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INTRODUCTION

‘What would another generation have been like?”
How 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. If 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 of Amber ..

In the beginning there was nothing at all.

Then there was Chaos.

A spinning, complex maelstrom of
change, Primal Chaos. Pure destruction,
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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 of life 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
against their father. And one of them

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 Shape Shifters can survive in
these places, those who can continually
adapt to ever-changing worlds.

And the Shape Shifters formed the

There was something new
in the air, the ground, the sKy. This
was a new place. A new primal
Pattern. Everything about me then
was a result of the Pattern in which
I stood.

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

even dreamed of remaking the universe.
That evil, or insane, brother
calculated that the Primal Pattern could
be erased. He predicted that blood, the
blood of any 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.

Courts of Chaos, and they learned to
tame the Logrus, the representation of
Primal Chaos, and use it as a tool. They
discovered arts and powers, including

was somehow responsible for it.

The Courts of Chaos

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 of their
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 of his 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 of a 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

I'loved reading Zelazny's saga. And I
didn't want it to end . Not then, not now, not ever! For me, the
designer of this system of role-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 life,
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, what bold
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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INTRODUCTION
TO
ROLE-PLAYING

If you'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 ability, 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, that you'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 of a single character, the GM is in charge of just
about everything else. Just like the author of a 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-P]ay 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, a large 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, ha ha, a
little 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't just 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 of here!" you might say.

"Um. Actually Farley, I find I am presently occupied.
Il 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 Cindy, 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.

Amber Role-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 (1st being best). Along with rank, each
Attribute has a numerical score, starting in the negative
numbers (-25 for Human rank), and increasing to
represent improvement.

Campaig‘n: 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
of a 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-0ver: A cross-over is a special kind of Amber
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
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: The flip-side of a 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. Of the 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 want you 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, we'll 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 anywhere, 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 of interstellar 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
friends of mine. If it 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. What 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. I'll proceed with the duel.

GM: The ex-wife 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
alesson.

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 shift.
Just who was behind adding those guns into my Shadow?

GM: How are you going to find out?

Cindy: I'll 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. I'll 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 comfortable 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... 'm not sure if I like that idea, but I'll keep
going. Let me know when I get to Forest Arden.

GM: A bit later 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
of your father, Julian. His long black 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 father, 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, I'll 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: Then what?

GM: *I 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? If it
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, back 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: I'll 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
Warfare 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 off to 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. I'll 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.

Playing 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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CREATING PLAYER
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 for years 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.

ATTRIBUTE
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 Earth's strongest human. Amber Warfare
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

e e e ot do_nothjngs 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.

STEP THREE: BUY POWERS

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.

skills.

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. If you 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. If you have to, go
back and change your powers and extras. Any points you have
left over become “Good Stuff” and make your character lucky.
If you 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.

Decide on a "focus"
and then stick with it.
Develop your character
along the lines of your
specialty. Explore and use
your talents. Don't keep
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.

Secret Rank. You don't have to
settle for Amber, or for your last Auction
bid, you can spend even more points on any Attribute. Thisis 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 than 4th, but
inferior to 3rd Rank.

- Chuck Knakal

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
young Amberites.

Once 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.

THE AUCTION 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 players start with 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 reducing Attributes.

* 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, if you 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 Stuff you take gives you
another point you can spend on your character. However,
every point of Bad Stuff is also used by the Game Master to
arrange for bad things to happen to your character.

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

(c) 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 or refunded.
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3. No Attribute can be sold down after it

has been bid. If a player doesn't bid on an Attribute, they
can later adjust it up or down. Once a player bids on an
Attribute, that Attribute 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 will know you are the best 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 fifty-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 bid 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 still at twelve. Hugh and Diane both
made opening bids of five, 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 will 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. If you don't bid, you'll regret
not getting the good Ranks. If you 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! There'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 after
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
how 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 off her brother Brand, when he was at the height
of his 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 base, 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.

Ted: Wait a minute. Who was the strongest in psyche in the
original books? '
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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.

Willy: Thirty-five.

Kevin: Ahhh, the heck with it. Forty!

Beth: Fiona!

Peggy: Hardly! It was Brand.

GM: I think the point is debatable but
evidence points to either Brand or
Fiona. Fiona shied away from
taking Brand on, but she did
manage to hold him in place once or
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: Thirty!

GM: Wow! We've got some action. Do I
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 it?

GM: Willy?

Erick Wujcik here.
The game designer.
Speaking to you, the first-
time Amber player. I want
to give you the best advice I
can manage before you start
building your very own
Amber character. Aside
from designing the system,
and game mastering a
couple of hundred 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 what you have
to. Spend the 50 Points. No
character is complete
without Pattern.

Never Sell Down
Attributes. No matter what,
don't sell any of your
attributes. If you absolutely
have to sell attributes, stop
at Chaos rank. If you need
the points, selling down
three attributes to Chaos is
better than selling down one
to Human level.

Willy: Fifty. So there!

Kevin: That's crazy!

GM: 1 hear fifty, do I hear sixty?

Kevin: That's nuts! Crazy! Insane!

GM: You already spent forty points
Kevin, and all you've got is a distant
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: Anybody else?

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: What about Ted and I?

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

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 fifty-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 if you'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 a lot 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. It1l 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, if had 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 1st 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)

The Potential 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
their 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
Pattern.

¢ Fiona can pick up on the physical 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, hungry, thirsty or otherwise in need.

¢ Fiona, when opening up her mind to the environment, is
intuitively aware of any potential hazards or dangers. If a
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 of 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 Gérard is Ranked number one in
Strength. Once Gérard gets a good grip on anyone of lesser
Strength, they are doomed. Never forget Gérard'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
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's lying!

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. Gérard 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 of it.

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

Alex: No bid for me.

Mick: I bid Five.

Willy: None.

Cindy: No bid.

Peggy: Two 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't know... I guess I'll 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'1l 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,
gone! Gone to Peggy for twenty-four points. Sounds like a
bargain 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, what a bunch 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] 4
Alex 5th [11] NB 1
Mick 6th [5] 3rd [12] 17
Cindy NB 4th [9] 9

Ted NB NB 0

The Potential of Strength.

Gérard, 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, Gérard is trained in a wide range of hand-to-hand
combat skills.

¢ 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 Gérard will learn it and compensate for it in all future
conflicts.

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

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

* Gérard 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.

¢ Gérard can break black iron manacles or handcuffs, bend
thick pieces of metal, and, holding something solid (a
hammer, a rock), crack solid rock with just a few blows.

* Gérard 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, Gérard can
withstand an awful lot of damage.

* Gérard can resist any physical blows delivered from anyone
of Amber Rank Strength or less.

* Gérard 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, Gérard can withstand the impact of a fully
armored mounted knight, at full gallop, without budging
more than a couple of inches.

¢ Gérard 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 if you've got just a normal Endurance?

GM: If you 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: What if you 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.
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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: Hnmmm. I hadn't thought of that.

Peggy: I thought of it. 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.

GM: It's possible for you to get help, say T T S ———————  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
again 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
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: No bid.

Ted: Zip.

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

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

Ted: I'm not bidding.

GM: Not even on Warfare?

Ted: Hey, I don't have to say!

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

Ted: I'll pass.

GM: Kevin? Don't you want to get in on this?

Don't listen to the
game master during the
auction; decide what you're
willing to spend, and don't
exceed it. Go for abilities
and friends (allies), and
don't take any Bad Stuff.

Alex: Fourteen.

Peggy: Fifteen.

Alex: 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.

T T, e R S Lt Ve e Nt Mlck: 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
Peggy 4th [20] 1st [24] 2nd (15] &9
Alex 5th [11] NB 1st [16] 21
Mick 6th [5] 3rd [12] 3rd [9] 2
Cindy  NB 4h[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 of battle, 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
guns, is based on Warfare. The better the Warfare, the
better 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 the 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
Warfare, 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 sword fight, or some battle, but you also
said that someone with better Strength would win battles.
Which isit?

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: But my Strength and my Psyche are both better than
Alex.

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: What do you mean, 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 if you 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: I'll 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 is fine. Let's stop here.

Mick: Okay by me. I'm happy.

GM: Hey, Willy! How about you?

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 a lot longer 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 I 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 what you 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'm sorry. 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'm thinking...

GM: Don't take too long...

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 of it!

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
Attribute Auctions. I'll 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 of us want Pattern. Some people might
have other plans.

Cindy: Really? What are your plans Willy?

Willy: None of your 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't be 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've just got a little restraint!

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 half 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. I'll 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] 1st [24] 2nd[15] NB 89
Alex 5th[11] NB 1st[16] 1st [46] 73
Mick 6th[5] 3rd[12]  3rd[9] 4th[12] 38
Cindy NB 4h[9) NB  2nd[45] 54
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 if he 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 of Amber’s best warrior.
We know 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 if in the midst
of a battle can be pretty tiring after awhile. And what's the
point of being an Amberite if you can't kick 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 spot 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 the
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 Skills. 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 Benedict's Strength can handle. A piece
of cloth, a length of rope, or virtually anything else can be
used by Benedict as a means of damaging or killing the
enemy.

AUCTION RECORD WORKSHEET
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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

10
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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
artifacts, creatures and Shadows. However, the most
important decision now is which of the Powers you’ll 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

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, if you've got Logrus, reach for
it

So, why spend points at all?

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 if it's lost, stolen or destroyed.

Second, remember the insidious nature of the Amber
universe. Anything worth having is
likely to have connections with someone,

Points, and the advanced form is 75.

or something, else. By spending points
on an item, you are making sure that the

In opposition 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

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

- Ron Miller

hooks on an item are your hooks.

Shared Items. As with
Shadows, players can join forces to
create items. Since the multiplier,
Named & Numbered, creates a number

(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. Teking Logrus in an Amber
campaign has its hazards. Amber, and the Shadows of Amber,

of items 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.



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 is 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 regard 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.

If, 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 &
ZERO STUFF

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. Stuff works 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, Stuff determines the character's luck. Good Stuff
makes the character lucky, Bad Stuff unlucky, and, with Zero
Stuff, the character has no particularl advantage or
disadvantage.

Third, Stuff is 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 Stuff and Bad Stuff. If you 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 Stuff Attitude. 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 Stuff means being naturally lucky, being
instantly liked, and coming off as 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 Stuff is 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, it isn'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 Stuff is 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
Stuff is 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 split 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 is kind of a strange topic, isn't
it? But, if you'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 Stuff are 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 Stuff is 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, I jump 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 Stuff, 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 little 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 "Stuff,"
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 of his 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
I would have your name."

Now the response to the character's question would vary,
and here are the variations, ranging from a lot of Good Stuff,
to a lot of Bad Stuff.

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

GM: He chuckles. Green eyes twinkle. "It has been a long time
since I've seen such a brash youngling. Yvonne, I am
Finndo, your kinsman. If you 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, if you wish."

To Dorell, a character with Zero Stuff:
GM: He answers slowly, cautiously, his green eyes neutral. "I
am an old man, an Amberite. Why do you ask?"

To Garvin, a character with a bit of Bad Stuff:
GM: The green eyes grow hard. "Never heard of you," he says.
And he says nothing more.

To Harick, a character just loaded with Bad Stuff:

GM: He squints. His sword slides noisily out of its scabbard,
green sparks flickering as metal scrapes metal. "You go too
far, and you remind me of ancient days, and the betrayal
of a kinsman."

How Good Stuff, Zero Stuff & Bad Stuff

Colors the Character's Perceptions. We each loock
at the world differently, filtering everything through our
attitudes and beliefs. There's an old saying that optimists will
see a glass as half full, 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. I'll 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 himself in 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 a jolly 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 Stuff a 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 off in 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 bit 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 off in 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 off in 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 Stuff:

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 be 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 player'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 of hand-
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. If the 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. If a player is late, the Game Master is entitled to start
turning the bonus points into Bad Stuff for 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 of a fatally flawed character:
Kevin’s Character Roderick

We'll 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. If you get in either a
hand-to-hand fight, or any kind of fight with weapons,
with just about anybody really good, 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 I'll 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: Why, isn't it a lot of power?

GM: Yeah, but it'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. I just
want to point out your options. Think about this. If you
leave your Psyche at fifty-one, and drop all three of your
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 forty-five, and you end up spending
eighty 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 have 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
to Mold Shadow Stuff, 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! I wouldn't need extra
speed in the board, because there would always be inclines
for 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 Sensitivity [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 of a 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 half dozen...

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 double, 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'll 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 it?

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's a two pointer. Anything else?

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 I'll have spent eight for all the cats, plus
another two points, for a total of ten.

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

42 Total Points in Attributes

Advanced Pattern Imprint [75 Points]

Personal Shadow [1 Points]

GREYMER - Liynx - 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 of it. 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 I'll 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: I 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, I just 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 want?

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 for 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, five 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'll have to admit, Harick is pretty formidable. But
what about your Bad Stuff? Eight is a lot 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'l 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: Amber Rank
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
easier...

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 of Sound Character Conception:
Peggy’s Character Iresa.

Cindy 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 [16 Points]
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
Alex.

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 Gérard.

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: Well, except for the Bad Stuff, I don't see any problems
here.

Mick: Yeah, putting Farley together was pretty easy.

GM: So, tell me about Farley...

Mick: I kinda see Farley as young and inexperienced. Sort of a
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't get it. You bought Advanced Pattern. That means
the character is going to be a lot 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 what you mean.

GM: Also, it sounds like you want Mick to be innocent and nice.
Three points of Bad Stuff is 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 back later, with the following version:
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! I guess you changed your mind.

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. Looks like 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 of Negotiating 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: Yvonne looks like a fine character. Why you want to 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, but you'll have to supply copies to every player.

Beth: I can manage that.

GM: Now, what about the 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 of a 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't bid in any of the Attribute Auctions, but you
bought up in Psyche, Strength and Endurance.

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

GM: If you had bid in those things you'd be ranked higher. For
example, if you'd bid nine points in Endurance you'd be
third instead of just 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 no weaknesses, 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 if he's
going to do a good job with the campaign log.

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

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
0/1Willy GARVIN 1st[52] C A A

10 Kevin RODERICK 2nd [51] C C C

7/0 Beth YVONNE 3rd[23] 2nd [20] A 3rd [17]
0/0 Peggy IRESA 4th [20] 1st[24] 1.5[16] C

0/8 Alex HARICK 5th[11] A 1st[16] 1st[46]
2/0 Mick FARLEY 5.5[11] 3rd[12] 3rd[9] 4th[12]
0/0 Cindy DORELL A 4th[9] A 2nd [45]
2/0 Ted ARIEL 65[5] 45[9] 35[9 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
depended on to remember.
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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 comfy.

After all, you're going to be wearing this body for hundred,
perhaps thousands, of 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 a lot 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 a lot 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 skills,
horsemanship, and even a bit of that Shadow's magic system.
Need to pick a lock? 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 of its 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
surgery, 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 A PLAYER'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 player'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 Stuff is 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. Other 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
character (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.

Not little 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 Stuff his 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 fate and his own gullibility,
managed to maim a feared Uncle, and kill a beloved Aunt. He
experienced betrayal of his 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 of killers. 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 of fate 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 real, 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 everything, 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
AMBER TERMS &
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 of retrieving 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 of Shadow 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 real city, 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 extends from
Amber to Chaos, and all things are possible within it.
There are only three ways of traversing it, and each of
them is difficult.

If one 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 for family
intrusions, to do with as one would. In such a place
had I dwelled for centuries.

The second means is the cards, cast by Dworkin,
Master of the Line, who had created them in our
image, to facilitate communications between members
of the royal family. He was the ancient artist to whom
space and perspective meant nothing. He had made up
the family Trumps, which permitted the willer 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
Dworkin, which could only be walked by a member of
our family. It initiated the walker into the system of
the cards, as it were, and at 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; ’waf@@; was ﬁaﬂﬁ?’.

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 106, of Nine Princes in Amber:

I fingered my cards, weighed the decKk 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 upon himself.




The details were unknown, but he 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,
to 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 of riding a horse, a
mount, or a vehicle.

The Jewel of Judgement. 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 Pattern.
Certainly the Jewel of Judgement now possesses strange
powers, among them the absolute control of weather in
Amber, and throughout Shadow.

The Logrus. As Pattern 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. It is 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—

I strode forward, setting my left foot upon the
path. It was outlined by blue-white sparks. Then I set
my right foot upon it, and I felt the current Random
had mentioned. I took another step

There was a crackle and I felt my hair beginning
to rise. I took another step.

Then the thing began to curve, abruptly, back
upon itself. 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.

I fought it. It was the First Veil...

...Each raising and lowering of my foot suddenly
required a terrible effort, and sparks shot from my
hair.

I concentrated on the fiery line.

Suddenly the pressure was eased. The Veil had
parted before me, as abruptly as it had occurred.

I was well into the Pattern now, and the sparks
flashed continually about my feet, reaching to the
height of my Knees. I no longer knew which direction I
faced... The currents swept through me, and it seemed
my eyeballs were wvibrating. Then came a
pins-and-needles feeling in my cheeks and a coldness on
the back of my neck, I clenched my teeth to Keep them
from chattering.

I took_six more rapid steps, reaching the end of an
arc and coming to the beginning place of a straight




Page 38 - Amber Glossary

line.

I set my foot upon it, and with each step that 1
took, another barrier began to rise against me. It was
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 alony 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 [ay before me, to see how far I
had come, how far I had yet to go.

I emerged from the filigree and marched along the
Grand Curve.

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 [ike

trying to push through a concrete wall.
I did it.

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 of Avalon, 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 little 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 itself is
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 and six 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 practical point we could,
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After a time, I stopped at a hollow tree that had
to be there. I reached inside and drew forth my silvered
blade and strapped it to my waist. It mattered notthat
it had been somewhere in Amber. It was here now, for
the wood that I 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 Thari, the one true tongue.

Trump. 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 of the 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 of all 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 liesin 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 points, 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. The higher your Endurance, the more
damaged or exhausted you can be and still be able to walk the
Pattern.

Pattern Imprint Abilities

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 of blue 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,
until, in Amber itself, it cannot be changed at all. 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, if you
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 the 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, if you 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 comfortable.

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 Queen
and where they use steam engines instead of horses."

* A character that the player is seeking. "I'm going to out
to find Uncle Bleys."

¢ An object that the player describes. "I want to track
down a couple of SCUBA outfits and some other diving
equipment.”

¢ A situation defined by the player. "I 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
yourself in 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. In the
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. I Kept in touch with
him by means of the cards, and I learned of his encounters
along the way. LiKe, ten thousand men dead in a plains
battle with centaurs, five thousand lost 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, six thousand deserting in a place that
looked [ike 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-
six hundred gone as they moved through a wvalley of
suddenly militant machines that rolled forward on treads
and fired fires, eight hundred sick and abandoned, two
hundred dead from 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
go backwards in time. That leaves skipping forward or holding
back time.

“He will probably be tired. That should slow him
some."

No. Put yourself in his place. If you were Brand,
wouldn't you have headed for some shadow where the
time flow was different? Instead of an afternoon, he
could well have taken several days to rest up for this
evening's ordeal. It is safest to assume that he will be
in good shape.”

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 sat upon my right shoulder, and I wrote a
note and tied it to its leg and sent it on its way. The
note said, "I am coming,” and it was signed by me.

A black_ bird of my desire came and sat on my left
shoulder and I wrote a note and tied it to its leg and
sent it off into the west.

It said, "Eric - I'll be back,” and it was signed:
‘Corwin, Lord of Amber.”

Nine Prince in Amber

Shadow Resources. In the passage above, what is
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 is just 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. If you 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.

Using Pattern to Affect Probability. Out in
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 Affect Probability.
Mick's character Farley has 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
pay a cashier for a ticket to get in.

Mick: 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 of a 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 I'll 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
pink are gone. What 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: Oh, things like the wheel of fortune, a weight-guesser,
ring toss and a shooting gallery, but with crossbows.

Mick: That sounds neat, Il walk up to the shooting gallery and
try a game.

GM: What are you using for money?

Mick: I'll 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: Not yet. 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: Il 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: Oh no!

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 instantly 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 off any
lingering curses, magical enchantments, or demonic
possessions.

Dying on the Pattern. Be cautious. Walking
the Pattern in a weakened state is fatal! If your 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 attempting 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, if the 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 of Amber.

Once performed, there is no known way of removing a
Blood Curse.
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ADVANCED
PATTERN IMPRINT

75 pOil’ltS. Or, if you'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, if 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. If the 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 all the character
can do just keeping it up in the mind.

Looking Through the Pattern Lens.
Limitless, infinite Shadow is 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 at a 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 half hour, 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. If the 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 off at 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
that area. In this way, an Advanced Pattern Initiate could get a
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. It is 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 b