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INTRODUCTION

nr

What would another generation have been like?"
Huw can such a question be answered? I have no idea."

The Hand of Oberon

That's where you come in, the players and Game Masters
of Amber. 1f there is one thing that we all have in common, all
who would use this book, it's trying to answer that question,
"what would another generation have been like?"

For players, this means becoming part of that new
generation, playing a character whose parents are as powerful
as gods, a character who is inheriting those powers in full
measure. For Game Masters, it is the challenge of unfolding
the grandest of all settings.

The next generation ofAmber ...

In the beginning there was nothing at all.
Then there was Chaos.

A spinning, complex maelstrom of
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Primal Pattern, but each is unique, each warped in its own
special way by the distant fluctuations of Chaos.

Surrounding Primal Pattern is a region of great power.

And, following those apocalyptic days, it came to pass that
a kingdom was formed, to be named Amber.

Its ruler, King Oberon, son of Dworkin, initiate in the ways
of Pattern, fought wars, built a dynasty, fathered heirs, and
founded a Castle, known also as Amber.

Oberon had sons and daughters, each of whom had a
measure of their father's power. In each was born the power to
walk the Pattern.

These Princes and Princesses of Amber, each carry in their
veins the blood of Amber. Having walked the Pattern they can
move through the Shadow universes, and shape Shadow itself,
to their own ends. Theirs is the power oflife and death,
creation and destruction.

And then the children of Oberon bickered and fought
among themselves...

Was it because they were children of a rebel's child? Or
were they manipulated, set one against another, by their
father? We'll probably never know.

They plotted against each other, and

change, Primal Chaos. Pure destruction,
pure fury, the essence of change.

At the fringes of Chaos, where it
interacts with the great Abyss, the
remnants of the original nothingness,
are small regions of habitability. Shards
of worlds, shreds that are not stable, but
constantly changing, appearing and
disappearing.

Into these primal fragments of
reality came life, and then sentient life.

Only S/%zﬁe Shifters can survive in
these places, those who can continually
adapt to ever-changing worlds.

And the Shape Shifters formed the
Courts of Chaos, and they learned to
tame the Logrus, the representatlon of
Primal Chaos, and use it as a tool. They
discovered arts and Fowers, including

[ stood.

There was something new
in the air, the ground, the sty. This
was a new place, ft. new primaC
(Pattern. 'Everything aBout me  then
was a result of the (Pattern in which

I suddenCy realized that 1
was feeling more than refreshment.
It was now a sense of elation, a kind
ofjoy that was moving through me.
This was a clean, fresh place and I

was somehow responsible for it.

The Courts of Chaos

against their father. And one of them
even dreamed of remaking the universe.
That evil, or insane, brother
calculated that the Primal Pattern could
be erased. He predicted thatblood, the
blood ofany of Oberon's children, or
Oberon's children's children, could be
used to black out the Pattern, damage it,
and ultimately destroy it. With the
original Pattern gone, it would be
possible to draw a new Pattern, a
Pattern more to his liking, a Pattern
where he would have absolute power.
For the full story, you'll need to read
Roger Zelazny's Chronicles of Amber.
Suffice to say, the evil brother did not
succeed, the Pattern was restored, and
the threatening forces of Chaos were
beaten back.

Magic, the casting of spells, and Trump,
creating artistic images used to
communicate between worlds.

They are the Lords of Chaos, they were the masters of the
universe.

Were, until, for some unknown reason, one oftheir
number rebelled against them. He is named Dworkin.

Dworkin somehow found, forged, or stole a very special
artifact. A device of unknown properties called the Jewel of
Judgement.

With the blessing of the mythical Unicorn, against the
violent raging ofhis elders, Dworkin remade the universe. He
inscribed a force that opposed Chaos.

In his own blood Dworkin drew, or wrote, or conjured, the
Primal Pattern.

The Pattern was an imposition ofa different kind of power
onto the universe. Where all is fluid and changing near Primal
Chaos, order and stability dwell in Pattern realms.

Between these two great symbols, of chaos and order, of
Logrus and Pattern, there came to be an infinite number of
Shadows. Each a possibility, a different mirror image. Each

Shadow, an entire physical universe, is a reflection of the

Iloved reading Zelazny's saga. And /
didn 't want it to end. Not then, not now, not ever! For me, the
designer of this system ofrole-playing, Amber is alive, and
pregnant with opportunity.

Why can't we go back to Amber, again and again, to make
our own stories there? Why not? There are an infinite number
of Shadows yet to be explored. Each eternal Prince or Princess,
must surely have daughters and sons. Why not role-play one
of these new immortals?

Starting in 1985 Amber became a place where players
burst out with enthusiasm, as their characters came to f/ fe,
lived and loved, and made Amber live for a few hours each
month. Other Game Masters picked up the torch, and the role-
playing of Amber spread across the world.

Now, gentle players, and cunning Game Masters, Amber
is no longer a private domain. What gave birth in Roger's
brain, what took unsteady steps behind closed doors, whatbold
and rash scenarios graced the privileged few, that is now
before you. Throw open the gates of Amber!

Let the role-play begin...
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!I%TRODUCTION
ROLE-PLAYING

Ifyou've never played a role-playing game, we sure
hope you start with this one. Here's how it works, in four
steps:

1. Role-Play Set-Up. Before role-playing
someone has to do some pretty elaborate planning. There
are two kinds of preparation.

Players, most of the folks, have to create fictional
characters. In Amber you start by bidding in an Attribute
Auction that sets up the character's basic Attributes.

So what's an attribute? It's an artificial way of
measuring things that the characters might be able to do.
For example, the attribute Strength determines how
strong the character is. Which means it's a way of figuring
out how big an object the character can pick up, or how
much damage they can do with a punch. The other three
attributes are Warfare, fighting agility, Psyche, mental
power, and Endurance. The higher the ranking (first place
is highest) the better the attribute.

Once the auction is over, it's time to spend the
remaining points. Then the character can get powers, like
the ability to walk the Pattern, or the talent to draw Trump
Cards. Spending the rest of the points, and finishing the
character can take quite awhile.

Let's say, just to help you picture things, thatyou've
put together a character, and that you've named him
Farley. Assume that Farley is pretty well rounded, with

good attribute rankings, and with the power of the Pattern.

Meanwhile, the person running the show is called the
Game Master, also called the GM. While each player is in
charge ofa single character, the GM is in charge ofjust
about everything else. Just like the author ofa book, the
GM takes care of creating and presenting the setting,
villains, the rest of the Amber family, monsters, Shadow
Storms, etc...

The Game Master is also in charge of coming up with
an interesting story. While a Game Master can use a
prepared adventure, most GMs like to create their own
version of Amber, with their own problems and
encounters.

2. Campaign Set-up. You have your character,
as do the rest of the players, and the Game Master has the
universe figured out, so it's time to play ball.

It's time for the game to start. The Game Master asks
you, and the other players, "If your character, Farley,
wanted to spend a couple of years in a single Shadow,
where would he be? And what would he be doing?"

Having created the character, you've now got to start

getting into his head. What would Farley be doing?

He could be anywhere, and he could be doing
anything. It's up to you, the player, to make that decision.

Let's say, just to keep things moving, that you decide
that Farley will be here on Earth, which Amberites call
Shadow Earth, visiting Los Angeles, and studying to be a
movie director. When the GM asks for a more specific
place, say on a Wednesday afternoon, you decide that
Farley is working part-time on a studio back lot, helping
film a famous Television sitcom.

The GM gets different starting points for each of the
players, most of whom are scattered all over the place.
One character is in Amber, another out in the Courts of
Chaos, and the rest in Shadows where they're either
learning something, fighting something, or just having a
good time.

3. Role-Play Time! "Okay," the Game Master
starts, "you're standing around while the light people are
fiddling with a burned out bulb. Where would you be
standing?"

Again, it's up to you to picture the place, where you'd
be, and to fill in other details. Finally the Game Master is
satisfied with your explanations, and tells you, "Suddenly,
one of the back doors bangs open, and you see silhouetted
against the bright California sun, alarge winged figure! It
flies up and into the studio. It's no bird, even though it has
huge feathered wings, and the body has a human shape,
possibly female. What are you doing?"

Now things are left up to you. Gather information,
grab for a weapon, get out a Trump, run, or whatever.
From this point on, you tell the Game Master what you're
doing, the Game Master tells you the results, and so it
goes...

4. Role-Playing Together. Up to this point the
game has mostly been between you and the Game Master.

What changes things is the addition of the other
players. Each of them is playing another character,
someone your character has to deal with one on one.

So, let's advance the action, and the Game Master
says,

"You're up-side-down, with the winged valkyrie
trying to haul you away by your right leg. You've been
trying to kick with your left leg, but that hasn't done much
good, and your right hand grip on the scaffolding is
starting to slip. On the other hand, the left one, haha, a
litle GM joke there," At which point all the players groan,
"you've managed to get your Trump out and you're
looking at Dorell's picture. Are you trying to contact her?"

"Yes!" you yell, understandably annoyed at how the
Game Master, not unlike some computers you have
known, keeps asking stupid questions.

"Fine," says the Game Master, "I'll get back to you."
Waiting your turn is also part of the game. Even
though the player controlling Dorell is sitting right across
the table, listening to every word, that doesn't mean that
Dorell knows what's going on. In fact, Dorell may still be
several minutes, days, or even years behind, still taking




care of business that "happened” long before Farley got
himself in his predicament.

Finally the Game Master turns to you and says,
"Farley has the contact with Dorell."

Now, even though you'd like to get this over with, you
can'tjust tell the Game Master that you want Dorell to
extricate Farley from his little problem. No, you've got to
talk directly to Cindy, you speaking for Farley, and she
for Dorell.

"Dorell, pull me out ofhere!" you might say.

"Um. Actually Farley, I find I am presently occupied.
I'l call you back shortly.”

You see? Once again it is up to you to play your
character, but not just with the Game Master. This time it
might be a matter of begging, threatening, shouting, or
whatever it takes to get Cing , aka Dorell, moving to assist
you.

So, role-playing consists of four basic elements. First,
the creation of a character and a setting. Second, putting
the character into the Amber universe. Third, interacting
with the Game Master for information and to manipulate
the character. And, fourth, dealing with your fellow
players, and their respective characters.

AmberRole-Playing

System Terms

Attributes: These are the ratings of your character's
advantages, and weaknesses. There are four Attributes in
the Amber RPG; Psyche, Strength, Endurance and
Warfare. They are measured in two ways. First, by the
rank, which is where the character fits in compared with
everybody else (st being best). Along with rank, each
Autribute has a numerical score, starting in the negative
numbers (-25 for Human rank), and increasing to
represent improvement.

Campaign: Most games, run by a Game Master, for a
regular group of players, is considered an Amber
campaign. It can range anywhere from a short campaign
ofa couple of sessions, to a long-term epic campaign
lasting many years.

Character: Every player (except for the game master)
has a character, also called a Player Character or PC.

Cross-Over: A cross-over is a special kind ofAmber
tournament, where characters from different campaigns
(based on different Game Masters), get together. Usually a
cross-over is based on the idea of there being many
different versions of Amber, and that occasionally
characters can slip from one version to another.

Death.: Just as in real life, characters can die. In the
Amber RPG death is unlikely but always a threat to every
character. The player's main job is to keep their character
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alive. As long as your character is alive you can consider
¥ ye
yourself a "winner."

Diceless: Doing without dice, and any type of chance
or random number generator. Diceless also means going
without coins (2-sided dice), card shuffling (52-sided dice),
spinning wheels (flat dice), Electronic Number Crunchers
(infinite dice), Yarrow Sticks (multi-dimensional dice), or
anything else other than character interaction.

Game Master (GM): This is the person who
controls the "world" and runs the game. All the non-player
characters (NPCs), including guards, innocents, and
villains are controlled by the GM. The GMs control even
extends to things like weather, cross-universe politics and
natural disasters. Amber Game Masters have more power,
and more responsibility, than those who run more
traditional role-playing games.

Scenario: This is a specific mission assigned to the
characters in a role-playing game. A scenario is usually a
story with a beginning (Julian is missing from Forest
Arden), a middle (using the blood stained trump of a
strange woman, after discovering it in Julian's bedroom),
and an end (rescuing Julian). Most campaigns are
developed around a number of scenarios.

Tournament: Theflip-side ofa Campaign is a
Tournament, where the role-playing usually lasts no more
than one or two sessions.
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Playing a Princess
(or Prince) of Amber.

A player's view of Amber.

In our example Cindy is playing Dorell, a Princess of
Amber. Ofthe four Attributes that make up a character, Dorell
is ranked second (45 points) in Warfare and fourth (9 points)
in Strength. For other two, Psyche and Endurance, she is
Amber rank (0 points), which means she has no weaknesses.
Dorell has one Power, that of Pattern.

Like any character who buys the power of Pattern, Dorell
automatically became a descendent of Oberon and one with
the legacy of the Blood of Amber. The Game Master has
decided that Julian is Dorell's father.

Notice that the player, Cindy, usually describes the setting.
Infinite Shadow is Dorell's playground. Any place that Cindy
can imagine, any world, any world at all, any world she has
ever read about, thought about, or dreamed, exists somewhere
in Shadow. As in many campaigns, the Game Master starts by
letting Cindy describe Dorell's situation.

GM: Okay, has everybody got their situation in order?
Remember, when I get to you, I wantyou to tell me about
your character and where you'll be at the start of the
campaign.

Cindy: Anywhere we want?

GM: Pretty much. If I've got a problem, it will be because
you've thought of something I missed. In that case, I'll let
you know. Cindy, well start with you.

Cindy: My character is named Dorell. She's 5'9" tall, 130
pounds, with bright blue-green eyes, and fiery red hair.
She prefers to wear black or dark brown, with a blouse of
light blue. She is also arrogant and opinionated. She knows
she is among the finest blades anwaere, and she'll test her
sword, "Dragon-Tooth," against anyone.

GM: Good. Where will she be starting the campaign?

Cindy: Dorell is in a Shadow I'll call Mith. Spelled with an "i"
instead of a "y." It's a fairly modern world, with
everything except electricity and gunpowder. So it has
good plumbing, steam engines, and a code of chivalry. It's
also a place where swordsmanship is considered a high
art, as if you combined a Victorian Age with something
like the Bushido devotion to martial arts. It's dawn, and
I'm pacing the wet grass, waiting for my dueling opponent
to show up.

* Cindy could "buy" a Shadow, an entire world, with points.
Mostly characters just wander out into Shadow and find a
convenient one. It could be a world where the character is
worshipped as a god, a place ofinterstellar spaceships and
galactic empires, or a paradise filled with nothing but
sunny beaches and friendly natives. Cindy could have
picked a world described in any book, movie, television
show or just a variation of Shadow Earth. "Mith" is a place
that Cindy invented, a place she thought would be neat for
her character.

GM: I can't help but ask, but what's the reason for the duel?
Cindy: My lover has been accused of treason by his jealous ex-
wife, and I intend to have satisfaction.

GM: Ho ho! How about your seconds? Who are they?

Cindy: I hadn't thought about that... Let's just say that they are
f%]iends of mine. Ifit turns out to be important I'll work out
the details later.

GM: No problem. You are waiting in the pre-dawn light when
you suddenly feel something change. As if you were
moving through Shadow, but you didn't cause it.

Cindy: I'll look around, has anything changed?

GM: Yes, for some reason one of your seconds is holding an
open case containing what seems to be a pair of dueling
pistols.

Cindy: Pistols? I was looking forward to a duel with swords.
Besides, gunpowder isn't supposed to work here.

GM: Well, the guns are here. Wﬁat are you doing?

Cindy: I'll pace across the field, using my Pattern to Shift
Shadow.

GM: No problem. What are you doing to the Shadow?

Cindy: I'll subtract the guns, and change everything back to the
way it was.

GM: A few minutes later, the field is just as you left it. Your
opponent's carriage pulls up.

Cindy: Fine. Ill }F)roceed with the duel.

GM: The ex-wite turns out to be no great challenge for you.

* The Game Master made an assumption here. Since the
Shadow is one of Cindy's choosing, he just figured that her
opponent would be pretty easy. At this point Cindy could
have objected, saying something like, "Wait a minute, this
Shadow is supposed to provide me with challenging
duelists, I think she should be almost as good as Dorell."

GM: What injury do you wish to leave her with?

Cindy: I want to wear her down to exhaustion, then put a small
cut on her nose.

GM: You want to disfigure her?

Cindy: No, just enough for a tiny scar. Just enough to teach her
a lesson.

GM: Twenty minutes later the duel is over, the doctor is
tending to your rival's hurt nose, and your seconds are
congratulating you on your victory. What are you doing?

Cindy: I'd like to find out about what caused that earlier sliift.
Just who was behind adding those guns into my Shadow?

GM: How are you going to find out?

Cindy: I'l seek out the source of the problem by walking
through Shadow.

* Amberites can find anything in Shadow, including other
Amberites, and even things as vaguely defined as
"whatever is causing my problem."

GM: What details are you changing?

Cindy: Hmmm... For now, just a few tiny things. I'll start by
making the clouds a little more blue.

GM: No problem, the clouds gradually turn light blue, and you
feel like you're making progress toward whatever caused
the shift.

Cindy: As I walk along, I'll think about finding a horse. A pretty
white mare, with a tan bridle and matching saddle,
grazing in a meadow.

GM: A few minutes later, as you come out of the woods, you
see a meadow with exactly the horse you described.

Cindy: Excellent. Tl take a few minutes to make friends with



the horse. Then I'll mount and continue.

* Cindy could just as easily have "found” a sports car, a
bycicle, a space ship, or a magic carpet. As it happens,
Cindy's character Dorell is comf%rtable on a horse. Horses
also have the advantage of working in Shadows where
technology or magic might not.

GM: Okay, riding the horse, what are you changing?

Cindy: I'll start with flowers. I want a lot of sweet-smelling
lilacs to cover our path.

GM: The path changes to lilacs and you notice the sky is taking
on a familiar hue. It looks like you are heading towards
Amber.

Cindy: Hmmm... I'm not sure if I like that idea, but I'll keep

oing. Let me know when I get to Forest Arden.

GM: Abitlater you see a figure seated on a tree stump, huddled
under a dirt-brown blanket. He holds his hand out to you,
and you can see he is wearing some kind of gauntlet. What
are you doing?

Cindy: I'll stop my horse and look at him.

GM: He throws back the blanket and you can see the features
ofyour father, Julian. His long bl};ck hair is tangled and
dirty, his white armor stained with blood and muck, his

right eye is black and blue, and he looks exhausted.

* Just as player characters can find anyone or anything in
Shadow, so other Amberites can arrange to be found. Of
course, it is possible that Dorell's fatier, Julian, is the
source of her problem...

Cindy: Father! What has happened?

GM: 'Daughter, I have a mission for you.' He takes a small
pouch from his belt, tears it away, and holds it out to you.
Are you dismounting?

Cindy: No, 111 stay on my horse and reach for the pouch.

GM: You take it. He says, "Now daughter Dorell, you must
Hellride away from here, and away from Amber, until the
stars fall.'

Cindy: Until the stars fall? Father, what does that mean?

GM: You will know, you will know. Then, and only then, take
out the cards I have given you, and gather together the
young children of Amber.

Cindy: Tl%en what?

GM: 'T don't know, and I have no more time.." Julian says, and
then, "Go! Now!' What are you doing?

Cindy: Father, why should I be riding away from Amber? Ifit
is in danger, isn't that where we should be going?

GM: He turns away from you, drawing his sword, and you see
something moving, gack in the forest. Are you doing
anything else?

Cindy: I'm waiting for his answer.

GM: He doesn't say anything. What are you doing?

Cindy: What is it?

GM: You can't tell, but it looks awfully big. Julian looks back at
you, angry as you've ever seen him, his mouth drawn into
a tight line. What are you doing?

Cindy: Father, I want to help you!

GM: He whirls, says something that sounds mystical and
magic and also like a curse. At the same time he whacks
your horse's flank with the flat of his sword. Your horse
rears straight up! What are you doing?
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Cindy: 111 try to hang on.

GM: Your horse is galloping like crazy! Now what?

Cindy: I'll try to calm her, and slow her down.

GM: By pulling on the bridle?

Cindy: I'm strong enough, aren't I?

GM: You're probably strong enough to tear the head right off
the horse. What are you doing?

Cindy: Putting my hand on her neck, I'm going to reach out
with my mind, and try to make her feel calm and soothed.

* Amberite Attributes, even Dorell's Amber rank in Psyche, are
enormously powerful. True, Cindy has high rankings in
Woarfare and Endurance, but she is smart enough not to
neglect her other options.

GM: The feeble mind of the horse easily bends to your will, and
she slows down to a canter. Right then your sword cries
out, duck!

Cindy: I duck down!

GM: A split second later, an arrow whizzes overhead. You hear
shouts, about two hundred feet away, and the sound of
horses. What are you doing?

* Cindy had used a couple of points to buy "Sensitivity to
Danger" for Dorell's sword. Obviously, it just paid off!

Cindy: What do I see?

GM: Looking behind and offto your right, you see at least two
dozen armored men on horseback, all wearing pink.
They're accelerating toward you. What are you doing?

Cindy: Could I take them?

GM: One at a time, probably, but you're out in the open where
you can't stop a mob from getting behind you. What are
you doing?

Cindy: Do I still have mental contact with my horse?

GM: Yes.

Cindy: I'll tell the horse to start running, and I'll start shifting
Shadow as we go.

GM: Dorell shifts Shadow as she gallops away. Ill get back to

you...

* At this point, the Game Master shifts away from Cindy, over
to some other player. The outcome of the story depends on
how the players respond and react.

Playinﬁ a Lord of Chaos, a Trump Artist,

a Shape Shifter, or a Shadow Sorcerer.

While Dorell is a Princess of Amber, with the Power of the
Pattern, there are many other choices available. You can make
characters based on any of the Powers. For example, a player
might create a character with Logrus, the sign of Chaos, and
an heir to the Courts of Chaos instead of Amber. Such a Lord of
Chaos, instead of walking through Shadow, might reach out
with the tendrils of the Logrus.

Another possibility is a character based on Trump Artistry.
Such a character can paint pictures of people, places or things,
and use the images as gateways across Shadow.

Or Shape Shifting, or Sorcery, or Conjuration, or...
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CREATINGPLAYER ATTRIBUTE

CHARACTERS

The first step to role-playing in Amber is creating
characters for each of the players. Here's the simple version, in
five steps for creating your Amber character.

STEP ONE: THINK ABOUT IT.

Dream up the best character you can imagine. How do
you want that wonderful new person to look? In your dream of
dreams, what kind of person would you really like to be? Use
your imagination first, and then take a look at the character
sheets and start figuring out how to make that person come to
life. Ask yourself what most interests you. Combat? Mystical
Arts? Power Politics? Exploration? Or some combination?

Remember, this is an immortal character. One you'll want
to play foryears and years.

STEP TWO: BID FOR ATTRIBUTES

There are four Attributes that define every character;
Psyche, Strength, Endurance and Warfare. Bid for your
character in the Attribute Auction using
some of your one hundred (100) points.

RANKING

All characters start out with Amber level Psyche, Strength,
Endurance and Warfare. Points can be spent to raise these to
match rankings in the auction. Or, if a player has made no bid
in an Attribute, then that attribute can be sold down to Chaos or
Human level.

Amber Rank. You don't bid, and you don't sell the
attribute down. Which means you end up with an Amber level
attribute. That's great, because Amberites are so very much
better than all those wimps out in Shadow. An Amber Rank
means you have no weakness. Amber Strength makes you
stronger than the Farth's strongest human. Amber Wartare
puts you ahead of every Earth swordsman or strategist. Same
with Psyche and Endurance.

Ranked. When it's not enough to be better than Shadow
mortals, you spend extra points on an Attribute, and you enter
into a contest with other Amberites. Any kind of ranking, even

just a point, puts you way ahead of the

do-nothings with Amber level.

Pay attention to the other players, and
remember who your rivals are going to
be. Save enough points for the rest of the

character creation process. Develo

STEP THREE: BUY POWERS along

Use the points left over from the
auction to buy Powers. You can choose
basic or advanced forms of either
Pattern, Logrus, Trump, or Shape
Shifting. There are also three forms of
magic available.

your talents.

skills.

Decide on a "focus"
and then stick with it.
your character
¢ lines of your

specialty. Explore and use

changing your character's

Dominant Rank. First place
holders in the auction hold a very special
place in the rankings. Even if they're
only a point ahead, even if somebody
buys up with enough points to almost
pull even with them, they're still way out
in front when it comes to any kind of
contest. Those with a first place Rank
aren't just better, they're superior.

on't keep

- Chuck Knakal
Secret Rank. Youdon'thave to

STEP FOUR: BUY EXTRAS

Add extra details to your character. These include magical
creatures or artifacts, personal worlds (Shadows) that you
create, or Allies who will help your character.

STEP FIVE: BALANCE THE POINTS

See how many points you have left out of your original
100. Ifyou come up short you can chat with the Game Master
about getting more points for reducing your Attributes, or by
pledging player contributions to the game. Ifyou have to, go
back and change your powers and extras. Any points you have
left over become "Good Stuff and make your character lucky.
Ifyou have a point shortage, your Game Master can give your
character "Bad Stuff* that will make your character unlucky.

STEP FIVE: TAKE THE FREEBIES
Work up your charcters looks, background, skills and
personality.

So much for the simple version. Let's start with the
Attribute Auction.

settle for Amber, or for your last Auction
bid, you can spend even more points on any Attribute. This is a
secret advancement, one that the other players will not know
about. However, remember that when you match points with
someone who made an official bid, say 3rd Rank, you'll always
be slightly behind, what we'd call "3.5" - better tﬁan 4th, but
inferior to 3rd Rank.

Chaos Rank. The common level of dwellers of the
Courts of Chaos. Also called "Below Amber." Equals the very
high end of the human spectrum. Shadow Earth's strongest
man, or the world's best fencer. Pretty respectable by Shadow
standards, but no match for any of Amber rank. Selling down
to Chaos is good for an extra 10 Points.

Human Rank. Wimp out. Human level means the
Amber equivalent of a couch potato, which means something
equal to an ordinary person of Shadow Earth. You become one
of the masses of inferior Shadow folk. Taking any human
attributes is making yourself vulnerable. Human level Rank is
always dangerous because it makes a character vulnerable.
Selling an attribute down to Human is good for an extra 25
Points.



THE ATTRIBUTE
AUCTION

Auction Time. Otherwise known as the "Bidding War."
All the players get together and participate in four consecutive
Attribute Auctions. In each auction the ranking of the
Attributes will be determined. Just as Gérard is the strongest
Prince of Amber, and Benedict the best warrior in creation, so
too will player characters be the best of their generation of
youlg Amberites.

nce the entire group has been assembled for the event,
there will be separate auctions for each of the four Attributes.
The first auction is for Psyche, the next for Strength, then
Endurance, and finally the bidding on Warfare.

THEAUCTION RULES

Here are the hard-and-fast rules of running an Attribute
Auction. Be sure to explain each rule to the players before the
bidding starts.

1.All playersstartwith 100 points.

You can get more points in three ways; (a) by "selling
down" Attributes, (b) by taking "Bad Stuff," and (c) by
"contributing” to the Game Master.

(a) Getting more points by reducingAttributes.

* Amber level in Psyche, Strength, Endurance and Warfare is
Free.

* Chaos level is just below Amber. Going down to Chaos level
is worth an extra ten (10) points.

* Human level is below Chaos level. Going down to Human
level is worth an extra twenty-five (25) points.

For example, ifyou plan on getting ten (10) more points by
“selling down Psyche to Chaos level, you can't make any bids
in the Psyche Attribute Auction. You can't "sell down" an
attribute after you bid on it!

(b) Getting points for Bad Stuff.

You can take as many points of Bad Stuff as your Game
Master will allow. Every point of Bad Stuffyou take gives you
another point you can spend on your character. However,
every point of Bad Stuffis also used by the Game Master to
arrange for bad things to happen to your character.

Bad Stuff characters wilF be naturally unlucky, and will
enter the universe with enemies, problems, or misfortunes.

(o) Getting points for making contributions.

Contributions are some kind of regular, on-going, chore
that the player promises to do for the Game Master. Examples
include keeping a diary for your character, taking notes for the
whole group, or drawing a picture every game session.

2. Every bid is permanent. Each player's highest
bid is paid and can not, ever, under any circumstances, be
reduced orrefunded.
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3. No Attribute can be sold down after it
has been bid. Ifa player doesn't bid on an Attribute, they

can later adjust it up or down. Once a player bids on an
Attribute, that Auribute can only be raised, never lowered.

4. Players can only bid for themselves. It's
just not fair to the other players. If missing players want to
participate, it's up to the Game Master to enter bids for them.

5. The winner of an Attribute Auction is

unbeatable. Whoever wins for an Attribute is that
Attribute's ultimate winner (among the younger generation).
First place is the only safe place. If you get first place in any
Attribute Auction you wilf) know you are the é)est of your
generation. Anyone, after the Auction, can buy up, even
spending as many points as the first place winner, but they can
never beat, or equal, whoever gets first place.

6. Ranks are based on the Attribute

Auction. Each group of players really sets up their own
standard, and their own levels for advancement. With your
bids you are making the rank system for this campaign. What
you bid will determine how the campaign will be set up. The
final results also determine how character advance later on.

Here's how it works. Assume the final results for Warfare
turn out to be fifth place for ten points, fourth place for
eighteen points, third place for thirty-five points, second place
for fifty points, and first place for ﬁZy-one points. That means
buying up Warfare later will have to match those point levels,
just as if they were rungs on a ladder. You couldn't possibly
spend twenty points in Warfare. You have to "match” the
bidders who bié) in the Auction, so you can only spend eighteen,
or thrity-five, but nothing in between.

7. Bad Stuff Hazard. Too much Bad Stuff, which
you get when you spend too many points, can result in losing
some control over your character's creation. If you have a
great deal of Bad Stuff, the Game Master may end up
changing your character's Powers, Items, Shadows, and

background.

How an Auction Works

Just in case you've never seen an auction in real life, this
will explain how to conduct an Amber Attribute Auction.

Step One. You describe what is up for Auction. At that
point the Game Master's job is to be a salesman, to get people
excited about the "product,” and to make sure everyone
understands how important it is.

Step Two. Everyone writes down their opening bids.
These bids, like any others, can't be taken back. The main point
is to allow everyone an equal chance to get in a bid before
things go crazy. It's possible that someone could just shout out
"fifty!" for the first bid, freezing out all the other players. So the
opening bid gives everyone a fair chance, to make ae to make a
modest bid.

Step Three. When everyone is done with their opening
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bids, the Game Master checks each one, and announces the
results.

Step Four. After the opening bids have been reviewed,
say, "Open bidding starts now!"

Each bid must be higher than the last. So, for example, the
first bid must be higher than the highest opening bid. Pay close
attention to who says what. If things get confused, then the
Game Master should stop the bidding and review the current
bids, saying, "Stop for a minute! I've got Jill in first place with
twenty-one, Tim's in second with twenty, Tony last bid
fourteen, and Vince is stll at twelve. Hugh and Diane both
made opening bids offive, and they haven't raised them yet. Is
that right? Okay, we'll start again. We're at twenty-one, do I
hear twenty-five?"

Step Five. Ending an Attribute Auction is always done
with the following formula, "Elaine, with forty, has top bid in
Endurance. Endurance is going once... Going twice... Going...
Going.... Going... Gone! Sold to Elaine for forty points!"

At the end of each Attribute Auction the results are
compiled by the Game Master, and the rankings announced.
Winners, the top bid of particular auctions Wil? be absolutely
best in that attribute (at least among player characters), and
will be Ranked First. The next highest bid is Ranked Second,
then Third Rank, and so forth. Players who have not bid
should be announced as "No Bid."

Tips on Bidding. Hardly anyone is ever satisfied with
the results of an Attribute Auction. Ifyou don't bid, you'll regret
not getting the good Ranks. Ifyou bid, you'll regret the points
you spend. Still, what do you expect? You're competing with
the other players. No matter how unhappy you are with the
results, remember that every bid you make throws a monkey
wrench in somebody else's private plan.

Bid Points are Spent Points. It's not just the
"winner," the player who gets first place, who pays. Every time
you bid, you spend points. And, at the end of an Auction, your
highest bid "buys" your ranking.

Warning! Once you make a bid, you've effectively
spent the points! %here's no "taking it back," no "I didn't mean
it." All Attribute Auctions are "Final Sale" with no returns, no
credits, and no exchanges. You can't take the points back afier
they've been "bid" in an Auction!

Bid According to Plan. Start high if you really
want to have first place. Start low if you just want a ranking.
Budget your points in advance. It's a good idea to figure out

ow many points you're willing to spend in all the auctions,
usually fifty points maximum. Then break it down for each of
the four attributes.

Bid for What You Need, if you want your
character to be a hotshot in mental powers, then bid heavily in
Psyche, but don't neglect Endurance. Combat is determined by
Warfare, the last auction, but a good warrior should have some
ranking in Strength and Endurance as well.

Stay Flexible. Sometimes opportunities open up

unexpectedly. Don't pass up the chance to be highly ranked in
a slow-moving auction, even if you haven't planned on
spending quite that many points.

PSYCHE

This is the rating of the character's mental strength.
Psyche also shows the character's force of will, and their
agility in manipulating Pattern, Logrus, Magic or Trump. In
addition, a character with a high Psyche will be sensitive to
danger and to other things.

Most important, the relative Ranking in Psyche will
determine all contests of the mind. These Psychic battles, often
fought through Trump contacts, or by touch, but also through
mystic connections, will be always judged by a character's
Psyche. The loser in a Psychic battle can, if overwhelmed, be
killed by the power of the mind alone.

Of the children of Oberon, it seems likely that Fiona is
number one in Psyche in the Amber family. She has used her
power to hold ofther brother Brand, when he was at the height
ofhis power, and she is, by all reports a sorceress and a student
of both Pattern and Trump.

Why Bid on Psyche? Mental power, no matter what your
power [Zase, is the battery that runs things. Whether it be
Pattern, Logrus, Trump, or Magic, it's the character with the
highest Rank in Psyche who will be most feared.

SAMPLE ATTRIBUTE
AUCTION - PSYCHE

Here's the Attribute Auction for a typical group. After
running a practice auction, the Game Master has assembled all
the players, Alex, Beth, Cindy, Kevin, Mick, Ted, Peggy and

Willy, into a room and is ready to begin.

GM: Okay folks, settle down, it's time for the bidding war. The
first item of The Bidding War is Psyche. The winner will
be the person with the strongest psychic sense and will. Is
everybody ready?

Beth: Almost. Can I ask a question?

GM: Yes, please! Remember everyone, it's for real this time.
Any bids will be permanent. You can't get your points
back, so make sure you ask your questions before we get
rolling. Beth?

Beth: How important is Psyche compared to the other
Attributes?

GM: It's the most important Attribute.

Ted: Can you give us some kind of idea of the usefulness of
Psyche?

GM: Sure. A person with a strong Psyche can dominate
someone else through the Trumps, or through other
means, engaging in a struggle of wills. High Psyche also
helps contact someone difficult to reach, or to sense
trouble, like some slight disruption in shadow. The classic
use of the ability is to use it as the mental force to drive the
major powers of Pattern or Psyche. It's also important in
any kind of Magic.

Beth: When you say a struggle of wills, do you mean like when
Corwin's Fleet is engaging Caine's, and Eric is trying to
distract Corwin?



GM: Exactly!

Willy: Five points!

GM: Sorry Willy, you've got to write down your initial bid.
Mick: But thanks for the information, Willy!

GM: Come on folks, write down your initial bids. If you're not

going to bid, then write down zero or "no bid..." Everybody
ready? Good.
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Psyche?

Peggy: Too rich for me.

GM: Anybody?

Kevin: Let me get this straight. I've already bid twenty-six, so
that means I've already spent the 26 points, right?

GM: Bid 'em and lose 'em, that's the way it works.

Kevin: Then I bid thirty-one.

Ted: Wait a minute. Who was the strongest in psyche in the ~ Willy: Thirty-five.
original books? ' Kevin: Ahhh, the heck with it. Forty!

Beth: Fiona! GM: Willy?

Peggy: Hardly! It was Brand. Willy: Fifty. So there!

GM: I think the point is debatable but Kevin: That's crazy!
evidence points to either Brand or . .. GM: I hearfifty,do I hear sixty?
Fiona. F?ona shied away from Erick WuJCIk here. Kevin: That'sf;};ts! Crazy! In?afne!
taking Brand on, but she did The game de&gner ; GM: You already spent forty points
manage to hold him in place once or Speaﬁin to you, the first- Kevin, and all you've got is a distant

twice. We'll start with your opening
bids now. Hold up the paper with
your number, then announce your
bid.

Alex: No bid for me.

Mick: Five.

Willy: Zero also.

Cindy: No bid.

Peggy: I've bid one point. And I still say
it was Brand.

Kevin: Irrelevant anyway. I bid ten.

Beth: Five.

Ted: Zip.

GM: For starters we've got Peggy with
one. Mick and Beth both bid five, so
they'll be tied unless one of them
bids again. Next bid will have to beat
Kevin's ten. Do I hear twenty?

Alex: Eleven.

Kevin: Twelve.

Peggy: Twenty!

GM: Alex with eleven, and Peggy with
twenty. Good! Do I hear thirty?

Beth: Twenty-one.

Kevin: Twenty-two.

Beth: Twenty-three.

Kevin: Twenty-four.

Willy: Twenty-five.

Kevin: Twenty-six.

Willy: Thircy!

GM: Wow! We've got some action. Do [
hear forty?

Alex: In your dreams...

Kevin: Forget it!

GM: We've got a measly thirty points
threatening to take first place in
Psyche? That's iv?

time Amber player. I want
to give you the best advice |
can manage before you start
building your very own
Amber character. Aside
from designing the system,
and game mastering a
coup?fe ofhundred player
characters, I've also played
a character or four. So here
are my own words of
wisdom on character
design, in two laws of
Amber creation:

Always Get Pattern
Imprint. Do whatyou have
to. Spend the 50 Points. No
character is complete
without Pattern.

Never Sell Down
Attributes. No matterwhat,
don't sell any ofyour
attributes. Ifyou absolutely
have to sell attributes, stop
at Chaos rank. Ifyou need
the points, selling down
three attributes to Chaos is
better than selling down one
to Human level.

second place.

Kevin: I'm happy.

GM: Anybody else? I've got Psyche at
fifty points. Fifty going once...

Willy: Yes!

GM: Going twice...

Kevin: Wait a minute.

GM:What?

Kevin: Well, fifty-one.

GM: Willy?

Willy: Oh, fifty-two.

GM: Kevin?

Kevin: Willy, are you going to keep this
up forever?

Willy: You bet.

GM: Kevin, he's probably bluffing. Two
more points and you beat him again.
Kevin: NO!

GM: Hey, just another couple of points...
Kevin:NO!

GM:Anybodyelse?

Whole Group: NO!

GM: Sigh... Well, Going Once. Anybody?
Willy: Come on...

GM: Going Twice...

Willy: Yeah!

GM: Hey, Willy, want to go for fifty-five?
Willy: What?!? I'm already the top bid!
GM: Just thought you might want a
round number. Going once, going twice,
going... going... Gone! Top bid in Psyche
goes to Willy for 52.

Willy: Yes!

GM: So, here's the final tally for the
Attribute Auction for Psyche. Top bid is
fifty-two points from Willy, followed
closely by Kevin with fifty-one...

Beth: What do you mean measly? Thirty is a lot of points!

GM: Not when you consider that Willy can burn right through
your mind... Peggy?

Peggy: Let me get this straight. We've only got one hundred
points to work with. Right?

GM:Yes.

Peggy: That's not like one hundred points for Attributes and
then another hundred points?

GM: No. It's hundred points total. So how about thirty-one for

Mick: Nuts, both of em, nuts...

GM: We'll see how nuts it is, the first time you end up in a
Trump contact. Third is Beth with twenty-three points,
twenty points makes Peggy fourth, Alex is fifth with
eleven, and in last, sixth place, for a chintzy five points, is
Mick.

Cindy: Whatabout Ted and I?

GM: Currently you are considered average. That's far better
than any normal human but no match for any of the



Page 16 - Attributes & Auctions

bidders.

Ted: Are we stuck with that?

GM: No. Anytime between now and when we actually start
playing you can change your Psyche.

Cindy: You mean we can buy a better placement?

GM: Exactly. You do itsecretly.

Ted: Does that mean one of us could become better than Willy?

GM: No, that's one thing you can't do. In fact, nobody can
spend more that ﬁFRI—two total points on Psyche.

Cindy: What if we spend the fifty-two?

GM: Then you'll be just behind Willy in ability, but ahead of
everybody else.

Peggy: I've already spent twenty points. Can I decide to spend
more points?

GM: Yes, but you can only match a higher bidder. In other
words, you'll have to spend either another thirty-two,
making you fifty-two, to match Willy, or thirty-one, to
match Kevin, or just three, to match Beth's twenty-three.
And even then you'll be just below them.

Beth: Does that mean I can get three points back, and go down
to Peggy's position?

GM: No!

Kevin: Since I'm only second, does this mean that anybody can
buy their way over me?

GM: Yeah, but ifyou're worried you can also buy your way up.
And everyone who buys a higher level, at the same
number of points, is considered dead even.

Ted: That's alot of decision making.

GM: There's even one other option. Ted, since you and Cindy
didn't bid you can sell some of your Psyche. Itll make you
much weaker but you might find it worthwhile.

Beth: Can I buy just four points to get over Kevin?

GM: Nope. You have to spend either fifty-two, fifty-one,
twenty-three, the twenty you already spent, or, ifhad you
started lower, eleven or five, the same amounts as the

bidders finished with.

Here are the results after the first Attribute Auction:

PSYCHE

Willy Ist place rank [52 points]
Kevin 2nd place rank [51 points]
Beth 3rd place rank [23 points]
Peggy  4th place rank [20 points]
Alex 5th place rank [11 points]
Mick 6th place rank [5 points]
Cindy NB (No Bid)

Ted NB (No Bid)

ThePotential of Psyche.

Fiona, probably the elder Amberite with the greatest
Psyche, can perform quite a few "tricks." Here are the limits of
what Fiona can do. Player characters can strive for any or all
of these abilities.

* In moving through Shadow, using the Pattern, Fiona can
sense the disruption caused by another Hellrider, and
follow that disturbance, tailing the leader.

* Fiona has a basic feel for Shadow paths, and knows when
one has been altered or artificially Barred.

* Fiona can sense the gathering of magical energies
accompanying use of a Sorcerer's spells, warning her of
eir imminent usage. Even if the Sorcerer is unseen, she
can detect the magical aura and have some indication of
its intended target.

* Fiona can detect the location of any other Psychic presence
in the immediate area, including the minds of those
invisible or hidden.

* The "stench of Chaos," as Amberites call it, is obvious when
someone nearby summons the Logrus. Likewise any
strong use of Logrus, such as reaching through Shadow,
or manipulating objects with Logrus tendrils, will be quite
noticeable. Note that Logrus Masters of high Psyche have
the same ability to detect characters summoning or using
Parttern.

* Fiona can pick up on the LEhysicad condition of those in range
of her Psyche, seeing their hidden weaknesses, pain, and

injury.

* Fiona can sense the presence of objects of power, whether
the personal artifacts or creatures of another Amberite, or
items powered by Pattern, Logrus, Trump, or other strong
energies.

* In sensing characters and creatures, Fiona can tell whether
they've reached the limits of their Endurance, and whether
they are tired, hungty, thirsty or otherwise in need.

* Fiona, when opening up her mind to the environment, is
intuitively aware of any potential hazards or dangers. Ifa
character or creature plotting or preparing an attack, then
the source of that mind will be obvious. Traps and innately
dangerous situations are simply recorded by Fiona as
uneasy feelings, without specific details other than a
vague sense o? some locations or movements being more
dangerous than others.

* Fiona notices it whenever someone is touching her Trump.

* When in the company of others, the general mood and
emotional state of each individual will be quite visible to
Fiona. This works through Trump contacts, and other
long-distance sensations using powers.

¢ When in mind to mind communication, or even while
attempting contact, Fiona can read a number of things
about the other character. She can get their name, though,
if the character is sensitive (Amber or better Psyche), they
will be aware of the transferral of the knowledge. As the
contact continues, unless the other character takes steps to
block out the data (mind to mind combat), Fiona can draw
out other pieces of information.

* In a Shadow, Fiona can read its composition and resonance,
making it possible to identify much about the place. This
basically translates into a description of all the Shadow's



features, including time differential, and the degree of
Pattern and Logrus.

* She can also pick up an impression of anyone who has a
strong impact on the shape or form of the Shadow.

* Meeting, or sensing, any individual or creature, will mean
Fiona can detect the presence of Pattern in their blood, and
just how activated that Pattern may be. This allows for
identifying someone with the blood of Amber who has not
yet walked the Pattern, or telling whether someone has
recently walked the Pattern. The potential for Logrus,
Trump Artistry, Shape Shifting, and Magic are also

noticeable.

* In conversation Fiona has a feel for the truth. This means
that a direct lie is obvious. Likewise, it's possible for her to
tell when one is skipping around the truth, or evading a
question.

* Although someone gifted in Shape Shift can cloak their
identity from most, Fiona can, if she has the mental
contact, and the time, find the exact identity of the
changed one.

STRENGTH

Strength rates the character's muscles, and therefore the
damage that a character can inflict in hand to hand combat, as
well as the character's resistance to damage. Normal Strength,
in an Amberite, is sufficient to heft and toss around small
automobiles.

Once characters lay hands on each other, the contest, no
matter what it may have been before, becomes one of sheer
Strength. Unlike other forms of combat, where a character can
usually run away, there is likely no escape from a wrestling
match with a character of superior Strength.

In the Amber universe Gerard is Ranked number one in
Strength. Once Gerard gets a good grip on anyone of lesser
Strength, they are doomed. Never forget Gerard's words to
Corwin, "I can kill you, Corwin. Do not even be certain that
your blade will protect you, if I can get my hands on you but

n
once...

Why Bid on Strength? If there's any such thing as a
"sure thing" in Amber, it's having a superior ranking in
Strength. Most combat can go either way, influenced by any
number of factors, but once you've got your hands around
your enemy's throat, all that counts is Strength.

SAMPLE ATTRIBUTE
AUCTION - STRENGTH

Continuing with Strength, the players, Alex, Beth, Cindy,
Kevin, Mick, Ted, Peggy and Willy, move on to their contest
for Srength.

GM: Our next Attribute Auction will be for Strength. Strength
determines the winner in hand to hand combat, which is
just about anytime you can grab somebody. A character
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with higher Strength can literally break a weaker
character.

Beth: How does Strength compare with the other Attributes?

GM: Easy, Strength is the most important Attribute.

Beth: Didn't you say that for Psyche?

GM: You must be mistaken. Strength is far more important
than Psyche.

Cindy: He'slying!

Beth: Yeah, you said Psyche was the most important.

GM: Don't be ridiculous, the Game Master never lies. Strength
is the most important Attribute. Go6rard is master of
Strength in Amber, and he is feared by everyone.

Willy: I think I see where this is going-

Beth: Yeah, and I don't like the looks ofit.

GM: Ifyou're done arguing, we'll start with your opening bids
for Strength. Take a minute to write down your starting
number... Ready?

Alex:Nobidforme.

Mick: I bid Five.

Willy: None.

Cindy: No bid.

Peggy: T'wo points.

Kevin: Zero.

Beth: Five.

Ted: Zip.

GM: Only three opening bids? Two points for Peggy, and a tie
at five for both Beth and Mick. Top bid is five, do I hear
twenty? (silence) Come on folks!

Willy: Hey, Strength doesn't seem all that important.

GM: Just remember, Strength is unbeatable, there is no
escaping someone who is superior to you in Strength.

Cindy: I don'tknow... I guess 111 jump in with six.

Beth: Seven.

Mick: Eight.

Cindy: Nine!

Mick: Twelve.

Peggy: Thirteen.

Beth: Twenty.

GM: Okay, good start! Who's next?

Mick: Not me.

Cindy: Uh uh. No way.

Beth: Yeah, I knew they'd wimp out...

Peggy: Don't be so sure.

GM: Peggy, do you have a bid?

Peggy: I'm thinking.

GM: Well, don't take forever. Strength going once.

Peggy: Wait a minute. Tell me again what Strength is good for.

Beth: She's stalling!

GM: I think so. Strength going twice. Ted, want to jump in
now?

Ted: No.

Peggy: Ah, come on Ted, it'll be fun.

GM: I guess that's it, Strength is going-

Peggy: No! Twenty-four!

Beth: What?

GM: Back to the race. Beth, your bid?

Beth: She's crazy.

Peggy: Hey, I didn't jump all the way from seven, over
thirteen, to twenty, the way you did. Why didn't you just
bid fourteen?

GM: Settle down. I've got a Strength bid of twenty-four. Do I
hear thirty?
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Beth: No, and I'm not bidding any more.

GM: Anybody? Strength going once... twice... going, going,
Eone!' Gone to Peggy for twenty-four points. Sounds like a

argain to me.

Mick: You always say that!

GM: Okay, here's the final results. Peggy in first place with
twenty-four, Beth in second with twenty, Mick takes third
with twelve, and nine gives Cindy fourth place.

Ted: Cheesh, whatabunch of muscle-bound women!

Peggy: Yeah, well let your character get in close and say that...

After the Strength Attribute Auction, the results are as
follows:

PSY STR TOTAL POINTS
Willy 1st [52] NB 52
Kevin 2nd [51] NB 51
Beth 3rd [23] 2nd [20] 43
Peggy 4th [20] 1st [24] 44
Alex 5th [11] NB 11
Mick 6th 5] 3rd [12] 17
Cindy NB 4th [9] 9
Ted NB NB 0

The Potential of Strength.

Gerard, the strongest creature known, is the yardstick of
Strength's  possibilities.

His prowess comes in three forms, Hand-to-Hand
Combat, Exertion and Resistance.

1. Hand-to-Hand Skill. Aside from sheer physical
brawn, Gerard is trained in a wide range of hand-to-Kand
combat skills.

+ e It is possible that a single obscure move, from some
specialized form like Aikido or Atemi, might catch him
unprepared. However, this will be a one-time advantage,
as Gerard will learn it and compensate for it in all future
conflicts.

2. Exertion. This is the pure muscle end of things.

e Gerard can bend iron bars, break boards of hardwood,
smash individual bricks or cinder blocks, and snap light
chains and ropes.

* He is also capable of tearing open things like car doors,
conventional door locks, and ripping plate armor off an
opponent (snapping the bindings that hold it on).

* If Gerard shoves, taking the time to lean against a solid
object, he can topple stone walls, or turn a well-constructed
building on its side.

* Gerard can punch through solid brick, cinder block, or wood.
His punches against flexible objects, like a living opponent
with the freedom to flex or give, are sufficient to break
bones and rupture internal organs.

e GO6rard can break black iron manacles or handcuffs, bend
thick pieces of metal, and, holding1 something solid (a

hammer, a rock), crack solid rock with just a few blows.

* Gerard can also uproot any tree small enough for him to
grasp around the trunk.

3. Resistance. Covered with a layer of muscle, just as
a prize fighter conditioned to absorb punches, Gerard can
withstand an awful lot of damage.

* Gerard can resist any physical blows delivered from anyone

of Amber Rank Strength or less.

* Gerard can withstand the impact from falling from thirty
feet or less, or crashing with an impact of twenty miles per
hour or less.

* Properly braced, Gerard can withstand the impact of a fully
armored mounted knight, at full gallop, without budging
more than a couple ofinches.

* Gerard can strike, block and parry with enough force to
break steel swords and other metal weapons and armor.

ENDURANCE

Where normal mortals tire after a few minutes of fierce
combat, Amberites can keep fighting, fencing, or partying for
days on end. In addition, Amberite Endurance includes the
ability to heal all wounds rapidly, even to the extent of
(eventually) regenerating lost limbs and organs. In a fight of
any kind, whether Warfare, Strength, or Psyche, the character
with the greatest Endurance always has a chance of holding
out longer than an opponent with lesser Endurance, and
winning by default. In addition, anyone with less than Amber
level Endurance will not be able to walk the Pattern unassisted.

Endurance is the only Attribute that comes into play in
every situation, involving either physical combat or the use of
arcane powers.

Corwin, the main character of the Chronicles, is Amber's
champion in Endurance. Why? Mostly because he could just
keep going, in spite of the wear and tear of his adventures. In
addition, Corwin regenerated his eyes, after they were burned
from his head, far faster than any other Amberite expected.

Why Bid on Endurance? Frankly, you need it for
everything. And, even if you are somewhat inferior in some
battle, a higher rank in Endurance, combined with a little
patience, virtually guarantees victory. Endurance is the

ultimate Amber tie-breaker.

SAMPLE ATTRIBUTE
AUCTION - ENDURANCE

GM: Time for the third phase of the Bidding War, the auction
for the Endurance Attribute. Endurance is really the
battery that drives all the other Attributes and Powers.
Where each of the other Attributes is directly useful,



Psyche for mental battles, Strength for wrestling, and
Warfare for combat, Endurance is just a measure of how
long you can hold out against anyone else.

Cindy: Which of the guys from the books had the best
Endurance?

Peggy: Wouldn't it be Corwin?

GM: Yes, Corwin! He surprised everyone in the family by
growing back his eyes, after he'd been blinded, in record
time. Which brings me to one of the other main things
about Endurance, it measures how fast you can heal, and
how long it takes to grow back any body parts you happen
to lose.

Ted: What ifyou've got just a normal Endurance?

GM: Ifyou don't bid, and if you don't sell it down, then you'll
have an Amber Endurance. That means you'll be able to
fight, or run, or push yourself somehow, for a full day
without falling over. It also means you can heal a lot
quicker than a human, and you can recover from anything
eventually.

Alex: Whatifyou go down in Endurance?

GM: There are a lot of disadvantages. Healing is slower. Even
worse, if you don't have at least an Amber level of
Endurance you can't walk the Pattern unassisted.

Ted: What do you mean "unassisted?" I thought you could only
walk the Pattern by yourself.

GM: It's possible for you to get help, say
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Kevin: I've already spent fifty-one points on Psyche. Why
would I want to waste any of my remaining forty-nine on
Endurance?

GM: Simple. You're second place in Psyche, but in a really close
race with Willy. A superior ranking in Endurance could
put you out front.

Kevin: Hmmmm. T hadn't thought of that.

Peggy: I thought ofit. That's why I bid.

Willy: Hey, I thought you said I couldn't be beat for first place?

GM: You can't. But if somebody has a really good Endurance,
and it's a close contest, they might be able to wear you
down...

Kevin: An interesting idea, but no.

GM: Are you sure?

Kevin: Just can't afford the points.

GM: Well, Endurance is at three. Going once...

Mick: Hey, this seems way too cheap. I'bid four.

Peggy: Eight!

Mick: Nine.

GM: Better! You're catching on. Ten?

Alex: Oh, ten.

Peggy: Rats!

GM: All right! It's finally picking up. Do I hear twenty?

Peggy: No, but I'll go eleven.

Alex: Twelve.

Peggy: Thirteen.

from one of the elder Amberites. So
someone with a lesser Endurance
could gain the Pattern in the first
place, but wouldn't be able to walk it
a§ain without help. And they'd
always know the Pattern could kill
them...

Beth: I don't suppose you'll tell us how
Endurance compares to the other
Attributes?

GM: Sure! Endurance is, of course, the

exceed it.

Don't listen to the
game master during the
auction; decide what you're
willing to spend, and don't

é)o for abilities
and friends (allies), and
don't take any Bad Stuff.

Alex: Fourteen.

Peggy: Fifteen.

Aleg>;gy Sixteen.

GM: Okay. Peggy?

Peggy: Nope. I can't go any more points.
GM: Mick? You've already spent nine.
Mick: I'm thinking about it..

GM: Endurance is at sixteen. Do I hear
twenty? No? How about seventeen?
Peggy? Mick?

- Kevin Lowry
Peggy: Sorry.

most important of all the Attributes.

Willy: I told you, he's going to say that
for everything!

Alex: No bid for me.

Mick: Zero.

Willy: None.

Cindy: No bid.

Peggy: Three points.

Kevin: Do I see a trend here, Peggy? Zero for me.

Beth: Nobid

Ted: Zip.

GM: Only one bid? Yikes! Peggy, you're way out in front with
three points in Endurance.

GM: Ted, ifyou're saving your points for Warfare, this is the
perfect complimentary Attribute. And it's going awfully
cheap...

Ted:I'mnotbidding.

GM: Noteven on Warfare?

Ted: Hey, I don'thave to say!

GM: True, but either way, a good rank in Endurance will serve
you well. Either as a complement for Warfare, or, ifyou're
saving all your points for powers, Endurance is what
drives the powers.

Ted: 111 pass.

GM: Kevin? Don'tyou want to get in on this?

Mick: Nope.

GM: Well this is pathetic. Endurance
going once at a crummy sixteen. Going twice... Beth, how
about you?

Beth: Why would I want Endurance?

GM: You've already got good scores in Psyche and Strength,
why not put yourself ahead all the way?

Beth: Maybe because I've already spent forty-three points. No
bid.

GM: Last chance people! Endurance is going... Going... Going,..
Gone for sixteen points!

Alex: Whew! I got it!

GM: Yup, and pretty cheap too. Here's our totals for
Endurance. First place goes to Alex for sixteen, second to

Peggy for fifteen, and third to Mick for nine.

PSY STR END Total Points
Willy 1st [52] NB NB 52
Kevin 2nd [51] NB NB 51
Beth 3rd [23] 2nd[20] NB 43
Alex 5th [11] NB 1st [16] 27
Mick 6th [5] 3rd [12] 3rd [9] 26
Cindy NB 4th [9] NB 9

Ted NB NB NB 0
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The Potential of Endurance.

Corwin has probably the highest Endurance of all
Amberites.. He seems to be able to keep going, in spite of
overwhelming exhaustion and fatique. He also heals quickly.

* Corwin heals from any serious wound in less than twenty-
four hours. Someone with Amber Rank would take a five
days to heal completely and a character with Chaos Rank
might need two weeks. Such a wound would mean bed
rest of a month or more for a normal human.

¢ Scratches and nicks seem to heal in less than an hour. That's
five times as fast as healing would be for someone with
Amber Rank. Chaos Rank characters would need two
days to heal such a wound and Human Rank characters
would not heal for a week or more.

* Fully exerting himself, Corwin seems to be able to keep going
for days without rest. Anyone with Amber Rank
Endurance can fight for twenty-four hours straight. A
Chaos Rank character could last for perhaps two or three
hours. Humans wear out in ten or fifteen minutes.

* Corwin can regenerate anything in his body in less than four
years, even his eyes. A character of Amber Rank would
need twenty years to heal anything as delicate as the eyes.
Chaos Rank folk might heal from such an injury in a
century or two. Human Rank characters never regenerate
lost body parts.

WARFARE

All Amberites are trained in Warfare. Use of any weapons,
from daggers to machineguns, requires Warfare. All duels of
swordplay, the most common way of settling disputes, are
judged according to the relative Warfare of the participants.
Warfare also determines a character's "knack” for tactics and
strategy, for everything from the placement and leadership of
troops on a battlefield, to a quiet game of chess.

Weakness in Warfare is more dangerous than in any other
Attribute. That's because the relative Rank in Warfare
determines how long the combat will last. If the Rank is too
low, either Chaos or Human, the character can be hurt or killed
before having a chance to flee.

Benedict is the family master of Warfare. In combat,
whether with swords in the dueling arena, or massed armies
on the field ofbattle, he is unsurpassed. Never underestimate
his skill. Never fail to fear him.

Why Bid on Warfare? Face it, most conflict boils down to
Warfare. There's nothing faster, nothing more decisive.
Powers are too slow, compared with the flash of a blade. In
Amber, the most feared character is the one with the fastest
blade, the one with the highest Warfare Rank.

SAMPLE ATTRIBUTE
AUCTION - WARFARE

GM: Now to the close of the Bidding War, and the last Attribute
Auction, for Warfare. Any combat that involves tactics or
strategy, including fencing with swords or shooting with

uns, 1s based on Warfare. The better the Warfare, the

etter the character will be as a soldier, sergeant, captain,
general, or admiral. Unlike the other Attributes, where
rank is pretty much a measure of raw power, Warfare is a
measure of the character's skill.

Beth: I don't know why I'm bothering to ask, but I suppose
Warfare is the most important Attribute?

GM: All together now...

Everybody: Warfare is #he most important Attribute...

GM: I'm glad you agree. Any other questions?

Willy: I guess it's pretty obvious that Benedict was the best in
War?are, right?

GM: Exactly. Benedict's rank in Warfare is so high, the rest of
his brothers assume that he is unbeatable.

Beth: Let me get this straight. You say Warfare determines
who will win in a sworc% fight, or some battle, but you also
said that someone with better Strength would win battles.
Which is i

GM: It depends on the situation. Most cases, where the
characters are using weapons, or leading a bunch of guys,
Warfare is the Attribute we use. On the other hand, if the
fight actually turns into a hand-to-hand melee, then
Strength comes into play.

Beth: I still don't get it.

GM: Okay, here's an example. Let's say your character gets
into a fight with Alex's character.

Alex: I'd have better Endurance!

Beth/:*l But my Strength and my Psyche are both better than

ex.

GM: Right! Now, let's say that Alex ends up with a higher
Warfare than Beth. The two of you start fighting with
swords. So long as you keep it that way, relying on your
skill with the blade, Alex, having a better Warfare, would
probably win.

Alex: Whatdoyoumean, probably"!

GM: Other things can come into it. The biggie would be if Beth
managed to grab Alex. Then she could use her superior
Strength and win based on that.

Beth: What if it were the other way around? I'm already better
than Alex in Strength and Psyche. What if I had a higher
rank in Warfare as well?

GM: That would put Alex in a really tough place. Not only
could you kill him with your sword, but you could also
start bashing at him, using your Strength as well. His only
chance then would be ifyou were only a little bit better in
Warfare. Then, fighting defensively, he could try to stretch
out the combat, hoping to wear you out because of your
inferior Endurance.

Beth: So what you're really saying is that it depends on how
well we role-play, right?

GM:Yes!

Willy: Hey, can we get started?

GM: Okay. For the last time, let's get your opening bids. Again,
be sure to write them down. Ready? Okay, let's start with
Alex...



Alex: Ten!

Mick: Five.

Willy: No. None.

Cindy: Eleven.

Peggy: I wanted to, but... zero.

Kevin: Zero.

Beth: No bid.

Ted: Zip.

GM: Looks lively! Mick's got an opening bid of five, Alex with
ten, then Cindy way out front with eleven. Do I hear
twenty?

Mick: Twelve.

Alex: HI go fifteen.

GM (after a period of silence): People? Are we stuck at a

crummy fifteen for Warfare? You've got to be kidding!

Alex: This s fine. Let's stop here.

Mick: Okay by me. I'm happy.

GM: Hey, Willy! Howaboutyou?

Willy: What? I already blew fifty-two points in Psyche. Why
would I want to mess around with Warfare?

GM: Think about what an awesome combination it would be!
First place in Psyche and Warfare! You'd be unbeatable.

Willy: Forget it.

GM: Willy, think about it, this is really a bargain!

Beth: Hey, I think it's cheap. Seventeen!

Cindy: Well, I think that's cheap. So twenty.

Alex: Twenty-one.

Cindy: Twenty-five.

Alex: Twenty-six.

Cindy: Thirty.

Alex: No way. Thirty-one.

Cindy: I can keep this up alotlonger than you! Thirty-five.

Alex: What makes you think that? Thirty-six.

Cindy: 'Cause you've already spent eleven in Psyche and
sixteen in Endurance. So 1 bid forty.

Alex:Argh!

GM: Well, Alex? Is that grunt a bid?

Alex: Give me a minute.

GM: Ted? Here's a great time for you to jump in. You've got
the points to blow these guys away!

Ted: No way. Leave me out of this madness!

GM: Well, I've got forty in Warfare. Forty going once.

Cindy: Yes!

GM: Forty going twice.

Alex: Forty-one. Cindy, I don't care whatyou bid, I can always
go a point higher than you.

Cindy:Really? Forty-two.

Alex: What happened to your five point leaps? Forty-three.

Cindy: Oh, I'msorry. Forty-five!

Alex: Uhn...

GM: Well? Alex?

Alex: I hate this. I hate her!

GM: We've got forty-five going once.

Alex: You know, Cindy, you can be really irritating.

GM: Forty-five going twice.

Cindy: Especially since I'm going to be number one in Warfare.

GM: Going-

Alex:No! Forty-six!

GM: Very good. I now have forty-six. Do I hear fifty?

Cindy:I'mthinking...

GM: Don'ttaketoolong...

Cindy: No. I pass.
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GM: Are you sure? You're only a couple of points away from a
solid first place... No? Anybody else? Warfare is going once
for forty-six points. Going twice... Ted? Here's your big
chance to get a real bargain for all those points you've
been hoarding]

Ted: Leave me out ofiit!

GM: Well, looks like Alex is going to get it... Warfare at forty-six
is going... Going,... Gone! Sold to Alex for forty-six points!

Willy: Is that it? Are we finally done?

GM: We're really just getting started, but we're done with the
Autribute Auctions. Il tally the points everyone spent in all
four Attribute Auctions...

Beth: I don't understand how some people are going to be able
to afford Pattern. I'm just barely going to be able to squeak
itin.

Willy: Don't assume all ofus want Pattern. Some people might
have other plans.

Cindy: Really? What are your plans Willy?

Willy: None ofyour beeswax...

GM: Here's the totals, from highest to lowest. Alex spent more
than anybody, seventy-three points, and is ranked first in
both Warfare and Endurance, and third in Psyche, with no
bid in Strength.

Mick: I think I see his weakness...

Willy: Yeah, like not being able to buy any Powers!

Alex: Don'tbe so sure...

GM: Next in points spent is Beth with sixty, and she bid in
everything but Endurance. Peggy is right behind her with
fifty-nine, bidding in everything but Warfare.

Willy: Well, if they do a diary or something, they'll at least be
able to buy Pattern.

GM: Cindy spent fifty-four, bidding just in Warfare and
Strength. Then there's Willy and Kevin at fifty-two and
fifty-one, and both of them bid only in Psyche.

Mick: Looks like Willy and Kevin are going to be at each other's
throats!

GM: Which brings us to you, Mick, spending thirty-eight
points, but the only one who bid in every Attribute Auction.

Kevin: Wow! Look at all the points that Mick wasted! He didn't
get first place in anything,

GM: It's not necessarily a waste. After all, he bid in every
category, but he ended up spending fewer points than you.
Which means he's ranked in everything, has no real
vulnerable points, and doesn't have to go into debt with
Bad Stuffin order to get Pattern.

Peggy: Yeah, Kevin, you're the one who screwed up! Fifty one
points for Psyche, and you didn't even get first place.

Kevin: Hey, I didn't screw up! I stopped before the whole
Psyche auction got out of hand. Besides, overall I spent
fewer points than you did!

Willy: Pretty slick, Mick! You spent less than anybody and
you're strong across the board.

GM: Less than anybody except Ted, who didn't spend a single
point.

Peggy: Boo! Hisss...

Willy: Yeah, Ted, how are we supposed to trust you when
you've got all those points saved up?

Ted: I'vejustgotalittlerestraint!

GM: Bear in mind folks, that Ted may have kept his options
open, but any Attribute he buys will be more expensive for
him.

Beth: What do you mean, more expensive?
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GM: Well, for example, you spent twenty-three points to get
third place in Psyche. If Ted spends the same number of
points, twenty-three, he'll be a Ealf rank behind you. That's
true of anything he buys up.

Willy: So Ted really ends up paying more than any of us?

GM: True, but let's move on to the next step. Start working up
the rest of your characters, and spending your remaining
points. Il start seeing you privately as soon as you're
ready...

PSY STR END ‘WAR Total Points
Willy  1st [52] NB NB NB 52
Kevin 2nd [51] NB NB NB 51
Beth  3rd [23] 2nd [20] NB  3rd [17] 60
Peggy 4th [20] Ist [24] 2nd [15] NB 59
Alex  5th [1]] NB 1st [16] 1st [46] 73
Mick  6th [9] 3rd [12] 3rd [9] 4th [12] 38
Cindy NB 4th [9] NB 2nd[45] 4
Ted NB NB NB NB 0

The Potential of Warfare.

Early on, in one of the play-test sessions, one of the
characters, cloaked with a magical invisibility, snuck up on one
of the player characters who was a master in Warfare.

"I'm going to plunge my sword into his back," said the
invisible one.

"He turns," replies the Game Master to the invisible
character, "and parries your blade. As your swords clash, it's
obvious he knows you're there. What are you doing?"

"How? I'm invisible! " protests the player, "How could he
possibly parry my blade ifhe can't see me?"

"Well, he's awfully good," says the Game Master, "good
enough so he assumes there are always invisible opponents
around, and he always moves to counter them."

"What? Even if he thought there was somebody invisible
around, how could he parry my invisible blade? How could he
know where I was standing?"

"Tactics. When he imagines invisible opponents, he
tactically figures out where they'd be standing, how they'd
strike, and what would be the best, most efficient block for
invisible blades."

Ridiculous?

Not if you think about in terms ofAmber’s best warrior.
Weknow Benedict could, and probably would, be good enough
to parry invisible blades. Any other player character who
invests in Warfare is moving up to Benedict, gradually
absorbing the skills that Benedict has mastered.

Any character, given sufficient Warfare, and
advancement, can take on any of Benedict's special abilities.

Not every character would want to.

After all, living every minute of every day as ifin the midst
of a battle can be pretty tiring after awhile. And what's the
point of being an Amberite ifyou can'tkick back, relax, and let
the good times roll?

So there will always be characters with high Warfare who
can perform brilliantly in one-on-one combat, but who might
never develop any "other" abilities.

Benedict's Warfare can be broken down into five
categories. Tactical Vision, Leadership, Weapon Skills,

Reaction Time, and Strategy. Here are some of the possible
capacities a character can pick up in each category.

1. Tactical Vision. Benedict sees the world around
him tactically. He automatically picks out the best spot for
defense, attack, ambush, or flight. Knowing these areas, he
then automatically moves to avoid being vulnerable.

* This works out as a resistance to surprise. Gradually the
character comes to view all situations as potential combat
situations, constantly reviewing the current tactical
position. A character would say, "the guacamole dip is
over there, the mariachi band is playing over there, those
six windows, and these three doors, which means the trap
door would be over there, a skilled warrior would pop in
over there, and I'd be best off standing right about here."

* Benedict reacts, without surprise or pause, to any and all
threats, no matter how well hidden. That's because
Benedict goes through life looking around and expecting
ambushes, snipers, and other nasty things. He even
expects things out of nowhere, like from below ground,
from out of the air, and he is always ready.

* Benedict also anticipates even invisible and intangible
opponents. In other words, Benedict just naturally adjusts
for possible enemies that can't be seen, blocking or
parrying when it seems "right," even when there is no one
around.

¢ All Benedict has to see is the stance, the outline of someone
standing still, in order for him to SFot a familiar person, or
to recognize an opponent's style of combat.

* In one on one combat, Benedict can instantly size up a
stranger, figuring out movements and reactions their
attitude, along with any hidden weapons or secret abilities.
This doesn't mean that Benedict will know that the
stranger is carrying a .45 automatic pistol, but he will
know that the stranger has some kind of ranged weapon,
probably to be used with the right hand, and that its

effective range is somewhere between 10 and 50 feet.

* Based on scouting, troop placement, or even the
arrangement of supplies, Benedict can recognize familiar
opponents, see the strengths and weaknesses in any army,
and make very accurate "guesses” about what they will do
and how they will react.

* Benedict can look at an opponent's tactics on the battlefield,
and figure out any and all secret weapons that may be
held in reserve, their probable effects, where they are kept
and where they anticipate being used, and how tﬁe
enemy's strategy will change.

2. Leadership. Benedict knows how to lead soldiers.
"The moral is to the physical as three to one," said Napoleon,
something he might have learned from Benedict.

* Benedict can at least triple the effectiveness of any force
using group psychology and loyalty. He can make rousing
speeches, convince troops of the superiority of their cause,



and even rally badly beaten armies back to the fight. -

* Just as Benedict can manipulate his own army, his mastery
of the soldierly mind is such that he can subvert an enemy
force. He knows how to break their morale, and drive
them from the field of battle, using psychological tricks,
playing on their fears, and timing advances and attacks.

* Raising and training armies is second nature to Benedict. He
can recruit troops instantly, send propaganda rippling
through a population and, given enough fresh candidates,
he can build an army of any size. He also is expert at
picking out and training instructors, so that any army can
be trained and ready for battle in a matter of days.

3. Weapon Stkills. Benedict, when using a rapid fire
long-range weapon, like an automatic rifle, can pick off targets
as fast as he can look and pull a trigger.

* Benedict simply knows every weapon that has, does, or ever
will exist.

* Anything can be used as a deadly weapon by Benedict. A
pencil, a butter knife, or a sharpened twig can be used to
thrust. Anything from a piece of sharpened rock, to the
edge of a piece of paper can be used as a cutting weapon.
Thrown projectile weapons can range from pebbles to
objects as large as Benedii)ct's Strength can handle. A piece
of cloth, alength ofrope, or virtually anything else can be
used by Benedict as a means of damaging or killing the
enemy.
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* Benedict visualizes all possible new weapons, so he is never
surprised, and never at a loss at how to apply a new

technology.

4. Reaction Time, means that Warfare serves as a
measure of how fast a character can be.

* Benedict is too fast for any spell casting that takes more than
a moment. In other words, if the spell takes even one
lynchpin, Benedict can, if within arm's reach, or knife's
toss, interrupt the casting of any spell.

* Benedict, unless he's somehow restrained, trapped, or hit
with an inescapable barrage, can dodge all incoming long-
range fire.

5. Strategy. Warfare doesn't just cover sword battles
and rifle shots. It also covers strategy and tactics, for
everything from chess games to continental wars.

* Benedict can master any strategic game. It is possible that a
lifetime master, someone who has devoted every waking
hour to the game, could beat Benedict at chess or Go. It's
just not likely.

* Benedict can cheat the "fog of war," collecting superior
information, flanking any enemy, surprising any enemy,
and always outdoing the enemy in the battle of will or
morale. This means Benedict can defeat armies vastly
larger than his own.

Player/Character Psyche

Strength

Endurance Warfare "Total Points

—

O oo | IS |\ I O o

—_
o




Page 24 - Character Creation

CREATING A
CHARACTER

Once the Attribute Auction is complete, it's time for the
players to put together the rest of their character. Among other
things, you can "buy up" you Attributes and obtain personal
artifgacts, creatures and Shadows. However, the most
important decision now is which of the Powers youll get for
your charcter.

POWERS

The most expensive point purchases are Powers. Each
Power provides the character with a basis for manipulating
Shadow and the forces of the Amber universe.

There are two Primal Powers.

The great symbol of Order is Pattern. To have its power
means being born with the Blood of Amber, to be a descendent
of Oberon, and to be a member of the ruling family of Amber.
It also confers immortality and a few
other trifles. Basic Pattern Imprint is 50
Points, and the advanced form is 75.

In opfosition to Amber there is the
Courts of Chaos, and their sign, the
writhing sygil of the Logrus. To gain
this power is also to become one of the
sprawling family that reigns in the dark
realm. Logrus Mastery costs 45 Points,
plus the power of Shape Shifting
(another 35 points). Advanced Logrus
Mastery is 70 Points.

If there is a third major power, then
it is that of the Trump, the art of mystic images. It costs 40
Points. Advanced Trump Artistry, actually just the first step on
a stairway of great power, is 60 Points.

Shape Shifting is not exactly a power, for it enables a
character self-control, but not control of the wider universe.
Shape Shifting is required for any Logrus user. Basic Shape
Shifting, such as that practiced in the Courts of Chaos, is 35
Points. The advanced form costs 65 Points.

Of lesser powers there are many, of which Magical
Powers are the most common. A character may choose from
three types of Magic. Power Words, used mostly for defense
against other magic, are but 10 Points. Spell-casting is known
as Sorcery, and costs 15 Points. Creating creatures and things
of magic requires Conjuration, a 20 Point power.

Caution on Advanced Powers. Amber is a learning game.
It takes many, many hours of play time to master even the
basic forms of power. There is a danger from jumping directly
into the advanced forms, in that you may become power-
heavy, and never learn to use the subtlety of the power. It's
been proved over and over that an experienced player with a
basic power can always overcome advanced powers wielded
without skill.

Caution on Logrus Mastery. Taking Logrus in an Amber
campaign has its hazards. Amber, and the Shadows of Amber,

to be.

Develop your dream
character: the one you have
always wanted to play - the
one you have always wanted

are hostile to the forces of Chaos. Becoming a Lord of Chaos in
Amber is to accept the role of a stranger in an unfriendly land.
A mere prick of Pattern, at the wrong time, can cause you to
flare up and die in blue flame. Take Logrus if you must, but be
forewarned that your Game Master has no obligation to make
your life comfortable.

CHARACTER ITEMS

A sword of power, a steady horse, an enchanted hawk, a
cup of magic and power. Anything you like can be "built" for
your character. The only limitation is the number of points you
wish to expend. For more details, consult the section on
"constructing artifacts and creatures."

However, any item that you can imagine is also just sitting
somewhere out in infinite Shadow. To get it, all you have to do
is spend the time to Hellride, or, ifyou've got Logrus, reach for
it

So, why spend points atall?

First, when you spend points on an item it becomes an
integral part of your character. Just as Greyswandir, Corwin's
sword, is a part of him. So, having spent the points, you can
always get it back ifit’s lost, stolen or destroyed.

Second, remember the insidious nature of the Amber
universe. Anything worth having is
likely to have connections with someone,
or something, else. By spending points
on an item, you are making sure that the
hooks on an item are your %ooks.

Shared Items. As with

Shadows, players can join forces to
create items. Since the multplier,
Named & Numbered, creates a number
ofitems for merely double the base cost,
it may be desirable to share some prized
objects or beasts.

CHARACTER SHADOWS

In a universe of infinite Shadow, an Amberite does more
than just locating a perfect world. The world is as much
created, or defined, as found. Although Shadows can be found
in play time, without cost, prepared Shadows are often
valuable. Note also that characters without Pattern may have
no other way to obtain a Shadow of their desires, short of
buying it with points. Each Shadow is constructed using the
Shadow Construction Guide. There is no limit to the number of
Shadows you can buy.

Shared Shadows. It's possible for any group of two or
more players (otherwise known as a "cabal”) to pool their
points and construct a joint Shadow. Shadows created in this
way require that each participant submit a separate
description sheet to the Game Master. Points are contributed in
which ever way the players wish. For example, for a six Point
Shadow, one player could chip in one point, another two
points, and the third would make up the remaining three
points. Of course, the heavier a character's investment, the
more control over the Shadow relative to the others.

- Ron Miller



CHARACTER
ALLIES

Your character enters the Amber Universe complete with
background, family, and a history. For a few points you can
arrange to have some of the In the character's prior history,
there 1s the possibility of having staunch allies, friends and
even doting relatives.

An Ally in Amber. While not a family member, an
ally will be a familiar face in Amber. Examples are Court
retainers, the royalty of nearby kingdoms, servants, sea
captains, or soldiers in the forces of Amber. In any case, an Ally
is always someone with the power to influence affairs. The
Ally will be loyal to the character no matter what the current
political situation and will always be willing to share
information, and assist in any reasonable plans. 1 Point.

Family Friend. These are members of the family of
Amber, or of the Courts of Chaos, ranging from old Dworkin,
down to young Merlin, who will regarc% your character as a
friend. The friend is someone likely to go out of their way to
help your character, to always look out for your welfare, and
to tell you things they think you should know. 2 Points.

Chaos Court Devotee. Although a Chaos Devotee is
just as loyal as one from Amber, they are unlikely to be able to
help the character quite so much, because of their lesser
influence and power in places of Pattern. On the other hand, a
Chaos Court Devotee is an outstanding asset should the
character ever visit the Courts of Chaos. As with a devotee
from Amber, this gives the character the heritage of the
Logrus. Therefore, a character with a Chaos Court Devotee
will be able, when the points are available, and the opportunity
comes up, become a Master of the Logrus. 4 Points.

Amber Court Devotee. Same category of relatives
as "Family Friends," except they don't just like you, they love
you. Which means they go to an awful lot of trouble for you.
For example, they will be likely to observe you secretly, and
may appear when your character's life is in danger. Devotees
will risk their own lives, betray others, or even change sides in
a conflict, if necessary to help your character. An Amber Court
Devotee also means that your character is a direct descendent
of someone with the blood of Amber. This is important as a
"place holder" for a character without Pattern. It means that
the character may eventually be able to Walk the Pattern, once
the required points become available. 6 Points.

Naming Court Friends and Devotees. Who will it be?
Sorry, it's not up to you. Choosing your Family Friend is up to
the Game Master. Worse yet, the Game Master isn't going to
tell you who your character's friend really is. Amberites
always fear that their friends and loved ones may be used
against them, so they will be reluctant to ever reveal their true
feelings.

Ié by some chance, the Game Master does mention the
name of your Family Friend, remember, sometimes the Game
Master lies.
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GOOD STUFF,
BAD STUFF &
ZEROSTUFF

In Amber, characters make their own luck.

Or, to be more accurate, they buy their own luck.

As a player, you use "Stuff" to determine the character's
luck, and karma. Stuffworks in three ways.

First, Stuff can be used by players to adjust their
character's points. Extra points can be spent on Good Stuff,
while point shortages can be made up by accepting Bad Stuff.

Second, Stuft determines the character's luck. Good Stufft
makes the character lucky, Bad Stuffunlucky, and, with Zero
Stuff, the character has no particular] advantage or
disadvantage.

Third, Stuffis used as a way of declaring the "karma" or
"alignment" of the character’s personality. Good Stuff
characters are in harmony with the universe, and tend to be
friendly and loyal to their families. Bad Stuff characters are
self-centered and tend to use those people who care about
them. Zero Stuff characters are neutral, walking a middle way.

Stuff Quantity. What is a large amount of Bad Stuff
or Good Stuff, how many points? It's relative, and there is no
absolute answer. It depends on how many points all the
players spend on Good Stuffand Bad Stuff. Ifyou take all the
players' Stuff scores, and end up with an average of six points
of Good Stuff, then five points of Bad Stuff will be a lot, but
eight points of Good Stuff might be only a relatively small
amount.

Good Stuff. Characters with Good Stuff will tend to
have good luck. In combat, when characters take risks, Good
Stuff will mean they are more likely to succeed. The more
Good Stuff, the luckier the character. Anytime an event has a
"chance" element, Good Stuff will push the result to the
advantage of the character.

Good StuffAttitude. First impressions count, and
when you're holding Good Stuff, people will tend to take a
shine to you. Taking Good Stuff means declaring that your
character is basically a "good guy."

Good Stuff Encounters. As the Amber game is
played, the Game Master is always designing "encounters” for
each of the characters. Good Stuff means that the events,
contacts, and other encounters will tend to be helpful and
beneficial for the character.

Why some players love Good Stuff! No more bad
rolls! They never have to worry about things turning out badly
just because some regular solids roll badly on a flat surface.
Having Good Stuft means being naturally lucky, being
instantly liked, and coming offas a "good guy."

Bad Stuff! The only advantage of Bad Stuff is that
you get points for taking it.
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HOW Bad is Bad? It's really bad. Every time
something is left up to chance, your Game Master is going to
have a look at your Stuff. Any Bad Stuff, and the Game Master
is going to assume that "chance" just took a turn for the worst.

Bad Stuff Attitude. Anyone with Bad Stuffis going
to have to overcome their first impressions. There's something
sinister about a character with Bad Stuff, something vaguely
repellent. The more Bad Stuff the worse it is. Of course, itisn't
permanent. You can always talk your way into a better
reception, it's just an uphill fight when your Bad Stuff puts a
sour note into your first introduction.

Bad Stuff Encounters. When the Game Master is
looking around for a fall guy, somebody to find out something
unpleasant, or for someone to experience the first attack from
an unknown enemy, guess who the Game Master is going to
pick? Right, the one with Bad Stuff. This isn't as bad as it
sounds. Since bad things happen to people with Bad Stuff, it
can be fun. After all, the more points of Bad Stuff you've got,
the more exciting your character's life will become.

BAD STUFF WARNING! First, you never
run out of Bad Stuff. As long as the character "owes" points, the
Bad Stuff will just keep coming and coming. It doesn't matter
that ten minutes ago your character just had three
outrageously bad breaks, because Bad Stuff doesn't get used
up and the Game Master can apply it all over again. Second,
don't forget that Bad Stuffis also an indicator of how bad a
wound can be. Enough Bad Stuff, at the wrong time in a
combat, and the character could end up dead.

Bad Stuff Combat Ooh. The worst aspect of Bad
Stuffis in combat. You won't even know about all the bad
breaks you'll be getting. The mistake the other guy could have
made, but didn't. A sp%it decision that turns against you because
of a run of misfortune. Yes, you've got to be pretty skilled to
make up for a heavy dose of Bad Stuff.

Why some players like Bad Stuff! Sure, they've got to
take a few falls from time to time, and they do end up with
hard knocks, but Bad Stuff has three advantages. First, the
game is more exciting, because the Game Master throws more
surprises, traps and attacks at folks with Bad Stuff. Second, a
character with Bad Stuff has a sinister, evil appearance, just
the right kinda guy for some players! Third, those extra points
can be used for making a more powerful character.

Zero Stuff.  Neutrality iskind ofa strange topic, isn't
i? Bug, ifyou've avoided getting Good Stuff, or Bad Stuff, that
makes you Neutral, a Zero Stuff character. Zero Stuff
characters tend to be very well balanced, and are often the
most Power-oriented characters in the game. All well and
good, but remember that Zero Stuff characters have also set
themselves up with a certain attitude, a kind of "wait and see”

approach.

Why some players like Zero Stuff. There is an air of
mystery about a character with Zero Stuff. Also, characters
with Zero Stuffare built just right, with no points missing, and
no points left over. Plus, with Zero Stuff, every encounter starts

from neutral, and the character has the optimum range of
choices.

Applying Good Stuff, Bad Stuff & Zero Stuffis a matter of
the Game Master picturing any situation and seeing whether a
character's luck might play a role.

How Good Stuff, Zero Stuff & Bad Stuff Works. In
the following scene, each character is performing the same
difficult maneuver. The result will be different depending on
how much "Stuff each character has.

GM: The hounds are baying behind you, and the hunters with
the spears are getting pretty close. Looking down over the
edge of the cliff, you see a tiny ledge, obviously ice-
covered like the rest of the mountain side. What are you
doing?

Player: I'll take the chance, Ijump down.

What happens next depends on a variety of factors. One
factor is which character is jumping, and what kind of "Stuff’
they have. Here, ranging from lots of Good Stulff, to lots of Bad
Stuff, are three options.

To Yvonne, a character with a lot of Good Stuff:

GM: Tripping forward, you stagger, miraculously slipping
under the spear point. That bit of fortunate missed footing
has put you in easy range of the enemy's belly. You can
strike with your sword, punch him right in the gut, or toss
him over the edge. What are you doing?

To Farley, with a litdle bit of Good Stuff:

GM: You land on the ledge, sliding a bit as one foot goes off the
edge, but you catch hold of a solid bit of rock. What are
you doing?

To Dorell, a character with Zero Stuff

GM: You sprawl down on the ice-covered ledge, your feet
going out from under you, one boot goes over the edge, but
your hand brushes a tip of stone, catching just a finger on
the slippery ice. Your grip won't last another second! What
are you doing?

To Garvin, a character with a bit of Bad Stuff:

GM: You land on the ledge, but your feet slide over the edge,
twisting you and knocking you flat on your stomach. You
are continuing to slide off, your legs flailing in empty
space, watching the ice slide by. Frantic, your fingers find
no purchase on the slippery ice. You're a man on his way
to oblivion, what are you doing about it?

To Harick, a character just loaded with Bad Stuff:

GM: Whoops! You land hard on your left, and a spasm of pain
from your ankle reaches you just as you slide clear off the
ledge, your palms and fingers go bloody from trying to get
a handhold on the jagged rock edge. You are making the
long fall down toward the noisy water. What are you
doing before you hit?

How Good Stuff, Zero Stuff & Bad Stuff
Affect the Attitude Of Others. Here's another

example of how the universe reacts to a character's "Stuft,"
where the setting is a first meeting with an unknown elder
relative.



GM: Stepping through the mysterious Trump, you feel that
there was some kind of barrier in the place, a barrier that
may have just been dispelled by the use of the card.
Looking around, across the room you see an armored man
seated on an iron chair.

Player: I'll cautiously step closer.

GM: Without opening his eyes, the man brushes away cobwebs
from his face. He uses the back ofhis left hand to do this,
and you get a good look at the palm side of the hand.
Strong, blunt fingers, badly in need of a manicure, and the
center of his palm is stained with a blotch of something
dark and brown and spidery. What are you doing?

Player: I'll say, "Who are you?"

GM: He opens his eyes, which are bright and hard, and young
and green. He looks you over. His voice is deep and
scratchy when he repeats your question. "Who are you?"
he says.

Player: I give him my name, "I'm a scion of Amber," I say, "and
[ would have your name."

Now the response to the character's question would Va?l,
and here are the variations, ranging from a lot of Good Stuff,

to alot of Bad Stuff.

>

To Yvonne, a character with a lot of Good Stuff:

GM: He chuckles. Green eyes twinkle. "It has been along time
since I've seen such a brash youngling. Yvonne, I am
Finndo, your kinsman. Ifyou would have my favor, tell
me of Amber."

To Farley, with a little bit of Good Stuff:

GM: His features ease a touch, the green eyes lose a bit of their
hard glare. He says, "Long ago I was known as Finndo.
You may call me that, ifyou wish."

To Dor ell, a character with Zero Stuff:
GM: He answers slowly, cautiously, his green eyes neutral. "I
aman old man,an Amberite. Whydoyouask?"

To Garvin, a character with a bit of Bad Stuff:
GM: Thegreen eyesgrowhard. "Neverheard ofyou," hesays.
Andhesays nothingmore.

ToHarick, a character just loaded with Bad Stuff
GM: He squints. His sword slides noisily out ofits scabbard,
reen sparks flickering as metal scrapes metal. "You go too
(gar, and you remind me ofancient days, and the betrayal
of a kinsman."

How Good Stuff, Zero Stuff & Bad Stuff

Colors the Character's Perceptions. We each look
at the world differently, filtering everything through our
attitudes and beliefs. There's an old saying that optimists will
see a glass as halffull, which a pessimist would see the glass as
half empty. The more Good Stuff a character has, the more a
glass will seem to be full, and the more Bad Stuff, the emptier
the glass appears. Here is an example of what our five sample
characters might see in the same situation, this time where the
non-player character only reacts to the player character's
actions.
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GM: The smells, sights and sounds of this part of Amber all tell
you that the sea is nearby, and that here is a place for the
common sailor to relax informally. In other words, there
are more brothels and bars than you can shake a stick at.

Player: This looks like the right place to ask about the
Goldenrod. 1l walk into a nearest bar.

GM: Okay, once inside, after the moment it takes your eyes to
adjust to the gloom and the tobacco smoke, you see three
sailors seated at a table, an old man in merchant's robes off
by himselfin the far corner. A woman sits behind the bar,
her face hidden by the book she seems to be reading. In a
back room you can hear the sounds of water sloshing
around. What are you doing?

Player: I'll walk up to the bar, and throw a coin on the counter,
and ask for a beer.

Now what each player character sees varies according to
their perceptions. In this case the woman behind the bar is a
customer, and someone of importance, just filling in for the
real barmaid who is doing some washing in the back room.
The sailors are no threat, just ajolly bunch out for a good time.
They'll fight if insulted, but will be friendly to anyone who
treats them well. The merchant in the corner is a mage, hostile
to Amber, and a danger to any player character. The more
Good Stuffa character has, the clearer the true picture of what

is happening.

To Yvonne, a character with a lot of Good Stuff:

GM: The woman puts down her book, and looks at you
perceptively as she reaches for a glass. She gives a little
smile and you realize that she is as out of place here as a
thoroughbred champion in a glue factory.

The sailors seem jolly and friendly, but you get the
impression that the robed figure offin the corner is sizing
you up.

"Light beer or dark?" the woman asks, in an educated
tone. The woman obviously has a resemblance to the
Amber royal family. What are you doing?

To Farley, with a little bir of Good Stuff:

GM: The woman puts down her book, looking at you
thoughtfully as she reaches for a glass. She seems kind of
high class for this joint.

Behind you the sailors are sharing some joke, and the
robed figure offin the corner is looking you over.

"Light beer or dark?" the woman asks, in a pleasant
tone of voice. What are you doing?

To Dorell, a character with Zero Stuff:
GM: The woman puts down her book, looks at you, and
reaches for a glass.
The sailors are acting a bit rowdy, and the robed
figure offin the corner is quiet.
"Light beer or dark?" the woman asks. What are you
doing?

To Garvin, a character with a bit of Bad Stuff:
GM: The woman lowers her book, looks coolly at you, and
reaches for a glass.
A couple of the sailors look over at you, point, and the
group erupts in noisy laughter.
"Light beer or dark?" the woman asks, disrespectfully.
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You notice she didn't bother calling you sir. What are you
doing?

To Harick, a character just loaded with Bad Stuj"f

GM: The barmaid, still holding her book, gives you a surly look,
and slowly reaches for a glass. Obviously the service
around here leaves something to be desired.

"Light beer or dark?" she asks, in a haughty tone, as if
you were some scum off the street. As she says it the
sailors erupt into laughter, obviously sharing a joke at
your expense. What are you doing?

PLAYER
CONTRIBUTIONS

Player Contributions. If your character is
becoming part of a campaign, as opposed to a game that's just
going to take a session or two, then there is another way to get
some extra points. You can do something for the game.

The Game Master of an Amber game has to do a lot of
work, a lot of intense planning, and has to engage in
challenging game mastering skills. So, it's only fair that the
players %)e set up with the opportunity to do their fair share.

Here are some of the most common forms of Player
Contribution, the "rules" for applying them, and how many
points they're worth:

Diary. This is a write-up of the game, written by the
player, from the point of view of the p%ayer's character. Not
only does this provide excellent documentation, but it serves to
"fix" the character in the mind of the player, allowing for a
better handle on the persona. This doesn't have to a big deal.
You don't have to do more than scribble a page or two othand-
written notes in each play session. On the other hand, many
players have done marvelous things with their notes. 10 Points.

Campaign Log. The idea is to write up notes for
everybody, and then handing out copies for the whole group.
This is usually a public account of the game's events. 10 Points.

Trumps. For the artistic player, the assignment is to
draw "Trump" of each of the player characters in the game.
GM and players alike enjoy having actual trump of the various
player (and non-player) characters. Of course, the more the
merrier, and each talented player is encouraged to come up
with his or her own version of the trump. Usually the player
will have to do one drawing for each game session. 10 Points.

Amber Stories. Ifthe player likes writing, especially
fictional writing, then this is the opportunity to write Amber
stories. The idea here is to write about your character, or about
other characters in the game. Either a story, or a chapter, is
required for each game session. 10 Points.

Poetry. Poems, based on the events in the game, or on
the characters' quirks. About a page, or about twenty lines, is
required for every game session. 10 Points.

Other than the contributions listed above, the Game

Master can also offer points (say, 5 Points) for things like
typing, photocopying, or record-keeping.

No matter what the Player Contribution, the Game Master
should get something on a regular basis, once per gaming
session. Ifa player is late, the Game Master is entitled to start
turning the bonus points into Bad Stufffor the character.

NOTE: No player can get more than twenty (20) points for
Player Contributions, no matter how great the effort! Repeat,
there is an absolute maximum of 20 points!

SAMPLE
CHARACTERS

Example ofa fatally flawed character:

Kevin's Character Roderick

Well start by looking at what happens when a player
shows the Game Master a character with problems. Here's
what Kevin first presented to the Game Master:

Kevin - RODERICK - First Version

PSYCHE: 2nd [51 Points]
STRENGTH: Human [+25 Points]
ENDURANCE: Amber Rank
WARFARE:Human [+25 Points]

1 Point Total in Attributes

Advanced Logrus Mastery [70 Points]

Shape Shift [35 Points]

STEVE - The Demon Skateboard [4 Points]
Double Normal Speed [2 Points]
Shadow Path [2 Points]

Trump Contribution [+10 Points]

Kevin: So, what do you think?

GM: I think it looks really bad.

Kevin: What's wrong?

GM: Well, for starters, you're going down to Human in both
Strength and Warfare. As far as I'm concerned, that's
suicide for your character.

Kevin: Why?

GM: First off, you can't protect yourself. Ifyou get in either a
hand-to-hand fight, or any kind of fight with weapons,
with just about anybody really goog, you'll be dead.
Instantly.

Kevin: What about my Psyche, I've got 51 points and second
place. Won't that protect me?

GM: If someone gets their hands on you? No. And your Psyche
won't help you when someone levels a sword or a gun at
your belly.

Kevin: So T'l avoid getting into fights.

GM: That's just the problem. I don't see how you can avoid it.
You're taking Logrus!

Kevin: What's wrong with Logrus?

GM: Well, most of my campaign is going to take place in and
around Amber. Where they're not too fond of Logrus
Masters. You'll be setting off alarm bells and getting into



fights all the time.

Kevin: So you think I should switch my Endurance and
Warfare? So I'll be able to fight better?

GM: Just a second. Let's talk about your character. What kind
of guy is he?

Kevin: I see him as really easy going. He just wants to go hip
swinging on his board.

GM: So he's not really interested in combat?

Kevin: No way. That's not Roderick's scene.

GM: Then I don't think you should just switch around your
Endurance and Warfare. Warfare isn't something that
interests you. Likewise, I question your picking Advanced
Logrus.

Kevin:gV(/hy, isn'titalot of power?

GM: Yeah, butit's also a lot of work. Taking Advanced Logrus
would make sense for a studious, hard-working character.
You're describing a guy who just wants to have fun.

Kevin: So what are you saying? What do you want me to do?

GM: Kevin, it's your character, I can't tell you what to do. Ijust
want to point out your options. Think about this. If you
leave your Psyche at fifty-one, and drop all three ofyour
other Attributes to Chaos...

Kevin: That seems okay, 'cause I'm from Chaos...

GM: That means you'll get thirty points back, which means
you'll have spent twenty-one points total on Attributes.
Now, buy Shape Shifting for thirty-five, and regular
Logrus Mastery for fortg— ive, and you end up spending
eig (?I for Powers. Eighty plus twenty-one equals one

hundred and one. With your Trump Contribution you still
have nine points left over for other things.

Kevin: I see what you mean. That makes sense.

GM: How about Pattern. How come you didn't take Pattern?

Kevin: Well, I would have, but Logrus cost too much.

GM: Does that mean you'd like to have Pattern someday?

Kevin: Yeah, sure. Eventually.

GM: Then you better think about getting an Amber Devotee.
It's only six points. You'll still Eave three points left, and
that way you can pick up Pattern sometime in the future.

Kevin: But what about Stevie, my skateboard? It costs more
than three points. And I don't want to get any Bad Stuff.

GM: Hmmm. Why don't you tell me what you really want
from your skateboard. Not in terms of points or qualities.
What do you want it to be able to do?

Kevin: Mostly I want to be able to skate in really neat places.

GM: But don't you really want to be able to skate with neat
tricks, like over ramps and curves and the like?

Kevin: Yeah! That's the idea.

GM: Okay, here's an idea. Why don't you put the power, Able
t0 Mold Shadow Swff, into your skateboard? It's only one
point, and you could set it up so that the board would warp
the ground where it's travelling.

Kevin: Oh cool! Like everything would get smooth, and there
would be half-ramps, and neat curls! % wouldn't need extra
;peed in the board, because there would always be inclines

or accelerating. And it would work everywhere. I like it.

GM: Sounds like we've talked about everything. Go away,
think about what we've talked about, and rework your
character. We'll get together again later.

After thinking it over, Kevin returns with the following,
revised, character description:
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Kevin- RODERICK - Final Version

PSYCHE: 2nd [51 Points]

STRENGTH: Chaos Rank [+10 Points]
ENDURANCE: Chaos Rank [+10 Points]
WARFARE: Chaos Rank [+10 Points]

21 Total Points in Attributes

Logrus Mastery [45 Points]

Shape Shift [35 Points]

STEVE - The Demon Skateboard - Creature [2 Points]
Psychic SensitivitK [1 Point]
Able to "Mold" Shadow Stuff[1 Point]

Amber Court Devotee [6 Points]

Good Stuff[1 Point]

Trump Contribution [+10 Points]

GM: Hey, one hundred percent better!

Kevin: I figure I'm covering all my bases. I've still got Logrus,
which has always intrigued me. I'm covered if I ever get
the points to buy Pattern, because I've got the blood of
some close relative with the blood of Amber. As far as
Warfare and Strength are concerned, I'm not planning on
getting that close to any enemies. Which, by the way, is
why I spent the point on Good Stuff, so I'll have a break to
get away from any inconvenient sword play.

GM: Good going!

Example ‘gt?player working through some
options: Willy's "Character Garvin,

In this case Willy has to make some critical decisions
before working up his character. The Game Master points out
some of the possibilities of Creature Creation.

GM: So where's your character sheet?

Willy: I'm not quite ready. I want to ask you about something
first

GM: Go ahead.

Willy: What if I want a bunch of items...

GM: Named and Numbered?

Willy: Yeah, like a halfdozen...

GM: Yes, that would be Named and Numbered.

Willy: Well, can I make them different?

GM: Different how? Like each one is a different color? I don't
have a problem with that. There's nothing that says each
item has to look exactly the same...

Willy: No! Can I give them, like, different qualities and powers?

GM: You mean spend the points differently?

Willy: Yes. So long as they're all the same number, like, eight
points, can I just pay cﬁ)uble, sixteen points, for named and
numbered?

GM: Let me get this straight, you want to put together a bunch
of items, each different, and then say they're Named and
Numbered?

Willy: Yeah. Like I'l have these six cats, and they'll each be
eight point items, and then...

GM: NO!

Willy: Why not?

GM: To use Named and Numbered, or any multiplier, the
items have to have the same number of points, spent in
exactly the same way.

Willy: So I can't have Named and Numbered cats that do
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different things.

GM: I didn't say that.

Willy: Yes you did. I just heard you...

GM: I said you can't use Named and Numbered on things that
are different. That doesn't mean Named and Numbered
can't be changed afterwards. You can make Named and
Numbered items, artifacts or creatures, with different
points, as long as you do it in the right order.

Willy: So how do I do ie?

GM: Okay, first you figure out what things, what qualities and
powers, that you want all the items to have. For example,
well, was there something you wanted all the cats to have?

Willy: Yeah. I wanted them all to be able to communicate
mentally.

GM: You mean Psychic Communication?

Willy: Uh huh, but presence, not just touch.

GM: That'sa two pointer. Anythingelse?

Willy: Hmmm. It would be good if they were all, hmmm,
Resistant to Firearms. That's another two points.

GM: Okay, so now we've got your basic cat, which costs four
points. Double that, to eight points, and you've got Named
and Numbered cats. How many did you want?

Willy: Oh, six would be okay.

GM: There are these six Named and Numbered cats, all the
same.

Willy: And they've each got Psychic Communication and
Resistance to Firearms. But they're all the same. That's not
what I wanted.

GM: Wait a minute. Now you can customize them by spending
points on each individual cat. Give me an example, what
might one of them do?

Willy: I'd like one to be able to follow through Shadow.

GM: Okay, you'd spend the points for just that one cat. It
wouldn't help any of the others, but that one cat could
Follow Through Shadow.

Willy: Which means 111 have spent eight for all the cats, plus
another two points, for a total often.

GM: Right! And, since you were talking about spending sixteen
points anyway, that would leave you another six points to
spend on the individual cats.

Willy: I'd have to spread the points out over the other five?

GM: No, it's up to you. You could spend all the rest on that first
cat. What the heck, take as many points as you want!

Willy: As many as I want? Great!

GM: Yeah, all you've got to do is trade for Bad Stuff...

Willy: No thanks!

Willy goes off to work on the character, eventually
returning with the following version:

Willy - GARVIN

PSYCHE: 1st [52 Points)
STRENGTH:ChaosRank [+10 Points]
ENDURANCE: AmberRank
WARFARE: Amber Rank

42 Total Points in Attributes

Advanced Pattern Imprint [75 Points]

Personal Shadow [1 Points]

GREYMER - Lynx - Creature [2 Points]
Sensitivity to Danger [2 Point]

Bad Stuff [+1 Point]
Campaign Log [+10 Points]
Personal Diary [+10 Points]

GM: You sure you want to commit for 20 Points of
contributions? The Campaign Log will probably be a lot of
work.

Willy: I want heavy duty power. There's no point in spending
52 points for first place in Psyche unless I've got
something to power with it. From my point of view,
Pattern is the most potent power, and I want the most
advanced form ofit. Strength is no big deal to me.

GM: And the point of Bad Stuff?

Willy: My way of telling the universe to get out of the way,
Garvin is coming! I know it means 111 have a few unlucky
breaks, but I like the idea of everybody treating me with
respect and a bit of fear.

GM: What happened to your cats?

Willy: T changed my mind. When I decided on Advanced
Pattern it turned out I didn't have enough points.

GM: So you've got a Lynx?

Willy: I'm calling him Greymer. I like the idea of something
nasty, but not too big, and able to warn me about trouble. I
figure a Lynx already has great natural senses, so adding
the Psychic stuff should make him really hard to surprise.

GM: Sounds reasonable. What are you doing with your
Shadow?

Willy: I'm not sure yet, Ijust know I want one. Do I have to tell
you now?

GM: No, take your time. Just make sure I get the write-up on it
soon, before we actually start playing.

Willy: How much detail do you wane?

GM: That's up to you. The better you describe your Shadow,
the closer it will be to what you want. After all, any details
you leave out are things I can fill in for my own purposes.

Example of Giving in to a Player Concept:
Alex's Character Harick.

In spite of the Game Master's best advise, some players
will continue to stick their original conceptions for a character.
There's nothing wrong with that, just as long as the player
knows the character's limitations and weaknesses.

Alex-HARICK

PSYCHE: 5th [11 Points]
STRENGTH: Amber Rank
ENDURANCE: 1st [16 Points]
WARFARE: 1st [46 Points]

73 Total Points in Attributes
Shape Shift [35 Points]
Power Words [10 Points]
Bad Stuff [8 Points]
Personal Diary [+10 Points]

GM: Okay, here's how I see it. You could drop your Strength to
Chaos, reducing your Attribute Points to sixty-three, the
Diary would take it down to fifty-three, add fifty points for
Pattern, and you're at one hundred and three. Then, either
take three points of Bad Stuff, or we can figure out
something else you can do for me.



Alex: Nope. I want Shape Shift. Non-negotiable.

GM: Well... Same plan, only take Logrus. That's forty-five
instead of fifty fgr Pattern. Plus the thirty-five for Shape
Shift. Makes your total, um, ich! one hundred and thirty-
three! It's trouble, but you could still take Strength down to
Human, and take Bad Stuff...

Alex: Naw. It's not bad, but it's not my idea.

GM: Why not?

Alex: I don't want my Strength going down. I'm mainly a
fighter, and I don't need that kind of weakness.

GM: Alex, I still think you'd be better off with Pattern or
Logrus. Look, take your seventy-three for Attributes,
subtract the ten for the diary and that leaves sixty-three.
Add Pattern for fifty and you've only got one hundred and
thirteen. You're already taking eight points of Bad Stuff, so
that means we're only, hmmm, Eﬁ/e points apart here.
Then you'd be more likely to survive.

Alex: Hey, I'm first in Warfare, and Endurance. I have no
weaknesses. Shape Shift plus Power Words. Sounds like a
really strong combination to me.

GM: Yeah, I'H%IQVC to admit, Harick is pretty formidable. But
what about your Bad Stuff? Eightis alot of Bad Stuff!
Alex: First, I don't want Harick to be a good guy. He's one
mean customer. And second, let them try. I think Harick is

tough enough for all comers!

GM: How about getting around in Shadow? Won't Harick be
pretty limited?

Alex: Well, I've thought about that. For the time being, I guess
I'll have to depend on other people. However, when I can,
I'm planning on getting Advanced Shape Shift, so I can
Shape Shift into a form that can move through Shadow.

GM: Have you thought about getting a Court Devotee, either
Amber or Courts of Chaos, so you can be sure of getting
Pattern or Logrus later on?

Alex: I've thought about it. And I don't care. I want to choose a
different path for Harick.

Examples of Sound Character Conception:
Cindy's Charcter DorelL

Peggy has a solid character concept. The Game Master
just questions her on a few details.

Cindy - DORELL

PSYCHE: Amber Rank
STRENGTH: 4th [9 Points]
ENDURANCE: AmberRank
WARFARE: 2nd [45 Points]

54 Total Points in Attributes

Pattern Imprint [50 Points]

DRAGON-TOOTH - Sword [6 Points]
Doubling Damage [2 Points]
Sensitivity to Danger [2 Points]
Can Speak and Sing [2 Points]

Zero Stuff [0 Points]

Personal Diary [+10 Points]

GM: Looks good. Why don't you tell me a little about your
ideas for Dorell's personality.

Cindy: I see Dorell as a classic Amberite. Bigger than life and
twice as loud. She's a fighter, but also a romantic.
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GM: You sure you want to spend six whole points on a sword?
A couple of points of Good Stuff can make your life a lot
casier...

Cindy: I think that Dorell is basically a good person. But she's
arrogant and egotistical, so I think that makes her a Zero
Stuff character. Besides, I'm willing to make my own luck.

Examples ofSound Character Conception:
Peggy's Character Iresa.

indy walks in with her character perfectly thought out.
While the Game Master might question some decisions, there's
no real reason to change anything,

Peggy - IRESA

PSYCHE: 4th [20 Points]
STRENGTH: 1st [24 Points]
ENDURANCE: 1.5 [16Points]
WARFARE: Chaos Rank [+10 Points]

50 Total Points in Attributes
Pattern Imprint [50 Points]
Zero Stuff [0 Points]

GM: I see you're buying up on Endurance.

Peggy: It only cost a point, and I want to be able to surprise

ex.

GM: Even though you spent the same number of points,
sixteen, he's still going to be ahead of you in Endurance.
After all, he won the auction.

Peggy: Well, at least nobody else is going to sneak over me. The
best they can do is match me.

GM: What about your selling down in Warfare? With your
Strength and other scores, don't you think you should keep
up the Warfare?

Peggy: Yeah, I know. But I needed the points.

GM: Why don't you just contribute a character diary or
something? Then you would...

Peggy: Sorry, I don't want to do any extra work. I just want a
solid character. Besides, I like Iresa! Simple, but functional.
Like'a female Gerard.

GM: Well, I guess the characters don't have to all be
complicated.

Example of Helping a Player's Ideas: Mick's
Character Farley.

Mick comes in with a solid character. No weaknesses or
problems. It's just that what Mick says about his character
Farley doesn't match what he's done with the points.

Mick - FARLEY - First Version

PSYCHE: 6th [5 Points]
STRENGTH: 3rd [12 Points]
ENDURANCE: 3rd [9 Points]
WARFARE: 4th [12 Points]

38 Total Points in Attributes
Advanced Pattern Imprint [75 Points]
Bad Stuff [3 Points]

Personal Diary [+10 Points]
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GM:h Well, except for the Bad Stuff, I don't see any problems

ere.

Mick: Yeah, putting Farley together was pretty easy.

GM: So, tell me about Farley-

Mick: T kinda see Farley as young and inexperienced. Sort ofa
kid in Amber. He's got a lot to learn, but he doesn't have
any real weaknesses.

GM: Young? Does that mean you want Farley to be carefree?
Sort of casual?

Mick: Yeah, the kind of guy who could go out looking for the
Shadow with the perfect beach.

GM: I don'tgetit. You bought Advanced Pattern. That means
the character is going to be alot more studious, somebody
serious and intent on gaining power.

Mick: So? Doesn't it also give him a lot of power?

GM: Mick, you're telling me you want a fun character. How
does Advanced Pattern fit with Farley being a barrel of
laughs?

Mick: Hmmm. I guess I see whatyou mean.

GM: Also, it sounds like you want Mick to be innocent and nice.
Three points of Bad Stuffis telling the universe that Farley
is rotten and evil. Look, you could just get regular Pattern,
trade in your Bad Stuff for a few points of Good Stuff, and
still do some interesting things.

Mick: I don't know...

GM: All I'm asking you to do is think about it. If you want
Farley as it stands okay. For now take your character
sheet and come back later.

Willy comes backlater, with the followingversion:
Mick - FARLEY - Final Version

PSYCHE: 5.5 [11 Points]
STRENGTH: 3rd [12 Points]
ENDURANCE: 3rd [9 Points]
WARFARE: 4th [12 Points]

44 Total Points in Attributes
Pattern Imprint [50 Points]

Courts of Chaos Devotee [4 Points]
Good Stuff [2 Points]

GM: Wow!Iguessyouchangedyourmind.

Mick: I'm happy we changed Farley around. Now he seems a
lot younger. A little lucky, but not a lot. And a nice guy. I
figure he can develop big deal powers later, when we see
how Farley turns out in play.

GM: So what's with spending four Points for a Courts of Chaos
Devotee?

Mick: Easy to explain. I've read the books, I know how
important an ally in the right place can be! Also, I want to
keep my options open in case I have the chance to explore
new powers.

GM.: Fair enough. Lookslike a solid character to me. Why did
you knock out the diary? Don't you want the extra points?

Mick: Nah. I like Farley just like this. But I'll probably do a
diary for him anyway, just because.

GM: Mick, you're too good to be true.

Mick: No, not really, if I like writing a diary for Farley, then
next time, when we get a character advancement, that's

when I'll expect the extra points.

Example ofNegotiating Player Contributions:
Beth's Character Yvonne

Beth comes to the Game Master with a pretty solid
character. She just wants a few more points to work with.

Beth-YVONNE

PSYCHE: 3rd [23 Points]
STRENGTH: 2nd [20 Points]
ENDURANCE: Amber Rank
WARFARE: 3rd [17 Points]

60 Total Points in Attributes

Pattern Imprint [50 Points]

Shadow Coza [3 Points]
Shadow Type: Personal Shadow [1 Point]
Shadow Barrier: Restricted Access [2 Points]

Good Stuff [7 Points]

Personal Diary [+10 Points]

Poetry [+10 Points]

GM: Yvonnelookslike a fine character. Why you wantto do so
much work just to get seven point of Good Stuff?

Beth: I want tons of good luck. In dice games I always roll
lousy. In Amber, I want to have everything fall my way,
all the time!

GM: You want to write poetry? Exactly what is that going to
involve?

Beth: My idea is to write a poem for every session, either a
piece on something that happens in the campaign, or else
something on Amber in general.

GM: Okay, butyou'll have to supply copies to every player.

Beth: I can manage that.

GM: Now,whataboutthe Shadow?

Beth: I see Coza as being Yvonne's private vacation land.
Hmmm. That reminds me, can I make Coza a heavy
gravity planet?

GM: Sure, it's your Shadow, you can do anything you want.

Beth: Good! Because that way anyone with lesser Strength
than mine is going to have a real problem there.

Example ofa Player with Secrets: Ted's
Character Ariel

Since Ted didn't bid in any of the Attribute Auctions, he
starts out being able to shift his Attributes around at will.

Ted - ARIEL

PSYCHE: 6.5 [5 Points]
STRENGTH: 4.5 [9 Points]
ENDURANCE: 3.5 [9 Points]
WARFARE: Amber Rank

23 Total Points in Attributes

Pattern Imprint [50 Points]

Trump Artistry [40 Points]

Good Stuff [2 Points]

Personal Diary [+10 Points]

Game Master Assistance - Recording the Sessions [+5
Points]



GM: You didn'tbid in any of the Attribute Auctions, butyou
bought up in Psyche, Strength and Endurance.

Ted: Yeah, I'm really pleased. I get rankings in three of the four
Actributes.

GM: Ifyou had bid in those things you'd be ranked higher. For
example, ifyou'd bid nine points in Endurance you'd be
third instead ofjust behind it.

Ted: Well, I wanted to keep my options open.

GM: Okay, so what about your Powers?

Ted: I've got both Pattern and Trump. That's what I really
wanted. I've got noweaknesses, and I've still got two
points left over to spend on Good Stuff.

GM: Which gives you two extra points if I okay your getting
five points for recording the sessions. Otherwise you're
three points into Bad Stuff.

Ted: Aw, come on. You know that Willy needs a tape ifhe's
going to do a good job with the campaign log.

GM: Okay, butyou'll have to pass the tapes on to me when
Willy is done with them. Ifyou're going to get points for
taping, the tapes will have to be a permanent part of the
campaigncollection.

Keeping Track of the Numbers.

Aside from being responsible for running the whole
universe, the Game Master also has to keep track of player's
character numbers.

To make sure that nothing gets lost or confused, and to
help during character advancement, it's recommended that the
Game Master and the player each keep a duplicate set of
character sheets.

Another useful tool for the Game Master is an Attribute
Table. For example, once the players in our example got done
changing their points around, their Attribute table would look
like this:

G/B PLAYER CHAR PSY STR END WAR
O/lWilly GARVIN st [52] C A A
1/0Kevin RODERICK 2nd [51] C C C

7/0 Beth  YVONNE  3rd [23] 2nd [20] A 3rd[17]
0/0 Peggy fHESA 4th[20] 1st[24] 15[16] C

0/8 Alex HARICK 5th [11] A 1st [16] 1st [46]
2/0 Mick FARLEY 55 [11] 3rd [12] 3rd [9] 4th [12]
0/0Cindy DORELL A 4h[9] A 2nd [45]
200Ted ~ ARIEL 65[5] 4509] 3509 A

The first column of numbers, from "0/1" to "1/0" track the
character's Good Stuff and Bad Stuff. "0/0" means Zero Stuff,
"2/0" means two points of Good Stuff, and "0/1" means one
point of Bad Stuff.

Each Game Master is responsible for keeping these
numbers absolutely secret! The best way of keeping the secret
is by not talking about it. To anyone. Ever. When players
"forget" their Attributes, let them know that you can be
dependedon toremember.
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CHARACTER
FREEBIES

Some things don't cost any points. You get to invent most
of the details about your character, according to the following
guidelines.

Physical Description. Choose your own Physical
Characteristics. This includes height, weight, build, hair color,
eye color, physical description, clothing styles and colors, and a
personal symbol.

Get comlfy.

After all, you're going to be wearing this body for hundred,
perhaps thousands, 0% years. Fulfilling every fantasy,
dreaming every dream, meeting every challenge.

You want to look good for the occasion.

Absolute Age. More than just a number, picking your
character's age really says a lot about the character's persona.
Picking a young age, under thirty, is best if you want young
and brash. Middle age, between thirty and seventy, is a time of
seasoning and learning for Amberites.

The older the character, the more cynical, more cautious,
and more worldly they become. Older characters are less likely
to have elder Amberites make allowances (a pretty major
concern, given the legendary tempers and powers of that
bunch). A young character has a "puppy” factor, and is likely to
be treated better and even protected by the elder generation.

"Absolute” means this is the amount of time that the
character has actually lived through. What with fast and slow
time Shadows, a character may be alot older, or younger than

their "Amber" birth date would indicate.

Skills. The simple answer is, in Amber, if you want
skills, you can get them.

Why? Corwin has pointed out that every one of his
brothers and sisters is the equivalent of a skilled surgeon.
They're all interested in learning whatever skills are necessary
for survival. And they all have had the time to learn.

So time becomes the important factor.

Time is always available. Any character with the power to
travel through Shadow can always take a side trip to a "fast
time" Shadow. For example, someone can spend eight years in
a Shadow medical school and surgery residency, while only a
lazy weekend passes in Castle Amber.

On the other hand, if you want your character to be
young, and fresh, and inexperienced, it means limiting the
number of skills that you've picked up.

Also, you may not want to pick up alot of skills. After all, a
millionaire may have tons of money, yachts, fast cars, polo
ponies, and all the toys he can imagine. That doesn't imply
wanting to learn how to keep books, trim sails, repair engines,
or groom horses. Why should Amberites waste their time
doing boring things, when they can do any fun thing they can
imagine?

Rather than trying to list all the various skills you've
picked up, it's better to list the experiences that the character
has lived through. Here's a few examples:
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Two Years of Touring Shadow. A little time as a
Shadow tourist gives a character a knack for learning new
languages and cultures, getting an overview of how things
work in different places. For example, after a couple years of
just wandering around, the character will have a "feel" for
how payment works in different places, from the sharing
rituals in hunting and gathering societies, to bartering with
nomadic tribes, to weighing gold and precious metals in city
states, to money exchanges in kingdoms and empires, to the
use of checks and credit cards in industrialized societies, all the
way to purely abstract "work credit”" transactions of futuristic
societies. Likewise, the character learns how to get around on
horseback, with wagons and carriages, arranging for rail and
steamship passage, and driving everything from cars and
helicopters to spaceships and teleport platforms.

Five Years of fantasy adventures. What if your
character travelled to a fantasy Shadow, a place where there
were wondrous adventures, evil mages, brave knights, dark
dungeons, and beautiful maidens in need of rescuing?
Obviously the character would pick up all the weapon skilFs,
horsemanship, and even a bit of that Shadow's magic system.
Need to pick alock? A character with this kind of background
probably has the experience. Other fantasy adventurers might
involve spending five years as a pirate, a cowboy, a wandering
samurai, or anything else you can imagine.

Ten Years of Civil Engineering. Aside from a long
period of study, followed by apprenticeship to a Master
Engineer, the character has engaged in a number of major
public works. Note that any culture, at any level of technology,
provides certain standard knowledge, so learning how to build
Egyptian-style Pyramids, Roman-style Aquaducts, Bavarian-
style Castles, Cross-Continental Railroads, Urban Skyscrapers,
or Orbital Factories, all give the same kind of understanding of
the problems involved. Means and machinery may change, but
the basics of design and implementation are universal. Once
accomplished, the character would have mastered dozens of
special skills. And, just as an engineer who worked on China's
Great Wall could see how to apply a bulldozer or backhoe, the
character can quickly learn related skills. Medicine, law,
philosophy, and meditation are all variants on this course of
study.

Twenty-five Years shipboard. Can be on a sailing
ship, a modern battlecraft, or a spaceship. Starting with a short
stint as a trainee, and graduating to junior officer status, and
eventually becoming a captain. Aside from the technical stuff,
which varies with the type of ship, the character learns the ins
and outs of absolute rulership and moral command of a well-
organized and highly trained crew. The character would also
come to know that Shadow very well, and end up with fluency
in virtually all ofits languages. Other 25-year possibilities are
the roles of Medieval Lord, Renaissance Great Artist (painter,
sculptor, etc.), Napoleonic Military General, or Modern
Corporation President.

In general, you need about two years for any technical or
mechanical specialty (jet engine mechanics, automatic weapon
design and repair, locksmith, or pharmaceutical chemistry).
More formal schooling, say in sculpture, mathematics, or to
gain skill in a musical instrument, can take four years for the
basics, and another ten or twenty for really detailed

specialization. Really difficult skills, like the aforementioned
sur%ery, or quantum physics, can take ten years or more of
exclusive, intensive study.

Equipment. Material possessions come ridiculously
easy to Amberites. Start off stark naked, and at the end of a two-
hour stroll through Shadow a character can have accumulated
enough gear to put any billionaire to shame. Feel free to make
life in your home Shadow as opulent as you like. Objects are
just objects, so help yourself.

OUT OF APLAYER'S
CONTROL

There are some things that players can't choose. These are
background things that the Game Master must decide in
setting up the game.

Your Parents. There's an old saying, "you can choose
your friends but you can't pick your relatives.” It's all too true
in Amber. The Game Master will choose your Amber (or
Chaos) parent. And, unless you are very lucky, it's entirely
possible that you won't even know who it is. It's also a good
idea to remember that your Game Master is coming up with a
unique version of all those elder Amberites. Which means your
"favorite" Amberite may turn out to be a real snot.

Your Amber Friends and Devotees. Again, it's up to
the Game Master. The way things work in Amber, the person
who is most friendly is not likely to be the person most devoted
to your character's well-being.

Your Character's History ¢ Background. This is a
strange case. Sometimes the pgyer's ideas will work out, and
every detail will be allowed by the Game Master. On the other
hand, the Game Master has the right to completely change the
character's history, in order to fit things into the story.

The Effects of Your Good Stuff and Bad Stuff. Not
only can't you choose, but the Game Master can actually
switch the effects around from session to session. Good Stuff
and Bad Stuffis a tool of the Game Master, a way to plan
adventures, encounters and other exciting things. Sometimes
the Game Master will assign a particular effect, say, a bitter
enemy resulting from a point of Bad Stuff, that will follow the
character for years. Otl}:er times the Game Master may shift
the effect of the point of Bad Stuff to something different every

time circumstances change.

Your Age in Amber. Players do get to pick their
characters age. Twenty, or two thousand, it's up to you.
However, a twenty-year-old character could have been born
two thousand years ago, having been raised in a slow time
Shadow. Or, just as easily, a character aged two thousand
could have been born just twenty years back in Amber years,
and have spent all that time in fast time Shadows out near the

Courts of Chaos.

Items with "Real" Power. Any creature or person, no



matter what their origin, who comes to have "real" Power,
such as the Pattern, or Logrus Mastery, automatically become
Non-Player Characters, and the sole property of the Game
Master. If points were spent, they'll be returned, but children,
clones, or other living creations of player characters, will
become independent, and even, perhaps, hostile to the
"parent.” Likewise, objects that contain Pattern, like the Jewel
of Judgement, or Greyswandir, are not available to a starting
ch)aracter (though they may come to "buy" such things later
on).

Two Great Characters

As a Game Master, I've got two favorite characters.

Back in 1985, when the first Attribute Auction was held,
and I was the first novice Amber Game Master, there were
many interesting characters. Some players came up with
powerful characters, in fact, with the most powerful Amber
characters I've seen, or ever expect to see. I love those
powerhouse guys!

But they weren't my favorites.

My favorites were the two who were flawed, yet not
fatally. Two characters very much of Amber, yet misfits. Were,
and came to be, people totally apart from their players.

Don Woodward came up with Carolan, noble and
forthright, an honest innocent among the cynics of Amber.

Mike Kucharski came up with Morgan, vile and
underhanded, a rat among men.

These two characters, one based on Good Stuff, the other
on Bad Stuff, were wonderful.

Because they were tragic.

They made mistakes.

Notlittle piddling mistakes.

No, Morgan and Carolan made world-beating, gasping,
horrific and apocalyptic mistakes.

They were like the two sides of the Amber character.

Carolan was a Good Stuff kind of guy. Trusting, honest,
and earnest about Amber. As Game Master I stomped all over
him, abused his trust, and sent the worst of the elder Amberites
to manipulate him shamelessly.

Morgan invested in Bad Stuff and loved it. No good guy
he. He enjoyed back stabbing, murder and mayhem. In
response to his Bad Stuffhis luck was always out, and behind
every door the Game Master placed enemies seeking his blood.
Morgan, in his haste to eliminate opponents, also killed his
share of innocents.

Six years later, I know why they were, and are, my
favorites.

It's because they honestly grew.

Carolan, embittered by tate and his own gullibility,
managed to maim a feared Uncle, and kill a beloved Aunt. He
experienced betrayal ofhis every honest emotion. And turned
to denial, denying responsibility for his own actions.

Don, the player, complained bitterly about a game where
nothing was "fun" and where he found pain everywhere.
Worse, he seemed to bring pain to everyone he loved.

Eventually he got through it. Full circle, Carolan faced his
guilt, and conquered it.

Morgan left a trail of bodies and saw nothing gained by it.
Those he killed were no challenge, and were, in retrospect,
blameless. He found fulfillment where he least expected it.

He, Morgan, sought a team ofkillers. He found them, but
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in them he also discovered his own weakness. He turns out to
be a better father than he thought possible.

And, Mike, playing Morgan, had plenty of cause for
complaint, when I turned his lovely children into a new batch
of argumentative player characters.

Now tempted by violence, Morgan finds reasons to turn
the other cheek.

Each of them, Carolan and Morgan, had to question their
motives, and their character.

With each turn offate they grew.

Now, six years into the campaign, they each remain
among the hunted, banished from Amber for their crimes, their
lives forfeit by the order of the King.

Why are they my favorites?

Because they, unlike any characters I've ever witnessed,
have been through the baptism of fire. They've been
hammered, and bent, and hammered again, like swords in a
forge, until their characters have emerged in glory.

Nowadays, when Morgan, or Carolan, speaks, there is no
confusion. The characters have become reaf and deep, and
there is no simplicity left within them...

So, why go on about these guys?

Well, maybe it'll tell you something about putting together
an Amber character.

Neither character was frugal in the Attribute Auction, they
both made strong bids. Mike bid on three of four Attributes.
Don, bidding for Carolan, was one of the only players to bid in
every Attribute.

The main thing, though, is that they both saw that they
were making a beginning for their characters. They didn't try
to do everytEing, or be all-powerful. Instead, they recognized,
maybe subconsciously, that they were in the game for the long
haul.

They took the time to grow.
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GLOSSARY OF
AMBERTERMS &
CONCEPTS

The Abyss. There exists a place, somewhere at the
border of the Courts of Chaos, where the known universe
simply ceases to exist. This void, which we assume is
contained by the combined effect of the Logrus and the
Pattern, appears as a huge bottomless pit, where material
land just stops and emptiness begins. The contents of the
Abyss, that which falls in, would seem forever lost. This
must not be an absolute, since there is evidence that the
Unicorn is capable ofretrieving items from the Abyss.

Amber. The center of all things. The only true reality.
Here's a passage from pages 99-100, of Nine Princes in
Amber,

Now, it is written that only a prince of Amber
may walk among Shadows, though of course he may
lead or direct as many as he chooses along such courses.
We led. our troops and. saw them die, but ofShadow I
have this to say: there is Shadow and there is
Substance, and this is the root of all things. Of
Substance, there is only Amber, the realcity, upon the
real ‘Earth, which contains everything. Of Shadow,
there is an infinitude of things. "Every possibility exists
somewhere as a Shadow of the real. Amber, by its very
existence, has cast such in all directions. And what
may one say of it beyond? Shadow emends from
Amber to Chaos, and all things are possible, within it.
There are only three ways of traversing it, and each of
them is  difficuls.

Ifone is a prince or princess of the blood, then one
may walk, crossing through Shadows, forcing one’s
environment to change as one passes, until it is finally
in precisely the shape one desires it, and there stop.
That Shadow world is then one's own, save forfamily
intrusions, to do with as one would. In such a place
had I dwetttdfor centuries.

The second means is the cards, cast by ‘Dworkin,
Master of the Line, who had created them in our
image, 1o facilitate communications between members
of the royal famuy. He was the ancient artist to whom
space andperspective meant nothing. He had made up
the family trumps, which permitted the wilier to
touch his brethren wherever they might be. I had a

feeling that these had not been used in full accord with
their authors intention.

The third was the Pattern, also drawn by

Duworkin, which could only be wedked by a member of

our family. It initiated the walker into the system of
the cards, as it were, andat its ending gave its walker
the power to stride across Shadows.

The cards and the Pattern made for instant
transport from Substance through Shadow. The other
way, walking, was harder.

The Amber Universe. Our familiar Earth is
nothing but a Shadow of the one real world. That real
world is Amber. It is the only world of substance, and
Shadows stretch out around it like images in a room full of
mirrors, warped by the distant shifting Logrus. Our Earth
is Shadow Earth, a remote and twisted image, and each
person we have ever known, everything we have ever
seen, is a little piece of Shadow stuff. And out among the
infinite Shadows, there is any world you can imagine.

Castle Amber. The room where the Pattern is located
is inside of a castle, a castle on top of a mountain called
Kolvir, looking over the sea. The castle is called Amber,
and it is the home to that family which has power over the
Pattern. Ancient, powerful, rambling, filled with arcane
secret passages, mysterious halls, and built atop a
cavernous maze of tunnels.

The Courts of Chaos. Beyond the Shadows of
Amber, beyond the point where "rational” things like the
laws of physics and nature have any real meaning, there is
the Courts of Chaos. Occupied by Lords of Chaos, the
users of the Logrus, they are hostile to Amber, but involved
in their own affairs. It would seem to pre-date Amber, and
it would seem that Dworkin, the creator of Pattern, was
born in the Courts of Chaos. Sadly, there's no room in this
book to give a fair treatment of the Courts, so we'll reserve
a full discussion of the Courts for a future supplement.

Dworkin. There is no better explanation than Corwin's,
on page 1006, of Nine Princes in Amber:

[ fingered my cards, weighed, the deck in my hand.
I could try a contest of wills through them, with
either "Eric or Caine. There was that power present,
and -perhaps even others of which I knew nothing.
They had been so designed, at the command of Oberon,
by the hand of the mad artist Dworkin Barimen, that
wild-eyed hunchback, who had been a sorcerer, priest,
or psychiatrist - the stories conflicted on this point -
from some distant Shadow where 'Dad had saved him
from a disastrous fate he had brought wpon himself.




The details were unknown, But fit had always Been a
bit off his rocker since that time. Still, he was a great
artist, and it was undeniable that he possessed some-
strange power. He had vanished ages ago, after creating
the cards and tracing the Pattern in Amber. We had
often speculated about him, but no one. seemed to
know his whereabouts. 'Perhaps 'Dad had done him in,
10 keep His secrets secret.

Nine Princes in Amber

Hellriding/Shadow Shifting. There are an
infinite number of different worlds. The problem is getting
from one to the next. That process, getting from Shadow
"A" to Shadow "B," we call Shadow Shifting. It's a mental
process, a matter of picturing possibilities, and gradually
adding or subtracting details. Hellriding is more of the
same, just faster, and usually a matter ofriding a horse, a
mount, or avehicle.

The Jewel Of]udgement. The main mystic
artifact of the Amber universe, and most prized possession
of the throne. Look within its depths and you will see a
three dimensional version of the Pattern. It is said that
Dworkin inscribed the Pattern using the Jewel of
Judgement, although it is not known if the Pattern within
the Jewel was there before Dworkin made the Parttern.
Certainly the Jewel of Judgement now possesses strange
powers, among them the absolute control of weather in

Amber, and throughout Shadow.

The Logrus. AsPattern is the representation of order,
so Logrus is the representation of chaos. Taking the
Logrus, navigating it's multi-dimensional twists and turns,
is the acceptance of madness, but the only way to gain its
power. Initiates of the Logrus can use its tendrils to reach
through Shadow, for defensive and offensive combat, and
as a container for magical spells.

Magic. Wandering through Shadow, one may come
upon many kinds of magic, from the tittering
enchantment of pixies, to curses cast of man, to the mighty
pronouncements of dragons. However, most of these
magics are special only to their own place. They are
confined to a single Shadow, a single reality, and work no
where else.

Greater magic works everywhere. It comes in three
varieties.

Power Words are a simplified form of magic, useful
primarily as a defense against the magic of others. They
are few in number, although specific to each individual.
Their effect is instantaneous, and their power is very
limited. However, they require no preparation prior to use.

Sorcery is the ability to weave and cast spells. A time
consuming process, each spell must be made specifically
for a unique use. Once triggered, a spell is expended, and
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cannot be repeated without another lengthy process of
spell creation.

Conjuration allows for the creation of magic in a
more permanent form. Either by inserting magic into
some creature or item, or by creating something innately
magical. Itis difficult and time consuming, but the results
are long lasting.

Pattern. Picture a circular pathway, with the entrance
on the outer edge of a large circle, maybe the size of a
baseball diamond. The path winds between glowing lines
of power arranged to spiral around and around, toward a
small clear zone at the very center. Along the way are
strange twists and curves and knots. Walking the Pattern
is a dangerous and difficult task, and a weak or fatigued
character could easily die before completing it. But, having
walked it, one can transport oneself, instantly, anywhere
one can imagine. Again, Zelazny can explain this best—

| strode forward, setting my left foor upon the
path. It was outlined By Blue-white spares. Then I set
my right foot upon it, and I felt the current 3(andom
had mentioned. 1 took.another step

There was a crackle and Ifelt my hair Beginning
1o rise. I took.another step.

Then the thing Began to curve, abruptly, Back,
upon isself, I took, ten more paces, and a certain
resistance seemed to arise. It was as if a Black. Barrier
had grown up Before me, of some substance which
pushed Back, upon me with each effort that I made to
pass forward.

Ifought it. It was the first Veil...

... Each raising and lowering of my foot suddenly
required a terrible effors, and sparks shot from my
hair.

I concentrated on the fiery line.

Suddenly the pressure was eased. The 1leil had
parted Before me, as abruptly as it had occurred.

I was wed into the Pattern now, and the sparks
flashed continually abour my feet, reaching ro the
height of my knees. I no longer knew which direction I
faced... The currents swept through me, and it seemed
my eyeballs were vibrating. Then came a
pins-and-needles feeling in my cheeks and a coldness on
the bacfiof my neck- I clenched my teeth to keep them
from  chattering.

I took six more rapidsteps, reaching the end of an
arc and coming to the beginning place of a straight
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line.

I set my foot upon it, and with each step that I
tooki another Barrier Began to rise against me. It zi>as
the Second Veil.

There was a right-angle turn, then another, then
another.

Another curve Began, and it was though I were
walking in glue as I moved slowly aCong it.

One, two, three, four... I raised my fiery Boots and
let them down again.

It was tricky, so devilish tricky... Instinctively, 1
knew that to leave the Pattern before I'd completed it
would mean my death. I dared not raise my eyes from
the places of light that lay before me, 1 see how far [
had come, how far 1 hadyet to go.

I emergedfrom the filigree and marched along the
QrandCurve.

I walked three more curves, a straight line, and a
series of sharp arcs. '

Ten turns which left me dizzy, another short arc,
a straight line, and the final Veil.

It was agony to move. "Everything tried to Beat me
aside. The waters were cold, then Boiling. It seemed
that they constantly pushed against me. I struggled,
putting one foot before the other. The sparks reached
as high as my waist at this point, then my Breast, my
shoulders. There were into my eyes. There were all
about me. I could Barely see the 'Pattern itself.

Then a short arc, ending in blackness.

One, two... And to take the last step was like

trying to push through a concrete wall.

Ididi.
Nine Princes in Amber

The Patternfall War. The conflict between Amber
and the Courts of Chaos, seemingly engineered and
encouraged by certain forces within the family Amber.
Chaos was urged into the conflict by a number of signs.
Corwin's curse against his brother Eric and the partial
damage done to the Primal Pattern opened the Black
Road, the invasion route from the Courts of Chaos to
Amber. Forces in the Courts of Chaos were also
encouraged by the warring factions of Amberites,
especially the rebel cabal lead by Clarissa's children, Bleys,
Brand and Fiona, who implied that they might be willing
to ally themselves against Amber. In the end, the war
proved disastrous to Chaos, and nearly as damaging to
Amber. Peace was eventually achieved through Amber's
military victory, but also through the influence of a third,

"peace party," headed by Dara and Merlin, both of whom
have a mixed heritage from the two courts, and Martin,
the son of Random.

Corwin's Chronicles record the events of the
Patternfall War, from his viewpoint of course. Published
on Shadow Earth, they consist of five books, Nine Princes
in Amber, The Guns ofAvalon, Sign of the Unicorn, The
Hand of Oberon, and The Courts of Chaos. Read them,
and be enriched.

A later series, of another five books, are based on the
adventures of Corwin's son, Merlin. Although very litte of
that material is covered in this book, they are invaluable
resources. They are Trumps of Doom, Blood of Amber,
Sign of Chaos, Knight of Shadows and Prince of Chaos.

Rebma & Tir-na Nog'th. The Pattern itselfis
reflected strongly in only two places. The first, is in the
water under the seas bordering Amber. This is a pattern
that is the center of a duplicate castle and city, a place
structured like Amber, but in an underwater world known
as Rebma. The other great reflection appears only by
moonlight, in the clouds over Mount Kolvir. When the
moon is bright, and the clouds are firm, it is possible to
climb a set of shimmering stairs and wander about in
Tir-na Nog'th. In that strange place one finds weird pieces
of reality and alternate reality, a mix of visions and
prophecies.

Shadow. Shadow is that which Amber creates, which
seems real, which comes in infinite profusion, but which is
not real. Everywhere between Amber and the Courts of
Chaos is Shadow. Worlds of fantasy, dotted with faerie
forests and orcish castles. Worlds of science fiction,
bristling with technology, spacecraft and maybe even Bio-
Implants. Worlds like Earth, but variants based on
different histories; or like Earth, but inhabited by different
creatures; or like Earth, but of a different age. Amberites
can walk to any Shadow that they can imagine, and have
it be exactly the world of their dreams. Here are two
important passages that describe Shadow:

... There had Been fifteen Brothers andsi™were dead.
There had Been eight sisters, and two were dead,
possibly four. We had spent much of our time in
wandering in Shadow, or in our own universes. It is
an academic, though valid philosophical question, as
to whether one with power over Shadow could create
his own universe. 'Whatever the ultimate answer, from
a practicalpoint we could.

Nine Princes in Amber




After a time, I stopped at a hollow tree that had
10 be there, I reached inside and drew forth my silvered
blade and strapped it to my waist. It mattered notthat
it had seen somewhere in Amber. It was here now, for
the wood that [ walked was in Shadow.

The Guns of Avalon

Shadow Storms. Although a Shadow Storm has
some of the aspects of a normal storm of cloud and wind
and lightning, it is different in that it cuts across Shadows,
ripping things, living and otherwise, from one world to
another. A fearsome thing, even for Lords of Amber, a
Shadow Storm is capable of destroying entire Shadows,
and can easily rip apart an army, or a fleet, or anything
travelling through the boundaries between Shadow.

Shape Shifting. The ability to shape one's body into
other forms. Can range from something as simple as a
change of appearance, to something as involved as the
taking on of the shape of an entirely different form of
creature. Shape Shifting, at its most advanced, can extend
to changes in personality and even imitation of Powers
and abilities.

Thari. The language of Amber, as well as the Courts of
Chaos. It is said that all other languages are simply
distortions of Than, the one true tongue.

Truamp. Another power, used by both courts, is that of
the cards of Trump. In shape they are no more than
ordinary cards, of the kind used by mischievous fortune
tellers, but with images of extraordinay detail. Trump
containing the portraits of people have the power to reach
the minds of their subjects, across infinite reaches of

Shadow. There are also Trump of places and objects.
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Those who devote themselves to the study of Trump,
learning to create the cold images, tap into yet another
source of power in the Amber universe.

Trump Scrying. Amberites have their own
superstitions. They believe they can take a deck of Trump,
shuffle the cards, and deal out an arrangement that will
tell them something of the future or of importance. A
harmless enough pursuit, and sometimes helpful in
pointing out the hidden meaning of a situation.

Trump Travel. Using a Trump connection, it's
possible to move from either point of the contact to the
other, instantly moving across the intervening distance.
Aside from using character Trump, those illustrated with
peoples’ images, it's also possible to use place Trump,
which picture a particular scene, and use them to
transport to the place in the image.

Units of Measure. Fortunately, a "foot" on Shadow
Earth is roughly equal to an Amber Imperial Foot (based
on the absolute measure of Oberon's foot when he paced
out the streets of the city. Even today cast versions of
Oberon's foot imprint are found in the streets of the city...).
Likewise, a pound is comparable to the Amber Imperial
Pound used throughout the trade routes of the Golden
Circle Kingdoms, and is said to be one twenty-fifth of one
tenth of Oberon's true weight.

The Unicorn. As much as Amber is built on the
mystic lines of the Pattern, or the stone and mortar of the
Castle, it has a spiritual foundation. Even a fleeting glance
of this magical creature, pure and dainty, whether in the
Grove ofthe Unicorn, or anywhere in the realm of Amber,
is taken by Amberites as a sure sign of good fortune.
Although the nature of the unicorn is unknown, some say
unknowable, it is the family's connection with the divine
forces shaping the universe.
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POWERS

The Attributes of player characters define their physical
capacities, but it is their Powers that get them true control over
the surrounding universe. The primary Powers are Pattern,
Logrus, and probably Trump. Shape Shifting is definitely
secondary, and Magic is the least ofall Powers.

PATTERN IMPRINT

50 Points.

Located in the depths of family castle, behind well-locked
doors, lies the great Pattern of Amber. This is actually the
reflection of the true Pattern, the Primal Pattern, that lies in a
mystic realm dominated by itself. There are also two other
'reflections’ of the pattern, one in Rebma (the underwater
reflection of Amber), and the other in Tir-Na Nog'th (the
moonlight's reflection of Amber).

Walking the Pattern was the greatest trial in your life, and
also your greatest triumph. Only those with the blood of
Amber can walk the Pattern and live.

Pattern is the most powerful and most useful of all Powers
available. At only fifty poins, it's the bargain of the Amber role-
playing system. Even more so than the other Powers, Pattern
takes time and experience for players to master. In the hands
of an expert, Pattern use is subtle and precise, wielded with an
understanding that Pattern is a very large tool that can be used
to do very fine work.

Attribute  Tips for Pattern Imprint. Although Psyche
is important for manipulating Pattern and Shadow, remember
that your Endurance must be at least Amber level in order to
actually walk the Pattern. Those with lower Endurance, either
Chaos or Human, must get some kind of assistance, or they
will die in the attempt. Tﬁe higher your Endurance, the more
damaged or exhausted you can be and still be able to walk the
Pattern.

PatternImprintAbilities

Travelling through Shadow. Sometimes called
the Hellride. This is done by changing minor things that lay in
your path. You, the player, decide that over the next hill will be
a patch ofblue flowers, around the next corner is a jagged rock
face, in the next village is a country fair. Down that alley is a
shop dealing in obscure weapons. By such minor changes you
move closer to what you seek in Shadow. Certain places are
easy to manipulate, such as those closest to chaos.
Manipulating shadow is harder the closer you get to Amber,
undl, in Amber itself, it cannot be changed at al% Some places
are difficult to get to, barred by monsters, hazards or whatever.
Finally, following a traveller through shadow is always easier
than taking your own path.

Since the shadows are without number, anything you

wish, anything at all, can be found somewhere in shadow.
Whether these shadows were always there, or whether they
have no existence until you arrive, or whether you create them
by your desire, is a question that has not been answered.

Moving Through Shadow. In Shadow, ifyou
stand unmoving, you are in the middle of a vast universe.
However, each step forward is an opportunity to visit another
" " . . . .

next door" universe, another of the infinite number of possible
variations on a world. In Shadow, so long as an Amberite can
move, walking, riding, sailing, swimming, flying, driving, or
crawling, it is possible to move through Shadow.

Shadow Walking is the easy way and is accomplished
by changing very subtle, very small details. So, for example, in
a ride through 1t’ﬁe woods of Shadow Earth, around the corner
you might expect to see a greenjay instead of a bluejay. That
one detail is an easy change. Shadow Walking is easy, but slow.

The Royal Way. Another way of walking or riding
through Shadow is by travelling through only Shadows
whereverythin is to the character's liking. For example, one
can choose to walk through the worlds where there will
always be welcoming faces and rosebuds strewn on the
roadway. Or, ifyou choose to travel in a luxurious train, you
can stick to those Shadows that contain rails. The Royal Way is
slow, and the changes are gradual, but it's very comf}(;rtable.

Hellriding is the harder way to go. In Shadow walking
you changed one detail, a bluejay into a greenjay. In a Hellride
you focus on a detail, and change the whole world around it.
Spot a bluejay and you decide to enter another Shadow,
completely different from Shadow Earth, but where bluejays
still fly. Hellriding is hard, but fast.

Character Objectives. Anythin and anyone can be
found somewhere out in Shadow. What you find depends on
what you describe to be your objective. Here are some of the
possibilities.

* A Shadow of the player's description. "I'm going to a
version of Shadow Avalon, but where Morgana is éueen
and where they use steam engines instead of horses."

* A character that the j)/ayer is seeking. "I'm going to out
to find Uncle Bleys.'

» An object that the
down a couple of S
equipment.”

{z%er describes. "1 want to track
A outfits and some other diving

* A situation defined b{ the player. "1 want to find a place
with a good bar fight, but where I won't seriously hurt
anybody, and where I can't be hurt too badly."

Most of the time the Game Master will simply respond
with the results, taking the player to the alternate Avalon, the
Shadow where Bleys is at present, just outside a SCUBA shop,
or right into the bar. The usual response from the Game
Master is, "after walking through Shadow for a time, you find
yourselfin the place you were seeking.”



Infinity. There are an infinite number of versions of
every Shadow. For example, there are countless versions of
Shadow Earth. Sometimes this gets a little confusing. After all,
when two characters arrange to "meet at the Savoy Hotel on
Shadow Earth," how do they avoid each going to different

versions?

Strengthening Shadow. Even though there are an
infinite number of each Shadow, they all pale compared to
those few Shadows that have been "strengthened" by a touch
of something real. Whenever someone from Amber visits a
Shadow they make it more solid than all of the surrounding
Shadows. For an Amberite character an overnight stay makes
the particular Shadow into that "place where I slept the night."

Stay for years, and the Shadow becomes correspondingly
real and vivid. Shadow Earth was made very real by Corwin's
lingering for four hundred years, plus the occasional visits of
other Amberites. Then, when Corwin left the Jewel of
Judgement on Shadow Earth for a time, the Shadow became
even more real.

Leading Others Through Shadow.Inthe

following quote Bleys loses many of the troops he leads
through Shadow. Had he been travelling alone he would still
have had to pass through the Shadows of the centaurs, of the
jungles and of the killer machines, but he would have passed
through these places so quickly that there would have been no
time for anything to attack him. Since he has such a long
column of troops, he must move through Shadow slowly.

Bleys By now was marching across the plains of the.
worlds. Somehow, I knew that he. would make it, past
whatever defenses "Eric had set up. [ kept in touch with
him By means of the cards, and I teamed of his encounters
along the way. Life, ten thousand men dead in a plains
battle with centaurs, five thousand Cost in an earthquake
of frightening proportions, fifteen hundred dead of a
whirlwind plague that swept the camps, nineteen
thousand dead or missing in action as they passed through
the jungles of a place I didn't recognize, when the napalm
fell upon them from the strange Buzzing things that
passed overhead, sue thousand deserting in a place that
looked like the heaven they had been promised., five
hundred unaccounted for as they crossed a sand flat where
a mushroom cloud Burned and towered Beside them, eighty-
si™ hundred gone as they moved through a valley of
suddenly militant machines that rolledforward on treads

and fired fires, eight hundred sicf and abandoned, two
hundred deadfrom flash floods, fifty-four dying of duels
among  themselves, three hundred dead from eating
poisonous native fruits, a thousand slain in a massive
stampede of buffalo-like creatures,  seventy-three gone
when their tents caught fire, fifteen hundred carried away

By the floods, two thousand slain By the winds that came
down from the Blue hills.

Nine Prince in Amber
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Shadow Time. A most useful aspect of Shadow is the
way it can be used as a handy time machine. It's impossible to
%o backwards in time. That leaves skipping forward or holding

ack time.

Hewillprobablybetired. Thatshouldslowhim
some.

No. Put yourselfin his place. Ifyou were 'Brand,
wouldn't you have headed for some shadow where the
time flow was different? Instead of an  afiernoon, he
could well have taken several days to rest up for this
evening’s ordeal. It is safest to assume that he will Be
ingoodshape. "

The Hand of Oberon

Skipping Forward in Time. The character goes
to a place where time moves slowly. While the character is
spending a few minutes in the "slow time" Shadow, time is
speeding hour by hour along in Amber. So a character can
leave, spend a few minutes out in Shadow, and return days, or
weeks later. It's even possible to find a Shadow that moves so
slowly that it becomes almost like a stasis, and where the
character can wait for years to pass in Amber.

Holding Back Time. The other handy trick of
Shadow time is going out to a "fast time" Shadows, where
hours pass relative to minutes ticking by in Amber. A character
could go to Shadow Earth for a ten hour sleep, and return to
Amber where only four hours have gone by. In faster Shadows
it's possible to spend years in preparation, while only a day or
so passes in Amber.

As I sailed into Shadow, a white Bird of my desire
came and satr upon my right shoulder, and I wrote a
note and tied it to its leg and sent it on its way. The
note said, T am coming, * and it was signed By me.

A blackbird of my desire came and sar on my lef
shoulder and I wrote a note and tied it 1o its leg and
sent it offinto the west.

It said, "Erie - Il be back*" and it was signed:
Corwin, Lord of Somber."

Nine Prince in Amber

Shadow Resources. In the passage above, whatis
Corwin doing?

As he moves through Shadow he is also seeking certain
things. In this case he first seeks a white bird that will alight on
his shoulder, and that will, after he has tied a note to its leg,
travel through Shadow to the place where he is destined to
arrive.

Then he seeks another bird, a black one. The black bird will
travel through Shadow to Amber and to someone who will
take his note to Eric.

Sure enough, later on in the story the white bird landed on
his shoulder, a signal that he had found the place he was
looking for. Likewise Eric got the message carried by the black
bird.
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Corwin could have easily have found two fish, each
destined to be caught, and cut open, at the two destinations. Or
two ships, each of which would happen to end up where he
wanted them to be.

Using Pattern near Amber. Pattern, in Amber,
or anywhere near the center of things, is nearly worthless.
Amber isjust too fixed, too real, to be manipulated. Characters
can use Pattern to get away from Amber, gradually moving
out into Shadow, but it may take many hours before even
subtle changes start to take effect.

Power Over Shadow. In shadow, the shadings of
one shadow to the next are vague. That means that small
changes can be made without travelling. Short of money?
Imagine a loose floorboard, under which is hidden a treasure,
look and it will be there. Those with the imprint of Amber's
pattern are endlessly lucky. What is possible can, with time and
effort, be made probable, and what is probable can be made
certain. While this power is absolute, it always involves some
movement, a shifting of the variety of Shadow for a particular
shade. Any Shadow manipulation is also slightly hazardous
because of your involuntary movement in shadow.

With enough time it's possible to shift just about anything
in Shadow. However, there are two important limitations.

First, in order to shift Shadow you must move. Subtle
changes don't require much movement, but the more drastic
the change, the more you must move around. The problem
here is that you can easily move right out of one Shadow and
into its neighbor. Be wary that, while shifting, you don't start
moving away from your objective.

Second, shifting Shadow is fairly slow. Far slower than
combat time. Ifyou wish to make use of some Shadow shifting
it's best if it be prepared before a battle. A minor change, such
as the color of a coin, might take as much as a half a minute.
Something useful, such as weakening a wall, or making a
weapon brittle, could take a minute or more.

UsingPattern to AffectProbability. Outin
Shadow, if there is any reasonable chance at all of something
happening, then a character with Pattern can make it happen.
The main limitations are time, since using Pattern takes a few
moments of concentration, and probability. A character can't
make something unlikely happen, not without going into an
adjacent Shadow.

Example of Using Pattern to Affecr Probability.

Mick's character Farleyias been fleeing from an odd set of

enemies, but is still attempting to stay in the same Shadow.

Here is how things might go:

GM: You see a carnival show. There's a barker out front, and a
couple of scantily-dressed women. It looks like you have to

ay a cashier for a ticket to get in.

MicE: Do I have the right change?

GM: I don't know. Does Farley want to have the right change?

Mick: Yeah, I'd appreci... Oh, I get it. Farley can use Pattern to
affect things. All right, I'll pull the right change out of my
pocket.

GM: Son ofa gun, that seems to be just the right amount.

Mick: I'll buy a ticket, and go on inside.

GM: You're taking in the sights and smells of the carnival,
when you notice three guys in pink suits-

Mick: Again? When am I going to lose these guys? I'll head
toward the exit.

GM: No problem, you get to the exit. Before you can leave, you
notice a bus has pulled up in front, and dozens more of the
people in pink suits are milling around.

Mick: Ick. I really want to get rid of them, so 111 use Pattern to
make them not be here.

GM: That doesn't seem to do anything. What are you doing?

Mick: I know, I know. You've got to move in order to really
affect Shadow. I'll start walking around the Carnival,
gradually subtracting everybody with pink suits.

GM: Good going! In a few minutes the crowd is still there, and
it feels like a slightly different Shadow, but the guys in

ink are gone. \Wiat are you doing now?

Mick: Well, I'm here, so I might as well enjoy myself. What is
there to do in this carnival?

GM: Let's see, you've got a choice of a sleazy-looking sideshow
filled with freaks, a cafe that's serving food and drink, a
carousel with carved horse-like things, and a row of little
booths, each with a different game.

Mick: What kind of games?

GM: O, things like the wheel of fortune, a weight-guesser,
ring toss and a shooting gallery, but with cross%ows.

Mick: That sounds neat, 111 walk up to the shooting gallery and
try a game.

GM: What are you using for money?

Mick: 111 just reach in my pocket and pull out the right change.

GM: Problem! You already emptied your pocket, so it's very
unlikely that there are any coins left in there. Now what?

Mick: Well, people are always dropping coins, so I suppose
there's one right about... here, where I'm standing.

GM: Right you are! Now are you going to the shooting gallery?

Mick: Notyet. I think I'll build up my stake first. You said there
was a roulette wheel?

GM: A Wheel of Fortune, almost the same thing,

Mick: 111 put my coin down on the winning number.

GM: Using Pattern again, you influence events and end up
winning a fistful of coins. And right about then you notice
a guy in a pink suit standing right next to you.

Mick: Ohno!

Shadows Of Desire. Any character can find exactly
the Shadow they desire. When this is done by a player
character, the Game Master should get a written description of
the Shadow from the player. There's really no limit to what a
character's Shadow might be, except that the more elaborate it
is, the longer it's going to take to get there. Shadows sought by
players can have any of the features of "bought" Shadows,
except, of course, that their Shadows run the risk of being
influenced by elder Amberites, or even by other player
characters.

Game Masters should also be aware of the unconscious
aspect of a player character's desires. The character's
problems, hopes, dreams, fantasies, and fears, all the things
that can show up in quizzes or in role-playing, can also show
up in a character's Shadow. For example, if a character is
having a problem with a particular elder Amberite, then one, or
more, Shadow versions of that character might be found in the

Shadow.

Pattern Defense. Picture the Pattern, walk it in your
mind. When it is complete, concentrate on the image. This



takes a few minutes, depending on your Psyche and how well
you can concentrate, but it strengthens your mind, and lends
strength to your existence. The main use is defensive, so a
character with Pattern to mind is pretty much immune to the
Logrus, and other Chaos-generated forces. Likewise, it's
difficult or impossible to use invasive Magic on a character
who has Pattern brought up like this. On the other hand,
keeping the Pattern in mind requires real concentration, so the
character can't run or fight effectively. If the character's
attention is broken, then the Pattern instanty flickers out.
Characters with Human rank Psyche are incapable of
picturing the Pattern.

Walking the Pattern. Should you want to get
somewhere quickly, there is a shortcut available. Just walk the
Pattern, any of the Patterns, and when you reach the middle,
you can instantly teleport yourself to anyplace you can
imagine. Walking the Pattern is tiring, it strains your
Endurance, and even your Strength, but it also purifies your
mind, repairing gaps in your memory, and shaking oft any
lingering curses, magical enchantments, or demonic
possessions.

Dying on the Pattern. Be cautious. Walking
the Pattern in a weakened state is fatal! Ifyour Endurance falls
to under Amber level then you won't have the energy to get
through the Pattern. Even if you normally have the required
Endurance and Strength, if your Attributes are temporarily
weak, you can die attemEting to walk the Pattern. Even then,
even when you are at the height of your power, it is still
possible for you to be attacked as you wind your way inward.
And, having walked the Pattern, unless your Endurance is
exceptional, you will be weakened and drained.

The Blood Curse of an Amberite. The rarest,
yet most feared, of all the powers of those of the blood of
Amber, is their ability to deliver a Blood Curse. Usually
delivered when dying, the curse is an evoking of a character's
personal relationship with the Pattern, a directing of their life
energies towards some terrible goal.

In game terms a character is trading away ten points (or
more) of "Stuff." If, after the curse, the character's life
continues, this means they will have lost as many Good Stuff
points, and gained as many Bad Stuff points, as is needed to
make up the ten points of the curse. Of course, ifthe character
actually dies, well... Then it's not a problem that concerns the
character any more.

The subject of the curse, whether person, place, or thing, is
then invested with the Bad Stuff, all of which will be directed
toward fulfilling the curse. It is also, theoretically, possible to
perform a "Blessing," such as that bestowed by Oberon at the
end of the Chronicles ofAmber.

Once performed, there is no known way of removing a
Blood Curse.

ThePowerofPattern-Page43

ADVANCED
PATTERN IMPRINT

75 points. Or, ifyou've already got Pattern Imprint,
an additional 25 points.

Your character has illuminated the reality of the Pattern
far beyond that of mere imprinting. With this power you
understand more deeply how the pattern works, how it affects
shadow, how it can be manipulated to serve your own ends.

Attribute Tips for Advanced Pattern Imprint. As
with other powers, the degree of your control over Pattern is
governed by your Psyche.

Advanced Pattern Abilities

Pattern MindwaLking. Once the pattern is summoned to
your mind you can use it as a great lens, to peer into shadow.
Anyone, anything can be observed in this way. And, having
found them, you may reach through the Pattern to touch mind
to mind, or even physically.

This power also allows you to open shadow to others,
putting the changes of the Hellride in the way of those who
know nothing of it. Those already in Hellrides can be
obstructed and sidetracked as long as you devote your
attention to it. Shift the Shadow that lies in their path, and you
can make passage smooth or rough, as you see fit.

Finding a particular item, or person, is, however, not as
easy as it might be. Frankly, there's a lot of ground to cover.
Just scanning all of Castle Amber could take hours. On the
other hand, if your Psyche is sharp, and if object of your search
is not disguised, then things can go much more quickly.
Likewise, 1f Pattern is being disturbed, by a Hellride, or by any
manipulation of Shadow, then the source of the disturbance
should be easy to locate.

Walking the Pattern of the Mind. Almost all of

the abilities of Advanced Pattern Imprint require that the
character imagine walking the Pattern, all the while visualizing
the Pattern coming into existence. Then, upon completing the
imaginary walk, the character must continue to focus on this
vision of the Pattern. As soon as the character's attention is
turned away, the Pattern will go down, and the whole process
starts all over again. The effort of holding the Pattern is
draining, and how long the character can keep it up depends
on the character's Endurance. Likewise any strenuous mental
activity, such as a Psychic battle, will cause the character to
lose the Pattern image.

Sensitivity to Logrus. Ifthe Pattern contacts the
Logrus, or Primal Chaos, then it tends to flare up, causing an
even greater drain on the character, and shoving the offensive
Chaos away. When the Pattern flares up, it's aﬁ the character
can do just keeping it up in the mind.

Looking Through the Pattern Lens.

Limitless, infinite Shadow 1s a terrible obstacle to finding
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anything. While a character with Advanced Pattern Imprint
can look at anything, anywhere, it's still only possible to look at
one place ata time.

For example, a character, searching for Corwin, might
look into his rooms in Castle Amber, in the Library, the Dining
Hall, the Practice Yard, and all around the grounds and
gardens. After those few seconds of searching, it's up to the
character to figure out where they'd like to look next. A
complete and careful search of Castle Amber might take five
minutes or more.

In another fifteen minutes, the whole City could be
searched. Checking Forest Arden's common trails, camps and
meadows, would take at least another halfhour, but checking
all of Forest Arden, looking behind every tree and in every
glen, could take days.

Traces of Pattern. Searching out in Shadow is usually a
lot easier. If the character knew about Corwin's long-time
residence on Shadow Earth, and knew how to locate the place,
then a search of that entire Shadow would take just a couple of
minutes. Why so fast? Because the character wouldn't have to
do any kind of place by place searching. Instead the entire
Shadow would be observed, and any "real" things, stuff
originating from Amber, would show up in contrast to the rest

of the Shadow.

Traces of Chaos. Just as someone with Pattern is
obvious in Shadow, so things connected with the Logrus seem
to radiate a malevolent stench. Just a peek through the
activated Pattern will reveal any nearby Logrus Master, or any
activated Logrus artifact.

Traces of Trump. Searching for Trump with Pattern
Lens is very difficult. The cards seem to have just a bit of
Pattern within them (at least the Amber Trump have Pattern).
That means they can be found with careful searching, but they
don't radiate with any particular vigor.

Traces of Shadow. The breaks in Shadow, caused by
those who have the Power to move from one Shadow to
another, can also be detected through the Pattern Lens. The
character looks for tiny disruptions in Shadow, attempting to
find their source locations in the Shadow being studied, which
other Shadows are involved, and what Power was used in the
disruption. How long this takes depends on how old the trail
and how major the disruption. If a single Hellrider passed
through the Shadow just minutes before, the traces could be
detected in just a minute or two. Ifthe passage had taken place
the day before, it might take an hour to find the traces.
However, if the disturbance was major, as is the case if a vast
army was led through, then the traces will be obvious and easy
to find even days later.

Altering the Rules. By focusing the Pattern on a
Shadow, or an area within a Shadow, it's possible for a
character to affect the local rules. For example, some Shadows
allow no magic, while in others technology won't work. With a
bit of concentration, the Advanced Pattern Initiate can change
these Shadows, allowing, or prohibiting, the use of different
natural laws. In other words, the operation of things like
gunpowder and electricity can be switched on and offat will.

Affecting someplace real, like Amber, is also possible,
though it takes enormous energy. A character can bring the
Pattern to mind, focus on a very limited area, say, the size of a
gun, and impose the condition that gunpowder would work in
thatarea. In this way, an Advanced Pattern Initiate could geta
pistol to work in Castle Amber. Affecting things this close to the
Pattern is very difficult, and tend to exhaust a character with
an Amber Rank Endurance in just a few minutes. Once the
character stops concentrating on the change, things will return
to normal.

Creating Shadow Pockets. Itis possible to create
special "pockets” or rifts in shadow. How these work are up to
each individual Game Master.

The basic idea is that all Shadow exists as reflections of
Amber, diminished by the distortion of the distant Logrus. A
Shadow Pocket would then be an artificial Shadow, with just a
sliver of Amber's image, brought into existence by a character's
minute warping of Pattern.

Shadow Pockets can be fixed to a particular location, or
may serve as gateways from one Shadow to a distant other, or
can be moved around by their creator. The environment inside
the Shadow Pocket is also entirely up to its creator. One
drawback to Shadow Pockets is their fragility. As artificial
constructs they are easily destroyed by others with Advanced
Pattern, or by the strong influence of Logrus.

Detectingb& Disguising Traces of Pattern.
The Blood of Amber is a substance that is very obvious to any
Advanced Initiate of Pattern. Ifit is highly activated, as is the
case with Advanced Pattern, then it's obvious from across a
crowded room. Less activated blood can be detected at a touch,
or when looking through the Pattern Lens.

The ability to "tune out" one's Pattern means that a
character can, at will, appear to have no Pattern, or potential to
walk the Pattern, or just a normal level of Pattern. This ability,
depending on the Game Master, is something that is either
gained with experimentation, or is something that must be
purchased during Character Advancement for something in
the range of five (5) points beyond Advanced Pattern Imprint.

Hellriding versus Advanced Pattern.
Hellriding has several advantages over the use of Advanced
Pattern, just as, at times, there are times when Advanced
Pattern is far superior.

Secking What is Lost in Shadow. When looking for
something missing out in Shadow, when there is no clue as to
where it might be, Hellriding works much better than
Advanced Pattern. On a Hellride the character can simply
picture the desired object, and Shift Shadow, zeroing in on the
target. Advanced Pattern has no "intuitive" way of discovering
a missing item, and a search through the Pattern Lens is
always directed by the character, one Shadow at a time.

Seeking a Character’s Shadow of Desire. Likewise,
establishing a Shadow of one's desires is something that can
only be done efficiently by walking or riding through Shadow.
Advanced Pattern can be used to locate any place, including a
character's Shadow of Desire, but only through a laborious
searching process.



Moving Through Shadow. If, on the other hand, you
already know where you are going, Advanced Pattern offer an
instant travel ticket. This is especially useful for getting in or
out of Amber, where normal Hellriding adds a day's worth of

travel to any trip.

Affecting  Probability. Both normal and Advanced
Pattern Initiates can affect probability and the contents of
Shadow. However, Advanced Pattern users don't need to
move to shift things around, they can control the outcome of
chance events while standing or sitting, with the power of their
will alone.

Pattern Travel. Summon the Pattern to your mind.
Now imagine walking it, traversing with your mind to its very
center. Once you have done this (in a couple of minutes with
total concentration, three times as long if you have
distractions), you will be able to teleport yourself anywhere,
instantly, just as ifyou had actually walked a Pattern. The only
drawback is that your mental image of Pattern will be
disrupted by the transfer, so Pattern will no longer be active in
your mind.

Pattern Editing. The image of the Pattern in your
mind can also serve as a tool to manipulate whole shadows
and the pathways between them. With this method you can
alter the structure of a shadow or even erase it altogether.
Erasing shadows is not something you would do Iight%y as it
seems to have a detrimental effect on the overall arrangement
of Pattern and Shadow.

Erasing Shadow. Doing away with a Shadow,
either on purpose, or by accident, will upset things in the larger
system of Shadow. Shadow Storms, shifting of Shadows
barriers, and the displacement of established pathways
through Shadow can all result from a Shadow being wiped
out. An even bigger problem is that elder Amberites and the
Lords of Chaos will likely notice this kind of large-scale

interference in the order of things.

Pattern Recognition. Any true initiate into the
realms of Advanced Pattern will have a peculiar sensitivity to
Pattern. Those of Pattern blood will be apparent by touch, and
other Advanced Pattern masters will be obvious across a room,
and sometimes even from a considerable distance, say, upon
entering a common shadow. The energy of Primal Pattern,
Amber Pattern, and the reflections of Amber, are all different,
and you can sense which is which by sensing their Pattern

energy.

The Power of Pattern - Page 45



Page 46 - The Power of Logrus




LOGRUS MASTERY

45Points.

NOTE: An absolute prerequisite for Logrus Mastery is
Shape Shifting. Attempting to invoke the Logrus without the
ability to Shape Shift to the demands of pure Chaos is subject to
involuntary shifts in both form and persona.

Walking the Logrus is a dangerous task that inevitably
leads to injury and madness. You accomplished your walk but
spent a lengthy period in Chaos recuperating. Now that you
have accepted the Logrus you may summon it to your mind
with a few moments of concentration.

However, the Logrus is an ever-changing and never-
repeating construct. Just keeping the slippery thing brought to
mind requires a lot of concentration. For example, a character
with Logrus brought to mind can't engage in a sword fight,
except very defensively against vastly inferior opponents.

Logrus users tend to regard Pattern users as "flat-landers."
That means they think of them as people who have access to a
lot of power, but a power that is only effective in a limited area,
in and around a pattern. Logrus, by contrast, works
everywhere, even in the depths of Castle Amber (although it
might be a bit risky to actually use Logrus in Castle Amber, as
one ofthose nasty elder Amberites could take offense).

Artribute Tips for Logrus Mastery. Psyche drives
Logrus more than any other Attribute. Amber level is really the
minimum for effectively using Logrus. The higher your
Psyche Rank, the more powerful will be your control over the
Logrus. However, don't neglect Endurance. A character whose
Endurance has dropped to Human level will not be able to
safely manipulate the Logrus, and risks being absorbed by its
dangerousinstability.

Logrus  Warnings: Madness ¢

Vulnerability

The Madness Of the Logrus. In Zelazny's later
series, we are told, by Merlin, that traversing the Logrus means
going mad for at least a time. Here are two ways of imposing
madness on player characters.

Blackouts. Characters who are not completely
themselves may, for a time, simply lose control of their
characters. What they did during their time "asleep” will be a

mystery.

Delusions. Since you, the Game Master, are the eyes,
ears and all the senses of the characters, you can inflict
madness by betraying those senses. Perhaps the character will
see monsters where friends are standing, or the eerie spectacle
of monsters peering from around corners, just out the corner
of the eye. Sure, the player may ignore it, but not safely.
Delusions, in Amber, can turn to flesh so easily... In any case,
the Game Master should mix this up enough so that the player
can never be sure just what is real and what is not.
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Vulnerability to Pattern & Trump.

Sensitivity to Pattern. Any time the Logrus, or any of
its tendrils, comes into contact with something containing
Pattern (like an Amberite), it sends a shockwave through the
entire Logrus construct. The sensation will instantly travel
along the tendril, and disrupt what the Logrus Master has
brought to mind, as well as conveying a rather nasty headache.
Any spells that have been hung on the Logrus can be destroyed
by the touch ofthe Pattern.

The Hazard of the Logrus Touching the Pattern
Izself” Using a Logrus tendril to touch a Pattern, can cause
severe damage, or even death. Worse, should Logrus-charged
blood come into direct contact with Pattern, it will instantly
ignite. This means that characters who have Logrus, when
wounded by a Pattern-based weapon, run the risk of their
blood catching fire!

Sensitivity to Trump. While the touch of Trump is not
so drastic as a touch of Pattern, it is dangerous in its own way.
When a Logrus Tendril touches a Trump, or touches a
character charged with Trump energy (anyone involved in a
Trump contact is charged with Trump, as is any Trump Artist
who wishes to exert the effort), it's like touching a pair of high-
powered electric wires together. The Logrus Master will
experience the shock, and will have to focus immediately on
detaching the connection and on maintaining the Logrus.

Logrus Master Abilities

Logrus Summoning. You may use the arms of the
Logrus to reach out into shadow and chaos for an item or
person of your desire. Having found it you may then pull it
towards you or pull yourself towards it. The reverse of this
process, pulling yourself toward an object, is how Logrus
Masters usually traverse Shadow.

Searching with Logrus Tendrils. Locating
objects using the tendrils of the Logrus is always dependent on
player character choices. Logrus Tendrils can be used to
search selectively, at the direction of the Logrus Master, or
automatically, relying on the chaotic movement of the Logrus
itself. Here's how 1t works:

GM: The cupboard is empty. There's no sign of the Crystal Ball
anywhere in the one-room house. What are you doing?

Beth: He got here before us! Let's go get him!

Kevin: We don't have time to go walking in Shadows. I'll just
search for the thing with the Logrus.

GM: Okay. Whatare you doing?

Kevin: I reach out with my Logrus filaments...

GM: Wélit a minute. You don't have Logrus brought up to
mind.

Kevin: Oh, yeah. Okay, Roderick will concentrate on bringing
the Logrus to mind.

GM: A few minutes later, you've got the Logrus up and
vibrating in your mind's eye. Now what are you doing?

Kevin: I reach out with my Logrus filaments.

GM: The thin lines flail outward from Roderick. Where are you
directing them?
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Kevin: I'll picture the Crystal Ball, and reach the lines towards
1t

GM: What are you picturing?

Kevin: A round, glass ball.

GM: No particular direction? Or are you just letting the Logrus
find its own way?

Kevin: Whatever would get it quickly.

GM: That would be leaving it up to the Logrus. There's a sense
of contact, your filaments lash over a sphere's cool, glassy
surface.

Kevin: Great, 111 yank it back here.

GM: Into your hands?

Kevin: Hmmm. No, rightback to the cupboard.

GM: No sweat, the crystal sphere appears, snugly fitting into
the velvet depression.

Beth: Il'll look into it, seeing if there's any impression of who
stole it.

GM: Okay, Yvonne is looking into the crystal sphere.

Kevin: See, (to the rest of the group), wasn't that a lot easier
than chasing around through Shadow?

GM: Beth, you see that the ball isn't really clear. It's filled with
little specks of shiny metal. It's also got three holes drilled
into the top part.

Beth: Holes? There aren't supposed to be any holes in the
Crystal Ball. What do they look like?

GM: Well, it's clear enough so you can see that the holes aren't
all that deep. One hole is bigger than the other two, and
spaced farther apart.

Beth: Yvonne will pick the stupid thing up by the holes.
Roderick, you idiot, you just retrieved a bowling ball!

Kevin: Whae?!?

GM: It does seem to be a bowling ball. Just made out of a
glassy material. Kind of pretty.

Willy: Can we go search now? The longer we wait, the worse
it's going to get.

Kevin: Hey, it wasn't my fault. I want to try again.

GM: Okay, you've still got the Logrus up to mind. What are
you doing?

Kevin: This time 111 just stick to this Shadow. I send out the
Logrus filaments again, searching outward, sensing for
the crystal ball.

GM: You focus on the filaments, flickering them outward and
away. Minutes pass as they spread miles and miles away.

Beth: Is this going to take long?

Kevin: Isie?

GM: No, you can probably search the whole world this way in
ten or twenty minutes.

Kevin: Okay, I keep going.

GM: You make a contact! What are you doing?

Kevin: I haul it here.

GM: Inyour hands?

Kevin: Yes!

GM: Okay, you're now holding a crystal ball.

Kevin: The right one?

GM: I don'tknow, what are you doing to find out?

Kevin: I've got the Logrus up already, so Ilook at it through the
Logrus.

GM: Not a trace of anything magical or mystical here. Seems
to be a piece of ordinary crystal. Though just the right size
and shape.

Kevin: I try again!

Willy: What's the chances of finding the wrong ball again?

GM: Well, most every Shadow is a whole world. I suppose
most of them have at least a few crystal balls of the right
size.

Kevin: Willy, that doesn't matter. My mistake was not
describing the exact Crystal Ball. I need to add in the
magical description, as well as just the way it looks. Then I
can search for just the specific Crystal Ball we're looking
for.

GM: Absolutely. You can either go Shadow by Shadow, or you
can just extend your filaments outward, untl you find
exactly what you're looking for.

Willy: How long could that take?

GM: Depends. Shadow by Shadow, it could take forever
because there are an infinite number of Shadows. Just
reaching out with Logrus is kind ofhaphazard. It might be
found in a few minutes, or a few days. Of course, if the ball
is protected somehow, shielded from the Logrus, or in a
Shadow barred to the Logrus, then it will never work.

Kevin: Hey, it's worth a shot. I'll concentrate on the exact
object, and reach out, letting the Logrus find the ball.

Beth: Yvonne is leaving! i

Logrus searching has advantages and disadvantages. The
advantage of using Logrus is that you can find generic objects
fast. Grabbing any defined object, sword, a p%ate of food, a
lantern, anything defined in a general sense comes quickly as
the Logrus finds the nearest occurrence in Shadow and snaps
toit

Unfortunately, the more specific you get, the longer it
takes for the Logrus to find anything. In the example above,
Kevin "pictured” the Crystal Ball and then said he wanted it
"quickly," so he got something that looked like his description.

Logrus Combat and Manipulation. You may
summon the Logrus and shape its force into useful shapes,
extensions that are far more powerful, and more flexible, than
normal Shadow matter. These extensions of Logrus operate
with a Strength that is equivalent to the Psyche of the Logrus
Master who controls them.

Logrus Sight. You may use the Logrus as a sensory
lens, either "seeing” through its center, or by "touching" a
distant place with a Logrus tendril. In this way you can see the
aura of Pattern or Logrus, or feel the distinct sensation of
Trump or Magic.

Using the Logrus as a lens, to examine anything in sight of
the Logrus Master, will reveal several things. First off, anyone
who is charged with either the Logrus or Pattern will be
immediately obvious. Any item can also be seen to be either a
thing of Shadow, of Amber, or of the Courts of Chaos. Magic,
whether from spells, forces, or creatures, is obvious. A careful
use of Logrus Sight, combined with touching of Logrus
Tendrils can reveal the general level of a character's Psyche,
and whether or not they are charged with any ambient magic
(i.e. Power Words).

Logrus Spell Storage. You may use the Logrusas a
"rack”" for the storing of spells. However, it always takes at
least ten minutes, plus the normal spell casting time, to "weave"
the spell into the Logrus, and any spell will "decay" within days
or weeks.



Logrus Defense. Bringing the Logrus to mind, you
may then use it to defend yourself in one of two ways. One
way is to fill your body with the force of the Logrus, making it
resistant to the effect of Pattern, Magic, Psyche, or other forces,
but providing no physical protection. Another way of using the
Logrus is as a "shield," blocking in any one direction, which is
effective against physical, energy and most Magical attacks,
but does not protect against Pattern, Logrus, Trump or Psyche.
You cannot use both techniques at the same time.

ADVANCED
LOGRUS MASTERY

70 Points. Or, if you've already got Logrus Mastery,
an additional 25 Points.

Attribute  Tips for Advanced Logrus Mastery. As
with standard Logrus Mastery, Psyche and Endurance are
important.

Realms Of ChaOS. Unlike Amberites, who simply
Hellride to their perfect Shadow retreat, those of the Courts of
Chaos will find a Shadow, and then manipulate it to perfection.
Since Shadows created with Advanced Logrus have a
tendency to drift back to their original form, most Advanced
Logrus Masters settle on a particular domain as home. It is
then shaped and maintained with a combination of Logrus,
Magic, and powerful Chaos creature servants. While the
personal realms of Shadow will, with precautions in place,
survive a long absence, very few Chaos Lords ever maintain
more than one realm ata time.

Starting with a Primal Plane. Locating an
unoccupied Primal Plane, conveniently located near the Courts
of Chaos, is difficult. Some of the friction between Lords of
Chaos comes from the frequent bickering over handy Primal
Planes, and battles can often be fought over those abandoned
or ill defended. However, once a Lord of Chaos obtains a
Primal Plane, and uses it as the base Shadow for a personal
realm, it has many advantages. First, it tends to have more of a
base reality, meaning that it is more resistant to any attacks by
forces or either Logrus or Pattern. Second, Primal Plane
realms, if properly cultivated, create a sphere of secondary

Shadows, making the Chaos Lord's domain all the greater.

Advanced Logrus Abilities

Manipulate Shadow. Using the Logrus, and the
Chaos resident in any Shadow, it is possible to manipulate the
structure of that Shadow, altering it to fit your wishes. In this
way, for example, the physical laws of the Shadow, or the form
ofits inhabitants, or any simple detail, will be changed. It takes
about as long as it takes Pattern initiates to Shift Shadow.
Eventually, if not tended, the Shadow will drift back to its
original form. The closer to Primal Chaos, the easier a Shadow
is to manipulate, and Shadows close to Amber are nearly
impossible to change.
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Summon and Control Creatures of Chaos.
Through observation and study, you can now recognize many
of the Creatures of Chaos, and, more importantly, you have
learned their weaknesses and the ways of binding and
controlling them. Just as there are infinite Shadows
surrounding Amber, so there are an infinite variety of
powerful creatures adrift in the fragmented Shadows of the
Logrus. A creature of Chaos is put together with the same rules
as those for artifacts and creatures. Figure out the points, and
then take an hour of searching for each point, plus another ten
minutes of binding and controlling for each point.

Shape Logrus Servants. The Logrus itself, cither
in part, or in whole, can be brought to life and manipulated as a
servant of the Advanced Logrus Master, but only so long as
full concentration is devoted to the task. In addition, it is
possible to separate a tendril of the Logrus, give it a simple
instruction, and leave it, untended, to perform its duty. Logrus
servants have Stren%th and Psyche each equal to Chaos Rank,
and a Human level of Warfare. In place of Endurance they
have a tireless Stamina, but can only heal or regenerate in a
place where Logrus is strong. They have no "minds" as such,
and will simply dissolve if attacked by a superior Psyche. The
number of Logrus servants on "duty" at any given time
depends on the Psyche of their creator.

Summon Primal Chaos. You may summon
"Primal Chaos." This force, a direct connection with the
untamed Chaos at the remote center of the Courts, will bring
total destruction to whatever Shadow it occupies. Once
summoned it must be dispelled quickly, or it will run amuck,
eventually absorbing the entire Shadow back into nothingness.
Summoning Primal Chaos too close to Amber or Pattern is
very, very dangerous, as there is little control in those places,
and the Logrus Master could easily be consumed. The merest
touch of Primal Chaos will instantly destroy anything of
Shadow.

Here's the perfect example of how, in Amber, the player
characters have the ability to destroy whole universes. Primal
Chaos destroys anything, and very little can stand against it
(though someone with Advanced Pattern might like to try).
Once released, unless halted before it gets out of hand, Primal
Chaos will destroy an entire Shadow.

Summoning Primal Chaos into Amber. A place of
true reality, like Amber, or any nearby place, are resistant to
the effects of Primal Chaos. Unless a character continually
"fed" the Logrus, and forced the Primal Chaos to remain in
existence, it will simply fade away near Amber.
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TRUMP ARTISTRY

40Points.

Trump cards are an eternal link between image and
reality. Trump can be used for communication, across limitless
Shadow, or for transportation. The subject of a Trump may be
a person, creature, place or thing. The cards of the family of
Amber are only one aspect of this discipline. The royalty of
Chaos (if they can be called such) also have decks of trump.

As a Trump Artist you are in a unique position. Trump
cards are one of the very few items that can't be found in
Shadow, can't be bought (except by a Trump Artist), and can't
be Conjured. The only way to obtain a Trump is from a Trump
Artist.

A Trump, once created, is a special artifact. Once filled
with the power of the Trump, a card becomes invulnerable to
any conventional forces. Likewise Trump are immune to
Logrus Tendrils (attempting to Logrus "grab" a Trump can be
painful), and the power of the Pattern. Trump sketches, on the
other hand, have no particular innate power, and are only as
durable as their paper medium.

Awtribute Tips for Trump Artistry. Psyche is the most
important Attribute for a Trump Artist. Not only is it essential
to have a good Ranking to use the Trump, but the better your
Psyche, the quicker you'll be able to absorb the essentials of any
new Trump subject.

Trump Artist Abilities

Creating Trumps. This involves creating a card
representing some particular person or place or object. When
the user concentrates on the card there will be a psychic bond
between the two. Creating a trump takes two days of
concentrated work. Working from memory, without a live
model, will double or triple the amount of time it takes to create
a card. Cards made from descriptions, without the Trump
Artist ever having observed the subject, have the large
possibility oflinking to a shadow, instead of the actual subject.

Trump Sketches. With simple drawing materials
you can sketch a place from memory. This takes agout 30-40
minutes. The resulting sketch has the same powers as a full
trump but is not as strongly attuned to the subject. The image is
not permanent, unlike permanent Trump, and, if the subject
changes, the sketch will lose its power. Once a Trump Sketch is
created it takes more concentration to use it than for a
comparable Trump card. If the subject of a Trump Sketch
changes form, or moves through Shadow, then the sketch will
stop working,.

Trump Identification. A Trump Artist can often
tell the identity of a caller, without opening to the contact.
Upon receiving a Trump Contact check through your Trump
Deck. The card of whoever is making the call will be
psychically active (though if another Trump conversation is
already taking place, this will narrow down the possibilities).
Obviously, this works only if a character happens to have the

caller's Trump.

Trump Defense. Trump Artists, recognizing the
power of the Trump, can use it for a defense. Evoking a Trump
defense requires using a Trump card (your own card works
best), and concentrating on the cool sensation. So long as the
concentration is maintained, the Trump will protect the
character against intrusions of Pattern, Logrus, Psyche and
most Magic. Maintaining a Trump defense is dependent on the
character's Endurance. Against major powers, maintaining a
Trump defense is just as difficult as a mind to mind battle.

Sensing Trump. As a Trump Artist you can
recognize the Trump quality in any object. Likewise, you'll be
able to recognize any Trump object, telling the difference
between a normal painting and one with Trump power.

Creating Trump Powered Artifacts. Trump
Acrtists, when constructing items, specifically Trump Artifacts,
can "build in" Trump Powers. See "Artifact & Creature
Creation" for more details.

ADVANCED
TRUMP ARTISTRY

60 Points. Or, ifyou've already got Trump Artistry,
an additional 20 Points.

Attribute  Tips  for Advanced Trump Artistry.
Psyche is all important.

Advanced
Trump Artist Abilities

Trump Memory. In creating a card, either a new
one, or redrawing an old one, you memorize the image, so it is
permanently imprinted in your own mind. That means you
can attempt to contact an image without an actual card being
present.

Trump Spying. There is another level of
concentration where you can simply observe the operation of
Trump. This allows you to overhear conversations as the
Trump is being used. However, you must actually touch the
specific trump. If you have Trump for only one of the
participants in a Trump Contact, you will overhear only what
that one person says, and will be unable to "hear" the other end
of the conversation.

Trump Gate. The ability to create an open doorway
from any one place to any other. It requires the construction of
a Trump Sketch (or card) for the destination point. It requires a
tremendous amount of personal energy in order to be opened,
and even more for the maintenance of the Trump Gate.

Trump Jamming. It's possible, with intense



concentration, to jam any one, or any number, of Trumps. It
requires the actual card of the subject of the jam. This can work
one of two ways. The first can be done on several targets, just
concentrate on all the cards and none of them will be able to
receive calls. Another possibility is to concentrate on a single
card and the victim will be blocked from sending or receiving
Trump calls. If the victims of this ploy simply give up, then
there is no problem. However, should someone "push” the
contact, the Trump Artist will be involved in a Psychic battle.

Trump Trap. The ability to capture others in trumps,
or project them to other places against their wills. There are a
wide range of possibilities, from Trump that work nearly
automatically, so they are activated by the merest touch or
glance, to Trump that, when activated, automatically transport
the wielder to the place they depict. Trump Trap also allows
the Trump Artist to create "disguised" Trump, where the
image that appears on the card is not the true subject of the

Trump.
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SHAPESHIFTING

35 Points.

This is the power to manipulate the tissue of your own
body. There are certain inherent limitations upon this. For
example, you may not add to or subtract from the total mass of
your body using shape-shift.

Shape Shifting comes with built-in dangers. While the
wielders of Pattern or Logrus run the risk of destroying the
universe, Shape Shifters face the day-to-day challenge of being
able to destroy themselves. For example, since the power
involves self-change, there's always the danger of changing to
a state where a character can't change back.

Fazir Warning. There are alot of nasty things that
can happen to player characters with Shape Shifting. Most
Shape Shifting is done at a character's leisure, carefully and
without difficulty. However, under time pressure, or when the
character has been over-doing it, things can get more difficult.

Time Needed for Shape Shifting, changinga

single feature, like toughening a character's skin into armor, or
changing fingernails into claws, is very quick, taking only ten
or fifteen seconds. The complete transition to a familiar form,
one that the character knows well and uses regularly, can be
attained in just a couple of minutes. The fastest complete
change is when a character goes "home," back to one of their
natural forms, and fastest of all if the character returns to
Human form.

All of which assumes a character being in good shape,
rested, well-fed, and uninjured. Lacking any one of these
conditions, the character can take twice as long to perform a
change. Ifin bad condition, starved, or exhausted, then Shape
Shifting becomes arduous and time consuming and may
become impossible altogether.

Endurance Limitations. The process of Shape
Shifting is enormously draining. Each cell of the character's
body is stressed, fatigued and drained of energy. Even one
ordinary Shape Shifting will exhaust a character of Human
Rank Endurance. Chaos Rank Endurance characters can
Shape Shift a couple of times a day without great strain.
Characters with Amber or better Endurance can Shape Shift at
will, needing only adequate nourishment (which can be aheck

ofalot for an Amberite!).

Learning New Forms. Shape Shifters can learn
just about any new forms, given enough time and practice. For
example, the first time a character attempts to imitate someone
else, they'll need some kind of reference to the features they
want to imitate, and a mirror to check the results. However,
given a few days of dedicated practice, a Shape Shifter will
have learned the form and will be able to take it on again with
only a short investment in time. The change to one of these
practiced forms isn't as quick as a change to a natural form, but
most Shape Shifters can change to a well-known form injusta
few minutes.

Attribute Tips for Chaos Shape Shifting. Psyche is
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important for maintaining your original personality in Shape
Shifting. However, even more important is Endurance.
Anything less than Amber Endurance will drastically limit the
number of Shape Shifts you can perform before becoming

exhausted.
Shape Shifting Abilities

Shape Shift Wounds. Once wounded, you don't
just heal quickly, you shape shift the body to repair itself. Open
wounds can be closed quickly, even during combat. Repairing
flesh, knitting bones, and, worst of all, regrowing nerves, takes
more time. Shape Shifting drastically i increases healing time,
but at a cost of the body's energy. If you've actually lost
something, a part ofyour body, like an eye, or an arm, then you
have to go through the long, slow process of regeneratlon
controlled by your Endurance Attribute. In the meantime, that
feature will be missing, no matter what shape you take.

Shape Body Parts. The changes you make depend
on the parts of the body. It's easier to manipulate soft tissue,
then cartilage, then bone. Most difficult things to change are
nerves. Holding a change requires full concentration, as your
body always prefers one of its familiar forms.

Shape Facial Features. With a massive effort, and
a mirror for reference, you can change your facial features,
even to the extent of disguising yourself, or imitating someone
else. However, this requires constant concentration. When
concentrating on something else, like a Trump battle, you'll
automatically start shifting back to your normal face.

Shape Natural Forms. Each character has three
"natural” forms which will be much easier to attain than any
others. The range of forms gives the character the capacity to
cope with a wide range of environmental changes.

Human Form. The primary form for any player
character will be human. In this form the character has no
bonuses, no particular advantages, but there are no drawbacks
either. While in Human Form the Lords of Chaos will be

considerably more resistant to Pattern.

Chaos Form. The first form is designed for combat, and
generally is demonic, with scales, fangs, claws, and other
natural hardware. Even characters from Amber will have a
Chaos form, although it's possible that they may not discover it
for many years.

Often called the demon form, this is simply because of the
character's appearance. Demon forms have the same basic
personalities as Human. Chaos Dwellers recognize that this
form is best for dealing with a wide range of environments,
any of which can show up at any time in the Courts of Chaos.
The character is naturally armored in this state and equipped
with natural weapons like talons, fangs, horns, and even spine-
tipped tails. In other words, Chaos form is the Shape Shifting
equivalent of putting on a suit of armor, and wielding a range
ofweapons. While the form is well equipped for Combat, there
are no Attribute advantages of any kind.

Avatar Form. The Avatar differs depending on whether
the character is from Amber or the Courts of Chaos. If from
Amber the Avatar form will be of some animal, usually of a size
and weight comparable to the player character. Chaos
dwellers have Avatar forms that are much more dramatic,
causing the body to turn into living fire, stone, air or water.
Elemental Avatar forms are suited for their particular
environments, common near the Courts of Chaos, but are
difficult to maintain in Shadows based on Amber's Pattern.

Avatar for Amber characters are simply animal shapes.
However, for Chaos dwellers, the Avatar form is more
unusual, adapting the body to survive in incredibly hostile
Chaotic Shadows. Elemental forms are usually based on either
fire, earth (stone), air or water, and are best suited for those
environments. Trying to maintain, for example, a water form,
outside of a watery environment is extremely difficult.

Shape Shift Animal Forms. Visuali 1zm<z§ the
persona of an animal allows you to take that animal's

This works best if you have first made a Psychic contact W1th
one of the animals. Once the form is "learned" the character
can accurately copy it at any time. You can Shape Shift claws,
teeth, hooves and horns, and armor like scales or plate. You can
shape-shift to a bird, or bat, capable of flight, but will be able to
fly only if your character has sufficient Strength (Amber or
better). After all, unless your character is really small, you're
trying to fly with a pretty hefty load.

While it is pretty easy to change into animal forms, it can
be difficult to learn to use their various abilities. The first time
in bird form, for example, the character will know nothing at
all about flying, and will have quite a difficult time ofit.

Automatic Shape Shift. Responding to the

sometimes rapid changes of environment in Chaos means
developing the ability to "let go" and allowing the body to
Shape Shift automatically in response to dangers or changes in
the area. This also includes the ability to Shape Shift
defensively, in response to where various kinds of attacks,
including those of Magic, Logrus, Pattern, and Trump.
While dangerous, there are times when there is no choice but to
rely on an automatic shift. When a character is falling,
drowning, strangling, being poisoned, bleeding to death, or
otherwise threatened with immediate death, there's just no
time to do a careful, well thought out shape shift. In these cases
you just take your foot off the brake and hope for the best.

What happens is that the unconscious part of the brain
takes over, linking directly into the body's Shape Shifting
function, and changing to the form best suited for surviving
the current threat. The character can try to resist the
Automatic Shape Shift, and success is usually determined by
the character's Psyche. This becomes very difficult if the body
has been conditioned, by a lot of previous use, so there's no
time left for the character to try to resist.
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Examples of Automatic Shape Shift. Here
are some of the possible stresses that can trigger an Automatic
Shape Shift, and how the body will likely respond. This is not

an exhaustive list, and certainly there are other possibilities.

Falling. The response of the body's Shape Shift to falling
is two fold. First, the body tries to catch as much wind as
possible, in an effort to break the fall. Even in a short fall
vestigial wings, or underarm skin flaps, will ripple out from the
character (provided that the character's clothing or armor isn't
too tough or too constrictive). Second, the hard parts of the
body soften, while the body's internal organs develop layers of
muscle. Having hit, the body will continue in the Automatic
Shape Shift mode, proceeding with repairs and letting the
changes slip back to normal.

Drowning. The first Automatic response is to cut down
on the body's need for oxygen. Unless the player character
overrides this impulse, the character will end up comatose, but
well preserved. Survival in this form is indefinite. It's possible
for the character to continue changing, slowly, even while in a
coma, to Shape Shiftinto a form that can breath water.

Poisoning. On Automatic the character's body will go
through incredible contortions and internal shifts, attempting
to isolate and expel the foreign substance. The character will
ooze from every opening in the body, including the sweat
glands. Poisoning a Shape Shifter is extremely difficult, but not
impossible. For members of the Courts of Chaos, poisons that
interfere with a character's ability to Shape Shift, or force a
Shape Shifter to take on a particular form, are pretty common
knowledge.

Mortal Wound. The Shape Shifter's version of Shock is
to shut down the body and devote all the Shape Shifting Power
to fixing the character's vital organs. In this state it is possible
for the character to stop all signs of life, so that no breathing,
heartbeat, or even brainwaves are active.

Pursuir. With the panicky reaction of flight from danger
the Shape Shifter can automatically start to shift to a body
more suited for running. The legs lengthen, with an increase in
muscle and tendons. Even more significant are the effects on
the brain of the character. The character's personality will
undergo a subtle change, giving the character a relentless
desire to keep running,.

Battle. There is a tendency for the body to automatically
move into Chaos form when wounds and exhaustion start to
take their toll. While common enough for those from the
Courts, Amberite Shape Shifters sometimes discover their
Chaos form in this way, but only when the stress is enormous.

Burning. The heat and sensations from burning throw
the Automatic Shape Shiftinto compensating for the heat. The
character's skin and exposed parts will grow a heat-resistant
layer of armor, and the body will devote more of its energy to
air conditioning, while at the same time acclimating to
operating at a higher temperature.

Primal Form. The most dangerous, yet most

durable form is that of the Primal Form. When a character
takes this state they become a being totally wired in to their
Shape Shifting ability, so that they instantly react and change
to accommodate anything threatening in their environment.
This means being able to always escape a predator, overcome
prey, and survive nearly anything. Each character's Primal
Form is different, a reflection of their deepest hopes, fears and
drives. Some characters will become vicious and dangerous
predators, attacking madly any vulnerable living thing. Others
will be more flight oriented, flecing from any and all possible
threats. Any Primal Form can instantly adapt to changes in
atmosphere, environment, temperature, or gravity. Adapting
to breathing underwater or in any liquid medium is also
automatic.

NOTE: No character is ever 'comnscious"
while in Primal Form. The danger is that a Primal
Form isn't really intelligent. The character's personality, while
it may survive in some dormant form, is no longer in control of
the character's body. For this reason a Primal Form is usually a
measure oflast resort.

Waking from Primal Form. Another problem is
that Primal Forms may never sleep or rest. Driven by their
pure urge for survival, they may never let down their guard
long enough for the player character's personality to resume
control. It's possible that the only way out is for the character's
friends to capture the Primal Form and force it to change. Or
the character may wake up in some incredibly distant Shadow,
the only place where the Primal Form felt "safe" enough to
nap. Another possibility is that the character's personality will
only become conscious when the Primal Form is so threatened

or trapped that it can't get out with just raw fury and Shape
Shifting.

Shape Shifting Gone Wrong.

Eventually, if players push their Shape Shifting, they'll go
over the line into some kind of personal horror story. The
mistakes are almost never life-threatening, but they are agony
for players. Still, getting burned by Shape Shifting is another
great way to build up the player character's personality
through adversity.

Losing Personality in Shape Shift One ofthe
most common problems facing a Shape Shifter is losing their
own personality, their own sense of self. Usually this is a result
of the character attempting to imitate another character, or
trying to take on the form of some psychically powerful entity.
When this happens a player may lose control of the character,
making it necessary for the Game Master to take over. In the
best of cases, the player character's persona returns to control
whenever the body goes unconscious. However, it is possible
that the "foreign" personality can take over for extended
periods.

Losing the Power to Shape Shift. Thisis a
particularly dangerous and debilitating problem that can take
one of two forms.

Loss of Shape Shifi Skill. The character's mind



can lose the ability to control the Shape Shifting mechanism of
the body. The character will then have to relearn Shape
Shifting through trial and error, a process that will probabfl)y
take a couple of weeks.

Loss  of Shape Shift Power. A more serious
condition, the body's cells lose their special Shape Shifting
property. The body becomes immutable and unchanging.
Eventually, as normal healing and regeneration take place, the
cells will recover. How long this will be depends on the
character's Endurance. Those with Human Rank will need a
year or more of restoration. Chaos Rank characters will be
back in Shape Shift form in about a month. Having Amber
Rank means being able to go back to Shape Shifting within a
week. Higher Ranks are faster yet.

Loss Of Both Skill and Power. The body's cells
will have to recover completely before the character can start
exercising the skill of Shape Shifting again. Add the recovery
time and the relearning time together and that's how long it
will be before the character is back to Shape Shifting normally.

Involuntary Shape Shifting. In some cases the
player may end up conditioning their character's body into
reacting in certain ways automatically. Most of the time this is
good. For example, if a character falls from a great height,
consciously thinking about making a change isn't nearly as fast
asletting the body do the change automatically.

Infection with Primal Chaos. Player
characters who push their Shape Shifting too far, inflicting
incredible stress on their body, run the risk of their shape
shifting going berserk. Every living thing must have a bit of
Primal Chaos as part of their makeup. Without chaos there is
no birth, growth or aging, only stasis. Shape Shifters are those
who can control the element of chaos that dwells within every

living thing,

Primal Chaos Cancer. Characters who have
pushed themselves too far, through exhaustion, fatigue and
starvation, can find that they lose control of some of their
body's cells. This is almost always discovered too late for any
preventative measures. Characters will find themselves
constantly drained as both body and Shape Shift abilities
attempt to contain the cancer. Both "tumors" and wild cells
roving through the body, will Shape Shift with incredible
speed, adapting to consume other cells, and multiplying every
few hours. If left unchecked, Primal Chaos Cancer will
eventually attack the character's vital organs, appear on the
skin, and will generally start to eat the character alive.

Total Primal Chaos. If allowed to completely run
its course, a Primal Chaos Infection will not necessarily kill the
character. Instead every remaining cell of the character's body
will become a separate tiny Shape Shifter. Effectively the
character becomes a mass of constantly changing cells, and
looking like an amorphous blob. No thought will remain,
because the neural connections will be severed. However, even
in this state it's possible for the character to be restored to
normal form.
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Curing Primal Chaos. Specific cures are up to
each individual Game Master. One possibility is the use of
Advanced Pattern, though this is incredibly destructive as the
Primal Chaos literally explodes through the body. There are
also "Cancer" specialists out in the Courts of Chaos trained in
dealing with this kind of problem, though their methods are

rumored to be barbaric and torturous.

Danger of Automatic Shape Shift. Letting go
of your body's natural facility also means surrendering control
of what form it may eventually take. That means that your
brain may also change, along with the body. The new form
may have urges, desires, or fears that are unnatural to your
normal personality, but which you will be helpless to resist. In
the worst case, you may lose your personality altogether,
regaining consclousness hours, or even years after the

Automatic Shape Shift.

ADVANCED
SHAPE SHIFTING

65 Points. Or ifyou've already got Shape Shift, an
additional 30 Points.

Attribute Tz’ﬁs Jfor Advanced Shape Shifting. Equal
in value are Psyche, for sensing the proper mind set of any
new shape, and Endurance, for surviving the stresses that
shifting puts on your body.

Advanced
Shape Shifting Abilities

Shape Shift Aura. This shifts the mind's Mental
Structure so it takes on a completely different Psychic aura.
Note that it doesn't change the ability, the Psyche, or anything
else. It just changes the appearance of the mind, so that a
Psychic touch will not detect the difference. Some of the
possible auras include that of a plant or animal, the lesser
Psyche of a normal human, or the imitation of any person's
Psyche known to your character.

Shape Shift Persona. Part of the problem with
trying to imitate someone else, regardless of whether you look,
sound, smell and feel like them, is that you can stll give
yourself away by not acting like them. Shape Shift Persona lets
you change your personality so even slight, subtle mannerisms
can be imitated.

Danger of Shape Shift Persona. 1f you

attempt to Shape Shift into the personality of a particularly
powerful mind, you run the risk of it overwhelming you. In
essence, you actually become that person, and may totally lose
control over your character. Usually this ends with sleep or
unconsciousness, when your own natural Persona will come
back into existence.

As the Game Master, you are constantly presenting to the
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player their character's view of the surrounding world. This
view can change in subtle ways, influencing showing how a
character's personality may interpret different things. For a
player character who has taken on a different persona, some of
these subtleties may get a little confused:

GM: 'You see a small shape dart in front of you, moving a little
too quickly, some weapon clutched in its paw. It screams a
threat and points at your head. What are you doing?"

GM: "You see a child running fast toward you, some toy
weapon in its hand. Skidding to a stop, the youngster
smiles, screams something you don't understand and
points at you. What are you doing?"

The Game Master responses from this point can continue
to be colored by the artificial persona. "You don't know what is
being said, but it's obviously a threat," if the persona is
suspicious or aggressive. Or, with a neutral tone, "You haven't
the vaguest idea what the kid is talking about. It's just loud.”
Finally, if the persona is kindly, "The words don't mean
anything, but the way the kid is talking you know it's part of a
game and that he's telling you to surrencfé:r or else."

Of course, for all the player knows, from either
description, the kid could be pointing a lethal weapon. The first
description warps things so they appear more dangerous, but
it could be that the situation really is dangerous. On the other
hand, if a player has taken on a gentler, kinder persona it's
possible that the second of the two (%escriptions will apply, even
when the character is confronted with something threatening,.

Example of Character Imitation with Advanced
Shape Shifi. Let's assume for the sake of this example, that
Roderick, Kevin's character, has gone from Shape Shift to
Advanced Shape Shift. He's facing a rough situation where his
usual means 0? escape are cut off, and his Warfare (still Chaos
Rank) is just not up to handling the situation.

GM: No good, the alley is a dead end.

Kevin: Ilook around, how far behind me are they?

GM: The crowd is gathering at the only opening to the alley.
They seem uncertain. From previous experience you think
they re waiting for the soldiers.

Kevin: I'll try bringing up Logrus again.

GM: Nothing. Even now, in your Chaos demon shape,
something is blocking you from using Logrus. You hear a
cheer from somewhere at the back of the crowd. What are
you doing?

Kevin: Great, just great, the soldiers are probably here again.
Any chance of fighting them off?

GM: Their pikes and halberds are really nasty, designed for
armor a lot tougher than yours. Plus they've got too much
reach, so they can keep you a good six or ten feet away.
Yes, the crowd seems to be parting.

Kevin: I need Warfare. Where are Dorell and Harick when you
really need them?

Cindy: Hey, it way your idea to go offalone, remember?

GM: You're also hearing some noise from somewhere high
above, at rooftop level. What are you doing?

Kevin: Who do I know who has the greatest Warfare?

GM: Benedict, of course, but you've already lost your Trump
deck.

Kevin: I'm going to change into Benedict. Right now.

GM: I've got to warn you Kevin, Benedict has a powerful
personality, a sense of identity that's older than you can
even imagine. You might never return to your own
persona!

Cindy: Why don't you imitate Dorell? Wouldn't it be safer?

Alex: Yuch. No way would he want to turn into Dorell. Kevin,
why don't you just go for Harick? You'll have Warfare to
spare.

Kevin: Game Master, correct me if I'm wrong, but when I
change into someone else, I don't get their full ability, do I?

GM: That's right. The copy is never quite as good as the
original.

Kevin: Then I've got no choice. It's got to be Benedict. I'm
doing it.

GM: Okay, you see the soldiers carefully assembling into their
ranks in attack formation. As you watch your vision
changes, it seems that you become acutely aware of their
every mistake, as if you should really be over there giving
them pointers. Also, your body is shifting to human form,
but in a more awkward way than you've ever experienced
before. Are you going to keep pushing it?

Kevin: Yes, I want the total Benedict package.

GM: You feel gradually shoved to the side, your perceptions
taking over, your body becoming foreign and distant. And
then, poof!

Kevin: What? What do I see?

GM: Nothing. I'll have to get back to you later.

Shape Shift Features. You can only accurately
substitute yourself for another person if you've had close
contact and the opportunity to practice. Partial shifting of
features, like moving your facial proportions around so that
you are no longer recognizable, is easy. However, doing this
analytically, for example, trying to turn your hair red by
picturing the color you want, doesn't work. Instead, you should
try imagining some other red-headed character, someone you
know well, concentrate on their hair, and then imitate the
person. Substituting yourself for someone larger than you
means you'll look like a skinny version of them. Changing into
someone of a smaller form means looking like a fatter version
of that character. However, it only takes about a week to fully
adjust, losing or gaining weight as necessary, and to become
an acceptable imitation.

Shape Shift Internal Structures. Your
character can move around, change, duplicate, and augment
the body's internal organs. Aside from the obvious benefits of
generating two hearts, or a sub-brain, you can use this ability to
regenerate lost body parts. Regeneration of lost parts takes
about a week of total concentration, using Shape Internal
Structures.

Shape Shift to Creatures of Power. Since
some creatures have innate powers, it's now possible to take
their form and use those powers. Certain shapes seem very
interesting, such as the demon shapes and dragon shapes that
promise tremendous power. Use the Item Creation Section as a
guide for the possibilities.

Each Game Master's campaign can present different
creatures of power. Dragons, for example, are mentioned in
Zelazny's Chronicles, but are never really described. So the



dragon form's powers will depend on the campaign. Likewise,
in the minds of some Game Masters a dragon's personality
could be very powerful, or very alien, and cause problems with
either perception, or, as in the case of the Primal Form, could
cause a loss ofidentity.

Shape Shift to Animal Abilities. Instead of

having to shift into animal form to gain the animal's ability,
you can simply change your own form to add the ability. For
example, you can have your character sprout wings like a bird
or a bat, grow gills, or develop claws or armored scales.

Shape Shift Others. Once a psychic contact has
been made, it's possible for an Advanced Shape Shifter to
impose Shape Shiging on someone else. If the subject resists,
this is possible only after the Shape Shifter has completely
dominated the other's mind with Psyche. On the other hand, if

the subject of the Shape Shift is willing, the process can be

quick and simple.
Creatures of Blood.

He took hold of my arm with his left hand and drew
his dagger with his right.

[ watched as he cut my arm, then resheathed his blade.

The blood came forth, and he cupped his lefs  hand and
caught it. He released my arm, covered his left hand with
his right and drew away from me. Raising his hands to his
face, he blew his breath into them and drew them quickly
apart,
’ A crested red bird the size of a raven, its feathers all
the color of my blood, stood on his hand, moved to his
wrist, looked at me. 'Even its eyes were red, and there was a
look of familiarity as it cocked its head and regarded me.

"Me is Corwin, the one you must follow," he told the
bird.  "Remember him.'

The Courts of Chaos

Shape Shift Blood. The blood ofan Advanced Shape
Shifter has very special properties. Cut yourself, bleed out a
few drops, and you can Shape the blood into a creature of your
desire. This creature will have a measure ofyour own powers.
So, for example, if you have the Blood of Amber, your blood
creature will have a bit of power over Pattern as well.

Corwin's bloodbird is a prime example of a creature made
of Shape Shifted blood. In this case the bird has the power to
fly through Shadow and has an innate "homing" connection to
Corwin. It's also important to note that the bloodbird is a non-
player character. It operated independently of Corwin,
delivering Oberon's package, then leaving, then returning to
rescue Corwin at that moment when his life was in grave
danger.
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MAGICAL
POWERS

Magical Powers, whether in the form of Power Words, or
Magic Spells, or Conjuration, are not primal powers. Instead,
Magic is a way of manipulating the stuff of Shadow. Since all
Shadow is built of the subte interplay between Pattern and
Logrus, Magic works with, and against, both those Powers.

In some Shadows, Magic is a real and potent force, easily
manipulated by local Sorcerers. These masters of local magic
are commonplace, extremely powerful, but are limited in that
their spells only work in that single Shadow. Even in their
home Shadow, changing the magical "mixture,” something an
Amberite or Logrus Master can do easily, renders them
helpless.

Such Sorcerers become much more dangerous when they
are exposed to other Shadows. Once they know that they must
tinker with their spells, altering them to match the magical
environment, then they have the potential to work their Magic
anywhere.

There are also places where Magic, by definition, will not
work. In such places only Power Words and magical items will
function, and most spells will be disabled.

POWER WORDS

10Points.

Power Words are a limited form of magic, used mostly in
a defensive way. Power words are easy to cast, instantaneous
in effect, but have no lasting effect. Because any Power Word
involves channeling a burst of Psyche, they are always
noticeable, never concealed.

Attribute Tip for Power Words. More important than
anything in using Power Words is Psyche. The higher the
Ranking in Psyche, the more powerful the impact that the
Power Word will have on its target. This is especially
important in battling Spell Casters, where an inadequate
Psyche, weakly driving a Power Word, may not be enough to
break their concentration. Endurance is also important, since
E:ach use of a Power Word is a drain on the character's life
orce.

Learning Power Words. Well, they don't have to
take the form of Power "words," they could as easily be
gestures, signs, whistles, finger snaps, or whatever the
character likes.

Unlike other forms of Magic, which use the power of
Shadow, Power Words are based on the power of the
character who speaks them. Power Words aren't just words,
they're actually a linkage, a magical connection, built into the
body of character who owns them.

Range, duration and the effects of Power Words are all
restricted to the immediate time and place of the caster. The

effects are somewhat uncertain since the raw power used does
not take into account the variables of chaos and pattern
influence in a particular place.

Each character is limited to exactly five Power Words. It is
possible to increase this number later, at character
advancement time, at a cost of one point per additional Power
Word. Once the five are selected, they may not be exchanged,
switched about, or otherwise substituted. That's the five you
start with, and that's the only five you're going to get.

And, while we're on the subject, Power Words are the only
"Power" in Amber for which there is no significant
advancement. With any other power an advanced version
confers greater potency and greater understanding. Putting
more points into Power Wordgs just gives the character more
Power Words.

The power words listed below are the ones that are well
known. Players can use the "word" listed, or invent their own.

It's also possible to invent new Power Words. Bear in mind
that, like all other Power Words, they must have an
instantaneous effect. The new ones can be substitutes for the
first five, or, at a cost of a point each, can be added on later.
New Power Words must be approved by the Game Master.

Counteracting Power Words. A drawback to
Power Words is that they are fairly simple and routine. If an
opponent is prepared, it's possible to overcome them.

However, counteracting Power Words requires specific
measures.

For example, the most common Power Word, Magic
Negation, breaks up a spell in mid-casting, while the Sorcerer is
invoking the Lynchpins of the spell. The Magic Negation
Power Word wouldn't work against an instantaneous spell,
one that is completely prepared, requiring no time-consuming
lynchpins.

It's also possible for a Sorcerer to be prepared in advance
for a Power Word, and to defend against it. The preparation
would require that the Sorcerer would have had to come to the
conflict prepared with a protective spell. Such a spell would
only be good against the Power Words the Sorcerer knows.
Since Power Words are unique to each character, a Sorcerer
can't make any sort of general or "all purpose” magical defense
against Power Words.

For this reason characters with Power Words tend to be
rather secretive. They only use them in genuine emergencies.
That way they greatly reduce the chance of being observed,
and of having their Power Words countered by others.

Making ug new Power Words. So long as the
restrictions are followed, players are allowed, or even
encouraged, to make up their own Power Words. In general
terms, Power Words have to be fast and easy. Fast, in that
what they do should happen in a flash. Easy means they can't
do anything complicated or that requires explaining or
defining conditions. For example, most Sorcerer's spells are
complex enough to require several parts or phases, something
impossible with a Power Word.

Power Word Energy Drain. Since Power Words
use the energy of the character, rather than magical energies,
they tend to be rather draining. For most Amberites, most of
the time, this is no particular problem. However, any character
with less than Amber Endurance (Chaos or Human) will be



tired by each use of a Power Word. A character of greater
Endurance, while not usually troubled, should beware of using
Power Words when engaged in some other difficult task, like
using the Jewel of ]ud%ement, Walking the Pattern, or
engagingin a Psychic Duel.

TWENTY POWER WORDS

1. Power Word {NOGTZ!}: Magic
Negation. This spells allows the disruption of gathering

magical energies. As a Sorcerer casts a spell, or releases a
stored spell, the Power Word disrupts the elegant structure ofa
spell and renders it useless. Ifused fast enough it can also fizzle
trap spells or wards before they are unleashed. The more
powerful the Psyche of the invoker of the Power Word,
relative to that of the source of the Magic, the more effective it
will be. It can also be used to neutralize active magic, including
shields and wards, and other things charged with magical
energies.

2. Power Word {POLRZ!}: Chaos Negation.
Used only against yourself. It works internally, inside your
own body, as self protection. Defends against destructive
changes to your person that might be rendered by the Logrus,
or by other damaging Chaos attacks.

3. Power Word {SHAGSK!): Psychic

Defense. Creates a burst of internal Psyche, enough to
disrupt any contact that you are involved in. Also works great
against the pressure of others trying to break into your mind.
Lasts only for a second but very useful against unexpected
attacks during times of psychic contact, or, for example, during
atrump call.

4. Power Word {ASKIIR!}: Psychic

Disrupt. Directly affects the creature. Naming the target,
especially with its "true name" ("Merlin Askiir!") makes it
much more effective. It works to disrupt the concentration of
the victim. So, someone with the Logrus or Pattern brought to
mind, orsomeone in atenuous Trump contact, would lose their
focus and have to start over again. Likewise someone casting
magic would be interrupted. Against a "named" target it will
work no matter what the difference in Psyche. Used without a
name, it is possible that the object of the Psychic Disrupt, if
superiorin Psyche, will be unaffected.

Repeated use of the Psychic Disrupt Power Word, against
the same opponent, will become less and less effective. Having
once felt its effect, the victim can brace for subsequent attacks.

5. Power Word {KROLAK!}: Neural

Disrupt. Directly affects a creature, throwing off their
coordination, and causing them to twitch or flinch
involuntarily. This is best used in a critical moment of battle,
changing the Warfare situation for amoment. Out of combatit
works if you need to grab something away from somebody,
knock them over, or do something where a momentary break
intheir coordination comesinhandy.

Naming the target, like "Oberon Krolak!" makes it
effective against that opponent. If the target is unnamed, then
the user of the Power Word must have a superior Psyche.
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After the first time, it's possible for victims to steel their
mind against the Power Word, and resist it's effects.

6. Power Word {LIEVZ!}: Lifeforce. This

power word generates a burst of living energy in the target.
Doesn't actually have enough time to do any healing, but does
break destructive anti-life energies. Also functions well as a
"wake up call" for those who are sleeping or unconscious. It's
also useful in certain medical emergencies, where the heart,
lungs or brain may have "seized" up momentarily. The target
will feel "good" briefly, as if they were in the peak of health,
regardless of their true condition.

7.Power Word {SCHANG!}: Resume True

Form. This is a command that forces a person or thing to go
back to their true form. Itis only effective on things that are not
currently in their proper shape. It's really useful ir. dir.pelling
magical alterations in just about anything. Shape Shifters, and
things with the power of Shape Shifting, can resist the effects,
but only with effort.

If used against an unnamed target the caster will need a
Psyche advantage. However, even if the Power Word fails, it is
likely that any iape-shifted subject will have reacted in some
way. Repeated use against the same opponent will be
gradually less and less effective.

a Power Word {FORTZ!}: Defensive Luck.
Creates an instant of fortunate karma, sort oflike a small dose
of "Good Stuff." Results will be either fortunate events for the
caster, or minor accidents befalling the opposition. It can only
be used once in any given combat location. It is best used when
some event seems to be dependent on chance. For example, it's
timely to use itjust as the enemy's foot is about to touch down
on a patch ofice.

9. Power Word {LEGANT!}: Pattern

Negation. As with Chaos Negation, it's something you cast
against yourself. Works internally as protection against the
influence of Pattern.

10. Power Word {VOILE!}: Pain Attack.

Gives a "jolt" of pain to the person or creature at which it is
directed. The momentary pain is a distraction, but does no real
damage. Named victims are affected, regardless of Psyche.
However, if the victim is not named, then resisting is possible
for opponents with a superior Psyche. The main effectis one of
surprise, so using it more than once against tough opponents is
pretty useless. On the other hand, wimpy or cowardly victims
can be driven into helpless terror by repeated uses.

11.Power Word {JASK!}: Trumg Disrupt.

Can be cast against a Trump card, instantly blocking any
active connection. Used either against a card in the caster's
hand, or, by pointing, at a nearby card. Ifthe caster is receiving
a Trump contact, where the other party is holding the card, it
can be cast through the contact. In this latter case, it will
succeed only if the caster has Psychic superiority. Only works
against a card that is currently in use, not a similar card in
another deck.
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12. Power Word {MAGIQUE!}: Process

Surge. In any process (fire, magic, pattern, etc.) this adds an
extra% rst or pmg For example, casting it on a working auto
engine would give it a quickie burst of extra power. A campfire
would briefly flare up. The most it can do is double the energy
exchange rate of the normal reaction.

13. Power Word {QU1MK!}: Process Snuff.

Momentarily dampens whatever is affected. Throwing it at a
car's engine would cause it to slow slightly, or even stall out. A
campfire would dim, but a flickering candle flame would likely
go out altogether. The effect is to dampen the reaction rate
down momentarily.

14. Power Word {OMBRE!}: Shade. Adds to
the darkness of all shadows in an area. The effects are spooky,
frightening, scary and forbidding, but with no real effect.
Basically used to disorient and confuse.

15. Power Word {LUUM!}: Light Strobe.

Releases a bright "strobe” or burst of white light. Can emit from
the character speaking the Power Word, or from an object that
is being touched. Useful in temporarily blinding an opponent
(at least the first time), but pretty useless for illumination.

16. Power Word {AFLAK!}: Spark. Creates a

single spark, like that generated when a match is first struck.
Only lasts a moment, but it's enough to start a fire, 1gn1te
something, or, against a living creature, cause a bit of pain.
Spark must be generated at a fingertip, or somewhere on the
caster's body.

17. Power Word {HURG!}: Burst of Magic.
Generates a "pulse” of magical energy, cither inside the caster's
body, or at some point outside ofit (the fingertip, for example).
Sometimes useful for activating magical items. Definitely
visible as a "flare” of magic for anyone observing with mystic
Logrus sight or by other means of detection.

18. Power Word {MARSK!}: Weaken

Structure. Temporarily weakens the molecular structure
ofan object. Works best on rigid objects made of metal, stone,
glass, and plastic. It's ineffective against organic material,
including flesh, bone, wood, cotton or wool cloth, and most
rope. Won't work against magic or mystic items. Timing is
important when using this Power Word, as it is best used at the
exact moment of impact. For example, so an enemy's weapon
or armor might shatter when struck.

19. Power Word {HAGGK!}: Thunder. The

Power Word, as spoken, is transformed into the sound of
thunder bolt, just as ifa stroke of lightning banged right from
the caster's mouth. Loud, with a sound that carries, and
startling. About the worst damage possible is temporary
deafness if shouted directly into the ear ofa victim.

20. Power Word {ZZAAQ!}: Burst of

Psyche. The caster's Psyche is boosted, just for an instant.
This may be enough to assist at a critical moment of an
attempted Trump call, or during a Psychic battle. It also serves

to brighten the character's Psyche, so that an observer will
notice the character.

SORCERY

15 Points.

Attribute  Tips for Sorcery. Although Psyche is crucial
for powering Spells, don't neglect the Attribute of Endurance.
Casting spells is time consuming and physically draining. A
less-than-Amber Endurance will limit the number of spells you
can create before dropping from fatigue.

Spell-Hanging and House-Cleaning

Alot of elder Amberites have full knowledge and power of
Sorcery. Most of them rarely use it. Spells have to be studied,
pre-prepared, maintained, refreshed, and constantly studied.
All in a.H, a lot of trouble. Frankly, it's just too much bother.

A careful, well-prepared sorcerer should have a dozen or
so spells on hand at any given time. Which means spending
about twenty hours a week on nit-picky maintenance. How
would you feel about spending twenty hours on the same
chores, week after week? How would you feel a year later? A
century later?

More important, what kind of person would spend
centuries on this kind of busy work?

Immortals, like those with the Blood of Amber, aren't
thrilled with that kind of busy-work. Especially when every
pleasure imaginable is out there in Shadow for the taking.
Even megalomaniacs, plotting to conquer everythin and
everybody can spend their time more productive %
researching real power like Pattern, Logrus and the like.

HowSpellsWork

Sorcery operates differently from Power Words
(characters who plan on engaging in magical combat would be
well advised to get both). The big difference between Power
Words and Sorcery is time. It takes anywhere from ten
minutes to several days to cast a spell. The way around this is
to prepare spells in advance.

Which leaves two main problems.

First you can only "memorize” one spell at a time. Even
then you've got to concentrate on the spell constantly. Ifyou
take a nap, get hit in the head, or work on other magic, the
memorized spell is going to be lost.

Which means the only practical way of storing prepared
spells is by puttmg them in some kind of container. Storing, or

"hanging," spells isn't something you can do just anywhere.
Spells are basically a weaving of power and information, and
they only last in an appropriate receptacle. The magical
container must be either a living thing, capable of
remembering the spell, or a magical artifact containing power
that can be forced into the form and structure of the spell.

Second, the other problem with prepared spells is that
they are very specific. A completed Invisibility Spell designed



to cloak someone on Shadow Earth, will do nothing at all if cast
in another Shadow. A Lightning Bolt Spell readied for casting
in the Courts of Chaos will be a sparkly cfud in Castle Amber. A
spell designed to bind a human of Shadow Earth is harmless
against a Lord of Chaos. A magical barrier cast to keep out
Pattern energy is transparent to the tendrils of the Logrus.

No problem, ifyou happen to know exactly what, where,
why, when and how your spell is going to be used. Not likely,
eh?

The way around this is to prepare spells that aren't quite
complete. Instead of preparing the entire spell, you leave out a
few key instructions, which can be filled in when the spell is
finally released. We call these instructions lynchpins.

Lynchpins
and Spell-Casting

I lined up the spoken signatures and edited them into
a spell. Subuy would probably have gotten it down even
shorter, But there is a point of diminishing returns on
these things, and I had mine figured to where it should
worfi if my main guesses were correct. So I coCCated it and
assembled it. It was fairCy tang—too Cong to rattle offin
its entirety if I were in the hurry I proBaBCy would be.
Studying 1t, I saw that three linchpins would probably
hold it, though four would Be Better.

I summoned the Logrus and extended my tongue into
its moving pattern. Then I spoke the spell, slowly and
dearly, leaving out the four fey words I had chosen to
omit. The woods grew absolutely still about me as the
words rang out. The spell hung Before me like a crippled
butterfly of sound and color, trapped within the
syncsthetic weB of my personal vision of the Logrus, to
come again when I summoned it, to Be released when I
uttered the four omitted words.

Blood ofAmber

Lynchpins are the words you use when triggering a
hung or memorized spell, defining last-minute conditions.

The most common lynchpin is Magic of Shadow. This
defines the type of Magic present in a given Shadow. Without
a specific description of the Magic of L%e environment where a
spell is cast, no spell can work.

Other common lynchpins define the target of the spell, the
duration, and the conditions for the turning the spell off.

Although lynchpins make stored spells flexible, they have
disadvantages.

Lynchpins take time. Each lynchpin adds time to the Base
Casting Time. Lynchpins also add time to the unleashing of a
spell. The more lynchpins there are, the more opportunity
there is for others to interfere in the spell.

Psyche and Spell Casting. Your character's Psyche isn't
crucial with many Magic Spells. However, the "Invasive"
spells, those that must enter an opponent's body, require a
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contest of Psyche.

Spell Building. Aside from the "Basic" spells listed below,
you can create and name your own spells. See the following
section on Magic Creation for more details. Any spells that you
overhear, you may also attempt to memorize and imitate,
though this can be dangerous.

Mind links and Magicspells. Ifthe Sorcerer
has established a mind to mind Psyche link, either through the
willing or unwilling-but-helpless cooperation of another, it's
possible to release any of the spells through the linked mind.
The spell can be cast on the subject of the link, or, using that
person's mind as a conduit, as if the Sorcerer were present on
the scene. While a simple matter, most Amberites are highly
suspicious of having spells cast through their own Psyche, first
because the spell could turn out to be a direct attack, against
which they'd have no defense. Secondly, because magic can be
rather unpredictable in the hands ofinexperienced users.

Sorcery and the Logrus. Logrus Masters and Advanced
Logrus Masters have a huge advantage over other Sorcerers.
That's because the Logrus itself can be used for "hanging"
spells. In addition, spells can be cast out along a Logrus
Tendril. In other words, the Logrus Master can send out the
Tendrils, seeking a distant object or Shadow, and, when
contact is made, spells can be cast out of the end of the tendril.

Personal "Style" and Sorcel?'. Each character
brings their own unique signature to spell-casting. On one
hand this means that Sorcerers can come to recognize
distinctive spells and discover spells created by Sorcerers they
know well.

The other aspect of personal style is that characters can
create their own special effects. This can be built into spells, or
used as another lynchpin, defining the character's trademark.
Sparks, smoke, lights, glitter, radiance, or glow can be
complemented by a unique color, scent, sound, or whatever.
Each Sorcerer should pick a unique mark, such as a green
flame, and stick with it. Personal special effects are harmless,
but can serve as a good warning to others.

BASIC MAGIC SPELLS

The following spells are those taught to a beginning
Sorcerer. Any basic spell can be cast the long, safe way. Spells
that are to be stored for later use must be either memorized by
the caster, or "hung" in some way.

INVASIVE MAGIC SPELLS

Spells where the magic is brought forth directly inside of
the target or victim. Typical invasive spells are attack oriented,
and attempt to alter or change the victim. Note that the
"victim" of any Invasive spell can choose to open themselves to
it, negating the need for superior Psyche.

1. Basic Spell: Mind Touch. Opens a mind to
mind link between the caster and the victim. This link performs
the same way as touch or a Trump contact, allowing the two
minds to touch. Requires overcoming the Psyche of the victim,
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so an advantage in Psyche is required. The exact location of the
victim, specifying which Shadow, and where in that Shadow,
is needed for the spell to succeed. Which is obviously not a
problem if the victim is in sight of the caster. The duration is
indefinite, lasting as long as the Psyche contact persists.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Name/Description of Subject, Name of Caster's Current
Shadow location, Name of Subgect's location in Shadow,

Duration (Optional), Dispel Word (Optional).

2. Basic Spell: Quell. By influencing and altering
the nervous system of the victim, this spell puts them to sleep.
It requires overcoming the Psyche of the victim. Duration
depends on whether or not anything disturbs the victim (a
person who is put to sleep and falls into a batch of stinging
nettles isn't likely to stay "Quelled" for very long,).

Base Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.
Name/Description of Subject, Magic of Shadow, Duration
(Optional), Dispel Word (Optional).

Variations: Can be modified to affect any natural bodily
function of the victim, either speeding up or slowing natural
processes.

3.BasicSpell: CardiacArrest, stops the heart
of the victim. Effect is instantaneous. Those with Human
Endurance will simply collapse and die. A Chaos ranked
Endurance character will suffer the equivalent of a heart
attack, requiring a week of bed rest to recover. For characters
of Amber or better Endurance, the effects will be alarming,
roughly equal to a sudden blackout, but harmless in the long
run.
Base Casting Time: One Hour
Lynchpins: Additional ten minutes casting time each.
Name/Description of Subject, Magic of Shadow, Duration
(Optional), Dispel Word (Optional).

4. Basic Spell: Stone Bindinf. Changes the time
rate inside the victim, so they are slowed down into immobility,
relative to their environment. The resulting statue remains this
way indefinitely, in any one Shadow. Requires a Psyche
advantage.

Getting rid of the spell is fairly simple. A touch of Pattern
or Logrus power will easily dispel the binding. Likewise,
moving the "statue" around in Shadow tends to decay the
magic, so that the spell will wear offin a few hours.

Base Casting Time: One and a half Hours

Lynchpins: Additional fifteen minutes casting time each.
Name/Description of Subject, Magic of Shadow, Duration
(Optional), Dispel Word (Optional).

5. Basic Spell: Invisibility. Turns the subject
invisible, or, if desired, partly transparent. One big drawback is
that with complete invisibility all light passes through the body,
so there's no light for the eye to pick up, and the subject is
effectively blind. Therefore it's best to become only partly
invisible, so there's still enough light to see, though dimly.
During bright daylight 95% invisibility would leave enough
light to see. On a dark night 50% invisibility would make the
cﬁaracter impossible to see, but would leave at least some light
to see by. Invisible objects make normal amounts of noise,

smell, taste, and are just as noticeable with Psychic or mystical
powers as anyone else.

Base Casting Time: One Hour.

Lynchpins: Additional ten minutes casting time each.
Name/Description of subject, Magic of Shadow, Degree of
Invisibility, Duration (Optional), Dispel Word (Optionalg).

Variations: Turning insubstantial instead ofinvisible is one
possibility. However, with a total insubstantial form there are
two drawbacks, first, one would be deaf, and second, unless
somehow prevented, the subject would start falling down

through the ground.
6. Basic ggell: Strength Drain. Reduces the

Attribute of Strength to Human level. Dispelled by a touch of
Pattern or Logrus, or by a movement through Shadow. Lasts
indefinitely in any one Shadow.

Base Casting Time: Two Hours

Lynchpins: Additional twenty minutes casting time each.
Name of Subject, Magic of Shadow, Duration (Optional),
Dispel Word (Optional).

DEFENSIVE MAGIC SPELLS

All are designed to protect the caster from a variety of
threats. Among others, there are those that "block” attacks
using barriers, those that "absorb" threats, and those that fill the
body with defensive energies.

7. Basic Spell: Bodily Defense. Fills the body
with magical energy devoted to blocking out external
influences. Although the spell can be tailored for any specific
threat, the basic spell is designed to work against Magic,
Trump, Logrus, and/or Pattern. Lasts up to one hour or until
dispelled by the caster.

Casting Time: One Hour.

Lynchpins: Additional ten minutes casting time each.
Name/Description of Subject, Magic of Shadow, Duration
(Optional), Dispel Word (Optional), Protection Range
(Naming Magic, Pattern, Logrus, Trump, or any combination).

8. Basic Spell: Defensive Shield. A magical
shield, fixed in place, is cast as a barrier. The basic spell works
against Physical Attacks, plus Fire, Heat, Lightning, Wind,
Rain, and harsh Weather. A determined individual, of Amber
Strength or better, or any largish moving object (a bulldozer, or
a dragon), will be able to penetrate the barrier. Will last for a
maximum of two hours in Amber.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.
Magic of Shadow, Placement of Shield, Dimensions of Shield,
Shape of Shield (Optional, will be square unless otherwise
defined), Limits of Effectiveness (name the forces it blocks -
Optional), Duration (Optional), Dispel Word (Optional).

9. Basic Spell: Magical Drain. Creates ahole
through which all loose magic is drained away. Effectively
limits the magic in an area, up to two miles in diameter, where
spells will be drained as they are cast, or as lynchpins are
inserted, or, for those successfully cast, any magical energies
they generate. Duration, if undisturbed, is thirty minutes in
Amber. However, the drain can be made self-sustaining, so the



more magic the spell drains, the longer it lasts. Ifenough magic
enters before any thirty minute time segment expires, it can
continue indefinitely (unless, of course, a duration is defined).
Although it can be dispelled by other energies, dispelling a
Magic Drain with magic is near impossible, since r.lfi)e magic
just goes away.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.
Magic of Shadow, Placement of Hole, Drain Exit (can be
simply into the ground, or dispersed, or off to another Shadow
location), Area of Drain Effect (Optional), Duration (Optional),
Dispel Word (Optional).

10. Basic Spell: Defensive Psyche Ward.

Placed on a doorway, on walls, or simply as a circle drawn on
the ground, it creates a Psyche barrier to any who attempt to
pass. Creatures of less than Amber Psyche will be unabE: to
pass the barrier. Ifleft untended, the Ward has the equivalent
Psyche of an Amberite, and can be forced in about as long as it
would take the intruder to make a Trump contact. However, it
is possible to link the Ward to the mind of the caster, or one
who the caster chooses, in which case anyone attempting to
force the Ward would end up in a direct mind to mind link.
Lasts up to twenty-four hours in Amber, or, if linked, until
dispellei

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.
Magic of Shadow, Line of Ward (Touch, the caster must
actually move a finger or pointer, tracing the line or boundary
of the Ward's limits), Unattended (Optional), Linked
(Optional), Name of Link (Optional - only if Linked), Duration
(Optional), Dispel Word (Optional).

11. Basic Spell: Defensive Material. Gives
any object the qualities of a shield that is Invulnerable against
Conventional Weapons. Basically, the object then becomes
invulnerable to missile fire, blades, and normal energy like fire
and electricity. Can only be cast on a single object, made of a
single type of material (a cotton shirt, a wooden shield, a rock
wall). Lasts indefinitely in any one Shadow. Has no resistance
to being dispelled with Psyche, magic or in any other way.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.
Magic of Shadow, Name of Object, Duration (Optional), Dispel
Word (Optional).

SUMMONINGMAGICSPELLS

Although summoning spells can be used for a variety of
things, they are most often used offensively, to draw objects
and forces out of Shadow as weapons.

12. Basic Spell: Lightning Bolt. The magic

actually opens up a conductive line between some highly
charged place in Shadow, and a target area. Duration is
instantaneous, but the conductive "channel" must be defined
before the Shadow hole is opened, other wise the caster will be
the first target. Unfortunately this "lag time" is enough for
those with Psyche sensitivity to dodge out of the way, but it
works great against stationary targets and massed soldiers.
Chances of hitting a target depend on the character's Warfare.

Magical Powers - Page 63

Casting Time: One Hour
Lynchpins: Additional ten minutes casting time each.
Direction of Conductive Channel, Distance of Channel

(Optional), Magic of Shadow, Trigger.

13. Basic Spell: Pressurized Lava. A quick
opening, from the current location, to a place where lava is
under high pressure, allows for a chunk of the super-heated
rock to blast out from the caster. The size of the lava chunk is
defined by the caster, but anything over 200 pounds is risky
because of the intense heat. Hitung, as with all projectiles,
depends on the Warfare of the caster. The range is limited by
the size, so the biggest chunks travel only a few feet, where a
tiny blob can arc out over a couple of hundred feet.

Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Magic of Shadow, Hand Motions (gestures are used to specify
the location of the opening, and the tilt of the hands show the
angle through which the lava will exit), Size of Lava Chunk,
Trigger.

Variations: Any fluid material under pressure can be
substituted for the lava. For example, sea water or fresh water
taken from the depths, rain or wind from a Shadow with great
air pressure, even liquid sulphur, mercury or white-hot iron.

14. Basic Spell: Replicate Shadow Object.
Forms a duplicate out of Shadow of any object. Making a
replicate of a living thing could result in a living duplicate, or if
the Sorcerer prefers, a dead duplicate (a corpse). No duplicated
item, living or otherwise, will have the powers or magic of the
original. Duplicates last until dispelled, or untl moved from the
Shadow where they were created.

Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Name of Object, Magic of Shadow, Living or Dead (Optional),
Duration (Optional), Dispel Word (Optional).

15. Basic Spell: Self-Teleport. Transports the
caster to a specified [ocation. The location can be built into the
casting, or can be defined as a series oflynchpins. Takes place
instantly. Comes in two varieties. One, where ifyou are bound,
or chained, or otherwise held, the spell does not release you, but
may transport you along with whatever is attached to you.
The other, where you are teleported free of anything bound or
attached to your body, but also leaving behind all your other
possessions, clothing, weapons, jewelry, and even objects held
in your hand.

Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Magic of Shadow, Name of Destination (Optional), Transport
with Possessions (Optional, the caster will bring along
possessions, and anything loose that is being grasped, up to
about a ton, but it won't work if the caster is chained or
attached to something really large), Transport without
Possessions (Optional, the caster will arrive naked, leaving all
possession behind, but escapes bindings, chains, or the grasp of
any hostile).
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BUILDING CUSTOM SPELLS

Creating spells is just that, a creative process. Each spell is
assembled from the four component spells listed below. No
matter what you may wish to do, generating earthquakes or
insects, requires assembly from the same set of "mierospells.”

The amount of time it takes to cast a spell depends on the
components used, combined with the time it takes to build in
each lynchpin. Each spell takes as much time to cast as the total
of all the micro-spells involved (30 minutes each), plus ten
minutes for each of the lynchpins built into the spell.

Inventing new spells also takes time. A variation on a
single micro-spell, like a Shadow Opening that releases an
insect swarm, takes a week's worth of experimentation.
Combining different types of micro-spells effectively acts to
multiply the amount of tme needed for research. For example,
a spell to drain a victim's body of fluids would need two
components, a Mind Touch and a Shadow Opening. Each
Micro-Spell takes a week, combining to two weeks, which is
then multiplied by the number of different kinds (two), leaving
a total of four weeks needed for experimentation. A triple
micro-spell would take three times three, or nine weeks to
perfect.

MAGIC RULE #1: No spell can invoke a
power, unless the caster of the spell actually possesses that
power. Powers include, but are not limited to, Pattern, Logrus,
Trump, and Shape Shift. For example, a sorcerer without the
Blood of Amber can't create a spell that calls upon the power of
thePattern.

MAGIC RULE #2: Spells can only be
combined with a power if the caster has an advanced version
of the power. Powers include, but are not limited to, Pattern,
Logrus, Trump, and Shape Shift. For example, a spell that
combines its actions with a Logrus Tendril could only be
created by an Advanced Logrus Master.

1.Micro-Spell: Shadow Opening. The first
basic spell of the Sorcerer is that of creating openings, or
"gates” from one Shadow to another, or simply from one point
to another within a Shadow. These gates are usually
temporary, maintaining themselves just with the Psychic
energy of the caster, for only an instant. The most common
Shadow Opening spell is Teleportation, used by the caster to
travel through Shadow. However, with the addition of magical
energies, either from a Magical Energy spell, or from other
tapped energies. Given sufficient energy, a Shadow Opening
can be maintained indefinitely.

Sometimes, as with the Pressurized Lava spell, a Shadow
Opening spell is useful as a weapon. Similar gateways can be
used to channel in water, wind, or other natural elements.

The Lightning Bolt spell uses a Shadow Opening to gate in
the lightning, but the area must first be prepared with a
Shadow Manipulation; otherwise the bolt would pass through
the nearest object, namely the caster.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Name of Current Shadow, Name of Destination Shadow,
Name of Destination Shadow Location, Duration (Optional),
Dispel Word (Optional).

2. Micro-Spell: Shadow Manipulation.
Using magic to alter or change the stuff of Shadow can be used
by itself. Shadow Manipulation can be used to change the form
of a piece of Shadow stuff, like changing a steel door into one
made of clear glass. In combination with a mind link spell,
Shadow Manipulation can be used against a person, inducing
sleep, pain, or some kind of change in a victim. Shadow
Manipulation can be prepared for the use of other magics.

Here are the possibilities:

Shape Shift Shadow Items. Objects can be changed in
shape, size, mass or qualities. This is also what one would use to
change a creature's body.

Prepare Item or Area for Maggz’ml Energy. Used to
prepare objects that are to be powered by magic. Also used to
prepare an item that can be used for hanging spells.

Define  Channel for Magic Energy. Used for magic
wards, circles, barriers, and other vectors.

Each change requires a separate Micro-Spell: Shadow
Manipulation. For example, casting a single spell that turns a
rock into an amulet (Shape Shift Shadow Item), and then
preparing that amulet for storing magical energy (Prepare
Item for Magical Energy), would require two Micro-Spells:
Shadow Manipulation.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Name of Current Shadow, Duration (Optional), Dispel Word
(Optional).

3. Micro-Spell: Magical Energy. This spell
creates raw magical power. Limits of the energy that the spell
can generate is more a matter of how much spells and objects
can contain, rather than any innate shortage of magic. Ifa spell
is to be maintained, it must have a "poo%" of magic to work
with. Object's are usually limited to an hour's worth of magic,
and fields, such as magical walls, wards and so on, are usually
limited to about twelve hours of power.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Name of Current Shadow, Duration (Optional), Dispel Word
(Optional).

4. Micro-Spell: Mind Touch. Opens a mind to
mind link between the caster and a subject. This link works the
same way as touch or a Trump contact, allowing the two
minds to touch. Taken by itself, this spell simply creates a link.
It is also the basic building block of any spell that can directly
affect another creature.

Overcoming the Psyche of the victim is always a
consideration (unless the object of the spell opens their mind
and becomes a willing subject). This means a Psyche
superiority, where the caster dominates the victim, is usually
needed.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Name/Description of Subject(s), Name of Subject's Current
Shadow location, Name of Subject's location in Shadow,

Duration (Optional), Dispel Word (Optional).



CONJURATION

20 Points.

Conjuration is the ability to "conjure" up items or
creatures. It can also be used to "empower" or "ensorcel”
people, places or things. It is really using Magic to shape
Shadow, and to give that bit of Shadow power.

Since many of the details of Conjuration relate to putting
together items, you'll want to refer to the Item Creation Section
for alot of the specific details.

Conjuration, in addition to allowing for the creation of
artifacts and creatures of power, and for the investment of
existing items with magical powers, also allows for the
combination of magic with other powers.

Conjuration doesn't require Sorcery. However, in order to
use Magical Spells with conjuring, the character must have
Sorcery.

Attribute  Tips for Conjuration. The duration and
number of Conjured items depends more on Psyche than any
other Attribute. It is also good to have sufficient Endurance to
engage in the longer Conjurings.

1. Basic Conjuration. The ability to "conjure” up
items, or creatures, and to "empower" or "ensorcel" artifacts. It
is really using Magic to shape Shadow, and to give that bit of
Shadow power. Many of the details of Conjuration are found
intheArtifact Creation Section.

2. Conjure Shadow Shape. Using the "stuff ofa
particular shadow, the Conjurer can "build" any artifact or
creature (see Worksheet). The process is fairly quick, needing
only about an hour, but the conjured shadow exists only in the
shadow ofits creation, and quickly fades away, depending on
how much Pattern exists in the environment (six hours in
Amber, much longer in Shadows where there is strong magic,
years in the Courts of Chaos).

3. Empowerment. The conjurer temporarily
implants some magical power into some mundane object or
creature. The basic preparation of the subject takes about thirty
minutes, which defines the target and opens it up for the
change. Referring to the Creature and Artifact Creation
Worksheet, empowering each point of a quality extends the
total time needed by another ten minutes, and each point of a
power takes another hour. The multipliers, for quantity and
form, apply to the total spell casting time. Extending
Empowerment to a more permanent effect takes far longer, up
to ten times as long.

4. Complex Conjuration. The ability to conjure
magical items or living things. Use the Creature and Artifact
Creation Worksheet. The total point cost for each item
represents the amount of time, in hours, needed for conjuration
of the desired item. Such items will lose their power if moved
from the Shadow of their creation.
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Combining Conjuration with Shape

Shifting and Advanced Shape Shifting

One of the most powerful and potent combinations
available is putting Shape Shifting together with Conjuration.
This gives the character the ability to conjure items, both
creatures and artifacts, out of his or her own blood. These
items can be created with a measure ofthe character's powers.

Advanced Shape Shifting takes this one step farther,
allowing the character to conjure items from the blood of
others.

Combining Conjuration with Power

Words

Ifa character has both Conjuration and Power Words, it's
possible to conjure items containing Power Words. The only
Power Words available will be those known by the character.

A drawback is that the items will use identical Power
Words. This means that a Sorcerer witnessing the use of a
Power Word by a Conjurer's creation would subsequently be
able to construct a defense against that Power Word.

There is a difference between how creatures (anything
living or intelligent) and artifacts (other stuff) use Power
Words. Creatures with Power Words can use them
independently. Artifacts with Power Words are used by their
wielders.

In other words, an inanimate ring with a Power Word is
designed so that the wearer of the ring can invoke the Power
Word. If that ring had a psyche or intelligence, then the ring
itself could invoke the Power Word, not the wearer of the ring.

Combining Conjuration with Spell

Casting.

Without the spell casting ability of a Sorcerer, a character
can only perform Conjuration in a methodical, step-by-step
process. In other words, if a thing is to take four hours to
Conjure, there's no way the Conjurer can do itin less than four
hours.

However, if a character has both Conjuration and Sorcery,
it's possible to create Spells of Conjuration. These spells don't
do anything differently than any other kind of Conjuration, the
difference is that they can be prepared, stored, and released as
other spells.

For example, the four hour Conjuration described above
could be stored in a spell. It would sull take four hours to cast,
but could be defined with various lynchpins. Then the spell
could be cast at the caster's whim.

Creating Items with Ma%ical Powers. The
other cross-over effect of having both Conjuration and Sorcery
is that it's possible to Conjure items capable of storing, and
activating spells. The following are the magical powers that
can be invoked into an item by a character with Conjuration
and Sorcery. Note that these items can also be created with
points, thus making them part of the character's permanent
inventory.

Artifacts or creatures may be set up to contain a Sorcerer's
magic spells. As with any Conjurer's creations, or with items
created using points, these powers are installed in items. Note
that such spells cannot be conferred upon a user or wielder.
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CONSTRUCTING
PERSONALIZED
ARTIFACTS AND
CREATURES

After a time, I stopped ar a hollow trer that had
1o Be there. I reached inside and drew forth my silvered
blade and strapped it to my wist. I mattered not that
it had been somewhere in Rmber. It was here now, for
the wood that [ walkedwas in Shadow.

The Guns of Avalon

Spending points on artifacts or creatures means that the
character has made them part ofhis own personal "reality."
Greyswandir can be pulled out of shadow by Corwin at any
time, even after it's been lost, or even, presumably, destroyed.
If something is really destroyed, then those points return to the
character (a%though the character may not be aware ofit, it's
up to the GM to figure out how to use the points).

Item Building in Five Easy
Steps

You can Build Personal Items, when you first create your
character, or when you upgrade your character. Building
Personal Items means you spend points on the item. While
expensive, items bought with points are always reliable, nearly
always return to the character, and become part of the
character's personal legend.

S

Steg One - Start with a normal item.

ny normal artifact or creature will do. Typical artifacts
are swords, rings, suits of armor, or amulets. Creatures are
often dogs or horses, but can be anything at all, from humans,
to vultures, to lizards, to elephants. The basic artifact or
creature is free, no matter how weird or exotic.

Step Two - Add in Qualities.

%uahtles are the item equivalents of character Attributes.
Qualities give the item things like strength, speed, stamina,
improved armor and weapons, plus the item's intelligence and
psychic potency. Inanimate objects can be brought to life with
qualities, while creatures can be augmented physically and
mentally.

Note that both Intelligence and Psychic Sensitivity, for
otherwise inert objects, makes such things vulnerable. A sword,
for example, would usually be immune from Psychic
manipulation. Give that sword the ability to Speak, or any
form of Psychic Sensitivity, and it becomes vulnerable to
Psychic attack and manipulation.

Steg Three - Add in Powers.

owers give items extraordinary command over the
universe. Control over Shadow, or over the substance of the
item itself, are examples of item Power. Additional item
powers, such as those of Trump and Magic, can be added only
ifthe character has the related Power.

Ste}E Four - Transferals.

here are items that work best if they can confer, or
transfer, their abilities unto whoever wields them. Each quality,
and each power, must be separately transferred.

Stell)_ Five - Quantity Multiplier.

ake the total number needed to make the item, including
Physical Qualities, Psychic Qualities, Powers and Transferals.
Then, depending on how many of the item you'd like, figure
out the multiplier. Ifyou just want the one, multiply by one.



BUILDING ARTIFACTS
AND CREATURES
WITHOUT SPENDING
POINTS

No matter how you put something together with points,
there are many ways to get an item in Amber.

Instead of spending points, you can Find Items in Shadow.
In this case, the points can be used to figure out how long it will
take to find the thing. This mean you pay no points, but there is
no particular connection between your character and the item.
It's also a rather time consuming way to get an item.

Hellride to the Item is using Pattern to get something.
This means you just go out into Shadow and keep moving until
you find exactly the item you seek. The more complex the item,
represented by the number of points required, the longer it will
take to find it. This usually works out to a day of Hellriding for
every point of Artifact.

Logrus Tendril Search is the method for Lords of
Chaos. A character with Logrus can simply extend Logrus
Tendrils through Shadow, "feeling” for the desired item. Again,
the more points it takes to build Ll%e item, the longer it will take
for the tendrils to locate it. Since Artifacts and Creatures are
pretty specific, it takes about four hours for every point.

Creating Items with Conjuration can also be used to
put together artifacts and creatures. For Conjured items, the
points determine how long it takes to conjure the item. While
this is the cheapest way to get items, in terms of either points or
time, Conjured items are fragile, and are more likely to be
disrupted or destroyed by your enemies.

Conjure Shadow Shape Item. Limited to a particular
shadow, the Conjurer can "build" items taking just a minute of
Conjuration for each construction point. Shadow Shape Items
will not survive very far from the Shadow where they were
Conjured. Only takes an hour to Conjure, but the resulting
item's qualities and powers will fade away six hours later in
Amber, orin non-magic places.

Empowered Item. Starting with a natural artifact or
animal, qualities and powers, and/or a quantity multiplier, are
added by the Conjurer. After a period of basic preparation,
about thirty minutes, each Quality Construction Point takes ten
minutes of Conjuration, and each Power Construction Point
takes an hour. So long as the Empowered Item isn't moved
through Shadow, it will retain all the Conjured changes. If the
Conjurer spends the extra time, ten times as long, then the
change becomes permanent regardless of where the item is
takenin Shadow.

Complex  Conjuration. Starting with a mundane
creature or artifact, the conjurer adds in the various qualities
and powers. The total point cost for each item desired
represents the amount of time, in hours, needed for conjuration
of the desired item. Once complex conjured, the item will
remain until somehow it loses its magic (through
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disenchantment spells or by changes in its Shadow
environment), or until it is lost or destroyed.

Artifacts of Power

It is also possible to create items, both artifacts and
creatures, that contain powers such as Pattern, Logrus, Trump
and so forth. Right off, any character with Trump Artistry can
create Trump-based items. However, creating Pattern and
Logrus items require powers beyond the powers of starting
player characters. It may be possible, in the course of a
campaign, to acquire additional powers, or to pay points for
items that a character comes across, turning them into
personal items.

QUALITIES

Not just physical strength, but also the measure of
life in any item. Note that someone using an item that transfers
vitality will be able to perform the equivalent feats of strength,
but will not have the durability that the Strength Attribute

gIVCS

Animal Vitality. Used to bring inanimate objects to life.
Animal Vitality gives objects the equivalent strength of a

normal animal. Costs 1 Point.

Double Vitality. Ordinary animals, being fairly strong
anyway, will be capable of jumping, leaping, or carrying
double their usual limits. Raises the strength ofa human to
a Chaos level. Costs 2 Points.

Immense Vitality. Animals become far stronger, able to
jump or leap phenomenal distances, and capable of
exerting force many times their own weight. Humans
with Immense Vitality have their strength raised to Amber
level. Costs 4 Points.

. Used for either animating things that are
otherwise immobile, or for speeding up the natural movement
of artifacts and creatures. Note that movement improvements
are not particularly useful in combat, since they usually refer
to long range movement of running, rather than the quick,
jerky movements of combat.

Mobility. For those items which are usually immobile. The
movement speed depends on the item's physical
apparatus. If there are wheels, legs or other means of
locomotion, terrain permitting, the speed is roughly equal
to a walk. Items without movement equipment (like
Merlin's strangle cord) have to slither or creep along. Even
then, if the item lacks Animal Vitality it will move slowly
and will be too feeble to climb, push, or pull. Costs 1 Point.

Double Speed. Creatures who already have the power of
movement, like deer, dogs and horses, have double their
usual speed. This usually works out to something like 30
miles per hour. Objects that start without movement, but
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with legs or wheels, will manaFe similar speeds. Items
without means of locomotion will slither or creep quickly,
at about the pace ofa run. Costs 2 Points.

Engine Speed. For those creatures and items with good
running speed, like tigers and bicycles, this accelerates
them enough to keep up with powered vehicles (cars,
motorcycles). Dogs and wolves can get up to 60 miles per
hour, and horses can manage 75 miles per hour or more.
Items that start out without means of locomotion will
wiggle around at speeds of up to 20 miles per hour. Costs 4
Points.

Stamina.. Item Endurance should not be confused with
Amber Endurance. Although Stamina gives duration in
exertion, it does not give the healing and regeneration abilities
that come with the Attribute of Endurance. Inanimate objects
that are given vitality or movement start out with only feeble
stamina, and tire quickly.

Double Normal Stamina. Creatures will be able to
run, fight, or perform difficult tasks for twice as long as
their normal counterparts. Gives the equivalent of Chaos
Endurance to humans or items. Costs 1 Point.

Amber Stamina. Creatures are able to run or fightat full
exertion for hours without getting tired. Humans, and
inanimate objects, get a stamina equivalent to the Amber
level Endurance Attribute. Costs 2 Points.

Tireless, Supernatural Stamina. The creature or
artifact will simply never get tired. Costs 4 Points.

Aggression. Unlike a character's Warfare Rank, an
item's Aggression refers only to its basic reflexes and combat
skills, not to general weapon, tactical and strategic training. So,
for example, a dog with Combat Reflexes could fight at an
Amber level with teeth and leaps and so forth, but would know
nothing about swords, guns, or, for that matter, anything about
chess or military strategy.

Combat Training. When conferred on a creature, or a
number of creatures, this gives them the training to work
together as a team, with intelligence enough to use
practical combat tactics. In addition, the creatures will be
expert in their weapons (natural or artificial), and quicker
than any normal human. Items with Combat Training
have a specific expertise of up to a Chaos level of Warfare.
Costs 1 Point.

Combat Reflexes. Creatures with Combat Reflexes are
trained to work intelligently, but also with extraordinary
speed, making them faster and more adept than
opponents on a Warfare level of Chaos. An item, or a
human, will be improved to the point where they are quick
enough to compete with someone of Chaos rank in
Warfare. Ifthe item is devoted to a specific type of combat,
then the skill will improve to equal Amber rank in Warfare.
Costs 2 Points.

Combat Mastery. Living things with Combat Mastery
have an intuitive grasp of any tactical situation, are aware
of ambush and other bad combat situations, and will
quickly adapt to new weapons and other threats. Their
speed is comparable to someone with Amber normal
Warfare. Items specializing in a particular combat will
surpass the reaction time of an Amberite. Costs 4 Points.

Resistance to Damage. This is the Amber

equivalent of an Armor Rating. In both creatures and artifact
there can be natural armor against various threats.

Resistant to Normal Weapons. Normal swords,
arrows, spear points, and most weapons will be deflected
by the armored surface. Even weapons that penetrate will
have a reduced effect. Costs 1 Point.

Resistant to Firearms. In addition to protection from
pointed and edged weapons, the artifact or creature is also
immune to gunfire, explosions, and fire. Costs 2 Points.

Invulnerable to all Conventional Weapons.
Cannot be damaged by any normal means. This includes
edged and pointed weapons, firearms, and energy based
attacks. Costs 4 Points.

Weapon Damage. These are the damaging effects
installed in an item, especially weapons and items with edged
or pointed surfaces, or in the natural weapons in a creature's
biological arsenal such as claws or teeth.

Extra Hard. For an item, this gives the striking surface the
capacity to impact with great force without being
damaged. Extra Hard Weapons, applied to animals,
means that the natural "hard points” of the creature,
whether fangs, or claws, or horns, or hooves, won't be
damaged when they try attacking something solid or
impenetrable. For example, normal claws raking a
concrete building might become damaged, and would be
unlikely to do much damage. If the claws were Extra
Hard, they wouldn't be damaged and they would make
some kind of impression on the concrete. Extra Hard
weapons have an easier time penetrating armor. Costs 1
Point.

Double Damage. As with Extra Hard, these weapons
give both durability and an extra measure of target
penetration. Double Damage also increases the amount of
damage done, so, where a sword would usually inflict a
light wound, a sword of Doubling Damage would inflict a
serious wound. Double Damage Weapons easily penetrate
armor "Resistant to Normal Weapons," and, with time and
skill, can break through armor "Resistant to Firearms."
Costs 2 Points.

Deadly Damage. The teeth or claws or weapon, in
addition to having extraordinary durability, can do severe
damage to a target. Wounds inflicted by Deadly Damage
Weapons are a%ways serious and often fatal. Penetrates
any type of armor, including armor "Invulnerable to all



Conventional Weapons." Costs4 Points.

Intelligence and Communication Skills.
Most items, including both artifacts and creatures, can be made
with a range ofintelligence.

Able to Speak. The item can speak in the language ofthe
user, usually Thari, but with a limited vocabulary. If
applied to an inanimate object, this means the item can
understand and obey commands. In either case, the item
will act as the equivalent ofa very clever animal, such as a
well-trained dog. The item has loyalty to its owner, and
will operate independently if commanded to do so. Items
with the Ability to Speak, unless commanded otherwise,
will always attempt to rejoin or assist their owners. Cost 1
Point.

Able to Speak and Sing. Beyond simple speech, the
item can speak with a normal voice, sing, hum, whistle,
and otherwise express itself. Clever enough to understand
complex orders, to make plans, and to operate
independently toward a goal. It has a good memory, can
handle numbers, logic problems, and literacy, but only if
instructed in these arts. Costs 2 Points.

Able to Speak in Tonﬁues and Voices. The item
has intelligence the equal to a normal human, capable of
feats of mathematics, literacy, and philosophy. Capable of
learning a wide range of languages, and the agility to
"mimic" the speech of others. Costs 4 Points.

Psychic Quality. Confers a limited version of the
Psyche Attribute, but only that portion dealing with sensing
Psychic phenomena. For examplg, ahuman, normally void of
psychic sensitivity, given Psychic Sensitivity, would be able to
sense the "coolness" ofa Trump, but would have no particular
resistance to a Trump contact.

Psychic Sensitivity. Equal to Chaos rank. The item can
communicate with anyone it touches, by a mind to mind
contact. It would have only the basic intelligence of a
normal version of the creature, or, if given some form of
speech (as above), that level of intelligence. Inanimate
artifacts, with no speech modifications, become receptive
to commands and can obey specific orders. Cost 1 Point.

Sensitivity tO Danger. Gives the ability to sense danger,
but not in any specific way. The item can pick up on the
general distance and direction of hostile thoughts and
emotions. This does not mean the item can detect
inanimate traps or threats. Also includes the same abilities
and limitations as Psychic Sensitivity. Costs 2 Points.

Extraordinary PsychicSense. Flashes of insight
into what is coming means the item can sense potential
future events. Regardless of distance, the item will always
"sense” when its owner is in danger. In addition to being
able to establish mental contact with anyone in the
immediate area, the item can also reach through Shadow
to attempt to contact with any known mind. This takes a
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lot longer than a Trump contact, and is nowhere near as
reliable, and does 7oz allow for any physical transferral.
Items with Extraordinary Psychic Sense will, if lost,
usually attempt to contact their owner. Intelligence is no
more than the basic creature, or, if an artifact, that of
something barely capable of communication. Has no
Psychic "power" that can be used in Psyche battles. Costs 4
Points.

Psychic Defense. Although artifacts and creatures
with Psychic Defense operate against Psyche contacts and
attacks, they do so without any offensive Psychic power, or
any power to create Psychic links.

Psychic Resistance. The item is resistant to most
Psychic attack or tampering. Its defenses can be
overcome, but doing so would be the equivalent of
Psychically overwhelming a character of Chaos Psyche.
Cost 1 Point.

Psychic Neutral. Has the ability to "cloak" itself, so it's
Psyche will not be detected. It also covers the Psychic
emanations of intelligence (speech), mental powers
(Psychic Sensitivity) or any other powers the artifact may
possess. Of course, if a Psyche attack succeeds, or if a
mental contact is established, the disguise will be
penetrated. Actual defense is equal to someone of an

Amber level of Psyche. Cost 2 Points.

Psychic Barrier. The item will be resistant to ALL
Psyche attacks. Note that this is incompatible with any
Psychic sensitivity or communication. In other words,
while the item cannot be affected by psychic attack,
neither can it use psychic communication (including
Trump), nor can it be psychically sensitive. Itis possible to
build an artifact or creature with a Psychic Barrier that
can be turned on and off, but there must either be a
mechanism (a switch), or enough intelligence to obey a
spoken or tactile command. Anyone protected by an active
Psychic Barrier artifact will also be blocked from using
Psyche, including Trump, and will also be unable to "scan”
with Psyche. An artifact, or creature, with a Psychic
Barrier, is quite obvious to those with high Psychic
sensitivity. Costs 4 Points.

POWERS
Item Movement Through Shadow. These

powers allow for a limited amount of movement through
Shadow. In most cases the artifact or creature uses an innate
form of magic to perform the feat, rather than Pattern, Logrus
or Trump.

Shadow Trail. The item can follow the path left by

someone else moving through Shadow. Costs 1 Point.

Shadow Path. The item can find a path to any Shadow it
knows well. If the item is just backtracking, that is, going
back along a route it has taken before, the speed is the
equivalent of a Hellride. However, if the item is stranded
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somewhere unfamiliar, and doesn't know the specific way
back, it could take a very long time, bumbling around, to
arrive at the Shadow destination. Costs 2 Points.

Shadow Seek. The item can control a movement through
Shadow toward a person or item in Shadow. Note that this
is not the same as being able to move freely through
Shadow, because the item can only move in the "direction”
of the desired subject. The item also tends to hit the worst
of "Hellriding" routes, and may require a lot of hit-and-
miss tries crossing difficult Shadows. Costs 4 Points.

Item Control Of ShadOW. Power over various
aspects of Shadow. Each level includes the powers of the lesser
forms.

Able to "mold" Shadow Stuff. The item can change
simple Shadow items and features. For example, coins can
be shifted to match the current environment. Costs 1 Point.

Able to "mold" Shadow Creatures. The item can
affect creatures and inhabitants of Shadow. For example,
a dog can be friendly rather than hostile, or a person could
be informative instead of mercenary. Costs 2 Points.

Able to "mold" Shadow Reality. The item can
change some of the features, including the "odds" of the
current Shadow. For example, the magical environment of
the Shadow could change slightly, making it difficult for

the resident Sorcerers. Costs 4 Points.

Item Mealing. Ifapplied to an inanimate object, any
type of healing gives the item a self-repairing ability. Even if
totally destroyed, the item will eventually pull itself back
together. For creatures, healing powers accelerate their normal
process of mending and restoration.

Self Healing. For an inanimate object, this allows for a
slow, gradual, self-repair, at about the same rate that
normal creatures heal from comparable wounds.
Creatures with Self Healing recover from wounds at twice
their normal rate. Costs 1 Point.

Rapid Healing. Any item, artifact or creature, will heal
like someone with an Amberite's Endurance, recovering
from slight wounds within a day, and healing even the
most severe damage over a period of weeks. Missing parts
will gradually be regenerated, even though it may take
years. Costs 2 Points.

Regeneration. Quickly, in a matter of minutes, the item
can repair any damage or injury it has suffered. Even
regrowing lost parts is quick, requiring less than an hour.
Costs 4 Points.

Item Shape Shifting. For any shape an item takes, it
will have all the normal attributes and instincts of that shape.
So, for example, if shifted into a flying creature, the item will be
able to fly normally. Also, any qualities and powers of the item
will be carried over into all its shapes. So a sword with Deadly

Damage, changed into a cat, will have Deadly Damage claws
and teeth.

Exotic Shape Shifts allow for items to gain seemingly
magical properties. For example, an item could shift to
transparent material, rendering it invisible. Or an item could
shift to a very hard substance, giving it resistance to some
weapons and attacks.

Alternate Form/Shape. The item has an alternate
form that it can change into. The alternate shape must be
described in detail when the item is first created. Costs 1
Point.

Alternate Named and Numbered

Forms/Shapes. The item has a number of forms,
with an absolute maximum of twelve, all determined
when the item is first created. Costs 2 Points.

Limited Shape Shift The item can take the shape of
any animal or item of comparable size and mass. Initially
this is limited to those creatures or things that the item has
already practiced, but the item has the capacity to learn
new shapes. Shape Shifting powers or persona is
impossible. Limited Shape Shift is useless for healing or
repairing damage. Costs 4 Points.

Item Trump Images. Artifacts and Creatures can
be created with "buile-in" Trump images. However, only
characters with the Power of Trump Artistry can create
such items! Trump artifacts and creatures are never "found”
in Shadow or Conjured, but can only be created by Trump
Artists.

Contains a Trump Image. The item doubles as a
Trump, containing a unique image drawn by the Trump
Artist, The item also has the innate durability of Trump,
and a Trump's resistance to the manipulations of Pattern,
Logrus or Magic. The Trump Image can be painted on a
card in the usual way, or embroidered on a piece of cloth,
or inscribed on metal. This power cannot be installed in a
creature. Costs 1 Point.

Personal Trump Deck. As with other point artifacts, a
personal trump deck becomes innately connected to the
character. This means that, iflost, the deck can always be
sought in Shadow. The cards of the Personal Trump Deck
are limited to those created by the Trump Artist. Once the
personal deck is created, the Trump Artist can add in any
cards they create without additional cost (however, this
apples only to cards created by the Trump Artist). Multiple
copies of personal decks, bought with "Named and
Numbered" (total cost times two), can be shared with other
characters. Costs 2 Points.

Powered by Trump. The item, created by the Trump
Artist, is "Trump-Like," containing the power of Trump.
While conferring a Trump image is possible, the main
point here is that the item works by the power of Trump.
Costs 4 Points.



Power Words in Artifacts & Creatures.

Each Power Word contained in an item can be cast numerous
times. Some Power Words depend on the Psyche of the caster.
Power Words in items depend on the item's Psychic Quality. If
the item does not have either Psychic Sensitivity (Chaos Rank),
Sensitivity to Danger (also Chaos Rank), or Extraordinary
Psychic Sense (Amber Rank), then the item operates Power
Words at Human Rank. Item Intelligence or Psychic Defense
do not affect an item's operation of Power Words.

A character wielding an item with a Power Word
normally casts the Power Word from the item. So an artifact
speaking a Psychic Defense will protect the Psyche of the item,
not the wielder. Unless, of course, the item is built with "Confer
Power."

Contains a Power Word. The item has a single Power
Word, which must be identical to one of the Conjurer's
Power Words. Costs 1 Point.

Contains Named and Numbered Power
Words. The item contains a number of Power Words.
The maximum number is equal to the total number of
Power Words possessed by the Conjurer. Costs 2 Points.

SRgell Storage in Artifacts & Creatures.
"Racking" or "Hanging" spells in items requires a special
power. Once a spell in stored in a Creature or Artifact it can be
cast using the required lynchpins. Spell must be "loaded” by
someone with the Power of Sorcery. Each time a spell is used, it
is considered gone from the item and can must be cconstructed
all over again.

NOTE: Available only to characters with both Sorcery
and Conjuration.

Capable Of Racking a Spell. The item is capable of
having a spell stored within it. Note that the spell is
incomplete, and will require the services of a magic
wielder to invoke it and cast it forth. Costs 1 Point.

Can Rack Named & Numbered Spells. The item

can rack up to a dozen spells. Note that the spells are
incomplete, and the services of a magic wielder are needed
to invoke them and cast them forth. Costs 2 Points.

Rack & Use Named & Numbered Spells. Aside
from being the mere container for spells, the item is itself
capable of casting the stored spells. The maximum
number of spells the item can rack is twelve. Creatures, or
anything "alive”" (with intelligence or psyche) will cast the
spells independently. For inanimate, unintelligent items,
this power means that the wielder of the artifact can
command the triggering of the spells without taking the
effort of casting. Costs 4 Points.
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TRANSFERAL

Sometimes items are created to lend qualities or powers to
their owner. A player character, having sold down Strength to
the Human level, may want an item to make up for the loss.
Creating a "Belt of Strength" with Equals Amber Strength, four
Points, and Confer Quality, five Points, would end up costing
nine Points. Wearing the belt would give the wearer the
equivalent of Amber strength.

It's important to note that the effects of transferal is not
additive. In other words, if the character has Amber Strength,
and is using an item with Confer Amber Strength, the
character gets no improvement in Strength. In fact, nothing
really happens. Conferring a quality substitutes for the
character's abilities, and doesn't add to what the character
already has. So, for example, using a sword with "Combat
Reflexes" would give the wielder that level of Warfare, even if
the character were Ranked more highly.

Confer Quality on Wearer/Owner/User. For
example, a sword with the quality, "Armored, Resistant to
Firearms," which costs two points, combined with "Confer
Quality on User," another five points, will cost a total of
seven points, but will mean that whoever holds the sword
will also be protected by sword's armor quality. Costs 5

Points per Quality.

Confer Power on Wearer/Owner/User. AS with
qualities, each power must have a separate conferral.
Costs 10 Points per Power.

QUANTITY MULTIPLIER

Any item, no matter what form or shape, must also be
defined by quantity. The total points spent on the item,
including qualities, powers, and conferrals, is subject to a
multiplier that varies according to the desired quantity of the
item. There are six variations on Quantity Multdpliers.

1. Unique. There is but one of the artifact or creature.
No additional cost, since the multiplier is one.

2. Named & Numbered. Ifyou want more than
one of a particular item, without paying for each separately,
then use a simple multiplier of two times the original cost.
Named and Numbered means giving either an individual
name to each of the duplicates, or identifying each one by a
number. The number depends on what makes sense for the
item and the character. For example, a character might get
four duplicate daggers, one for each sleeve, one for a boot, and
one to wear on the belt. Or seven dwarves. Or eight tiny
reindeer (Comet, Donner, Blitzen...). No matter what
explanation, Named and Numbered is limited to a dozen or so.
Costs twice (*2) the total points for the artifact.

3. Horde. Ahorde is a large number of the item. They
usually are found around a particular location, in a particular
Shadow. So, for example, Julian's Hellhounds are a horde that
infest Forest Arden. At short notice, in the right place, the
character will only be able to gather together fifty or more
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members of a horde. Given time, many more can be gathered.
Double the initial numbers in the first hour, double again in the
next eight hours, double yet again after a full day's
summoning. After that, gathering more of the horde slows
down, because of the limitations of distance and numbers. A
horde costs three times as much as a unique sample of the item.

4. Shadow Wide. Within a particular Shadow, the
item is everywhere. Regardless of where you go in that
Shadow, you'll find the item in horde quantities. Costs four
times the basic cost of the artifact or creature.

5.Cross-Shadow Environmental. Foundin
every one of the infinite Shadows that contain the particular
environment. For example, if warm-water swamp creature is
Cross-Shadow Environmental, then the creature will be found
in every warm-water swamp thoughout Shadow. A limitation
is that the item must have a natural appearance. So alligator
creatures will have to blend in with the natural alligators of
each Shadow's swamps. Another example might be a sword
that will be found in any middling sized armory, regardless of
where it might be in Shadow. There will be a Named and
Numbered quantity in any one environment, though probably
just one of the item in any given place. Costs five times the
basic cost of the basic artifact or creature.

6. Ubiquitous in Shadow. They're everywhere,
they're everywhere! Anywhere, throughout all of Shadow, the
item is always waiting to be found. The only exception to their
ubiquitous appearance is in the two poles of reality, the Amber
and the Courts of Chaos. Outside of those places, one of the
item can always be found in just a few minutes. As with Cross-
Shadow Environmental, the items must be things that appear
normal, and, moreover, tl'ey should appear to be really
commonplace. Costs six tiif.y the basic cost of the basic artifact
or creature.

Quantity Multiplier Example. For example,
let's look at a three point sword, having Double Damage (2
points), and Psychic Sensitivity (1 point). This three point
sword is just three points if Unique (3 times 1 equals 3). The
swords, all identical, in the small quantity of Named &
Numbered, would cost six points (3 times 2 equals 6). A great
number of the swords, such as might be used to equip a body of
soldiers, is said to be a Horde, and would cost nine points (3
times 3 equals 9). The same swords, available and common
throughout a single Shadow, costs twelve points (3 times 4
equals 12). Swords, all of the same type, scattered such that
there is at least one in every decent-sized armory, or museum
weapon collection, in aﬁ’ of Shadow, are Cross-Shadow
Environmental, and the total cost is fifteen points (3 times 5
equals 15). Finally, if the character is able to find one of the
swords anywhere at all, anywhere in Shadow, then it is
Ubiquitous, and costs eighteen points (3 times 6 equals 18).




SHADOWS

"And Lorraine?"

"The country? A goodjob, I thought. I worked the
proper shadow. Itgrew in strength by my very presence, as
any will if one of us stays around for long—as with you in
Avalon, and later that other place. And I saw that I had a
long while there by exercising my will upon its time-
stream. "

T did not know that could be done.’

You grow in strength slowly, beginning with your
initiation into the Pattern. 'There are many things you
have yet to learn. Yes, I strengthened Lorraine, and made
it especially vulnerable ro the growing force of the black
road. 1 saw that it would lie in your path, no matter
where you went. After your escape, all roads led ro
Lorraine."

”VWhy?”
Tt was a trap I had setfor you, and maybe a test...'

Roger Zelazny,

The Courts of Chaos

Just about the most fun thing you can do in Amber is
create a world. For a single measly point, you can be the
god-like being that decides how the show will be run for a
whole world tull ofhappy slaves. Or uppity natives. Or, for the
loners among you, that barren and bare place where you can
really get away from the hustle and bustle.

First off, just as with artifacts, remember that you don't
have to pay points to get a Shadow. Once you start playing the
game, you can just as easily wander away and find whatever
Shadow tickles your fancy. It's just that later on, coming to the
Shadow of your dreams can involve a certain amount of
interaction with the Game Master. And we all know how those
power hungry, plot-driving GM maniacs can sometimes put a
crimp on your style. Mainly because they start thinking in
terms of who might be watching, what kind of Shadow trap
you might be walking into, blah, b%ah, blah...

How does spending points on a Shadow differ from
simply heading out and finding a Shadow of one's desire?

A Shadow that is paid for, like an artifact paid Zfor,
becomes an innate part of the character’s portfolio, a built-in
part of that c/)amcter;slpersona/ity. Just as Corwin contains a
piece ofAvalon, a Shadow he insists is destroyed, and which he
never really visited during his adventures in The Chronicles of
Amber. Therefore, buying a Shadow makes it part of the
character, part of the campaign, and part of the game master's
grand design.

To make absolutely sure that you get what you want, just
spend the points at the beginning of the game. You don't have
to spend a lot, just one point s all it takes to put the definition of
a Shadow under your control.

Any Shadow can be cheap, just so long as it's static,
relatively unchanging and vulnerable to any power that
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happens to sweep over it. What makes a Shadow more
expensive is the degree of control you have over it.

Basic Shadow Type

Personal Shadow. Gets the character an entire
Shadow, or universe, set to personal tastes. Any inhabitants,
any combination of technology and magic, any society. For
example, you could "buy” a version of Shadow Earth, but one
that happens to still be experiencing the Eighteenth Century.
Or, ifyou prefer, a fairie Shadow inhabited by elves, dwarves,
dragons and magi. Or, just as easily, a high-tech Shadow
featuring a galactic empire and ships travelling faster than the
speed oﬁight. Costs 1 Point.

Shadow ofthe Realm. A personal Shadow, but
located in close proximity to Amber. Such a Shadow will be
close enough to the center of things so it's only a relatively
short trip. It's possible that the denizens of the Shadow will be
czg)able of moving through the Golden Circle. On the down
side, a Shadow of the Realm is too close to Amber to allow for
really free shifting of Shadow. Another drawback is that the
royal family of Amber will know of the Shadow, and will likely
have an interest in what happens there. If you prefer, a
Shadow of the Realm can be placed near the Courts of Chaos,
in the "Black Zone," having similar advantages and
disadvantages. Costs 2 Points.

Primal Plane. As with a personal Shadow, the player
can shape it in any way. However, this Shadow contains a bit
of reality, something left over from the creation of Pattern, and
possibly even pre-dating the Logrus. 4 Points.

Shadow Barriers

A Shadow becomes less of a sanctuary if anybody can
enter any time they please. Restrictions on admission keep
your hidey hole your own. More expensive barriers include the
features of the cheaper ones.

Communication Barrier. The Shadow is barred
against methods of reaching from one Shadow into another.
Pick any or all from Pattern, Logrus, Trump, Magic and
Psyche. The barrier can restrict incoming calls (from outside
the Shadow), outgoing calls (from inside), or both.
Communication barriers are all-inclusive, which means the
player can't make a barrier that blocks all Trump "except
mine." Costs 1 Point.

Restricted Access. Shadow can only be entered
through a limited number of means or access points. The entry
points can be limited to a certain geographical feature, say
across a great mountain range, or through a particular type of
feature, %ike any rug merchant's shop. Or a character would
have to hop on one foot and hum a particular tune in order to
cross into the Shadow. Costs 2 Points.

Guarded. Some guardian, or class of guardians, will be
set to intercept any and all who attempt to pass into the
Shadow. The instructions given to the guardians are, of course,
up to the character creating the Shadow. Costs 4 Points.



Page74-BuildingPersonal Shadows

Character's Degree of
ControloverShadow

Any Shadow that is "owned" by a character, can be
changed by the character's relation with the place. Select one,
and only one of the possibilities below. More expensive types of
control include all the features of the cheaper ones.

Control of Contents. The character can manipulate
the Shadow's material, creatures, society, history, reality, and
physical laws. For example, the character can decide that
magic will cease to function within the Shadow. Or, as another
example, the royal family of a kingdom will not have existed,
and another form of government will take its place. Costs 1
Point.

Control of Time Flow. Character is able to
influence the Shadow's "clock," either speeding it up, or
slowing it down, relative to the universe's only absolute;
Amber. For example, if a character, fleeing some threat, needs
a few hours to heal and recover it's possible to speed up the
Shadow. That way the hours of healing can take place while
only a few minutes pass in Amber. Costs 2 Points.

Control of Shadow's Destiny. A Shadow can
exert its influence over those who walk through infinite
Shadow, putting itself in the way of a person or class of
creatures. For example, it's possible for a Shadow to become
part of Martin's destiny, so the next time he Hellrides, he'll find
himself entering the Shadow. 4 Points.

YEAH, I KNOW IT BLOWS HOLES IN
THINGS BACK HOME, BUT WILL IT
WORK OVER HERE?

Pick up a .38 revolver on Earth, ora Wand of Ignition over
in Gazreal, and they'll work just fine. Try firing the gun at a
charging dragon on Gazreal, or triggering the wand's spell at
an on-coming truck on Shadow Earth, and, in either case, you
might as well be holding sticks. Nothing is going to happen.

Why?

In both cases, the technological gun, and the magical
wand, the items were built according to natural law. In the case
of the revolver, the gun won't work unless both the primer and
the power ignite and burn at the proper temperatures, a matter
of chemical laws. Also, unless the physical tolerances of metal
are exact, the triggering and advancement mechanism of the
gun won't work.

It's no different with the wand. Magical artifacts must
make use of built-in spells. Spells must be defined by the
magical laws of their location. Take the wand to a place where
the magical laws are even a tiny bit different, and it won't
work.

The more sophisticated the technology, or magic, of an
item, the more sensitive it will be to changes in natural law. So
a one-shot pistol needs less precision than an automatic rifle.
Electronics, depending on the exact numbers of Maxwell's

Equations, are even more sensitive. And the smaller the
electronic parts, from transistor to microchip and down into
super-scientific miniaturization, the more finicky they get.

When you combine magic and science, taking items from
those Shadows where the two exist side by side, it's even
worse. Then both sets of conditions, physical laws and magical
properties, have to match the item's tolerances.

Of course, the technicians and magicians who built these
items in the first place dealt with these problems. That's why
they became techs or magi, because they had the patience to
calculate the various finicky details that make things work.
They just didn't take into account the possibility that some slob
would be hauling their creation over to where molecular
bonding, or entropic decay, would be so different.

In short, take any item dependent on magic, or technology,
away from its home Shadow, and it will stop working.

Except.

Remember that two of the powers, the Pattern and the
Logrus, have the ability to manipulate Shadow. Items like
flashlights and magic lanterns are made out of Shadow.
Therefore characters with Pattern or Logrus can alter
technological and magical items.

A character with power can make something work when
it shouldn't.

There are, of course, limits to what can be done with this.

The limit is usually where you're trying to do the
manipulating. In general, it's easy to find a place where things
can be made to work. It's places where things can't be changed
that give Amberites headaches. One place where changes don't
work is Amber. The closer one gets to Amber, the more difficult
it becomes to Shift Shadow (yeah, for Logrus Masters too).
Since it's rough shifting things close to the Pattern, very little
actually works in Amber. No advanced technology, and very

limited magic.

SHADOWS FOR
THE SHADOW LAME

Moving to Shadows is pretty obvious if you're an initiate
of the Pattern or a Logrus Master. Trump Artists can always
make Trump, or Trump sketches, of their Shadows. Moving
through Shadow is pretty easy for those with the right magical
spell. Having an artifact or creature with the power of Shadow
Movement is another way to get around. And, finally,
characters with Advanced Shape Shifting can just take a form
that's capable of moving around between Shadows.

Still, it's possible that a character might have none of these
things available. Even powerless characters can walk through
Shadow. It's all a matter of following a marked pathway. Like
a ship's navigator following an invisible course, a
knowledgeable character can follow a charted road through
Shadow.

The big limit here is that the character must start
somewhere along the marked path. Starting in an unknown
Shadow, or in a Shadow that doesn't lay along the marked
path, makes it impossible to get anywhere.

When defining the Shadow for the first time the character,
whether capable of independent Shadow movement or not,
can define any number of "pathways" leading from their
personal Shadow to any other known point in the universe.

For example, there could be a path from Amber to the



Shadow, or from the Shadow to Ygg, or from the Shadow to
Shadow Earth. Each of these pathways can be two way,
allowing for travel back and forth, or if desired, any of these
pathways can be designated as "one way." A one way Shadow
Path can only be followed either to, or from, the Shadow to
another point in Shadow.

As with any other Shadow definition, fixed Shadow paths
can also be routed through the Shadow barriers, and will be
subject to the same restrictions, costs and limitations...

A good example of fixed Shadow Pathways are the routes
to the "Golden Circle" shadows that border Amber. In other
words, from any of the Golden Circle shadows it's possible to
manipulate Shadow (albeit with difficulty), and vice versa.
However, since it's hard affecting Shadow so near to Amber,
it's easier to just use the established trade routes, those known
to ship captains and merchants, travelling to and from Amber
without manipulating Shadow. Things are comparable out in
the "Black Zone" around the Courts of Chaos, in that they each
border directly on the Courts, and are also jump-off points for
the more remote (from the point of view of Chaos) Shadows.

So, ifyou've got a problem getting around in Shadow, or if
you antic(iipate having followers who may need to get around
unassisted, be sure to add in a set of pathways to your
Shadow's definition.
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HOW TO PLAY A
CHARACTERIN
AMBER

Playing a character? For gamers it's the easiest thing in the
world. What can be so hard about it? Why should there be a
whole chapter on something so simple?

It is simple. As simple as "just pretend." As simple as
shrugging offF})rour worldly cares, and stepping into your alter
ego, your Amber character.

Simple doesn't mean easy.

Some players handle their characters better than others.
Every player is capable of improvement. Role-playing may
take a minute to learn, but it takes a life-time to master.

This chapter shows you how you can role-play better. Not
just in Amber, but in any role-playing situation.

Each player brings a different style, a different
perspective, to their character. Nothing wrong with that. The
idea here is not to make everybody play the same, but to make
everybody play better.

Love Your Character.

The first rule of role-playing in Amber is to love your
character.

Loving your character is really the main point of Amber,
both the books and the role-playing. Ask most folks why they
enjoyed the Zelazny books and they'll tell you, "I loved the
characters!" Ask most gamers why they enjoy playing Amber
and you'll hear, "I love my character!"

Loving your character can be as simple as trying to stay
alive. As simple as enjoying the details of the character's life. As
simple as building a personality strong enough to make the
character come completely alive.

Making a character come alive is an act of faith.

Walking down Baker Street in London with a thirteen-
year-old, we noticed a memorial placard. Like thousands of
others scattered all over the historical city, it announced the
famous former resident of the building. "Sherlock Holmes,
Private Investigator,” it said.

"Sherlock Holmes isn't real!" said my thirteen-year-old
friend, "is he?"

"He's real to me," I said. "I believe he's real."

We had quite an argument, my friend and L.

You see, I love Sherlock Holmes. Yes, I know that his
exploits fill the pages of fiction, and are not in the history books.
In his time you had to read about Holmes under the by-line of
Doyle, and not in the front page news.

That doesn't mean he doesn't exist somewhere, somehow,
in some reality we haven't yet found. Hell always be real to
me.

In the same way my Amber character Theazipha Jak will
always be real to me. Maybe we haven't actually met, perhaps
my character has never been to this version of Shadow Earth.
But I love her, and I believe she's real.

Why is this important?

It's important because the more you love your character,
the more involved, the more intense your play in Amber can

become.

It's also important because playing Amber is not always a
pleasant experience. Sometimes it's uncomfortable, sometimes
it's painful, and sometimes it's sheer mental torture.

Pain is a universal element in character development. If
the main character of a book doesn't struggle against the odds,
doesn't overcome nasty situations, and doesn't have to make
bitter choices, then there won't be much of a story.

Corwin, the main character in the Chronicles of Amber,
goes through a lot of pain. Imagine you were the player, and
Corwin was your character. How would you feel about being a
helpless captive of your worst enemies? Would you still keep

laying after Corwin's eyes (your eyes!) were burned out of his
Eead? Would you come backy, sesston after session, to endure
Corwin's stay of years in a cramped dungeon cell, blind and
with no hope?

You might. Ifyou loved your character.

Play in Character.

When you play in character, you try to look at everything
from your character's point of view. That means your
character's outlook, feelings, and everything your character
does, is based strictly on what you've got from inside Amber.

It's the Game Master's job to describe the world to you.
The GM tells you what your character sees, hears, smells,
tastes and feels. It's up to the Game Master to supply you with
your character's memories and background.

When playing in character, ignore anything you hear that
your character has not heard. Yes, this is sometimes hard.
Sitting in the room with the Game Master and the other
players, you'll often hear things that are ofvital interest to your
character.

Ifyou've heard there's a trap, or a sniper, right around the
corner, that doesn't mean your character knows anything
about it. Your job, playing in character, is to ignore what
you've heard, and react naturally to what the character senses.

Even more difficult, when you're playing in character,
you've got to ignore everything you know. Something you, the
player, may know, is separate from what your character
knows. Ifyou know how to drive a car, shoot a gun, or cook an
omelet, don't assume that your character shares this

knowledge.

Live your Character.

Don't be afraid of your character's emotions. Characters
who laugh and cry, who feel confused or angry, are interesting
characters.

You probably wouldn't enjoy reading about a character
who never cares about anything. Characters in books are
interesting because they feel.

There's an attitude among some people that role-playing
games have to be cold and calculating. Those folks would say
that players shouldn't get emotionally involved in their
characters.

Yet the very best kind of role-playing is where you do get
involved. Where you can laugh, and cry, and feel very, very
confused, and have the very best of times.

Why should your character cry? Well, sometimes it's a
matter oflife and death. When Corwin loses people he loves, it



hurts him. Why shouldn'tie?

Sometimes things get mixed up, and you say something to
hurt somebody, or someone says something that hurts you.
Real life is like that So is life in Amber.

And yes, sometimes the character's emotions spill out onto
the player. That's okay too. Why shouldn't you feel as excited,
or sad, or elated about a role-playing game as about a football
match?

Keeping Secrets.

Learn to keep your secrets.

You start with a basic set of four secrets, your Attributes.
No matter what they are, unless you are ranked first, there's no
reason why anyone, except for you and the Game Master,
should ever know what they are.

Other secrets are the Powers, Shadows, Items, and Allies
that you develop for yourself. Again, there's no reason to share
these things, unless you can share them in character.

In character, in your character's voice, should you reveal
secrets?

Not usually. Not in Amber. First, you don't know who to
trust, who to believe. Anyone, including the character of the
innocent looking player next to you, can be another character,
Shape-Shifted.

Then there's the problem of who might be listening.
Powerful, unknown, off-scene, non-player characters have
abilities known only to the Game Master. Who's to say that
somebody isn't using some exalted version of Pattern, or
Trump, or Logrus, or Magic, to spy on your character at any
given moment? Can you ever be sure your character is really
speaking in private?

In Amber secrets are the most valuable commodity. An
elder Amberite will laugh at an offer of gold, or jewels, or any
mere trinket. What they want is knowledge. Don't give itaway.

Keeping your secrets isn't just right, it's also fair. It doesn't
matter that if player sitting next to you is your best friend, your
spouse, or a loved one. That person is also trying to play a
character, in character, and revealing your secrets to that
player hurts them by making it harder for them to play.

Find your character's voice.

A role-playing game is mostly verbal. The Game Master
describes everything, and the players respond, almost always,
with speech.

For players there are two kinds of speech, two voices. The
first voice is your own, the one you use all the time. You use
that voice to talk with the Game Master and the other players.

"What does my character see?" is in the player's voice, just as
"when are we going to play again?"

The other voice is the voice a player uses when the
character says something. "Fellows, there's nothing here," says
the player, in the character's voice, "what do you say we start
searching for something important, like lunch?" Or, "Caine, I
don't trust you. I never have, and I never will. I don't trust you,
but I'll obey you."

When a player speaks in character, it is in exactly the
character's words. Spoken only when the character would
speak. The character's voice comes out mostly when speaking
to other characters. It also comes out when characters mumble
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to themselves, or yell out against fate.

Finding the right voice is tricky. It can be the hardest thin;
about playing Amber. For some players it can take years. Youﬁ
never have a perfect character voice, but you'll know you're on
the right track when you don't have to explain the difference
between your two voices.

Don't get funny. A player character's voice shouldn't be
a "funny" voice. We can all make up squeaky voices, or deep
ones, or talk like we're drunk, or pretend to stutter. Funny
noises don't make for good character voices. For one thmg,
they get pretty boring. For another, it's hard to really believe in
a character with sucl% a limited range.

The best way of developing a character voice is role-
playing a lot. Practice makes perfect. Aside from speaking, it
also helps to write in the character voice. And handy
opportunities for writing comes with the character quiz and

the personal diary.

The Art Of the Quiz. Your Game Master designs
your Amber Campaign with your character in mind. Each
game is designed to give your character, and you, a fun and
challenging experience. If you want the Game Master to be
able to do the job right, you need to put some thought and
effort into the quiz questions you are given. The quiz sheets are
also a way to get you thinking about your player character.
Try answering some of the questions in character, in your
character's own voice.

Don't be afraid to change your answers as time goes by.
Characters change, and Amber characters sometimes change a
lot. Stress, and the occasional save-the-world responsibility will
do that to a person.

Dear Diary. Not only is a diary an easy way to get
points, it also really helps make for a better player character. It
doesn't have to be long-winded, or professional. Sure, some
players put a lot of time and energy into a character diary. All
you need to do is jot down your character's thoughts and
feelings while you're playing the game.

Weriting the diary after the game helps get all the details
right. Sometimes, and it happens to everybody, you find
important details you'd otherwise miss.

The most important thing about character diaries is that
they get the player in touch with the character. You learn more
about the character's "voice" and feelings. Any novelist can tell
you about characters that seem to take over a book, somehow
coming to life as they are written. This really works with
Amber diaries, where the act of writing helps to firm up the
character in your own mind.

Another useful aspect of character diaries is the way they
let you introduce your own details into Amber. When you
describe events you can also add in a lot of detail that can be
useful later on. Examples can be bits and pieces of the stuffyou
carry around, non-player characters who could be useful later
on, and even old memories that fill in your character's
background. Ifyour diary from last session was okayed by the
Game Master (and they almost always are), then some detail
you introduced, a servant, a secret room, a favorite meal, can
come in handy later on.
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Player to Player Interactions.

Amber characters are pretty interesting! Usually they're
interesting enough to amuse themselves without a Game
Master around.

The idea is that players talk to each other, making up
details of background and setting as necessary, while staying
in character. This can be pretty challenging, but it's an
important aspect of the game, since groups are often scattered,
and the Game Master can only hangle one group of players at
atime.

Amber gives you some really high quality, intense, role-
playing experiences. You are allowed to operate independently
or in very small groups, have lengthy conversations with non-
player characters, and get the Game Master's undivided
attention.

In return, you've got to wait when another player, or
player group, is monopolizing the Game Master's time.
Trading your own quality time for "down-time" while waiting
around.

Don't waste that time. The very best Amber players don't
bitch. Instead they recognize the time as an opportunity, and
they use it creatively.

Use the other players. So long as you work with at least
one other player, you can keep role-playing with each other.
Working out your tactics and strategies, but also having a lot of
fun exercising your role-playing talents. After all, in most
journeys, you spend a lot of time just chit-chatting with
strangers and fellow travellers. Take advantage of your down-
time by perfecting your character's voice.

ROLE-PLAYING TACTICS

Aside from playing in character, there are certain tactics
that work well to get your character ahead in Amber.

Finding your Character's Focus.

Each player character has different strengths and
weaknesses. By focusing on your strengths, your best
Attributes and Powers, you'll find your way of imposing your
character's will on the universe.

Don't assume that there is any one best way of using any
of your Attributes or Powers. There are an infinite range of
possibilities. In play-testing no two players have ever used
Shape Shifting in exactly the same way. In fact, when players
from different campaigns meet each other, they're often
astonished at what others can accomplish with exactly the
same powers.

Finding your Focus also means to find a philosophy, some
kind of view of the universe, that explains your power, how it
works, and how you can expand on it.

TheArtofAskingQuestions.

One of the problems in Amber, or any role-playing system,
is that the player doesn't know as much about things as the
player character. Your Amber character may have been
around for hundreds ofyears, lived on scores of Shadows, and
lived through a dozen careers. Getting a handle on all this can
be rough for mere human players. It may seem obvious to
some, but you've got to ask agout things from the player's point
of view.

For example, in some kind of Warfare situation, a lot of
players find themselves lost, unable to visualize the
complexities of fencing or hand to hand martial arts. No
problem, just ask the Game Master what the character thinks.
"What," you might ask, "does my character know to be the best
options in this situation?"

See the examples of combat. Notice how characters ask the
Game Master for their options, and their character's evaluation
of situations. A good Game Master won't tell the player what to
do, but will narrow the possibilities down to what the character
would find acceptable.

A personal example has to do with riddles. I hate riddles.
Can't stand them. So, if it looks like riddles are going to be
regular fare from some Game Master, then I have the
character solve the problem. I have the character become an
avid riddler, reading books and exchanging riddles with
passing strangers. I just try to throw all the solutions back,
informing the Game Master that surely my character would
know the answer. Then, when my character gets hit with a
riddle, I say, "Quick as lightning, my character spits back the
right answer."

Why argue when you can ask? Arguing with the
Game Master is always a bad idea. Ifyou have a problem, try
asking about it. Instead of backing the Game Master into a
corner with yes-or-no questions, keep your questions open-
ended. Rather than questioning your Game Master's actions,
instead ask questions from your character's point of view. Not
only does this reduce aggravation, but you're liable to gain
even more information.

Using Elder Amberites.

Remember when you were just a little tyke, and all the
adults were giants? It seemed like Mommy and Daddy were
like gods, all-knowing, all-seeing, and all-powerful.

Your character's relationsﬁip with the elder Amberites
should be something like that.

Only maybe it's more like this. Your character is a high
school senior. A bright kid, maybe good at some things. May%e
astar athlete, or chess player, or math wiz.

Imagine your high school character is suddenly sent to
summer school at the most prestigious university in the world.
One where four star generals teach history, and presidents and
prime ministers teach political science. Gold-star Olympic
athletes coach the sports teams, Nobel prize winning scientists
are laboratory instructors, and you learn English from the best
writers in the world.

Do you think you'd be a bit, shall we say, intimidated?

The difference between your character, and an elder
Amberite is even greater.

The elders don't have many weaknesses. There are three
you can count on. First, and this is not to your advantage, they



aren't particularly wise, and, powerful as they are, they can
make bone-headed decisions like anybody else. Pointing out
the error of their ways usually invokes their second great
weakness. They are egotistical and touchy as hell! Being god-
like for a few centuries does that to an Amberite.

Elder Amberites also have one important soft spot. They
are suckers for young, helpless, and vulnerable relatives. They
know their siblings, all the other sons and daughters of Oberon,
are cynical, jaded and pushy. They don't trust their siblings.

Each elder Amberite thinks that other elder Amberites are
likely to take advantage of the youngsters, the player
characters. They feel protective, plus, they like foiling the plans
oftheir equals.

This is something that each player can use.

A couple of years ago, in the first Amber campaign, a
group of players finally reunited with their long-lost father,
Corwin. It didn't seem to faze them that the Game Master had
described their father, Corwin, as worn, tired and battle weary.

Each player character had a million questions, and even
more problems. They asked questions, brought out old
grievances and quarrels for "dad" to arbitrate, asked for power
and assistance, and generally complained about the state of the
universe.

Then the last of their group arrived. The player's
character threw himself at his father, hugged him, and started
crying! I missed you so much, he said, I worried that I'd never
getanother chance to tell you how much I'love you.

It was a pretty dirty tactic. Corwin, worn and frazzled and
tired, was a sucker for this kind of attention. The late-comer
had brought out the "father" side of Corwin, by being more ofa
son than an Amberite. And Corwin, naturally, looked upon the
rest ofhis children coldly, seeing them to be acting suspiciously
like the brothers he mistrusted.

Building on zoAmber.

Amber is pretty open-ended. No Game Master, not even
the best in the world, can fill in all the holes in Amber and
infinite Shadow. Which leaves the players with a marvelous
opportunity. Filling in the gaps with your own creations,
things, places, and people.

"Look at the Board" is a phrase some New Jersey players
use to describe a tactic in playing Amber. It comes from a case
where one player character was playing chess with a non-
player character. The player, a decent chess player, was trying
to actually play the game, visualizing all the pieces and al?,the
moves.

However, Amber doesn't work like that. Few mere
humans from Shadow Earth could hold their own in a chess
game with an Amberite. After all, chess, like any game of pure
strategy, is covered by the Warfare Attribute.

No, the idea is not to actually play the game. The idea is to
make your moves sound interesting and realistic. Don't worry
about the exact layout of the board, just say something like, "T'll
open with a cautious, armored strategy, and wait for white's
first attack,” "I'll open things up for white to put me in check, I
want those pieces moved around," "I'll move my bishop into
jeopardy, setting things up to endanger my enemy's king and
queen,” and "T'll start a series of exchanges that will surely lead
toadraw."

Then, when confronted with similar lines from the Game
Master, ask about the results of various options. After all, chess,
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like other forms of combat, has a range of responses, from
purely defensive to purely offensive.

Since then, the New Jersey group has broadened their
definition of "Looking at the Board" to include the whole
process of players introducing pieces of the shared fantasy, the
Amber universe, into the game.

It's really a matter of visualizing where you are. If you
need a weapon, and you happen to be in Castle Amber, doesn't
it seem reasonable that weapons would be on the walls? Or
that there are busts of Oberon decorating most tabletops?
Wouldn't it seem reasonable to find throw rugs on the stone
floor and tapestries hanging from the walls?

Sure. Each piece of the shared reality, the universe
presented by the Game Master, but reflected in the player's
imagination, is an opportunity. Ifyou use it.

"Creating non-player characters" is usually the province of
the Game Master, but also an area of potendial for players.
Start out simple, asking non-player characters questions in
order to fill in the blanks in their background and personality.
Talk to the non-player characters. The more you interact with
a non-player character, the more real it becomes.

Then, sooner or later, players run into a Game Master's
limitations. After all, the Game Master can't prepare in
advance all that many characters. This is the point where you,
as a player, can be really helpful.

Offer to fill things in for the Game Master. "Hey, I've got
some ideas,” you might say, "how about if I just fill in the
names and details of our encounter in my diary?"

Once you've the go-ahead, make the characters as real as
you can. Give them names, families, backgrounds, motivations,
and everything it takes to bring them to life. Once you've got a
hold of non-player characters, don't forget to use them. Bring
them up again and again. Rely on them, build up their
characters and personalities. Give them motives and conflicts
and make them a little more real every time you play them.

The more time and effort you lavish on the non-player
characters, the more real they become. Which makes it much
more difficult for the Game Master to justkill them off.

Ifthey are killed, any or all of them, then mourn the hell
out of 'em. Build memorials, visit grieving relatives, inflict
revenge on their enemies. Keep them alive in the game forever.
If necessary tell lies about 'em.

"Walking worlds into existence” is as simple as using
Pattern to travel through Shadow. Remember, the player
defines the worlds. The more real and detailed the description,
the more likely it is that it will become a continuing part of your
Amber campaign.
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COMBAT

RunningCombatTheShortCourse.

The following pages cover the Amber Combat system in
great detail.

Most of which you don't need most of the time.

Most Combeat is resolved quite simply, using the following
two steps.

Step 1. Compare the Attribute Ranks of the participants
in any Combat.

If there are weapons involved, or troops, or strategy, then
use the characters' Warfare Attributes. 1f the combatants are in
a hand-to-hand fight, actually grabbing each other, then use
their Strength Attributes. 1f the battle is one of the mind alone,
through Trump, or some other means, then use Psyche
Attributes.

Step 2. The character with the larger Attribute Rank

wins.

That's it. Everything else is just a matter of adding details,
figuring things out when it's a close call, and making things
seem realistic.

Combat: Following Zelazny's Example.

Tt was a very foul blow, about four inches below the

belt buckle, 1'dsay, and it left him on bis knees."
- from the third page of

Nine Princes in Amber

That's the very first example of combat in Zelazny's
Chronicles of Amber. No heroic duel, no picture-perfect battle,
just a quick, unexpected fist in another guy's groin.

Corwin fights like this all the way to the end. In fact, his
last true battle costs him dearly, mostly because, as usual, he
fights dirty.

It's also unconventional combat. Even in the midst of set
duels, where you'd expect the combatants to act in some kind
of "normal" way, Zelazny always has the characters throwing
curves, doing the unexpected.

When you read Zelazny his combat seems to go quickly.
He skips over the boring parts, and snaps your attention to the
eye-openers, to the critical decisions, and to the drama.

Zelazny writes of Bleys fighting up Mount Kolvir, and of
his slaying of hundreds, perhaps thousands, in just a few
paragraphs. Just one line, "..halfan hour I watched him, and
they died and they died..." is all it takes for Zelazny to get across
an episode of combat that would take hundreds of pages to
describe in detail.

When a battle is important, Zelazny isn't coy about
supplying details. When Corwin, the main character, faces his
ancient rival, Eric, we read, "I tried a head-cut, which he
parried; and I parried his riposte to my heart and cut at his

wrist. " The battle goes on with this kind of detail for pages.

The pointis, Zelazny moves the story along. When Combat
will help make it more exciting, he concentrates on the details.
When it looks like Combat will slow down the story, Zelazny
cuts to the chase.

As a Game Master, that's what you want to do. Present
your players with Combat that is always exciting. Not boring
with details, no matter how "accurate” or "true to life" they
may be. You want them to always experience Combat as
something tense, challenging and exhilarating.

USING ATTRIBUTES
TO RESOLVE CONFLICT

When two or more characters come into direct conflict,
duking it out, things are usually resolved by comparing the
two Attribute ranks. Then, the one with the higher rank usually
wins.

Not always, just usually.

When Corwin fought Benedict in Guns ofAvalon, Corwin
knew that Benedict was the better swordsman. No ifs, ands, or
buts about it, Benedict could beat Corwin in any fair fight.

Corwin won.

Why?

Well, Corwin fights dirty.

In this case Corwin knew about something, about a patch
of grass that served as a trap for anyone stepping on it.
Benedict didn't know about it.

Corwin cheated. And Corwin won.

In Amber the character with the higher Attribute rank
should win against anyone with a lower rank.

Compare this with chess.

Chess is a game of pure thought. No luck, no chance. Just
pure strategy.

Every one of the billions of people in the world can be
ranked in the hierarchy of chess players. You, you the player,
are probably ranked rather low in the scheme of chess masters.
Maybe you don't know how to play at all, in which case you'd
be so much meat for anyone who knows the rules. Or maybe,
like many people, you've just played for fun with friends and
relatives. From the point of view of serious chess players,
somebody who just plays for fun, who doesn't participate in
the tournament circuit, is "unranked.”

Once you get in the chess world, things get more formal.
Moving up the ranks, the higher the number, the better the
player. Players ranked close together, say a couple of guys
ranked 1150 and 1170, are so close it's hard to tell which will
win any particular game. But take any two guys with a spread
ofa couple ofhundred points, and you can bet hard money the
guy with the higher ranking is going to win. Masters, with over
2,000 points, can cream everybody else, Grand Masters are
even better, and they can do tricks like play forty people, all at
the same time, while wearing a blindfold.

So, what if you, you the player, had to play a Grand
Master? Let's say, for some odd reason, you had to play this
guy. Not for fun, but for something really, really serious, like
the fate of the world, and, as a side bet, your own life.

What do you think, should you play fair?

We'll call your opponent Kurmenkov, one ofthe Russian's
top chess guns. Flat out, the best there is.

Here's what you might do.

First, you make a few arrangements. Like learning the



game, but also getting a team of the finest chess coaches
money can buy, and a little microphone so you can hear their
advice.

Then, you set up the room where the game is going to take
place. Figure out everything Kurmenkov hates, heat, loud
colors, rock music, whatever. Give him the works, but only at
critical moments, on and off.

And if that isn't enough?

Then you go for some real equalizers. Have his wife call,
mid-game, threatening divorce, madness, and/or suicide. Then
a high-ranking Russian officer, informing Kurmenkov that if
he has been accused of anti-state activities, and his victory in
the game will be sufficient proof to warrant his arrest and/or
execution.

Sdll not enough?

When his back is turned, steal pieces from the board. Drug
him, and move twice for every move he makes. At least once,
during some critical move, just as Kurmenkov reached for a
piece, have someone put a gun to his head and offer to blow his
brains out ifhe makes that particular move.

Now couldyouwin?

Depends. Frankly, ifyou're a total novice at chess, even all
these advantages may not assure you of victory. On the other
hand, ifyou're a master rank player yourself, you ought to be
able to take him out. And, ifyou're the second ranked player in
the world you should have no problem whatsoever.

Silly? Yeah, but it's the way things work in real combat.
Armies spend a lot of time and money on military intelligence
to pull exactly the same things that you were trying on
Kurmenkov. Psychological warfare, dirty tricks, surprise
attacks, and quick flanking maneuvers is what it takes to score
victories out of proportion to the strengths of the forces
involved. To use one example from recent history, when you
own the air, and the other guy doesn't, you bomb the spit out of
him. Not exactly "fair," sort of on the level of stealing the other
guy's chess pieces, but pretty effective.

Combat as Story Telling.

With Zelazny in the Chronicles, each fight is an important
piece of the bigger story. Each Combat is a way of advancing
thestory.

Advancing the story means several things.

It can mean finding out information about the characters,
whether they are participants, manipulators or observers.
Each time we see how well someone fights, as when Bleys kills
hundreds, or how poorly, as when Julian is over-powered by
Corwin, it says something about those characters.

In role-playing this is even better since the players can
actually experience being kicked around by somebody, or have
a chance to beat up on a lesser character. Each time something
like that happens, it speaks a lot more clearly than the Game
Master just describing the abilities of a character.

Example of Story-Telling Combat. Here's a typical
combat, where a player character battles a non-player
character with swords. Notice that the Combat tells the
characters several things about their opponent. It also reveals
an opportunity for Dorell to make a moral decision. Should she
slay her opponent, who is concentrating elsewhere, or should
she risk losing him?
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G/B PSY STR END WAR
0/0 Cindy - DORELL A 4th 9] A 2nd [45]
0/1 Willy - GARVIN 1st [52] C A A

0/0 The Stranger [10] C C [30]

Note: In the summary the first number is a column is the
character's rank, and the number in brackets "[ ]" is the
number of points spent on that Attribute. "A" means
Amber Rank, "C" means Chaos Rank, and "H" means
Human Rank.

CINDY: (looking around a tavern) I saw him run in here.
Where is he?

GM: All the drinkers look the same to you.

CINDY: Garvin? Whatdo you think?

WILLY (to Game Master): What do I sense about this crowd?

GM: There is one man who seems to have a strong presence.

WILLY: 111 point to that guy, the one with the high Psyche.

GM: As Garvin points a man leaps backward, reaching for his
weapons, his left hand going for a big sword on his back,
the right hand snatching a small dagger from his belt.
What are you doing?

CINDY: How fast does he look?

GM: It looked really fast, but it also looked like sort of a
practiced move. That's all you're doing, looking?

CINDY: No! I back up a step and draw my own sword.

GM: And just in the nick of time, as he furiously lunges
forward, thrusting with his big sword. How are you
reacting?

CINDY: So far, just defensively. Let's see ifhe's good enough to
make me sweat.

GM: Itisn't easy, but you parry all his blows. He's still coming,
stll varying his attacks.

CINDY: Do ILhithim?

GM: Since you opted for a purely defensive tactic, you
wouldn't hit him unless he stumbled into your blade. He's
unhurt and continuing to press the attack.

CINDY: I don't feel particularly scared. I think I'll shift to a
stance where I can try to hit him.

GM: An all-out attack?

CINDY: No, nothing that crazy. I don't quite believe this guy. I
think he's just testing me. I just want to draw him in, see if
can open him up with some fancy defensive maneuvers.

WILLY: Good going! Caution is probably a good idea.

CINDY: Garvin! Butt out! I don't need your opinion.

GM: He keeps up his attack, but doesn't show much in the way
of weakness. What are you doing?

CINDY: I'm not that impatient. I'll keep it up. After all, I can
probably lastlonger...

GM: Fine. You continue being defensive, but keeping your
options open. After a dozen or so engagements of the
blade, you finally see an opening. Are you going for it?

CINDY: You bet.

WILLY: It could be a fake! Have you considered that he might
just be trying to sucker you?

CINDY: Iignore Garvin...

GM: Just as well, by the time he says anything you've already
moved. Your blade slips around his guard, and slices the
skin on his forearm. He curses with some unknown word,
and follows it up by yelling, "Immutable Progeny of
Amber!"

CINDY: I press him!
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GM: All-outattack?

CINDY: Yes. Wait! No!

GM: Well? Which is it?

CINDY: I just want to move aggressively, not put myself at
risk.

GM: He's forced back by the fury of your attack. His wound
seems to be closing up, almost fast enough for you to see it
happen.

WILLY: Oh great! He must be a Shape Shifter.

CINDY: Garvin, for the last time, Dorell did not ask your
opinion.

GM: He's moved to a more defensive posture.

CINDY: Dweller of Chaos, we have you cornered! Surrender!

GM: He says, "Never, not to anyone whose fathers consort
with beasts!" Meanwhile, he's not attacking, just looking at
you warily, and... Hmmm... Perhaps he's concentrating on
something,

WILLY: Crud! Is he bringing up the Logrus?

GM: He's doing something eerie. It feels creepy.

WILLY: Dorell! He's bringing up the Logrus or something.

CINDY: I ignore Garvin and keep pressing my attack.

GM: Cindy, he's definitely distracted. As if he were getting a
Trump call. Dorell coufd kill him right now ifyou attack all-
out. What are you doing?

Choosingthe Detail of Battle.

Amber combat has to be free ranging. It can't focus on
each individual sword stroke. It can't always describe each
individual hit, block, sidestep and deflection. But sometimes a
single blow, a single dodge, a single quick advance or retreat,
becomes a critical part of the story.

What's the point of wasting time on describing the details
of slaughter? Better to do as Zelazny does with Bleys, skip
ahead to when Bleys is tired, worn, and on the verge of making
a mistake.

Even when a Combat is really important, and should be
covered in detail, certain boring parts have to be skipped. For
example, iftwo top-notch fighters are battling, and are so close
as to be tied or nearly tied in rank, there will be long stretches
where the two are just clashing swords looking for weakness
in the other. In this case the Game Master can skip over these
lengthy "probes," and concentrate on when the characters
make decisions, take risks or change tactics.

Here are some points to consider when deciding whether a
Combat be conducted in detail, or skipped over lightly.

When Old Enemies Come Face-to-Face. Kind of
obvious, but anytime traditional foes get together, that's when
we want to follow things in detail. Sherlock Holmes fighting
Moriarty. Robin Hood against the Sheriff of Nottingham. In
Amber players may not even realize they're facing familiar
enemies, because of Shape Shifting and magical disguises.

When the Combatants are Equally Matched.
Anytime two combatants are equal enough so that the outcome
is in doubt, or equal enough so they are unsure about each
other, that's a good time to focus on the Combat.

When there is a Moral Choice Involved. Making a
choice oflife or death, good or evil, is a time when the Comgbat
should be slowed to the detail level. The classic moral choice in

Amber is whether or not to kill a helpless foe, when Combat
really turns into murder. For example, "she stumbles, drops her
blade, and, for the moment, is a clear and ready target. What
are you doing?" or "Frozen by the assault on his mind, your
enemy is suddenly motionless, helpless to defend himself.
What are you doing?"

When the Unknown May be Revealed. There are
mysteries aplenty in Amber. Sometimes the only time they can
be penetrated is in the heat of Combat. This can be a case ofa
literal exposure, as when someone who looks ordinary turns
out to have machinery under their skin, or the flaming blood of
a Chaos dweller, or is built from magically animated sticks and
straw. Other times it is far from obvious. An opponent, easy to
léill,&lmay possess some secret, a secret that will be lost in their

eath.

Ambush, Back-Stabbing, and Other Surprises. Any
time players are confronted with particularly nasty shocks, as
when enemies show up unexpectedly, or friends turn out not to
be friendly, it's time to focus on the details again. The reverse,
when the player characters pull something on others, is also a
time to expand the details.

When a Player Character is in Danger. Player
characters, especially when totally out-matched and in dire
danger, are owed the courtesy of a full explanation of their
defeat. While this provides a means of escape, there will be the
occasional final call for a player character.

Example of Detail Combat. Some Game Masters are
comfortable with a great deal of detail in the combat, while
others just want to get it over with. Here are four examples of
the same Combat, with the same player, Peggy, squaring off
against the same beast. The first example is non-Combat
oriented, the second uses a bit of Combat for realism, the third
uses the Combat in detail, and the fourth uses a great deal of
imagination to supplement the combat. See what you think.

G/B PSY STR END WAR
0/0 Peggy - Iresa 4th [20] 1st[24] 1.5[16) C
0/0 The Beast H (5] C A

IRESAVS. THE BEAST: NO DETAIL
VERSION

We start by examining what would happen in a simple
case, where the encounter is fairly unimportant.

GM: There's a big thump, and it sounds like it came from
behindyou.

PEGGY: I whirl around, what do I see?

GM: There's something moving right at you, something hard
to see.

PEGGY: I back away quickly!

GM: Yes, it seems to be some kind of ape, it's fur is a mottled
brown and green, making it hard to see against the
backdrop ofjungle. It's on it's hind legs and attacking with
swinging arms.

PEGGY: I'll go on the defensive.

GM: With swinging arms it's better than you.

PEGGY: I'll go for Strength. I want to grab it.



GM: You move in, getting scratched by it's claws, but you grab

it. You seem stronger. What are you doing?
PEGGY: I want to break its neck!
GM: Okayj, itdies.

ffiESA VS. THE BEAST: SIMPLE VERSION

Here the Game Master is looking to get across more of a
mood.

GM: There's a big thump, and it sounds like it came from
behind you.

PEGGY: I whirl around, what do I see?

GM: There's something moving right at you, something hard
to see.

PEGGY: I back away quickly!

GM: Yes, it seems to be some kind of ape, it's fur is a mottled
brown and green, making it hard to see against the
backdrop ofjungle. It's on it's hind legs and attacking with
swinging arms.

PEGGY: I'll go on the defensive.

GM: Totally? Just defensive.

PEGGY: No, I want to hit if T get an opening.

GM: Okay, you're being opportunistic. Let's see... You don't get
hit, but you can tell it's faster than you are.

PEGGY: Ooh. How strong isit?

GM: You don't know yet. Are you staying opportunistic?

PEGGY: No. I'm going for Strength. I want to grab it.

GM: You move in, taking a rake from it's claws, but you
manage to grab it. Now what?

PEGGY: I want to break its neck!

GM: It's struggling. You've got the advantage. The two ofyou
squeeze, and you hear a Sfyoud snap!

PEGGY: What? What broke?

GM:Itdid. It'sdead.

fiESA VS. THE BEAST: MEDIUM
VERSION

In this case the player introduces a bit more detail,
describing her character's actions specifically. In response, the
Game Master makes the combat more descriptive. The final
result is the same, but Peggy gets a better idea of the Beast's
Warfare.

GM: There's a big thump, and it sounds like it came from
behind you.

PEGGY: I whirl around, what do I see?

GM: There's something moving right at you, something hard
to see.

PEGGY:Ibackaway quickly!

GM: Yes, it seems to be some kind ofape, it's fur is a mottled
brown and green, making it hard to see against the
backdrop ofjungle. It's on it's hind legs and coming atyou,
swinging its arm, trying to hit you with its claws.

PEGGY: I'll try to parry it with my arm, and then punch it
right in the face.

GM: You barely escape being raked with the claws, and it
nimbly avoids your punch. You think it's a lot better than
you.

PEGGY: Tell me about it! Any idea how strong it is?

GM: How canyou tell at this point?

A Game Master's Guide to Combat - Page 83

PEGGY: Never mind, I'm going to try to grapple with the
sucker.

GM: Ifyou go in close right now, it'll have a shot at you.

PEGGY: Yeah, I'l try to dodge the blow, but I want to get in
there.

GM: You get caught by its swing, taking a light wound.

PEGGY: Ouch. Do I get a hold on it?

GM: Yes, you've got it, and it's responding by pulling you in a
bear hug. What are you doing?

PEGGY: I want to break its neck!

GM: The two ofyou squeeze, and you hear a loud snap!

PEGGY: What? Who broke?

GM: You've broken it's back, it's dead.

IRESAVS. THE BEAST: DETAILED
VERSION

We start with the same thump, same swing, same miss,
same try at grabbing. Now that Peggy's character has engaged
the beast, the Game Master decides to do things a litde
differently.

GM: There's a big thump, and it sounds like it came from
behind you.

PEGGY: I whirl around, what do I see?

GM: There's something moving right at you, something hard
to see.

PEGGY: I back away quickly!

GM: Yes, it seems to be some kind of ape, it's fur is a mottled
brown and green, making it hard to see against the
backdrop ofjungle. It's on it's hind legs and coming at you,
swinging its arm, trying to hit you with its claws.

PEGGY: I'll try to parry it with my arm, and then punch it
right in the face.

GM: You barely escape being raked with the claws, and it
nimbly avoids your punch. You think it's a lot better than

you.

PEGGY: Tell me about it! Any idea how strong it is?

GM: How canyou tellat this point?

PEGGY: Never mind, I'm going to try to grapple with the
sucker.

GM: Ifyou go in close right now, it'll have a shot atyou.

PEGGY: Yeah, I'll try to dodge the blow, but I want to getin
there.

GM: Okay, it's been swinging first from the left, then with it's
right arm, aimed a bit lower. What are you going to do?

PEGGY: Hmmm. I'll wait for the right arm, then dodgge the left,
ducking underneath.

GM: Okay, you almost make it, but you get caught by its left
swing, and it rakes your left shoulder.

PEGGY: Ouch. Do I get hold ofit?

GM: Well, you're close and inside, your face inches from its left
shoulder, what are you going to grab?

PEGGY: Is it a lot bigger than me?

GM: No, bigger, but not a lot bigger. Just under six foot.

PEGGY: Good, I'll get a solid grip on the left upper arm.

GM: Done! It's pulling the left arm in, and also moving to hug
you with the right arm.

PEGGY: No problem, has my right hand got a firm grip?

GM: Like iron, but the ape's right arm is squeezing you pretty
tight.

PEGC%Y: I want to get my arm around its back, so I can pull its
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head back with my left, and keep pulling with my right.

GM: Okay, it's trying to restrict you, but you seem to be
stronger. You've got your other arm around its neck. What
now?

PEGGY: Squeeze!

GM: It struggles, it's grunts getting more and more shrill. It's
going limp, are you keeping it up?

PEGGY: You bet!

GM: Snap! Itbreaks.

Howto Role-Play Multiple Combat

There are two tricks to Combat with a lot of opponents.

First, only so many attackers can gang up on any one
defender. In hand-to-hand, where characters are grappling
with each other, the maximum number that can actually have
any effect is four. Backing up a little, with swords, a character
can be surrounded, but the most that can attack without

etting in each other's way is six. Of course, if a character is

goolishly standing out in the open, and the target of ranged
weapons, then there's no limit to the number of attackers.

Second, any good and talented fighter is going to move
around quickly enough so that only one, two or three of the
enemy can attack at any given time.

G/B PSY STR END WAR

0/0 Cindy - DORELL A 4h[9) A 2nd [45]

1/0 Mick - FARLEY 5.5 [11] 3rd [12] 3rd [9] 4th [12]

1/0 Kevin-RODERICK 2nd [51] A A C

0/0 Armed Rabble H C H C
Example  of Multiple  Opponent  Combat. Three

characters, Dorell, Farley and Roderick, are faced with five
strangers. Here's how the combat might come out, based on
the following Attributes.

GM: There are five of them, and only three of you. How are
you going to handle the situation? Mick?

MICK: What do you think Cindy? Should we go defensive,
back to back, or spread out and take our chances?

CINDY: Let's keep this in character. (She changes her voice to
a more haughty tone) Farley, this rabble means nothing to
me, take your ease and I will dispatch them all!

MICK: (to GM) I give a slight bow in Dorell's direction, (to
Cindy), Mistress Dorell, I hope you aren't biting off more
than you can chew. Try your luck, and I'll jump in when
and ifyou need me.

GM: Okay, Dorell, during your little chat, the five have spread
out into a semi-circle, leaving you with three in front, and
one each on your right and left flank.

CINDY: How does Dorell evaluate the situation?

GM: Experience tells you that your best bet is to either force
your way through their line, and then turn them around.
Or you can go for one on the edges, and position him
between yourself and the others.

CINDY: Hmm...

KEVIN: Hey! What tactics does Roderick see here?

GM: Roderick thinks the best bet is to run like hell, and find a
couple of dozen big guys in Shadow who can kill these
suckers.

MICK: Not much ofa Warfare rank, eh Kevin?

GM: Back to the fight. Cindy?

CINDY: I'll charge straight through the line, attempting to take
out one quickly, using my combined strength and skill to
bust through any defense.

GM: Fine... Hmmm. You sure did ajob on that guy. He tried to
attack in kind, and collected a bad sword stroke for his
trouble. Now you re on the other side of the line, and two
of the remaining four are turning toward you. The two
guys who were flanking are looking nervously back at
Dorell, but keep facing Farley and Roderick.

MICK: Does that mean they're in range?

GM: Yes. One is moving toward Farley, and another toward
Roderick. Which brings us back to Dorell. Cindy, what
now?

CINDY: Only two? Dorell laughs, salutes with her blade, and
waits for them to attack.

GM: One attacks immediately, the other hanging back and
looking for an opening. Mick, Kevin, you're both being

approached, what are you doing?

MICR I'll engage this guy, attacking cautiously.

KEVIN: Roderick is going to back away, using his sword
defensively.

GM: Fine. Cindy?

CINDY: He's attacking me, remember?

GM: Yup, just wanted to see if you were doing anything
different. Dorell slays him easily, before the other one even
moves in range. What are doing now?

CINDY: Dorell commands the other to disarm.

GM: He doesn't seem to understand your language.

CINDY: I'll gesture for him to drop his sword.

GM: Fine, he throws it down and holds up his hands, babbling
something you don't understand. Meanwhile, Farley
seems to be having an easy time of it, since he's already
wounded his opponent in the arm. Mick, what are you
going to do?

MICK: I think I'll try to use a bit of Strength and disarm this

uy.

GM:gl\}Tlo problem. He's looking at his empty hand, and then
back up at you. Kevin, you're being attacked, are you still
falling back?

KEVIN: You bet I am. I'm waiting for Farley or Dorell to give
me a hand over here.

GM: Okay, no problem. You seem to be able to hold this guy off
indefinitely.

Judging Combat.

Judging means deciding the outcome, based on the
relevant factors. As a Game Master, your job is to moderate the
Combat. You've got to describe what's happening, give the
player options, figure out what the non-player characters are
doing, and act as judge, deciding which actions will succeed
and which will fail.

The most important factor is the Attributes.

Ifthey're far apart, the whole thing is easy. Close together,
and that's where your job as Game Master starts to get
challenging.

Here is the range of possibilities.

1. The Player is Far Superior to the
Opposition. Most of the time, the Game Master merely



inquires of the player how they might like to proceed.

For example, on hearing that the player character intends
to slay each opponent, with a neat thrust to the heart, the Game
Master can then respond, "Eight bodies lay about you, bleeding
but slightly, and you scold yourself for having only slightly
pricked the heart of one man, since he holds on to life for
longer than you had intended. The others are running away.
What are you doing?"

O, if the opposition is of Chaos rank or better, the result
might be, "Your blade reaches out once, twice, three times, each
time findingit's place deep in an enemy body. Now all of them
are badly wounded, and only two still stand and face you.
What are you doing?"

Against a single opponent, of Amber or better rank, the
Game Master could work things out so, "You break through
her defenses with ease, and put your blade to her shoulder,
ripping through her jacket and cutting her badly. In her eyes
you see fear, and defiance. What are you doing?"

Note that in each case, the player is shown their
advantage, and is then given the chance to respond with fury
or with mercy. In each case the enemy could be spared
(though only one remains alive among the merely Human

Ranked opponents).
2. ThePlayer is Clearly Better than the

OP osition. The difference between being far superior and
clearly better is the amount of time it takes to dispatch the
opposition. Instead ofbeing able to instantly kill or disable the
enemy, the player character will have to wear them down. It's
possible, iFP the character is overly aggressive, and if the
defender is cautious enough, that the player character may
also pick up a scratch or two.

3. The Player is Very Close to the
Oppos1t10n's Rank. There are three possibilities here.
The player can be "Just a Bit Better than the Opposition,” or
"Equal to the Opposition,” or "Just a Bit Worse than the
Opposition.”

In the case where both opponents are opportunistic or
aggressive, wounds can go either way, but eventually, if the
Combat keeps going, whoever has the best Attribute will start
inflicting more wounds than they receive. When that happens,
when it%)ecomes noticeable, that character will start inflicting
greater and greater injury.

Subtle moves, like feints and revealed openings are places
where the exact advantages are more plain.

So long as the player is conservative, remains defensive,
neither gives an opening, nor takes any opening that is offered,
then this combat can last a long, long time. Eventually other
factors, like Endurance, will come into play.

Example of Very Closely Ranked Combar. This is
taken from a session back in March of 1988. Godfrey, played
by John Speck, dropped into a tavern in one of the seedier
parts of City Amber. Notice how any wounds are based on
whether or not tiny deceptions work or fail.

GM: A woman, long of leg, approaches Godfrey. She smiles
and holds out a remarkable hand. The hand features well-
trimmed nails and fencing calluses. She wears a sword at
her side, and it looks pretty efficient. What are you doing?

John: I'll shake her hand, smile and say hello.
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GM: She also says hello, and she seems to have a very firm
handshake. Are you going to test her strength?

John: Maybe later.

GM: She asks if you are familiar with the swordsmen of the
castle. It seems to be a reference to your uncles in Castle
Amber.

John: Yeah, I know them.

GM: And, she asks, are you any good with that thing? She
glances at your sword.

John: I hold my own.

GM: And Benedict? she asks, the smile dropping a bit, how is
your skill relative to Benedict?

John: Hmmm... I think Godfey will just say that I'm in his
league.

GM: Hardly, she says, I think you exaggerate your own skill.
gnd I think I could cut your heart out. What are you

oing?

John: I'll push back, drawing my sword and Main-Gauche.

GM: You barely avoid the drink she threw in the direction of
your face. She whirls, pulling her blade simultaneously.
She's advancing, her blade pricking at you. What are you
doing?

John: I defend, holding my ground. But I'm not going to show
my full ability yet.

GM: Okay, you hold back, but slowing down means you have
to retreat several paces and %arely escape getting
wounded. Are you still faking?

John:Noway.

GM: All right, you fight the best you can, and you're just
holding your ground, parrying her lightning thrusts, and
having your own attacEs blocked. This goes on for a full
minute, and you finally see an opening in her defense. Are
you going to attack through the opening?
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GM: She doesn't parry the feint, but instead she uses it to

John: Is it real, or is she faking me out?
attack. You feel the shock of her blade banging against

GM: Youcan'ttell. Itlooksreal.

John: I'll use the opening, but only for a feint. If she goes to your sword-guard. A close thing.
ohn: I'm going to be a bit more defensive for now, to see if she
hn: I'm going to be a bi defensive fa if sh

tires atall.

parry the feint, then 111 attack.




GM: No sign of that. What are you doing?

John: This time I'll launch a series offeints. Let me see if I can
lead her into ignoring them.

GM: Okay, let me know when you want to do something. She
parries the first one. The second one. The third one-

John: Okay, now I'll convert this one into a thrust, hoping that
shell be in the habit of reacting one way.
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GM: Not only does she avoid your thrust, she also gets past
your defense. You take a long rake along the outside of
your extended forearm. Doing anything different?

John: No, just fighting.

GM: A moment later she puts up her blade. She asks if you
wish to withdraw.

John: No way! I attack, all the way!
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GM: She barely defends in time, and you force her to pull her
foot back half a step.

John: Am I closer now?

GM: A bit. You had been fighting at the tips of your swords.
You're closer now.

John: I'll try for a bind.

GM: She pushes back.

John: Using my greater Strength I'll force her blade out ofline,
opening her up for an attack.

GM: With greater Strength than yours, perhaps because of that
wound on your arm, she circles your bind around, pushing
your blade out ofher line of attack.

John: Rats! Il pull my sword back...

GM: Thatopensyou up...

John: Il use my Main-Gauche to parry!

GM: Good work! You succeed in blocking her thrust before it
entered your armpit. You're relatively safe again.

John: If she extended that far, she might be vulnerable. I'll
circle her blade and go for an attack on her hand.

GM: You manage to prick her thumb. A small line of blood
appears.

John: Ill pull back abit, and see how she reacts.

GM: Again, she offers you the opportunity to withdraw.
"Seeing as we are both wounded," she says.

John: I accept!

GM: She smiles wide, embraces you, and seems really pleased!

4, The Player is Significantly Inferior to
the Opposition. The results of the Combat depend on
what stance the player has taken.

If the stance was fairly defensive, then the Game Master
might say, "You stop a flurry of attacks, and find yourself
pushed to the limits of your skill, and bleeding from a cut to the
back ofyour hand. What are you doing?"

An opportunistic choice, where the player has chosen to
attack with caution, will have, "Your thrusts are stopped with
precision, while your enemy's attacks seem to be pushing past
your blocks all too easily. There are two cuts on your sword-
arm, and you're lucky that thrust to your eye merely cut your
cheek. What are you doing?"

Against a superior, the player who charges in with an all-
out attack is going to be reeling, "Tour blade does no harm, and
is extended too far to defend you as the enemy cuts open your
shoulder, pulls back to slash your chest, and then thrusts to
your mid-section. What are you doing?"

5. The Player is Far Worse than the

OP osition. If the player is of Human rank, and has
attacked blindly, their survival depends on the mercy of the
enemy. Otherwise there will be nothing left but to make
funeral plans.

If the player has at least a Chaos rank, or a bit of Good
Stuff, or took a really defensive stand, then the Game Master
might announce, "With blinding speed the enemy's sword
flashes through your feeble defenses, and enters deeply into
your body. You don't even feel pain yet, but you know you
won't live through another thrust like that. What are you
doing?"

Obviously, there's no point in continuing this fight. The
player should seize any means of escape, or surrender, or do
whatever it takes to avoid getting killed.

Characters with at Amber Rank or better, no matter how

fine the enemy, will have at least two serious wounds before
their lives are threatened.

Example of a Player Out-Matched. Here's an
example, starting with Dorell and Farley in Trump contact.
"Red" is really Bleys in disguise, a fighter superior to Farley in
every way.

GM: A large man, clad in full armor, his head encased in a
battle helm, his chest plate covered with a loose cloth of
red.

GM: The guy in red says, "I am, for the moment, guardian of
this place. I will not allow you to pass.”

MICK: I tell him to move aside.

GM: Let me hear the words.

CINDY: Yeah, Mick, give us the voice of Farley.

MICK: Hey bozo, move it or lose it! You're risking irritating a
Princeling of Amber!

CINDY: Yea!

GM: He shakes his helmeted head and says, "The power of
Amber is weak in this place, your Pattern Blood will not
help you to pass."

MICK: I pull my sword.

GM: As does he. What are you doing, combat-wise?

MICK: (Ii']l go in offensively, not gonzo all-out, but strong and
steady.

GM: You move in and, BOP!, while parrying your sword, the
guy whacks you in the head with his left fist. Ow, you see
stars! Are you still pressing your attack?

MICK: That makes me mad! Yeah, I keep moving in.

GM: You're a litde dizzy, and your opponent seems to be
dancing all over the place. From out of nowhere, you feel
blows land on your cheek, forehead and shoulder. Every
time he hits you it feels like a hammer, (to Cindy) The
Trump contact is getting weak...

CINDY: Can I keep it going anyway?

GM: Yes, barely, but you're going to feel it, every time Farley
gets hit.

CINDY: That's okay, Dorell can handle it.

MICK- Am I thinking clearly?

GM: Oh sure, the world's spinning a bit, there are a trio ofred
knights pounding on you, but you're thinking fine.

MICK: Three? I thought there was only one?

GM: Well, it looks like three, everything is kind of blurry. Are
youstill attacking?

MICR No! I back offuntil my head clears.

GM: Back on defense?

MICK: Yes. I want to keep this guy off me.

GM: Okay, you move back a bit, and keep the big guy at
sword's point distance. He doesn't push you, and in a few
moments your head clears enough for you to feel your
body's aches and pains. There's blood in your mouth, and
it feels like he loosened a couple of teeth.

MICK: Next time, I'm going to grab him and teach him a thing
or two.

GM: You want to try to grapple?

CINDY: Wait a minute! Do I know what he's planning?

GM: Sure, you've got a strong Trump contact, his surface
thoughts are very clear.

CINDY: Then Dorell will speak with Farley.

GM: Go forit.

CINDY: Farley, beware this scoundrel! Remember, if he's



stronger than you, once you've grappled, you may never
get free of him.

MIKE: Yeah, yeah.

CINDY: Test him. See ifyou are stronger before you commit
yourself.

MICK: Okay. Is this guy stronger than I am?

GM: Hard to say. Unless he's got a roll of coins hidden in his
fist, he's got a punch that's definitely better than human,
maybe Amber level, maybe better.

MICK: I need to know for sure. I'm going to try to engage his
blade, pushing him, see ifhe's a match for me.

GM: Here we go... You bind his blade, and he moves forward to
the clinch. Are you going to use both hands?

MICK: Yes.

GM: He does the same, and the two of you are pushing,
tensing, trying each other's strength. Which lasts just an
instant, before he shoves you back reeling.

CINDY: Farley, it's best you knew.

MICK: Dorell, back off! I'm busy, (to GM) Am I falling down?

GM: No, not unless you want to...

MICK: No! I want to back up, and recover my balance,
hopefully without getting stabbed or grabbed.

GM: The man in red seems honorable enough. He could have
taken advantage of you, but he's giving you room to
recover.

CINDY: I like this not, Farley, (to GM) Does Dorell think she
can take this red knight?

GM: In Strength, you can't be sure, but you doubt it. On the
other hand, the knight hasn't shown himself to be much
better than Farley when it comes to the sword.

CINDY: Farley, let me come through, I am sure I can best this
man.

MICK: No. I don't want us stranded here. Ifyou come through,
ﬁve'll have no easy contact back to Amber. I'll handle red

ere.

THETHREEFRONTS

In playing Amber, there are basically three fronts where
you're likely to come into conflict with someone else: on the
field ofbattle, where you use Warfare; hand-to-hand combat,
where Strength is the deciding factor; and when minds collide,
where Psyche is all-important.

You already know that the higher rank in each of these
Attributes will determine the winner. That's no mystery.

The mystery is figuring out where you stand. Are you
better? Worse? Or pretty close?

No matter which arena, you've got certain choices, each
with their own risks.

Attack furiously, and, ifyou're better, even just a bit better,
you may succeed quickly. Better yet, you may convince an
opponent, even one who is slightly better, that you will win. On
the other hand, ifit turns out you're out of your league, an all-
out attack could prove fatal, charging into a clinch you can't
escape.

An opportunistic stand, lets you attack cautiously, takin
advantage of openings, while cautiously defending yoursel%
This is safe, but also slow. If you've met your better, you
haven't made a serious error. On the other hand, it may take a
lot of precious time to figure it out, ifyou happen to be facing
someone weak.

Going Defensive is good if you're worried, for it reduces to
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the absolute minimum the chance of taking injury. On the
other hand, it gives your enemy a clear shot at escaping, or the
room to take other actions.

Those three choices, the furious attack, acting as the
opportunist, and staying defensive, are available no matter
whether you fight with swords, bodies, or minds.

CHEATING ON ANY FRONT

No matter what kind of combat you get into, there are
certain handy things that can be used to equalize the odds.

First, if you've got an appropriate Power Word, it can be
used instantly, anytime during combat.

It's also possible to use something like Logrus tendrils or
Advanced Pattern. These things can be used instantly so long
as they are prepared before the combat begins. Either invoking
the Logrus, or walking the Pattern in your mind, is time-
consuming job that needs your full attention. So, unless you've
got something ready to go before the combat starts, forget it!

Magic spells are also fairly quick, but only those that are
memorized or "hung." Problem is, if there are any Lynchpins
involved, they're going to work pretty slow. A skilled
swordsperson, in range, can pierce your body many times in
the time it takes to utter a single Lynchpin.

SWORD BATTLES
& WARFARE

Whyswords?

One reason is that it beats having to tear things open with
your bare hands.

Sdll, given that high tech is available, why don't Amberites
carry guns? Assault rifles, grenade launchers, laser-guided
mini-missile pistols. They even could carry blaster rifles if they
wanted.

Yet they still lug those blades around.

The main reason is that swords are reliable.

It doesn't matter what Shadow you happen to stumble
into, a big piece of'steel with a sharp point and a sharp edge is
going to work. Shadows ofhigh tech, low tech, or magic, you
name it, a pig-sticker is dependable.

Even if the Shadow is so screwy that the edge is dull and
the point is blunt, you've still got a handy, heavy thingie useful
for bashing people.

A sword can be used to stab, chop, or cut, block or parry.
Better yet, it keeps the enemy a good couple of steps away. Just
in case something oozes acid, or arcs electric charges, or has
other unpleasant personal habits, a sword leaves you a bit of
breathing space.

Anyway, in Amber swords are traditional. And Amber
tradition is based on a lot of hard-fought battles.

So Amberites use swords. Also quarterstaffs, axes,
hammers, spears, and anything else that comes to hand, but
the combat system works pretty much the same way for all
hand to hand weapons. The following combat choices also
apply to how one handles everything from troops on the field
ofbattle, to strategy in a chess game.
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SWORD MOVES & CHOICES

So now you're hauling sword.

What can you do with the thing?

In any combat you've got choices. Let's break 'em down
into two major kinds of choices, defending or attacking. Each
move can then be modified with deception, or using Strength
in combination with Warfare. First off, what everybody learns
first, defensive moves.

Main Combat Choices - Defensive.

Any move where your major concern is saving your own
neck is considered defensive. Usually the opposition has to be
clearly superior to you in Warfare before they can hurt you in
a defensive position.

Pure Defensive. The heck with trying to hurt the
other guy! Saving your own skin is your number one priority.
Ifyou've got even a suspicion that the other guy is better than
you, go pure defensive. It's also a handy choice if you've got to
deal with some kind of distraction, like a Trump contact.

Pure Defensive minimizes your chances of getting hurt.

Basically you stand your ground, moving back when
pushed, and wait for the opponent to come to you. Since you
leave it to the other guy to make the first move, it gives you an
advantage.

Up against two or more opponents? Again, pure defensive
means you keep moving, moving so that they get in each
other's way. Better yet, move so that only one can attack you at
a time. And, ifyou end in a situation where you can't seem to
keep the enemy from circling around behind you, you know
you're being out-matched.

What ifyou do get hurt when you're in pure defensive?

Run!

Anyone who can score on you while you're staging this
kind offortress maneuver is too good. Way too good.

A wound when you're in a Pure Defensive position is the
universe's way of telling you something is seriously wrong.

On the other hand, if you manage to hurt the other guy
when you're in Pure Defensive, you can be pretty sure you've

got the upper hand.

Measured Retreat. The idea is that you back off,
hoping that your opponent will come after you, pushing a bit
too far, and creating an opening. Works two ways, because
you're protecting yourself, and, if the enemy doesn't follow
you, then you've got a clean chance to escape.

Hasty Armor Defense. When in doubt, Ipick up
something large to use as a shield, or squeeze yourselfinto a
protected position, and make it into a makeshift fortress.

It might work, it might not, but it beats being skewered.
Not only 1s it a low risk option, but the first blows will probably
be absorbed by the furniture in use.

Main Combat Choices - Offensive.

Attacking always carries a certain risk. Ifyou really want
to make a measure of the opposition, preferably with your
sword as a dip stick in the other guy's chest, then you've got to
come out of your shell.

Fight! Most fighters take this stance. It just means you
fight in reaction to your opponent, taking advantage of
openings, defending against attacks, and holding your ground.
This is also an option that gives you a chance to respond to
opportunities where you can test the opposition's Strength.

When both combatants choose Fight, it means the battle
will be determined purely on Warfare. Pretty quickly too.

The Feint. The idea is that you pretend to strike in one
direction, then, when the opponent goes to defend, you strike in
another direction.

Ifyou're a lot worse than the enemy, this is going to be
super obvious. Expect to take damage.

Ifyou're a lot better than the enemy, they'll either fall for
your ruse, which lets you hurt them, or they'll chicken out and
retreat.

Finally, if the two ofyou are pretty even in Warfare, this is
going to depend on a judgement call on the part of your
opponent. The enemy guesses wrong, and you'll score a
wound. Ifthe enemy guesses right, it might be you taking the
wound.

The Revealed Opening. Deliberately open
yourself up, make something that looks like a mistake, or
otherwise try to sucker your opponent into coming in a little
too hard and fast.

Ifyour opponent is equally matched, or has less skill, then
it will look exactly like a real vulnerable opening. If they take
the bait it's an opportunity to do damage.

On the other hand, if your opponent is a lot better than
you, then your trap will be obvious. At which point it may be
you who is in danger.

Advance. Steady, relentless pressure. You move
forward, pushing for all the openings, shoving your opponent
back.

Psychologically, a great move. Show your confidence!
Intimidate the enemy!

All of which will work great, and you should damage the
enemy, ifyou're really better.

If you're evenly matched, or out-matched, then this is a
move that'll set you up for getting hurt.

All-out Attack. You launch yourself on the enemy.
Forget about defending yourself, you're willing to take a
scratch if necessary. Killl A cocky, foolhardy thing to do.

Hope you're really a lot better than your opponent. In
which case this option will definitely turn things your way, and
you'll score the most damage possible.

On the other hand, ifyou're relatively equal, or worse, this
is the choice that lets you collect the most serious wound.

Combat Modifiers:
Faking It.

Aside from just bashing away, you can also try your luck
at deception in swordplay. In Amber it's often not how good
you are, but how good somebody thinks you are. These moves
are also handy for maintaining a disguise, when you'd rather
not have anyone know your true identity, or true abilities.



Feigned Inferiority. Since you are deliberately
moving more slowly, and reacting with less skill, you may take
slightly more damage than you might otherwise. On the other
hand, there's a lot to be said for getting the enemy to
incorrectly evaluate your skills.

If you are considerably better than the opposition then
Feigned Inferiority should be easy. You'll take no more
damage than you choose to take (sometimes it's very
convincing to take a couple of small wounds). You can also
look as klutzy as you like, from just below your natural rank, all
the way down to Human rank.

If only marginally better, or equally matched to the
opponent, then you're likely to get hurt. Certainly you'll take
damage faster, and more seriously, than if you fought at your
peak.

In the worst case, if you are significantly worse than the
enemy, Feigned Inferiority can get you killed. By trying such a
complex tactic, you're making yourself a lot more vulnerable
(on the other hand, ifyou want to appear dumb and helpless,
and you're sure the other guy won't kill you, this might be a
good option).

Feigned Superiority. The idea is to pretend to be
much better than you actually are. It's helpful to have a model
to imitate. For example, if the character has had the
opportunity to fence with, or better yet, take lessons from,
Benedict of Amber, it might be possible to imitate his superior
style and flair. At least for a little while. Unfortunately, not
having the true ability means you're opening yourself up for
any really serious threats.

Ifyou're a lot better than your opponent, you've got a good
chance of pulling this off. And no increased chance of taking
anydamage.

For bouts where you are fairly equally matched, things are
alitde riskier. Imitating someone else won't work quite as well
as fencing in your own style. You're somewhat more likely to
get hurt.

When your opponent is significantly better than you, this
is a good way to get killed. The risk is high, and, unless the ruse
succeeds right away, the style you imitate won't make up for
your vast disadvantage.

Combat Modifiers:
CombiningStrengthandWarfare.

Strength can be a natural complement to Warfare in a
sword battle. At a critical moment, a character with superior
Strength can vastly improve the Warfare equation. On the
other hand, Strength isn't something you can use all the time,
since most swordplay requires no particular muscle.

Beat Or Bind. Beat is the fencing term for bashing the
other guy's blade with your own. You hammer on the other
guy's blade, adding your Strength to your blow. Bind is similar,
except that you attempt to catch the opponent's blade in a tight
little circle, forcing it away. The Bind requires more skill, and
more of an advantage in Warfare, than the Beat.

Ifyou have the better rank in Strength then how a Beat or
Bind turns out depends on how you compare in Warfare.

Ifyou are roughly equal in Warfare, but have a superior
Rank in Strength, this can create a significant advantage. By
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bashing or moving the other blade out of the way, you gain a
shot at a quick thrust or cut.

If the other fencer is clearly better than you, and you have
a superior Strength, then this might work the first time, but
only the first time. After that, knowing your advantage, the
enemy will avoid future contests of Strength.

If you're the better swordsman, and better in Strength,
then you can use the Beat or Bind to clear away the opponent's
sword. Another choice with the Bind is to disarm the enemy,
flicking the weapon out and away. A Beat, in this situation,
could also be used to break an enemy's weapon.

On the other hand, if both parties have roughly equal
Strength, then a Beat won't do much of anything other than
waste a valuable opportunity. Remember that this particular
Strength battle depends on just a couple of tiny muscles in the
thumb and forefinger, which have to broadcast their power
down a long lever %the blade). There has to be a really large
difference in rank for there to be any advantage on either side.

Worst case, where the other guy has a much better rank in
Strength, can be really bad. Failure will leave you open for a
cut or slash, even from someone whose Warfare is a bit worse
than yours. Then, after the Beat, your enemy will know your
weakness, and attempt to exploit it.

Rough Housing. In the midst of a fight, sometimes
there's the opportunity to get in a punch, a kick, or a good
shoulder bash. Which is fine if you've got a superior Strength,
but not too smart if you're weaker. Your chance of success
depends on your Warfare.

If you're a lot better in Warfare, then you've got a good
chance of getting in your blow, and it's unlikely you'll take any
damage.

If both you and your foe are equal in Warfare, then the
results of Rough Housing will depend on your respective
Strength. Also, when you are both roughly equal in Warfare,
and you initiate Rough Housing, it gives your enemy a free
shot at grabbing you, and changing the battle to Strength.

Ifyou are definitely inferior in Warfare, a Rough Housing
move can be pretty risky. The enemy can choose to either
avoid the physical blow, or take it and simultaneously wound
you with the weapon at hand. Worse, if you are badly out-
matched in Warfare, the foe can avoid the Rough Housing
attack and get in a good wound.

Bait and Switch. Getting the combat away from
Warfare and into Strength. Walk right in to the opponent's
range, and grab whatever is handy, hopefully switching the
combat from a Warfare to a Strength contest.

Ifyou're a lot better in Warfare, this is easy and carries no
risk. In fact, it's pretty common for Amberites, facing a bunch
of normal Humans, to just grab and toss anyone in their way.

If you're equal, or slightly better, in Warfare, this move is
sure to involve some risk. Chances are, you'll have to take a
wound in order to get your hands in place. Since wounds get
worse as combat progresses, it's a good idea to do this kind of
thing early.

Switching to Strength is particularly bad if you are out-
matched in Warfare. Then the enemy can cut you up pretty
good as you move in. If you are a lot worse in Warfare, you
may never even get your hands on the antagonist, and still take
damage.
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Pick d em. This is what Gerard did,
STRENGTH COMBAT carryilllcg Cg?iwiﬁpo::r toc [gg/ clf?fﬁ and (lflsagg‘l)ivnga thinfri;—sicie—

down.

L can kill you, Corwin. 'Do
not even be certain that your
blade will protect you, if I can
get my hands on you but once...'

Gerard,
Sign of the Unicorn

STRENGTH MOVES
AND CHOICES

Unlike Warfare, where
various stratagems and
deceptions may fool an opponent,
Strength is clear and
straightforward. For example,
attempting to fake superiority is
silly. If you've got the better
Strength, you can break your
adversary. And vice versa. In
other words, superiority in
Strength is a sure thing.

One other point. Just as
characters with Warfare get fast
reflexes along with their military
training, so characters with high
ranking in Strength get martial art-
style expertise along with their
muscles.

Grab or Grapple. The

Strength version of an all-out
assault. You count on being a lot
stronger, and being ab%e to
establish a controlling hold.

If you don't have Strength
superiority, and you attempt a
Grapple, you're going to be pretty
helpless. Whatever the other
wrestler chooses to do will likely
succeed, and you won't be able to
do much to stop it.

If you and your challenger
are a fairly even match, §1€
Grapple is probably not going to
succeed. It's even risky, if the
enemy uses the time to go for your
throat.

If you've got clear superiori
in Str};n th gthis is boﬁnd ttc})l
succeed %exce t for wierd cases
where you're iattling something
with too many arms, or too
slippery to hold). Once the control
is obtained, the controller has
several options:




Swing your partner. Occasionally controlled victims
are useful in other parts of combat. As shields, battering rams,
and even as thrown projectiles.

Go for the Knock-out. The idea is to either whack 'em,
or strangle 'em, until they go unconscious. Once a victim is in
the power of superior Strength, they are pretty much helpless
againstblows and holds.

Make ‘em hurt. The idea is to inflict pain, pure and
simple.

Break ‘em. Damage is pretty much optional. Choices
include things like sprains and broken bones, all the way up to
actions more grotesque...

Go for the Throat. Something to do only ifyou think
you're in a close battle, and you're willing to take it to the death.

Corwin did this on a couple of occasions, relying on his
brute Strength to win out. This usually turns into a mutual
thing, with each trying for the fatal snap before the other.

Although it's usually a matter of sheer Strength, where the
one with the greater Strength kills the weaker, there is one
factor. Ifthe fighters are closely matched, then Endurance can
come into play, and the one with the weaker Endurance will
runoutofsteam.

Ifit turns out that you're a lot better in Strength, then your
opponent will be helpless to resist this attack. At that point
you'll have a choice of actions, strangling the foe into
unconsciousness, or committing murder, or giving quarter.

Wiggle Out of It. Escape, and defending yourself,
are your primary concerns.

Ifyou're better or equal in Strength, and facing a Grab or
Grapple, then you should succeed in getting free.

If the opponent is Going for the Throat, you'll only get free
if you are much stronger. You'll be stuck in any kind of even
matchofthiskind.

If you're measurably weaker than your enemy, someone
Going for your Throat, all this does is buy you alittle time.

If the foe is going for a Grab or a Grapple, and you have a
mucl‘i lower Strength rank, then Wiggling Out of It will fail
utterly.

Feigned Strength Inferiority. This is easy, since
all you've got to do is pretend not to be quite so strong.

Ifyou are considerably better than the enemy then you've
got many choices. You can pretend to be just a little bit better,
and win justaboutanything you attempt. Oryou can pretend
to be inferior. You can even, ifyou like, pretend to getkilled. Of
course, lying around helplessly can be a little risky, especially if
somebody decides to "just make sure."

If you're only slightly stronger, or actually weaker, then
you better hope that your foe is merciful. Otherwise,
pretending to be weak can lead to broken bones, or a broken
neck.

Using Warfare in a Strength Battle.

Getting back to fighting dirty. In a contest of Strength,

there's always the option of cheating. Get a weapon, and, so
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long as your opponent has left you a hand free, it might be
possible to get in a strike or a shot.

This can work before things are completely resolved, or in
the middle of Going for the Throat. However, once someone
has put you in a Grapple, you're pretty much helpless. And if
you're in a Grab, then the opponent is going to be aware of
your pulling the weapon, and will have a chance to react to it.

It's also possible to use Warfare continuously during a
Strength battle. The success of landing punches, kicks, and
other blows, just as striking with a weapon, is determined by
the Warfare attribute. The problem is, if you are significantly
weaker than your opponent, then none of your kicks and
punches are going to make any difference. No matter how
much better your Warfare, physical attacks have to be made
muscle against muscle.

SwitchingBetween Warfareand
Strength.

These are the two major choices of Combat. Benedict's
way, that of skill, speed and accuracy, or Gerard's way, that of
brute strength. Just to illustrate the principle, here's an abstract
of a few elder Amberites and how they'd fare against each
other, just using their best combination of Strength and
Warfare.

The characters are as follows:

Benedict, definitely first in Warfare, and fifth in Strength.

Bleys, we'll rate him second in Warfare, and third in
Strength.

Corwin, put him right under Bleys, third in Warfare, and
fourth in Strength.

Julian, rank fourth in Warfare, and second in Strength.

Gerard, we'll call him first in Strength and fifth in
Warfare.

So, in Warfare we've got Benedict, Bleys, Corwin, Julian
and Gerard. The ranking in Strength is almost the opposite,
with Gerard, Julian, Bleys, Corwin, and Benedict.

Once characters get their hands on each other in a
Strength battle, whoever has the best Strength rank wins.

Let's look at how things come out differently when
character's start with a sword duel. The difference is that
Warfare controls the swordplay, but it's still possible to switch
the battle to Strength by grabbing an opponent.

Corwin versus Gerard: Corwin's Warfare can wipe out
Gerard, that's clear so long as the battle stays with swords. But
Gerard isn't all that much worse than Corwin. If Gerard
chooses to take a hit, buying a handhold on Corwin in
exchange for the wound, then he can switch things to pure
Strength. In this case Gerard probably beats Corwin.

Corwin versus Benedict: Corwin is significantly inferior to
Benedict in Warfare, and he doesn't have enough of a Strength
advantage to make a difference. Corwin is doomed.

Corwin versus Bleys: Corwin is outmatched in both
Warfare and Strength. Unless he can bring in some other
factor, Corwin gets cut up badly by Bleys.

Corwin wversus Julian: Corwin, clearly superior in
Warfare, has the drop on Julian. Julian can't switch the fight to
Strength unless Corwin makes a major error.

Bleys versus Gerard: Bleys has Gerard in Warfare, and
should be high enough in Strength to prevent being taken hand-
to-hand.

Bleys versus Benedict: Benedict should win this, but ifhe's
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too cocky, and if Bleys can force the Strength issue, it could
swing the other way.

Bleys versus Julian: Bleys, being superior in both Warfare
and Strength, should beat the snot out of Julian.

Gerard wversus Benedict: Benedict with vastly superior
Warfare, will keep out of Gerard's grasp. Benedict wins.

Gerard versus Julian: Julian, ahead in Warfare, and really
close in Strength, beats Gerard.

Benedict versus Julian: Benedict's Warfare cuts up Julian.

PSYCHE BATTLES

I turned to make my wishes known to my officers,
and the power fell upon me, and I was stridden
speechless.

Ifelt the contact and I finally managed to mutter
"Who?" through clenched teeth. There was no reply,
But a twisting thing bored slowly within my mind and
[ wrestled with it there.

After a time when he saw that I could not be
broken without a long struggle, I heard "Eric’s voice
upon the wind:

Hw  goes the world with thee, brother?" he
inquired.

"Poorly," I said or thought, and he chuckled,
though his voice seemed strained by the efforts of our
striving.

""Too Bad," he told me. "Hul you come back, and
supported me, 1 would have done well by you. Now, of
course, it is too late. Now, I will only rejoice when I
have broken both you and Bleys."

I did not reply at once, but fought him with all
the power [ possessed. He withdrew slightly before i1,
but he succeeded in holding me where I stood."

If either of us dared divert his attention for an
instant, we could come into physical contact or one of
us get the upper hand on the mentalplane. I could see
him now, clearly, in his chambers in the palace.
'Whichever of us made such a move, though, he would
fill - beneath the other's control.

So we glared at each other and struggled internally.
'Well, he had solved one of my problems, by attacking
me first. He held my trump in his left hand and his
brows were furrowed. 1 sought for an edge, but
couldn't find one. People were talking to me but [
couldn't hear their words as I stood there backed
against the rail..

Nine Princes in Amber

The third combat arena, after Warfare and Strength, is
that of Psyche.

Making Mind to Mind Contact

The first rule of Psychic combat is making contact. The
nastiest, most powerful Psyche in the universe, facing off
against a pathetic wimp ofa human, can't do spit until there's a
contact between the minds. Here are some, but not all, of the
ways of plugging one brain into another.

Physical Contact or Close Eye-to-Eye
Contact. Physical contact must be flesh to flesh. A
handshake, a touch on the back of the head. Clothing, armor, or
any artificial covering blocks the contact. Separation, or the
insertion of a barrier, will instantly sever a mind link that relies
on physical touch. When physical contact is broken, the
Psychic contact is as well.

Eye-to-eye contact must be very close, with the characters
no more than an arm's length apart. The contact will be broken
as soon as something conies between them, or when either one
looks away.

Trump Contact. The classic approach. Any Trump
contact forms a junction for Psychic manipulation.

The main trick is to get the contact in the first place. If
someone resists a Trump contact it generally takes a really
over-powering Psychic force to break through. A Human
ranked character could resist one of Chaos Psyche. One of
Chaos rank could resist all but the greatest Psyche. And anyone
of Amber level or better could resist even the greatest Psyche
of any one individual (though their resistance could be broken
by a coordinated attack by two or more characters).

Power Contact. Touching someone with an
extension of the Logrus or the Pattern is the equivalent of
making physical contact. However, it should be noted that this
kind of contact is far from subtle. In terms of what is needed to
break through a character's resistance to contact, it's the same

as a Physical Contact.

Magical Contact. A magical mind link, an essential
ingredient in many magic spells, is sufficient to create a
Psychic connection. Once established, the link can be used
from either end. Those artifacts and creatures with the ability
to make ranged mental contact do so with the same kind of
magic link.

Psychic Shadows. Quirky Shadows exist where
Psychic contact is as natural as speech. Each of these Shadows
operates in a unique manner. Some such that Psyche is only
possible at close range, equal to that of the spoken voice, others
where Psychic contact is possible with anyone, anywhere. The
type of contact, whether it is like a Trump, touch, or Magic,
also depends on the nature of the Shadow.

Mental Moves

Once contact is established, there are several possible
ways of dealing with the exposed mind. Each attack has its
advantages, and its hazards. The more difficult the Psychic
attack, the more levels of relative advantage the attacker will
need.



Mindlock or Psychic Freeze. Atit's most basic, a
Psychic attack is designed to simply lock up the brain of the
opponent. This does the victim no particular damage, but it
forces them to devote all their attention to defending
themselves.

While in a Mindlock, the victim is unable to move except
with slow and careful deliberation. In other words, they are
helpless against physical attacks. A victim of a Mindlock is still
capable of thought, and of using those powers that require the
use of the mind alone.

Only someone with a clear superiority in Psyche can
Mindlock another.

Psychic Assault. Forget subtle, the attacker drives
their Psyche like a weapon, seeking to rip into the victim's
brain and do as much damage as possible. If successful,
physical damage can take place. Eventually, if continued long
enough, this can lead to the death ofthe victim.

Even a marginal advantage in Psyche will succeed in a
Psychic Assault, if carried on long enough. However, if the
mental combatants are relatively equal this kind ofbattle could
easily go on long enough for Endurance to become a factor.

Psychic Suggestion. A strong Psychic attack can
subvert the will of the victim, putting them in a state of mind
where they are willing, even eager, to cooperate with their
attacker. Suggestions made after this attack is successful carry
the weight of truth. However, the actual proposals should be
framed so that they at least seem reasonable to the victim.
Outrageous commands, that go against the victim's natural
view of things, will likely cause the Psychic battle to start all
over again.

Mindrape or Leech Information. This "attack"
is actually a peek into the victim's secret thoughts. In the grip
of this assault, the victim will be unable to conceal their true
thoughts and feelings. An attacker gets information by asking
questions, or communicating images, and then "hearing” the
victim's true reactions.

In order to succeed, when the opponent is resisting, the
attacker must have a clear advantage in Psyche. However, a
simple demand, like "What Is Your Name?" might be slipped in
unexpectedly, and be successful even when the Mindrapist is
inferior in Psyche.

For example, when Corwin had a death grip on the Chaos
thing, Strygalldwir, their eyes locked together. Strygalldwir,
probably realizing he was doomed, choose to gain Corwin's
name, even though it hastened his own death. Strygalldwir
might have been only a Chaos level Psyche, far infgrior to
Corwin, but he succeeded because of the unexpected timing of
his Mindrape, and the fact that Corwin was concentrating on

their physical battle.

Psychic Domination. This is the most severe kind
of Psychic assault, where an attempt is made to completely
take over the victim's brain. If successful it means the attacker
can move the victim as a puppet, even moving into the victim's
brain (although leaving their own body helpless). Once
"moved in," the attacker can manipulate the victim's body as if
it were their own, relying on the victim's natural reflexes and
powers. However, because the actual Psyche of the victim
must remain locked away, the attacker has no access to the
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victim's thoughts or memories. If the Psychic contact is
somehow severed, the dominator will instantly go back to their
own body, and the victim will be freed.

Only someone with a significant superiority in Psyche can
succeed 1n a Psychic Domination.

Time and Combat.

Combat is resolved fastest when the characters are
mismatched.

For example, a character ranked very high in Warfare
need take only a single stroke to dispose of someone ranked
Human. Against one of Chaos rank the first stroke would be
only a serious wound. If the enemy were Amber rank, then
even the first wound might be slow in coming,

At the opposite end of the spectrum, when two characters
are equal in rank, then Combat can take as long as it takes for
one ofthe characters to be exhausted.

Speed & Timing Problems. Some events happen
in an "instant." These include a sword stroke, the pull of a
finger on a trigger, a Power Word, and the releasing of a fully
completed spell (one that requires no Lynchpins).

In general, Strength is the fastest of the Attributes when
characters are in a hand-to-hand clinch. Otherwise, reaction
time is determined by Warfare, so a better Warfare rank
determines a character's reflexes.

Finally, nothing can work faster than thought, so mental
combat is fastest of all. However, there must be mind to mind
contact already set up. The process of making mental contact
takes time and concentration, which can make Psychic battles
much slower than Strength or Warfare.

Phasing Combat. The hardest thing to keep track of
in Combat is when players are doing different things. Phasing
from one group to another, and back again, so everyone gets a
fair chance at the action, is more of an art than a science.
Practice is the only solution.

Example of Player versus Player Combat. Here we see
what happens when the player characters start fighting each
other. Choices have to be offered to everyone. Another problem
is that other players tend to interfere, so the Game Master has
to keep careful track of the time element.

G/B PSY  STR
0/0 Cindy - DORELL A 4h 9] A 2nd [45]
7/0 Beth-YVONNE 3rd [23] 2nd [20] A 3rd [17]
1/0 Mick - FARLEY 5.5 [11] 3rd [12] 3rd [9] 4th [12]
0/1 Willy - GARVIN Ist[52] C A A

END WAR

BETH: Dorell, I am sick unto death ofyou pushing me around!

CINDY: Yvonne, your whining is near to causing me anger.
Were I you, I'd be careful how I twist my tongue lest
someone hack it from my mouth.

BETH: That's it! Prepare to learn your lesson!

CINDY: Come and try it, Mistress, and you'll regret the day
you were born.

MICK: Hey, Game Master! We've got a fight here.

GM (who has been running a different encounter with Alex

and Willy): Just a second. Okay, what's up?

CINDY: Dorell is about to give Yvonne her comeuppance.
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BETH: In a pig's eye! (to GM) I pull my sword.

GM: Okay, the fight seems to be on...

CINDY: Foolish wench! You will regret your insolence!

BET[I)—I: Phnd I throw my sword on the ground, moving to tackle

orell.

MICK: 111 step in between the two of them.

GM: Gutsy! Who are you facing?

MICK: Dorell.

BETH: Has Parley got his back to me?

GM: Sure. He's blocking your way and talking to Dorell.

BETH: Then I grab him by the back ofhis shirt with one hand,
the backside ofhis pants with the other and pick him up.

GM: No problem, he's completely helpless.

MICK: Hey!

GM: Nothing you can do about it chum, you're in close
quarters, and you turned your back to her.

BETH: Now I throw him, hard as I can, offto the right.

GM: Farley takes a little trip through the air... Cindy, whatis
Dorell doing?

CINDY: I draw my sword, and point it to the base ofher throat.

GM: Easily done, Yvonne is close enough for sword range, are
you going to lunge? Or just advance?

BETH:1 holc% up my empty hands.

CINDY: Drat! Dorell feels honor bound to toss away her
sword.

GM: Are you doing that? Putting up your sword?

CINDY: Yes.

BETH: Great,  move in to grab her.

GM: Cindy, whatis Dorell doing?

CINDY: Staving back, dropping my sword belt, and anything
else that's dangling from my body, or likely to interfere
with my movement.

GM: Okay. Beth?

BETH: I already said, I want to grab her.

GM: Are you moving in blindly? Rushing Dorell?

BETH: Hmmm... No, I'll be cautious, she could have a blade...

CINDY: IfI were going to stab you, I wouldn't have thrown
away my sword! (to GM) Am I ready?

GM: Yes, you feel you're ready.

CINDY: Then I'm going into a martial art stance, keeping my
distance, but getting ready to start hurting her.

MICK: Hey, whatabout me?

GM: Let's see, after Yvonne tossed you aside...
okay. What are you doing?

MICK: There's something fishy about this. I want to Trump
Garvin.

GM: Okay, you've got Garvin's card out. I'll get back to you
when you make contact. Cindy, Yvonne is moving to seize
Dorell, so what are you doing?

CINDY: I'm going to punch her right in the face!

BETH: When she does that 111 grab her arm.

GM: Dorell punches Yvonne, but it doesn't seem to slow her
down. Beth, you're too slow to grab Dorell's arm. What are
you both doing?

CINDY: Dorell will keep backing away, but every chance she
gets she's going to punch, kick, or trip Yvonne.

BETH: I'm just going to keep moving in. I want to get my
hands on her, no matter what it takes.

GM: Dorell is backing away, delivering punishing blows, and
keeping away from Yvonne's grip, (turning to Willy)
You're getting a Trump contact from Farley, are you

taking it?

I guess you're

BETH: Wait a minute! How does he know who's calling?
Every time [ take a Trump call it turns out to be someone
I'm trying to avoid!

WILLY: We initiates of the true art know these things... Yes,
Garvin opens his mind to Farleys trump contact.

GM: Okay, Farley and Garvin, you've got full contact, (to
Willy) Farley's mind is weak and vulnerable, do you wish
to do anything with this opportunity?

MICK: Waitaminute...

WILLY: No, we'll just talk.. Farley, dear cousin, why have you
summoned me?

MICK: Yvonne has challenged Dorell to a duel, and I think
there's something fishy about it. Can you check things out?

WILLY: I agree, the duel sounds suspect. Bring me hither.

MICK: "Hltgh 2" Cheeesh! (to GM) I'll bring him through.

GM (Interrupting Willy's reply): Okay, Farley and Garvin are
now together. Since you've got a conversation going, I'll let
you two chat, while I get back to the fight. Okay?

MICK: Sure, we can handle it.

GM (turning back to Beth and Cindy): Dorell is still pounding
Yvonne, who is still advancing. Are either of you doing
anything different?

CINDY: No.

BETH: Do I still feel okay?

GM: Yup, you're fine. Dorell, on the other hand, is starting to
run out of room to retreat...

MICK: Wait a second! We want to try something first.

GM: Hmmm. Yeah, you've had time to talk it over, what are

ou doing?

MICK: It's Willy's play.

GM: So, Willy, what is Garvin doing?

WILLY: I want to see the magical aura, ifany, that surrounds
Yvonne.

GM: How are you doing it?

WILLY: (passes a note to the GM) The usual.

GM: Of course. You find a strong presence hovering over
Yvonne. It seems to be a creature of magic...

WILLY: Is it of Chaos, Pattern or Shadow?

GM: You have no idea. The method you are using doesn't tell
you that.

MICK: Nice try, Willy.

WILLY: You never know... (to GM) What does the entity seem
to be doing? And can I tell if it is intelligent, or just a
creature. And, is it natural, or some created thing?

GM: Let's see... The entity, asyou call it, is feeding some kind of
magical energy into Yvonne, somehow helping her. You
don't know f); is intelligent, and you don't know whether
it's natural or not. Anything else?

WILLY: I'm going to tell Farley about it.

GM: Fine, I'll get back to you guys. Beth, Cindy, Yvonne grabs
Dorell.

BETH: Gotcha!

CINDY: You witch! (to GM) Shouldn't she be damaged by
now? I'm no wimp, and you say I've been punching and
kicking her for a few minutes now.

GM: Yes, you think so. You've scored quite a few hits, but she
doesn't seem hurt at all. Maybe she's tougher than you
thought.

CINDY: I don'tbuy that. I think she's cheating somehow.



Other Factors in Combat.

Amber Combat, aside from everything that has already
been explained, is made more unpredictable, and more
complex, because all kinds of other factors get involved. Here
aresomeexamples.

Inspecting the Ground. When Bleys fought his
way up Kolvir, kiﬁng and killing and killing, part of the reason
he was able to do so was because of the ground. He was
fighting on a narrow stairway, with a cliff wall on one side,
and a sheer drop-off on the other. There was no way an
opponent could sneak in behind him, or flank him, so he only
faced one or two at a time.

Later that day, in the same battle, Corwin loses all ofhis
army. Alone, in the open, where he can be attacked from any
direction, he is overwhelmed.

Given the choice of ground, Amberites will make sure it's
to their best advantage. For example, Gerard, when he
wrestled Corwin, picked a bowl-like spot where Corwin could
notescape.

High ground, confined spaces, walls, or obstacles can all
bebroughtinto the Combatsituation.

Good Stuff, Bad Stuff and Zero Stuff. No
matter how good a character may be, a point of Bad Stuff can
turn things around. Likewise, a character with a point of Good
Stuff can usually get out of the most disadvantageous Combat.

Take alook at page 120. You'll see an illustration of three
characters on a stairway. A barrage of arrows comes from
stage left.

The top character, Carolan, having a few extra points of
Good Stuff, faces the arrows without hesitation, even pausing
to grab one out ofmid-air.He doesn't collect so much as a
scratch.

In the middle, hiding behind his shield is Morgan. At Zero
Stuff his character is stuck in the position of having to make
choices. Rather than depend on luck, the Game Master asks,
"how are you defending yourself?" and "are you cowering
behind your shield or looking over it and using it actively?"

Finally, at the bottom, we see Gwynt, struggling with his
Bad Stuffburden. Ifan arrow can hit him, it will.

Good Stuff and Bad Stuff are never used up. They come
into use in every Combat, giving the Game Master the
opportunity to swing around any event that might be
dependent on luck or chance.

Allies, Enemies and Other Interested

Parties. Things in Amber rarely happen without witnesses
and manipulators.

Each player character is likely to have Allies and/or
Enemies. Each can, if things look right, play a part. Using
agents, advanced forms of the Powers, or other abilities, the on-
lookers often meddle in affairs of Combat.

Again, let's look at Amber as Zelazny has defined it. Here
we have characters who have hated each other for thousands
of years. Who challenged each other, fought, and had the
power to kill, yet never actually caused the death of any
sibling. How could thisbe?

Most probably it has to do with the fact that everybody is
always watching everybody else. And, when things come
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down to that final, fatal stroke, either the potential killer
decides there might be witnesses, or one of the witnesses
actually interferes.

Weapons. Ifit's handy, ifyou can get it moving toward
the enemy, then you can call it a weapon. Amberites love
throwing things at their opponents. Small hard things are
usually projectiles. Big heavy things are missiles. Fluids, dirt
and powders are good for heaving in the eyes. Cloaks, rugs, or
large flexible things can be used to entangle, or throw over the
other guy's head. In other words, Amberites use whatever
they've got.

However, some weapons are better than others.

Swords, Bladed & Edged Weapons. There is a special
catagory for this kind of weapon. "Extra Hard" do no more
damage than usual, but are resistant to breakage and can
sometime cut through defenses. "Double Damage" weaons
tend to increase damage, so a "Slash" might become "Life-
Threatenin." Deadly Damage" weapons can take a "Slash" into
a "Maim" or increase "Life-Threatening" into "Mortal."
Arrows and crossbow bolts are considered edged weapons.

Impact & Force Weapons. Bare hands and feet are all
that a character needs, but a weapon can increase the damage
from an impact. Clubs, maces and flails are impact weapons.
Another advantage of impact weapons is that they are very
effective against armor since they don't really require
penetration.

Gunfire & Beam Weapons. High technology
weapons have much more damage potential than hand-based
weapons. Fortunately for most characters, technology is
something that only works in limited regions of Shadow.

Blast & Burn Weapons. There are powerful magical
weapons that do a great deal of damage. High powered
technological weapons, like explosives and flame throwers also
fall into this catagory. Likewise, some magical spells do
damage equivalent to blast and burn.

Inflicting Injury.

WARNING: SOME OF THE
DESCRIPTIONS OF WOUNDS
AND DAMAGE ARE PRETTY
DISGUSTING!

Ifyou find something that bothers you, stop reading and
skip to the section on Armor. The descriptions of damage get
progressively worse from level to level.

In Amber wounds are part of the story.

Wounds are clues. Clues that point to the superior
combatant in a contest of skill. Clues telling a character that
things are not going well. If a character gets a scrape, that
means the next blow might be a cut or a slash. A stab will likely
be followed by something more serious.

Here are eight levels of injury.

1. Non-Impact Hints and Near Misses.
A bullet whizzing by an ear is a really good way of telling
someone to keep their head down. Likewise, in just about any
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form of Combat there are less-than-damaging ways of clueing
in the player. Near misses can be hits to the weapon, or the
weapon's guard piece, or cuts that damage the character's
clothing and possessions. Attacks adjusted by a character's
Good Stuff, or the enemy's Bad Stufg are often these kind of

near misses.

2. Scratches, Bruises and Scrapes.

Also includes bruises, muscle strain, nose bleeds, broken
fingernails, and other unimportant injuries. These wounds
never get in the way of the character's actions, and are only
really noticeable when the character has the leisure time to
tend to them.

Swords & Such. Swords and other edged and pointed
weapons can hit at the wrong angle, or with insufficient force
to do real damage.

Impact & Force. In hand-to-hand Streng&x battles, there
are a lot of these kinds of injuries, particularly when one
character smashes another against walls, floors and other
objects.

Gunfire & Beam. Burns and clips from the close
passage of ranged weapons will hurt, but do no real damage.

3. Cuts, Pricks and Sprains.
An open wound, bleeding, and painful. While it doesn't

have any impact on the character's other attributes, it is an
indicator that all is not going well.

While blood loss from a cut could eventually drain the
character into a life-threatening state, it's pretty unlikely.
Usually the blood coagulates (forms a scab), and stops the
flow, before the loss is serious. Even uncontrolled loss gom a
wound like this would take an hour or more to seriously
weaken someone of Human Rank Endurance.

A wound could alternatively be some kind of sprained
joint, like a sprained ankle or wrist, that will impair their
Warfare and Strength in the affected area.

Swords & Such. In sword battles the most common
wounds are to the sword hand and arm, then the shoulder, and
finally, rarely, there are hits to the body or the head. The
trouble with the hand and arm wounds is they usually keep
bleeding as long as the character keeps fighting. It's
distracting, and the psychological edge can sometimes push a
character into retreating.

Impact & Force. A victim, in the hands of someone of
superior Strength, will have their limbs twisted to the point
where they become useless with the pain. Dashing a character
against a solid surface will result in massive, painful bruises.

Broken bones also cause blood loss. When a bone breaks,
there is damage inside and all around the site of the breakage.
At this level the breaks are of small bones (finger, toes, small
bones in wrist or ankle) so the blood loss is minimal.

Gunfire ¢ Beam. A graze from bullets or beamed
weapons will cause a painful open wound.

Blast & Burn. Close passage of high energy weapons
and near explosions will cause painful burns on the character.
This kind of near miss can also set clothing, hair, or possessions
on fire.

4.Slashes, Stabsand OtherSerious Blood
Loss Wounds

Now things are getting serious. Without first aid of some

kind, the character will start feeling the loss of blood. Even
slamming a hand, or a bit of cloth on a gushing wound will
help the situation. No one, not even an Amberite, can remain
conscious if they lose too much blood.

All characters go through the same stages in blood loss.
First there is a feeling of weakness, then a narrowing of vision.
After that a character feels unbalanced. Finally the character
blacks out as the body goes into shock, and circulation fails
frombloodloss.

Swords ¢ Such. Blades can rip open bodies to such a
degree that major blood channels are cut. This means a
character has only a limited time to patch things up before
blood loss is serious.

Impact ¢ Force. Heavy duty impacts can cause major
fractures. These result in serious loss oFblood inside the body.
It's one of the reasons that people tend to go white when they
have a serious break.

Gunfire ¢ Beam. Shots at this level tend to pass
through the body, leaving great gaps for blood to pour out.
High caliber gunpowder weapons often punch small entry
wounds, but leave larger, life-threatening exit wounds.

Blast & Burn. Explosions and fire inflict sufficient
damage for nasty second degree burns (blistering) or third
degree burns (burnt down through the skin). Characters of a
Human Rank Endurance won't heal from these wounds
without hospitalization.

5. Life-Threatening Wounds.

This is a major sword cut, a knife stroke, or a bullet wound
that passes through a critical part of the body. Blood loss will
be very serious.

A serious wound will generally slice open a significant
artery or enmégh of the body's veins to cause a lot of blood tc
escape the body.

Normal people can survive this kind ofblood loss for up to
seven minutes. This doesn't change according to the person's
size or shape. Bigger people have a bit more blood, but also
bigger arteries that pump blood faster. Smaller people might
have less blood (though not all that much less), but they also
have smaller arteries. So seven minutes is pretty much
standard.

Swords & Such. Thrusts deep into the body, or a hit on a
major artery in a limb, cause sufficient damage to threaten a
character's life. Blood loss is hard to stop without skilled
medical help. Such wounds can kill in just a few minutes.
Those with Human Rank Endurance will pass out almost
immediately, and Chaos Rank won't remain conscious for
more than a minute or two.

Impact & Force. Impact great enough to cause a
concussion, or major rending of the spinal column. Characters,
even those with great Endurance, usually pass out from the
pain. Internal bleeding is immediate, but even Human Rank
Endurance characters can survive for a few hours. Movement,
other than possibly crawling, becomes impossible.

Gunfire & Beam. Impact is in the body, or possibly the
head, and is great enough to rip apart internal organs. Survival
for those of Human or Chaos Rank Endurance is impossible
without skilled medical care. Even those with Amber or better
Endurance are threatened.

Blast & Burn. All exposed flesh is seriously burned, and
even the parts protected by clothing will be affected. If the eyes
were facing the source, then the character will go blind.
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Characters with Human or Chaos Rank Endurance will
die unless they have immediate medical help.

6.Maim orSever.

The severing of a hand, the pijtting out of an eye,
something that permanently (well, not permanently for most
Amberites, but you get the idea) disfigures the character.

Swords & Such. Swords usually do their damage to
hands and arms, cutting them off, or puncturing eyes.

Impact & Force. Brawny opponents, of high Strength,
do have the capacity to tear the limbs from their opponents.

Gunfire & Beam. Any serious blast, from a bullet or a
beam, can tear away a limb. This is usually a foot or a leg, but
can be a character's arm or hand.

Blast & Burn. Major burns can turn extremities like
hands or feet into useless stubs.

7. Mortal Wound.

When Brand was released from his imprisonment, the
knife wound to his kidney would have been fatal had he not
received immediate medical attention. Neglected, he would
have surely died. Characters with Mortal Wounds instantly
have their attributes reduced.

Swords ¢ Such. The weapon damages either the heart,
lungs, throat or another internal organ. Characters, no matter
what their Endurance, are stricken and unable to stand up.
Surgical treatment is needed or the character will surely die.

Impact & Force. The rib cage is crushed. Only major
surgery and modern medical maintenance devices, or magical
means, can save the character.

Gunfire & Beam. Same as a sword, except the damage
is more extensive, and the wound is larger.

Blast & Burn. Tossed like a rag doll, the character
suffers massive breakage throughout the body. Only
characters with better than Amber Rank Endurance can even
survive the initial blast. Burns and cuts cover the body, and
broken shards of bone penetrate internal organs.

8. Death Blow.

A direct, completely fatal, blow to the heart or brain.
Dealing death is usual only when one character completely
overmatches another.

Of course, there's always murder. A deliberate killing
stroke to a helpless victim. If you've got anyone unconscious,
paralyzed, mind-locked, or otherwise out of commission, then
killing 'em is easy. So long as it is understood that it would be
cold-blooded murder.

Swords ¢ Such. Direct, precise thrust through the heart
or the brain. Death is instantaneous.

Impact & Force. A major impact breaks the neck of the
victim, severing the spinal cord, and causing immediate death.

Gunfire & Beam. As with a sword, the bullet or beam
destroys either the brain or the heart.

Blast & Burn. Character is shattered or blown apart.

Reinforcing the Hurt.

InAmber we don't have any specific gauge ofhow much a
character is hurt or wounded, any more than there is any such
thing in real life. However, just as in real life, characters will
tend to notice certain signs from their bodies, telling them that
injuries must be fixed. Here are a few samples:

* "All at once you feel this prickly, pins and needles feeling
running down your limb to your wound. What are you
doing?"

* "Ooh, you suddenly see little sparkly things right in frontof
your eyes. What are you doing?"

* "Everything seemed to go dark for a moment. You realize
that you sort oflost it there, and you're not standing up
straight any more. What are you doing?"

* "You stagger, losing feeling in the area, and then the pain
comes back sharp and new. You feel like cursing or just
gritting your teeth, or maybe even screaming a little bit.
What are you doing?"

* "Abruptly you open your eyes, and you're not sure how long
you've been unconscious. You still feel totally drained.
What are you doing?"

* "Your skin feels cold and clammy, and you're sweating an
awful lot. What are you doing?"

* "With a clunk, you hear something hit the floor. You look at
your hand and you realize it's now empty. Not that you
can recall what you were holding. What are you doin