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t is a dark age. Humanity struggles

against a tide of destiny and
circumstance,pit against an unthinking

world. For somany,thisbattleis all thereis:

a one-sidedconflict in which we mere folk

wield sticksand stonesand the impassable

fates wield blades and muskets. When

viewedassuch,it maywellseemunfair.

But not for theMagician.

The Magician,you see,standsoutsideof

this paradigm. It is their placeto challenge

the cosmicorder, to be the spearheadthrust

into the belly of the world-serpent. They

elevate; theyinspire; theydestroy.

You are one such Magician. Though

fledgling when compared to those that

preceded you, your gifts for magick can

shakethe very earth and shatterthe skies,

shouldyousowish. This isastoryof magick,

andhow it is usedto uplift the livesof those

it touches. This is thestoryof howyoucame

to betheMagician.

The Right Hand Path is a storytelling

RPGfor twoplayers. One playerwill takeon

therole of theMagician,a neophytesorcerer

navigatingthe world of the occult, accruing

power and mystique and facing down

challenges. The otherplayer,in turn, will act

as the World, generatingobstaclesand

threatsfor theMagicianto overcome.

Over the course of the game, the

Magician will create a grimoire, tame a

familiar spirit, construct their Tower, and

remakethemselvesand their alliesasa god.

Similarly, the World will developmanifold

dangers,manipulatingthe windsof fateand

producing unearthly augurs to guide or

misleadtheMagicianin theirquest.
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To begin, the Magician will need to

allocatetheir 5 sorcery points between

their three main skills: Psyche,Legerity,

andMateriality. The Magicianwill have5

points to allocate betweenthese three

skills, and eachskill is associatedwith a

variety of actionsand abilities that the

Magician will use throughout their

journey.

Next, the Magicianwill need to work

out where their Tower will be located.

The different Tower locations(outlined

on pages9 and 10) will determinewhat

resourcesthe Magicianstarts the game

with.

     Before gameplay begins, the World 

will roll 1d6 four times to work out what 

obstacles and events the Magician will 

encounter in their first year. Each event 

will represent a full season, and may 

prove either positive or negative. This will 

be repeated at the start of each year. 

     In order to overcome the obstacles 

you will face each season, you may use a 

variety of moves. The success of these 

moves is based on the relevant skill, and 

these moves may be used to gather more

How to Play
To play, you will need:

Two six-sided dice A pen or pencil Some paper
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resources, fend off foes, or engage with 

your environment. At the end of each 

season, the Magician will gain access to a 

new spell.

     At the end of the Magicianõs first year, 

they will encounter a Familiar thatwill aid

them. Each familiar possessescertain

abilities, and will provide the Magician

newwaysto interactwith theWorld.

     Gameplaycan be repeatedas many

timesasplayerslike, but everythreeyears

a Tower Eventwill occur. Theseevents,

which will be generatedaccordingto the

areain which theMagicianõsTower was

first founded, will be more challenging

than the standardeventsplayerswill face

elsewherein thegame.

The ultimategoalof The RightHand

Path is to accruepowerand surviveasa

Magicianfor more than three years. A

Magicianwill perishwhenall of their key

resources(Prestige,Gold, and Morale)

havebeendepleted.

Gameplaycanbeextendedindefinitely

beyondthe first three years,with Tower

Eventsoccurringperiodicallyto providea

challengefor theMagician.



The mainthrustof gameplayin the RightHand Pathinvolvesgatheringandmanaging

threeresources: Prestige,Gold, andMorale. Theseresourcesaregatheredasa reward

for overcomingobstacles,fulfilling certaincriteria,and usingcertainBoon items,and

areusedto castcertainspells. The gameendswhentheMagicianrunsout of all three

resources,andtherearepenaltiesfor runningoutof eachresource.

Resources

Prestigerepresentsthefameðor infamyð

a Magician accrues. Prestigeis earned

through flashyor impressivedisplaysof

magickandactsasa tallyof howadmired,

respected,or feared the Magician is.

Prestigeis spentwhencastingspellsthat

callyourmercyandgraceinto question.

Prestige

Gold is thematerialwealthaMagicianhas

gatheredthroughtheir work. The flow of

capital matters little to a powerful

Magician,but it is nonethelessvital if they

wantto remainclothedandfed.

Gold

Morale refersto the willpowerandmood

of the Magician. The Magiciangathers

Morale through acts of affirmation and

acclaim, and loses Morale when

disheartenedand dismayed. Morale is

spentwhencastingspellsthatexhaustand

distressyou.

Morale
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The life of a Magicianis rife with trialsandtribulations. While rare,thismaytakethe

form of outright combatðbe it in the form of a Magicianõsduel, a battle with a

daemonicentity,or a fiercedebatewith one who challengesyour sovereignty. For an

ideaof thekindsof foestheMagicianmightface,takea look at theAdversarytableon

page35, or atthepre-madeAdversarieslistedin theBestiary.

Conflict takesplacethrougha seriesof turns. Unlesssaidconflictis initiatedby the

Magician,theWorld will alwaystakethefirst turn. Eachturn of conflictcanconsistof a

maximum of ONE ACTION, SPELL, FAMILIAR ABILITY, or

BOON ACTIVATION . A turn takesaslongasit needsto.

Turns arenot exclusivelycombative; the Magicianmayspendtheir turn travelling,

influencinga characterõsdecisions,healing the sick, or investigatinga mysterious

occurrence. Mostconflictsarebestresolvedthroughwiles,cunning,andcomradery.

Conflict

Let usconsiderabattlewithadenizenof thefaeryworld. Suchbeingscannotbekilled,

for their life is tied to the earth itself: therefore, the MagicianõsAdversarymust

beincapacitated.

The cunningMagicianmaywishto spendtheir turn castinga spellthatcausesvines

to sprout from the earth. They roll a hex move and, if successful,vineswill wrap

themselvesaroundthe Adversary. The Adversarymaythen spendits turn attempting

to breakfreefrom their bondage. If it is successful,the Magicianmustdeviseanother

wayto trap or banishtheir foe; if the Adversaryfailsto breakits bonds,the Magician

mayspendtheirnextturn fortifyingtheirhexto makethespellpermanent.

An Example of Magical Conflict
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