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Hello, player. 

the magus, 

the magus
the 

magus

the magus

Ultimately, this is a game of compromise 
– you have limited time, and you face difficult  decisions.
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To play this game, you will need…
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the magus

the magus



The Journal

the magus
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the magus' 

:

the magus 

u u uu

u

9



he magus’ journey is then tracked by changes in several traits :

u 

the magus
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the

magus

•

•

rhe magus 

is inner strength. 

is potential 
made manifest. 

rhe magus 

Traits
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the magus’ .

Traits, continued

Note: you cannot regain once lost.

the magus 

12

• from to 

• and from to 



Traits, continued

Is it
ever 
okay 
to 
lose 
control

d8
d4

calamity

calamity
irrevocable
catastrophe

triggers an 
early end
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are short, flavorful keyphrases obtained 
during event challenges, indicating chronic 
issues. 

Traits, continued

Hounded by fae .
whispers of the secret society
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n contrast to traits, 
u 

are 

bound to the mortal realm. .

the magus 

Porcelain MASK 
ofthe hOLLowseraPhim

Spell name .

Spell description .

15

the

magus’ 



on the other hand, are ,

—
fraught, vulnerable,  .

yet somewhat… fulfilling. .

Lady Kataris
A widow, now turned mathematical 
scholar in her lonely days. She 
writes letters to me discussing the 
latest theorems.

In a recent letter she confided that 
she feels alone in this world and that 
I am the only one she can trust.
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are important moments in the

magus’ life that crystallize and 
define their journey.

There are two types of events:

u the magus 

u the magus 

events before 

u

u
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: 

: 

: 

the magus

the magus

the magus 

the magus 

4  10 9 is 
8  3  4 is 

5  5  4 is 
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A mIsFortuNe occurs .

the magus’ . 

the magus.

d8
d4

And when Your Risk rolls 1 

calamity will strike.
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You lost 
control.

Roll to 
figure out 
what 
catastrophe 
ensues.

Or write 
your own 
ending.
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Sacrifice someone. 

You can 

destroy 

someone at 

any time. 

This does 

not use up 

an . 

You will 

only need 

to 

chronicle 

your sin in 

the 

journal.

Roll for the 
nature of your 
betrayal. Or 
write your own 
story.

If you 
obtain
more 
power

21



the magus.

R lef
t
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the magus

the magus

•

•

•

u

u

u

themagus’ 

You can also choose to 
retire at any time. Perhaps 
the best way to escape the 
cycle of power is to refuse 
to play altogether.
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ReVive
Forge Chain

Scarlet Laugh of 
nails

Elia Windsworn
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Welcome, 
wizard.What is your name?

Who are you in life?
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Whether or not it took you by surprise, your 
powers manifested one day. Where did it come 
from? Describe what happened, or roll a d6. 

Magic can be an infinitely rare power in your 
universe, or perhaps it is as common as sunlight. 
Write three keyphrases to describe it, or roll a d12 
three times and refer to the table below.

How did you react? Did others see? Did you keep 
it secret? Why?
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Acquiring ultimate power attracts you. Where 
does this desire stem from? Write down a 
burning, obsessive reason, or roll d4.

Your 
ambition 
begins. Becoming the greatest magus requires utmost 

effort and concentration. Perhaps it’s just as 
well that you begin this journey alone — for 
you find yourself friendless and solitary at the 
moment. Write why, or roll d6.

And so you 
move to a new 
place, a new 
beginning. 
Write down 
how you’re 
starting a new 
life.

27



This is 
where you 
start.

The magus begins with Power 1, Focus 0, 
and Perfect Control (no risk die).
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01 Gain a new bond

You encounter someone who makes a deep impression on you. They 
are… (choose or roll against each list)

How did you meet? 

What makes them interesting – and how do you feel about them?
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02
1. Twilight
2. Verdure
3. Censure
4. Whispers
5. Language
6. Sleep

Spell Name Complication. 

You cast a new spell for the first time, excited to 
test your skill. What could go wrong? 

Gain the “

Gain 1 

: : : 

d8
d4

30



03 Spell Name Complication. 

You discover an uncomfortable truth that will certainly 
anger, hurt, or disillusion many. Your safety may be at 
stake. What is it, and how does it complicate your life?

Gain the “

Gain 1 

: : : 

d8
d4

1. Wall
2. Shadow
3. Revert
4. Laughter
5. Grief
6. Hunger

31



04 Gain a new bond Nurture an existing bond

You encounter someone who makes a deep impression on you. They 
are… (choose or roll against each list)

You gain a stronger relationship with an 
existing connection. Write why and how, or 
roll d4.

—

How do you feel? Gain +1 

How did you meet? 

What makes them interesting – and how do you feel about 
them?

Why should 
you CAre

32



05
1. Tomorrow’s
2. Dreamer’s
3. Quiet
4. Second
5. Violet
6. Subtle

Spell Name

Complication. 

You traveled far, seeking the faintest remnants of this 
spell as written by a long-dead mage. What wondrous 
lair did you discover – and how did it remind you so 
painfully of the shortcomings of your current skills?

Gain the “

Gain 1 

: : : 

d8
d4

1. Winter
2. Memory
3. Ghost
4. Heartbreak
5. Healing
6. Mind

+
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If you have 2 under your belt, take a breather. 
Answer these prompts.

If not, come back to this afterwards.

Ask yourself:

u How do your bonds connect and 
humanize you? What makes them indispensable, even 
those who you don’t fully understand? What would it 
take for you to understand? Can you? 

u How do you spend your time 
alone? What isolating reality do you face? 

R lef
t

You look outside 
the tower and 
sense great things 
about to come. 
What signs do you see?

34



06
1. Deceitful
2. Revelatory
3. Blasphemous
4. Logical
5. Bleeding
6. Hyper

Spell Name

Complication. 

In the process of mastering this spell, you accidentally 
summon a wretched, shadow creature – nameless, fearless, 
it seeks to possess your body. What do you do?

Gain the “

Gain 1 

: : : 

d8
d4

1. Symbol
2. Void
3. Rage
4. Poison
5. Charm
6. Guardian

+
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07 Gain a new bond Nurture an existing bond

You encounter someone who makes a deep impression on you. They 
are… (choose or roll against each list)

You gain a stronger relationship with an 
existing connection. Write why and how, or 
roll d4.

—

How do you feel? Gain +1 

How did you meet? 

What makes them interesting –
and how do you feel about them?
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08
1. Blood
2. Sanctity
3. Circus
4. Globe
5. Purity
6. Annihilation

Spell Name

Complication. 

Gain the “

Gain 1 

: : : 

d8
d4

1. Pride
2. Protomen
3. Punishment
4. Vulnerability
5. Thought
6. Joy

of

You come across a most unusual artifact that whispers to 

you – promises you untold power. The offer is tempting. 

Before you could act on it, however, a cloaked stranger 

warns you of its dangers and the corruption it can sow. 

What do you do? 
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09
1. anger
2. Blast
3. Promise
4. Fissure
5. Frenzy
6. Assault

Complication. 

Gain the “

Gain 1 

: : : 

d8
d4

1. Titans
2. Fireball
3. Inversion
4. Failures
5. Brokenness
6. Demons

of

After news of your latest spell mastery somehow spreads, 

others begin to avoid you, refusing to even make eye 

contact. You hear them whisper names. What do they 

call you? How does your latest spell bring out the worst 

reputation, and why does it adversely affect you? 

Spell Name
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10 Gain a new bond Nurture an existing bond

You encounter someone who makes a deep impression on you. They 
are… (choose or roll against each list)

You gain a stronger relationship with an 
existing connection. Write why and how, or 
roll d4.

—

How do you feel? Gain +1 

How did you meet? 

What makes them interesting – and how do you feel 
about them?

39



If you have 4 under your belt, take a breather. 
Answer these prompts.

If not, come back to this after.

Ask yourself:

u How do your bonds connect and 
humanize you? What unexpected words do they use to 
reveal the depth of their appreciation, admiration, or 
belief in you? Do you believe it?

u What kind of human or 
creature would it take for you to give a little of your 
heart…despite your worst fears?

R lef
t

Your actions are making a 
difference. Whether for better 
or worse, only gods know.
How has the world noticed?
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11

1. Obliteration
2. Rupture
3. Seal
4. Paradox
5. Despair
6. Conjuration

Spell Name Complication. 

Gain the “

Gain 1 

: : : 

d8
d4

1. Angels
2. Silence
3. Unlife
4. Mathematics
5. Death
6. Curses

of

You utter the final word of this spell and collapse into a broken heap, 

your body spent after infinitely sleepless moments. As you lay 

dreaming, your recent efforts weaken the veil separating the realm of 

strange things – of the dead, of great old ones, of higher mathematical 

concepts, or any creature related to the spell – and you are visited by 

convincing faces, individuals. Who are they, and what do they beseech 

you to do? Do you accept? 
+

1. Controlled
2. Dark
3. Nether
4. Unstable
5. Unholy
6. Immortal
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12

1. Eclipse
2. Resurrection
3. Vengeance
4. Barrier
5. Judgment
6. Mask

Spell Name Complication. 

Gain the “

Gain 1 

: : : 

d8
d4

1. Mirrors
2. Warforged
3. Dragons
4. Madness
5. Prophecy
6. Time

of

A young waif from an impoverished village visits you 

every day and begs you to forget this spell – that its 

existence and usage will result in darkness, despair. In 

what way is she right? And in what way did you try to 

ignore or silence her protestations? 

+

1. Delusional
2. Chaotic
3. Nether
4. Unstable
5. Hallowing
6. Porcelain
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13 Gain a new bond Nurture an existing bond

You encounter someone who makes a deep impression on you. They 
are… (choose or roll against each list)

You gain a stronger relationship with an 
existing connection. Write why and how, or 
roll d4.

—

How do you feel? Gain +1 

How did you meet? 

What makes them interesting – and how do you feel about them?
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1. Non-eucledian

2. Midnight
3. Imperfect

4. Distant
5. Impossible
6. Cosmic

14
Spell Name

Complication. 

Gain the “

Gain 1 

: : : 

d8
d4

This spell attracts the baleful attention of a 

supernatural, sinister force whose power 

outclasses yours. Who are they, and how are 

they linked to the spell? What do they want 

with you? Do you attempt to flee, stand 

your ground, or perhaps…an allegiance? 

+
1. Portal
2. Ocean
3. Dreams

4. Visions
5. Haunting
6. Pain

of

1. Deathly
2. The waking
3. Decadent

4. The faithless
5. Altered
6. Apocalyptic

+
1. Nightmares
2. Elements
3. Supernovae

4. Sorrow
5. Banishment
6. Future
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If you have 6 under your belt, take a breather. 
Answer these prompts.

If not, come back to this after.

Ask yourself:

u How do your bonds connect and 
humanize you? How do your connections provide you 
the only way to feel tethered to humanity? How deep 
is your fear that you will eventually lose them all?

u Something has replaced your 
pathos. Or buried it deep, beneath the soil of your 
ambition. How did it happen? Where did your heart 
go?

R lef
t

You cast your long shadow on 
the world. The marks of your 
magic burn with indelible flame.
Go back to the origins of this world, your three 
keyphrases on magic. At least one of these have 
changed, forever. What is it?
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1. Alternate
2. Vile
3. Raw

4. Feeble
5. Blackest
6. Evil

15
Spell Name

Complication. 

Gain the “

Gain 1 

You craft this spell. You walk; look in the 

mirror; you barely recognize yourself. In 

what seems like slow motion, you trace a 

finger down your face, blinking and 

attempting to remember who you truly are. 

What do you recall, what memories save 

your sanity? 

+
1. Crown
2. Abjuration
3. Corruption

4. Denial
5. Narsus’
6. Art

of

1. Meteoric
2. Eldritch
3. True

4. Prismatic
5. Power
6. Evoke

+
1. Reality
2. Swarm
3. Simulacrum

4. Creation
5. Kill
6. Disintegration

: : : 

d8
d4
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16 Gain a new bond Nurture an existing bond

You encounter someone who makes a deep impression on you. They 
are… (choose or roll against each list)

You gain a stronger relationship with an 
existing connection. Write why and how, or 
roll d4.

—

How do you feel? Gain +1 

How did you meet? 

What makes them interesting – and how do you feel about them?

Why????
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17
Wish
Spell Name Complication. 

You cast the spell, knowing that it can alter reality 
– undoing any regret, reviving any death, creating 
any world – and only at the cost of your soul.

Gain the “

: : : 

d8
d4

48



This is 
where it 

ends.

49



I t  i s  t i m e .
Your hands are steady. Perhaps you have spent the whole night trying to calm 
yourself as you take this heavy decision. Perhaps it comes with ease.

Despite – or perhaps, because of – your yearnings, 
you must leave. 

…because your sins are too heavy
…because the loneliness is unbearable
…because you look for a brighter future
…because there is nothing left

If you have at least one nurtured bond 
remaining, you go with peace in your 
heart and acceptance in your spirit. How 
do they accept your farewell, and how 
did their final embrace feel?

If you achieve Power 3, you become 
keenly aware that you can use your 
magic to do anything – even undo 
the past. The choice is yours.

If you are broken you leave this 
place to find calm and healing. 
Shadows torment you. Yet you 
find a way to overcome. How?
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the

magus
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This is a game created for Session Zero Online, 

held on 30 January 2021. 

The Magus was written and laid out on 

PowerPoint, partially to prove that it was 

possible. 

The Magus relies on art generated by Artificial 

Intelligence (from artbreeder.com) and from the 

Rijks Museum (from rijksmuseum.nl/en). These 

are all public domain images. 

Thank you to everyone who visited the con, and 

thank you for supporting this game.

I have only two final asks: please share your 

experience, either by tagging @momatoes on 

Twitter or at the project page 

(https://momatoes.itch.io/the-magus). And please 

explore games created by #RPGSEA. 

Thank you once more. May you successfully face 

down the loneliness that rages in our hearts.


