchase character modifiers.  The player will be alerted the following game session of the results of downtime in a printed out response.

6. A character may not be killed in downtime, but plans may be hatched that lead to that eventuality.

All Mage downtime must be turned in no later than Wednesday 5:00 pm of the week of game.  If later, it will not be reviewed at the Storyteller meeting.  If you can not turn in downtime through e-mail, then please turn after the game session.  All downtimes will be responded to and passed out at the beginning of the next game session with character sheets after a player has paid.

