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Got feedback? Feel free to email us
at sealightstudiorpg@gmail.com

Want more fantasy and RPG
content? Follow us at
sea.lightstudios on Instagram
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Disclaimer: This is a work of fiction. Names, characters, businesses, places, events, locales, and
incidents are either the products of the authoroés
resemblance to actual persons, living or dead, or actual events is purely coincidental. Copyright LP
Mills, Sealight Studios, 2022.
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t /s a dark age Humanity struggles
against a tide of destiny and

circumstance, pit against an unthinking
world For so many,this battleis all thereis:
2] a onesided confiict in which we mere folk
¥ wield sticksand stonesand the impassable
fates wield blades and muskets When
XE viewedassuch,it maywellseemunfair

But not for the Magician

The Magician,you see,standsoutsideof
this paradigm It is their placeto challenge
N the cosmicorder, to be the spearheadhrust
Y /nto the belly of the worldserpent They
elevatetheyinspire 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 is a storyof magick,
andhowit is usedto uplift the livesof those
It touches This is the storyof howyou came
to bethe Magician

The Right Hand Path /s a storytelling
RPG for twoplayers One playemwill takeon
the role of the Magiciana neophytesorcerer
./ navigatinghe world of the occult, accruing
"~ power and mystique and facing down
' challengesrThe otherplayer,in turn, will act
as the World, generatingobstaclesand
threatsfor the Magiciarto overcome

Over the course of the game, the
Magician will create a grimoire, tame a
familiar spirit, constructtheir Tower, and
remakethemselvesind their alliesasa god
Similarly, the World will developmanifold
dangersmanipulatingthe windsof fate and
producing unearthly augurs to guide or
misleadhe Magiciann their quest
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How to Play

To play, you will need:

Two sixsided dice

To begin, the Magician will need to

allocatetheir 5 sorcery points between
their three main skills Psyche Legerity,
and Materiality The Magicianwill have5

points to allocate betweenthese three
skills, and eachskill is associatedvith a
variety of actionsand abilities that the

Magician will use throughout their

journey

Next, the Magicianwill needto work
out where their Tower will be located
The different Tower locations(outlined
on pages9 and 10) will determinewhat
resourcesthe Magicianstartsthe game
with.

Before gameplaybegins,the World
will roll 1d6 four timesto work out what
obstaclesand eventsthe Magician will
encounterin their first year Eachevent
will representa full season and may
proveeitherpositiveor negativeThis will
berepeatedtthe startof eachyear

In order to overcomethe obstacles
you will faceeachseasonyou mayusea
variety of moves The successf these
movesis basedon the relevantskill, and
thesemovesmaybe usedto gathemore

A pen or pencil

Some paper

resourcesfend off foes, or engagewith
your environment At the end of each
seasonthe Magicianwill gainaccesso a
newspell

At theendoftheMa g i cfirstayea) s
theywill encountera Familiarthatwill aid
them Each familiar possessesertain
abilities, and will provide the Magician
newwaydo interactwiththe World.

Gameplaycan be repeatedas many
timesasplayerdike, but everythreeyears
a Tower Eventwill occur Theseevents,
which will be generatedaccordingto the
areain whichthe Ma g i cTiowenwas
first founded, will be more challenging
than the standardeventsplayerswill face
elsewheren thegame

The ultimategoalof 7he RightHand
Pathis to accruepowerand surviveasa
Magicianfor more than three years A
Magicianwill perishwhenall of their key
resources(Prestige,Gold, and Morale
havebeendepleted

Gameplaycanbe extendedndefinitely
beyondthe first three years,with Tower
Eventsoccurringperiodicallyto providea
challengdor the Magician



Resources

The mainthrustof gameplayn the RightHand Pathinvolvesgatheringand managing
threeresourcesPrestigesold, andMorale Theseresourcesregatheredhsareward
for overcomingobstaclesfulfilling certaincriteria,and usingcertainBoon items,and
areusedto castcertainspells The gameendswhenthe Magicianrunsout of all three
resourcesandtherearepenaltiegor runningout of eachresource

Prestige

Prestigeepresentshe famed or infamyd

a Magician accrues Prestigeis earned
through flashy or impressivedisplaysof

magickandactsasatally of howadmired,
respected,or feared the Magician is.

Prestiges spentwhen castingspellsthat
callyourmercyandgracanto question

Gold

Gold isthe materiawealtha Magiciarhas
gatheredhroughtheir work The flow of
capital matters little to a powerful
Magicianput it is nonethelessitalif they
wantto remainclothedandfed.

Morale

Morale refersto the willpowerand mood
of the Magician The Magiciangathers
Morale through acts of affirmation and
acclaim, and loses Morale when
disheartenedand dismayed Morale is
spentwhencastingpellsthatexhaustind
distresyou




Conflict

The life of a Magicianis rife with trialsandtribulations While rare,this maytakethe
form of outright combatd be it in the form of a Ma g i cdud, a Battle with a
daemonicentity, or a fierce debatewith one who challengeyour sovereigntyor an
ideaof the kinds of foesthe Magicianmightface takealook atthe Adversarytableon
page35, or atthe pre-madeAdversariefistedin the Bestiary

Conflicttakesplacethrougha seriesof turns Unlesssaidconflictis initiatedby the
Magicianthe World will alwaysakethefirstturn. Eachturn of conflictcanconsisbf a
maximum of ONE ACTION, SPELL, FAMILIAR ABILITY, or
BOON ACTIVATION . A turntakesaslongasit need<o.

Turns are not exclusivelyxombativethe Magicianmay spendtheir turn travelling,
influencinga ¢ h a r adetiseonsfealingthe sick, or investigatinga mysterious
occurrenceMostconflictsarebestresolvedhroughwiles,cunningandcomradery

An Example of Magical Conflict

Let usconsidera battlewith a denizenof the faeryworld Suchbeingsannotbekilled,
for their life is tied to the earth itself therefore,the Ma g i c Adeersdrysnust
beincapacitated

The cunningMagicianmaywishto spendtheir turn castinga spellthatcausesines
to sproutfrom the earth They roll a hex move and, if successfulyineswill wrap
themselvesroundthe AdversaryThe Adversarymaythen spendits turn attempting
to breakfree from their bondagelf it is successfuthe Magicianmustdeviseanother
wayto trap or banishtheir foe; if the Adversaryfailsto breakits bonds,the Magician
mayspendtheir nextturn fortifyingtheir hexto makethe spellpermanent
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