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1. Introduction

The Amber DRPG - published by Phage Press is hgsatthe Amber series of books by Roger Zelazrigyes are
strongly advised to have read the books. Failigalgood synopsis of the stories including thégPat-all War and Merlin's
exploits can be found on the following web sites.

http://www.dkcomm.net/rhea/AmberRPG/introtdon. html
http://www.stwing.upenn.edu/~avm/Amber.shtml
http://members.tripod.com/~hurakan_2/amber/amipesfiie.txt
History is not necessarily as in the books so dake everything written there as gospel.

The Campaign will be based upon a Partial Powestesywhich is listed in the following sections. Soaf these are my own
works but most of it comes from ‘The Fixers’ websdt http://tripod.metalamber.com. The sections@matery, Conjuration
and Magic are from John Biles website at http://wdkgomm.net/rhea/AmberRPG/index.html.

John Bile’s site also has some good examples aigheof powers, magic, combat, and what not td decommend reading
these pages before playing. The following are difeks to the relevant pages

http://www.dkcomm.net/rhea/AmberRPG/Play.html
http://www.dkcomm.net/rhea/AmberRPG/play2.html
http://www.dkcomm.net/rhea/AmberRPG/play3.html
http://www.dkcomm.net/rhea/AmberRPG/Info5

Characters will initially know nothing of Amber tine Courts of Chaos. They will know nothing or vitje of their
Amberite or Chaosite parent (if one of their pasastfrom the courts then they need to determinetwiHouse). If they knew
their parent they last saw them when they wereiaager, some time prior to their"lBirthday.

Despite your parentage you will not have walked @frthe Patterns (broken or otherwise) and will im@te assayed the
Logrus!

If from Corwin’s Shadow Earth then the current datganuary 1%2004. Corwin was last here in January 1995. Tateefh
Fall War ended in June 1995. Merlin was last herdune 2003 when Bill Ross disappeared. The titie batween this Earth
and Amber is 1.5:1. The ration between Amber aeddburts is 1:10. The ratios for various otherdshiaEarth’s is as

below

Shadow Earth (Atlantis — 1000 BC) 0.0005
Shadow Earth (Ancient Greece — 300 BC) 0.0007
Shadow Earth (Roman Empire — 50AD) 0.0337
Shadow Earth (Mongol Empire — 1250) 0.94
Shadow Earth (Japanese Shogun — 1600) 1.2
Shadow Earth (Napoleonic War — 1810) 1.35
Shadow Earth (American Civil War — includes Deadaf©876) 1.4
Shadow Earth (First World War — 1915) 1.43
Shadow Earth (Second World War — 1940) 1.45
Shadow Earth (Korean World War — 1952) 1.46
Shadow Earth (Vietnam World War — 1970) 1.47
Shadow Earth (Falklands World War — 1982) 1.48
Shadow Earth (Gulf World War — 1992) 1.49
Shadow Earth (Chaos Earth — Palladium — 2098) 1.57
Shadow Earth (After the Bomb — Palladium — 2020) 1.51
Shadow Earth (Rifts Earth — Palladium — 2387) 1.79
(AD&D world or equivalent - AD1600 equivalent) 2.0
(Palladium RPG) 1.5

| suggest that the time ratio for most charactet®etween 1.5:1 and 4:1. This will put them farwgioout in Shadow to have
not heard of either Amber or the Courts. They maerheard of Carnelian but they've never been there
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2. Characters and Character Generation

2.1 Auction and Points
Characters will be generated using 160 points. yetweither Blood of Amber or Blood of Chaos foreflaut if you want both
then the other must be paid for from these polfhigu want Logrus powers or Advance Shapeshiftingvers then you must
have Blood of Chaos. If you want Pattern (any fotinen you must have Blood of Amber.

There will be an auction at the game start. Alinds of the auction will be by secret bidding. Il esllect the bids and tell
you what the values for the various rankings ateRankings Count! There are 7 significant classifranks plus a ‘ranked’
classification which indicates you were in the @rcfor that attribute.

Only characters with an Amber Rank in an attributgy participate in the auction for that attributie. attribute may be
reduced below Chaos Rank and only two attributesbedbought down’ to Chaos Rank. Buying down ta@hrank gains
10 point per attribute ‘bought down’.

Characters must allocate between 40 and 80 pairgtiibutes. Character may secretly buy up tigitbutes after the
auction but the 80 point limit applies. This wiitnchange the rankings but may change the outcdmdight between
siblings. If the attributes are equal the highekeal character wins. If the attributes are unetheatharacter with the higher
attribute wins! Note — attributes are sub-dividieds the points in the sub-divisions that mateg Attributes and Abilities.

I will create 6 NPCs that will also take part irethidding auction. 5 of these will be availableptayers joining later in the
game and one will remain an NPC at all times. @f8H have developed backgrounds and powers fétt®m. The bid
strategy for the NPC'’s is predefined prior to thet@®on. These 6 characters will obey all the rédescharacter generation.

Characters should allocate between 10 and 20 pointamed mundane skills. These skills shouldeefleeir chosen
background. The number of points determines & tef expertise in the skill and may affect inhrgrattribute skills (see
below). The table below gives a rough descriptioeriical point levels. No starting character nadipcate more than 8
points to a single skill.

Points Description

1 Equivalent to ¥ class Honours University Education or 5 years weald learning or
experience. Top 1000 ranking in Shadow

2 Equivalent to ¥ class Honours University Education plus 5 yeaaswerld experience or 10
years real world learning or experience. Top 10&irg in Shadow

4 Equivalent to ¥ class Honours University Education plus 15 yeaa$world experience or 20
years real world learning or experience. Top 1&irenin Shadow

8 Equivalent to 30 years real world learning orezignce. Top 3 ranking in Shadow. Top 100
ranking in neighbouring Shadows

16 Equivalent to 50 years real world learning grezience. Top ranking in Shadow. Top 3

ranking in neighbouring Shadows. Top 10 Rankingnmber.

Points not allocated to Attributes and Mundanel$Skile used to by Powers and Items. All charaetérbe given the chance
to acquire Pattern and Trump powers. If you doaitehthe points available then you won't be ablpurchase them. This
means if you don’t have the 10 points necessar &tern Imprint you don't get to walk the Pattérhose characters with
Chaos parentage will be given the opportunity teadsthe Logrus and acquire Logrus powers.

All tems must be approved by me in Advance!

2.2 Gaining More Points.
Okay, so you've spent the minimum 40 points indbetion and the minimum 10 points on skills, gotpbints of bad stuff
(See Good Stuff and Bad Stuff), and two of yourilaites are Choas Rank, but the 140 points youowe got for powers
and items are not enough. Well you can get a fewemo

Writing a character history of 0.5 to 1.0 side#\df, single spaced, and type in 10 point Times Reman will get you 2
points. 1.5 to 2.0 sides will get you 4 points, &nmglus pages will get you 7 points plus dependipgn how interesting | find
it.

Producing an A6 or A5 Trump Sketch (ie Black anditéjtof your character will get you 3 points.

Producing an A6, A5, or A4 full colour Trump of yocharacter will get you 5 points.

Producing a character diary of at least 1 sidesf 8ingle spaced, and type in 10 point Times nemah will get you 2
points per diary when | receive it! Each diary ddazover the session’s events in a day-by-day lasis the character’s point
of view.

All diaries and Trump will be published on the Imtet on the campaign web pages. Characters adtimgfaymation or
reacting to remarks in other characters diarieljneur experience penalties and Bad Stuff.
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If you can’t produce your own Trump and you get sbady else to do it then I'll divided the pointsamgst the characters,
with the majority going to the character of thasartPhotographs of famous people processed inoBhop, Paintshop Pro, or
equivalent are not acceptable.

In addition to all the above if you have Blood df&®s you can take an Enemy and anybody may talksoader. Enemies
range from a minor noble in an opposing house (itptd a Blood Feud with a major house (5pointsddiers have to be
something that have a permanent debilitating effadthe characters ability to perform day to dayfions and must be
consistent with your attributes, you can’t be blingbu have 1 or more points in Endurance:Heatingchizophrenic if you
have Amber or better Psyche .

2.3 Attributes and Attribute Skills
The Amber DRPG has only 4 stats Psyche, Strengithyfance, and Warfare. It has long been recogtlisgdhese are too
broad and various attempts have been made to definbined skills. I'm going one step further. E&cbad category is made
up of several sub-categories, including one caleueral which is the one that the auction detersnyoer ranking for. Just
because you're ranked first in general warfare db@sean you're first in strategy & tactics, unadrembat, armed combat,
or one of the other sub-categories.

In a specific category your ranking is determinedefy on the number of points you've obtained .imtus Joe (First in
Warfare) who has 18 points in warfare-tactics aliVays lose to Bill (8 in Warfare) who has 21 points it warfare-tactics.i
tactical battle.

The number of points in any sub- category is detexdnas follows. Divide the number of points allezhto the attribute by 2
(rounding down). Allocate this amount to the Geh8idll. Now allocate a total number of points ebusathat allocated to
the attribute amongst all the sub-categories exgepéral. If you're a ranked character, consulttétide below. Multiple the
apportionment by general and add to general. Thehmaximum value a aub-attribute, including gahenay have is listed
under max points. Thus if you're rankel @nd have an attribute value of 20 your generiisl5 (3*10/2) but your actual
general is 25*15/16=23.

Lastly multiply the attribute by the apportionmeaiue and distribute the resultant point amondssab-categories except
general. The maximum value a sub-attribute may ratfeat of general.

Ranking General Apportionment Max Points (Untrajned
unranked None Attribute/10 General/2
ranked Attribute/10 Attribute/4 10*General/16

7 Attribute/10 Attribute/2 11*General/16
6" Attribute/8 3*Attribute/4 12*General/16
5 Attribute/6 Attribute 13*General/16
4t Attribute/4 5*Attribute/4 14*General/16
3¢ Attribute/2 3*Attribute/2 15*General/16
2nd Attribute 7*Attribute/4 General

1t 5*Attribute/4 2*Attribute General

2.3.1 Psyche

2.3.1.1 General
A catch all category for situations where nothiitg the sub-categories below

2.3.1.2 Will Power
This is the mental force and resilience possesgéheocharacter.

2.3.1.3 Logic
This is the ability of the character to logicallpsk through problems to arrive at a solution. Tharacter must have all of the
information necessary to solve the problem otheraitogic based solution is not possible. A higjidas necessary for
Warfare: Strategy/Tactics

2.3.1.4 |Intuition
This is the ability of the character to work thrawa problem with insufficient information and derithe correct answer by
guesswork.

2.3.1.5 Memory
This is the ability of a character to rememberiinfation and then recall it when required.

2.3.1.6 Perception
This is the ability to notice what is happening atoa character.

2.3.1.7 Spatial Awareness
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This is the ability to correctly determine distameel the spatial relationship of objects, sucthasability to determine that the
gap 100m away is sufficiently wide to drive your ttrough at 70kmh.

2.3.1.8 Danger Sense
This is the ability to recognise that you're abtutvalk into a trap or that something untowardisw to happen.

2.3.1.9 Empathy

This is the ability to read emotions, determinestror anxiety, and assess the emotional statsudfject. It can be used as a
method of detecting lies.

2.3.2 Strength
2.3.2.1 General
A catch all category for situations where nothiitg the sub-categories below

2.3.2.2 Bench Press
This is the raw ability to lit mass off the groundhilst stationary (standing, kneeling, or lying).

2.3.2.3 Lift
This is the ability to lift and and carry mass. Eaxamples a character may be able to bench prégg 2it not move with it.
A character that can lift 200 kg can move at ld&sh with it, whilst the same character could c&0kg several hundred
meters.

2.3.2.4 Tortional
This is the ability to twist or bend objects heidhe hands or to pull them apart.

2.3.2.5 Impact
This is the ability to transmit force to anothejeal. Just because you can lift 200kg doesn’t ngeancan transmit the same
force to another object because the muscle regeienare different.

2.3.2.6 Agility

This is the raw fluidity of movement. A person wihhigh agility is graceful and conservative in moent, whilst on with low
agility is clunky. A high agility coupled with higintuition gives the person fast reflexes.

2.3.3 Endurance
2.3.3.1 General
A catch all category for situations where nothiitg the sub-categories below

2.3.3.2 Mental
This is the ability to maintain mental effort. Aarhcter with a high will power but a low mental erehce can’t concentrate
or mentally resist another for very long.

2.3.3.3 Physical
This is the ability to physically keep going fontpperiods of time. A character with a high phylsimalurance but low will
power could run for miles but would have greaticliffy staying awake for several days.

2.3.3.4 Healing
This is a measure of the healing ability of therahter. All Amberites have exceptional healingitdd but this determines
exactly how exceptional they are.

2.3.3.5 Constitution

This is a measure of how resistant the characterdssease, illness, and poison. A character avithw constitution but high
healing would always be getting ill even if thegitrecovered quickly.

2.3.4 Warfare
2.3.4.1 General
A catch all category for situations where nothiitg the sub-categories below

2.3.4.2 Strategy/Tactics

This is the ability to conduct a battle or seriébattles making best use of all available assetsain, and conducting
campaigns to maximise the chance of coming oubpnThis may include deliberately losing a givettlbaor situation to
strengthen the long term objectives. Unless theacher as received formal training then the maxinmumber of points in
this sub category is determined by their ranking.
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2.3.4.3 Unarmed

This is the ability to fight without weapons. Urddse character has received Martial arts traithieg the maximum number
of points in this sub category is determined byrtrenking.

2.3.4.4 Armed

This is the ability to fight with a hand held weapsuch as a club, staff, axe, knife, sword, sgteretc. Unless the character
as received formal weapons training then the maximumber of points in this sub category is deteechipy their ranking.

2.3.4.5 Swordplay

This is a special sub category of armed and is wéesh using a sword. All of the Elder Amberites &egned in a variety of
sword fighting styles. The character must havethaiding in sword combat to put points into thiseggory. Suitable mundane
skills include Fencing, Kendo, Rattan,

2.3.4.6 Propelled

This is the ability to fight with a hand propelladd thrown weapons such as a bow, crossbow, olebkaife, sword, spear,
bolas, boomerang etc. Unless the character aveeldeirmal weapons training then the maximum nurold@oints in this sub
category is determined by their ranking.

2.3.4.7 Firearms

This is the ability to maintain and fight with egplve propelled weapons such as muskets, riflgs)uers etc. Unless the
character as received formal weapons training themaximum number of points in this sub categedetermined by their
ranking. The Character must have come from a wehlere such weapons existed to have any pointssisab-category.

2.3.4.8 Attillery

This is the ability to maintain and fight with egpive propelled indirect fire weapons such as camamtars, rockets etc.
Unless the character as received formal weapomingahen the maximum number of points in this sategory is
determined by their ranking. The Character muse lwmme from a world where such weapons existe@ve hny points in
this sub-category.

2.3.4.9 Guided

This is the ability to maintain and fight with egplve propelled indirect or direct fire guided weap such as guided missiles,
laser guided bombs, wire guided missiles or torpsgetc. Unless the character as received formagbeves training then the
maximum number of points in this sub category iedrined by their ranking. The Character must lwree from a world
where such weapons existed to have any pointssirstib-category.

2.3.4.10 Armour

This is the ability to operate weapons such asstafRCs, self-propelled launchers, and in high teteties ground based
power armour and robots, etc. Unless the charastezceived formal weapons training then the maximumber of points
in this sub category is determined by their rankifige Character must have come from a world wheck sreapons existed
to have any points in this sub-category.

2.3.4.11 Fighter

This is the ability to operate weapons such as ebmibcraft, and in high tech society’s orbitahfigrs, flying armour and
robots, etc. Unless the character as received farg®pons training then the maximum number of goimthis sub category
is determined by their ranking. The Character rhast come from a world where such weapons existé@dve any points in
this sub-category.

2.4 Choosing a Parent
I’'m not going to pick your parent for you. You neteddecide who you wish your parent(s) to be. Hoevethere are a few
things you need to bear in mind. To be able to watkPattern you must be one of Oberon’s grandeimjcand to assay the
Logrus you must have a parent who is or was a meaflmne of the Houses of Chaos.

If you have both Blood of Amber and your mother was of Oberon’s daughters then you are automigt@alorphan
brought up somewhere either in an orphanage odbgtad parents. There is no record of who yourpaggnts are only that
you were abandoned!

If you have both Blood of Amber and Blood of Chaosl your mother was a member of the Courts themvalsén human
form when she met your father on the shadow whegehas been exiled for a capital crime againsCtharts. You are
unlikely to be treated well should you enter thei@® and your true parentage is discerned.

Of the daughters of Oberon, Fiona and Florimetloeght not to have any children. Of the two Flalime unlikely to have
abandoned any child and is known to have been ad@t Earth for the period 1970 through 2002. Duting time she had
no children and had none hanging about!.
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Corwin's history is also recorded. He arrived imbon, England in 1666 during the Great Plague.tbiged in England for a
while before travelling in Europe and settling mice, until the Second World War when he moveohitk England. In 1970
he moved to America with his English Chinese génifd, who in 1973 bore him a daughter. He live$ wiiem until 1977,
when he moves to his own residence in, New Yorkdidappears from Earth 1987 although his movementisEarly 1995
are accounted for.

This leaves the rest of the children of Oberonasntial parents, Brand, Bleys, Benedict, Ericn€aiulian, Random,
Gerard, and Deirdre. Should you want one of tlesgibed Amberites as a parent (including Findo @edc) then you'll
need a very good background story!

If you have Blood of Chaos then neither Dara ngralaan be your mother. Your Chaosian parent ia fsoe of he the
following houses Hendrake, Helgram, Sawall, Chanidesby, Amblerash, Barimen, Minobe.

Whatever your parentage you should arrange yotorkiso that you start the game with an age of betw25 and 35.

2.5 Good Stuff and Bad Stuff
Stuff in the Amber DRPG is a measure of how muehutiverse favours or disfavours you. Those withlaimdance of good
stuff are lucky, healthy, stylish, and outgoing,jlgtithose with Bad Stuff are unlucky, sickly, dogyénd sullen. In this
Amber campaign stuff is a real force, what we'd camly call Chi. It can therefore be influenced &ad real affects on the
denizens of shadow.
When creating your character you can choose to Gaxel Stuff, Zero Stuff, or Bad Stuff. There isnaitl of 10 points of
Good or Bad Stuff at creation. Good Stuff and Badff&re bought with CPs on a one for one basisds8tuff costing Cp’s
and Bad Stuff gaining CP’s to spend.
| treat stuff as permanent. The only way to changace the game commences is via roleplay. Theetse is a fickle thing.
Getting it to smile on you is difficult. Pissingaff is easy.

2.6 Powers
2.6.1 Pattern
Based upon an original work by Doyce Testerman &dyalrimmer. Modified by

The original "Basic Pattern" as described in thebAmDRPG was comprised of: Blood of Amber, Patterprint,
Shadowalk, Pattern Search, Hellriding/Use Royal Viiégnipulate Probability, Mindwalk the Summonedr#Rgttern Sight,
Pattern Defence (Internalise Sign), and Track Satler.

The "Advanced Pattern" abilities were Mindwalk Siemmoned Sign/Pattern Sight, Scrying Lens, Telg@tadow Pockets,
and Mold/Erase Shadow.
2.6.1.1 Prerequisites
¢ One cannot have Blood of Amber if, at creationghims more than 40 points from lowered attributes.

¢ To acquire Pattern Imprint without dying in the pess requires at least Amber Rank in Enduranc€aads Rank
in Psyche.

e To acquire True Pattern Imprint without dying i throcess requires at least Amber +10 Rank in Emderand
Amber Rank in Psyche.

e To acquire any True Pattern power, one must hasteatquired the equivalent Pattern power.

¢ To acquire any Advanced ability, one must haveastl 35 points of Basic Pattern abilities (inclgdiof course,
blood of Amber and Pattern Imprint).

e To acquire any Exalted ability, one must have astlall the Basic abilities, and 25 points of Adweth Pattern
abilities.

Copyright Azer Games/Vortex 2003-2005 Release 1.5 Last Updated: 22nd July 2005
Page 2-7 of 76



The Keep of the Thirteenth Hour
Edited Kevin Cowley

2.6.1.2 Contents
B-[05] Blood of Amber
B------- [10] Pattern Imprint (10 pts per Patterrpiinted)

B-----mmmeee- [05] Shadow Walk

Acemmmmmmeemeeeeee [Shadow Walk+10]Shadow Walk ikmber
B------memme e [05] Pattern Search

B------memme e [05] Helriding/Use Royal Way

A [10] Ride Pattern Waves
B------------- [05] Manipulate Probability

B------memme e [Shadow Walk + 05] Shadow Shifems
B------------- [05] Mindwalk the Summoned Sign/PatteSight
I [05] Pattern Defence (Internsdi Sign)

A [Pattern Defence +10] Patin Defence (True Pattern)
A [05] Temporary Pattern Ssil

E [10] Encompass Pa&ttn

E [05] RadiatePattern Field

E [05] Extended Patta Swell

[ [05] Track Shadow Walker

A--mmmmem - [05] Pattern Cloaking

A [Pattern Cloaking+10] P&drn Cloak (True Pattern)

A [05] Improved Sight

A [05] Pattern Tendrils

A [Pattern Tendrils+10]Patn Tendrils (True Pattern)

E [05] Pattern Magic

E [Pattern Magic +10Pattern Magic (True Pattern)

E [05] Create Pattern Artacts

E [Create Pattern Aefacts +10] Create Pattern Artefacts (True Pattern)
E [Temporary PatterBwell + 05] Exorcise Pattern Ghost

E [05] Summon Brth Pattern Ghost

E [10] Patern Ghost Editing

Ao [05] Scrying Lens

A [05] Teleport

E [05] Advanced Teleprt

A [Manipulate Probability 405 for the fist use, 03 for the second, and 02Herthird] Shadow Pockets
A [Manipulate Probability #05] Mold/Erase Shadow

E [05] Gate Shadow

E [05] Meta-Shadow Maipulation

E [05] Create Shadowoop

B: Basic Power; A: Advanced Power; E: EedlPower.
Note True Pattern Abilities class as Advanced é&sw

2.6.1.3 Blood of Amber (05 points)

You possess the blood of amber, which meaaobgour parents is an Amberite, and gives youpthesibility to walk the
Pattern. Blood of Amber also ensures that you'vietge Human form as one of your Basic forms forgghshifting purposes.

Copyright Azer Games/Vortex 2003-2005 Release 1.5 Last Updated: 22nd July 2005
Page 2-8 of 76



The Keep of the Thirteenth Hour
Edited Kevin Cowley

2.6.1.4 Pattern Imprint (10 points)

Walk one of the Elemental Patterns (worth 3bBBleavy Exertion or half your Collapsing time, ialtever is higher). This
activates the Blood of Amber, so now the Blood €wkan Amberite can be invoked. The rarest usetdmgst feared; of all
the powers of those of the Blood of Amber is tladiiity to deliver a Blood Curse. Usually delivenetien dying, the curse is
an evoking of a character's personal relationshtip tiie Pattern, a directing of their life energiewards some terrible goal.
It is also, theoretically, possible to perform deing", such as that bestowed by Oberon at tti@ktihe Chronicles of
Amber. Once performed, there is NO KNOWN WAY of mrnimg a Blood Curse.

2.6.1.5 Shadow Walk (05 points)

In Shadow, if you stand unmoving, you arehia middle of a vast universe. However, each stepda is an opportunity
to visit another "next door" universe, anotherh# infinite number of possible variations on a worh Shadow, so long as
an Amberite can move, walking, riding, sailing, suwiing, flying, driving, or crawling, it is possibte move through Shadow.
This is done by changing minor things that layauypath. The character decides that over thehiextill be a patch of blue
flowers, around the next corner is a jagged rock.fand in the next village is a country fair. Dotluat alley is a shop dealing
in obscure weapons. By such minor changes you mloger to what you seek in Shadow. Shadow Wallsnglatively easy
since you are changing very subtle, very smallidet®o, for example, in a ride through the wootiSltadow Earth, around
the corner you might expect to see a green jagaasbf a blue jay. That one detail is an easy ahaBigpce the changes are so
minor Shadow Walking is fairly slow. As long as ssone can see you, they can follow you through Skadgperson of the
Blood Of Amber can lead any amount of people thho8badow as long as there is a visual link, evewifect (i.e. The
Amberite can be seen by Troop A, Troop A can be §gelroop B, and so on). All parties involved makeough Shadow
simultaneously. However, to lead many people, stiscan army, in Shadow, requires using the Royal Way

Skipping Forward In Time: The character gaea place where time moves slowly. While the charais spending a few
minutes in the "slow time" Shadow, time is speediogr by hour along in Amber. So a character cavelespend a few
minutes out in Shadow, and return days, or wedks. Iit's even possible to find a Shadow that meeeslowly that it
become almost like a stasis, and where the charzatewait for years to pass in Amber.

Holding Back Time: The other handy trick ofaBbw time is going out to a "fast time" Shadow, wehgours pass relative
to minutes ticking in Amber. A character could goShadow Earth, sleep 10 hours and return to Ambere only 4 hours
have gone by. In faster Shadows it's possible éadpears in preparation, while only a day or sssesin Amber. Should
endurance become a factor, it has an endurancetose-fitth the normal requirement.

2.6.1.6 Shadow Walk in Amber (Shadow Walk+10 and jshe+20)

For a very long time it was thought not to be gaesio manipulate shadow close to Amber let alaméhe mountain itself.
However to reach the True Pattern without Dworkasgsistance that is exactly what must be done.dsvelkl in Amber
gives the possessor the ability to manipulate sikad@mber outside of the castle grounds! Thisitghdan only be gained
once the True Pattern has been walked!

2.6.1.7 Pattern Search (05 points)

You have now sufficient knowledge and mastemgr the Pattern to search efficiently for anythyjog desire, be it
someone, something, a Shadow of Desire...

So, you can find Creatures and Artefacts wimt values. For someone of Amber Psyche, eacit paies one day to
find if hellriding (multiply all values by seven8hadowalking); those with higher Psyches and remperience will need less
time to find things: for each point, time is usy@# hours - 1/2 your psyche conflict points (mmm212 hours per point).
The remaining Conflict points (that is, those o24J, if any, times two, will diminish the total sehing time by one hour by
point.

Hellriding and Shadowalking involve movemerittvthe idea of perceptual changes (usually a ahamthe visual aspect
of the environment, but sometimes other senseg)y@iure also able to search for intangibles, aghketting off in search of
"the Shadow of your Desire". This ability also allbthe research of a specific person as long &saamsychic impression of
the subject is known and kept foremost in mindriythe travel.

2.6.1.8 Hellriding/Use Royal Way (05 points)

Hellriding is a harder and faster way to go thaadglw Walking. In Shadow Walking you changed onaifjet blue jay to
a green jay. In a Hellride you focus on a detau] ahange the whole world around it. Spot a blyeja you decide to enter
another Shadow completely different from Shadowtttdut where blue jays still fly. Hellriding is fth but fast. Another
problem with Hellriding is that generally a certénel of speed must be maintained for the Hellt@erogress. Since things
change so quickly in a Hellride most technologioabns of travel (such as cars, planes, and boats) work at least some
of the time, most Amberites tend to use a reliaieint, such as a well-trained horse. Animals theat@ experience Hellrides
must be specially trained or they tend to panic@ndse the rider difficulties he/she doesn't waming such a stressful and
concentration-intensive procedure.

Hellriding can get you from near Amber to @eurts of Chaos in less than a week. Generallettegs of Hellriding can
get you to and from most places in Shadow. Hatigds “normally” tiring (normal endurance cost).
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Slower than Shadow Walking is travelling thyaushadows where everything is to the charactierig.| For example, one
can choose to walk through the worlds where thét@emways be welcoming faces and rosebuds stremthe roadway. Or,
if you choose to travel in a luxurious train, yancstick to those Shadows that contain rails. Bhisually known as
Selective Shadow Walking or the Royal Way, and éxtremely slow but it's very comfortable (onetitethe normal
endurance cost). Normal Shadow Walking from neabémto the Courts of Chaos would take approximatiglyveeks, a
year if Selective Shadow Walking is being used.

2.6.1.9 Ride Pattern Waves (Hellriding/Use Royal Wa+ 10)

This Ability uses the character's intimacyhwtihe Pattern to ride the waves of probability that Pattern radiates to
greatly increase the efficiency of the charactradow travelling abilities. What previously tocdkyd to transverse can be
accomplished in a matter of hours (Travel Timeiigldd by four or by one-fourth your psyche conffimints rounded to the
nearest half-number, that which is the greatest).

2.6.1.10 Manipulate Probability (05 points)

Out in Shadow, if there is any reasonable obat all of something happening, then a charadgtbrPattern can make it
happen. The main limitations are time, since uBiagern takes a few moments of concentration, amiogpility. A character
can't make something unlikely happen, not withaibg into an adjacent Shadow. The shadings of twel@w to the next
are vague. That means that small changes can ewidut travelling. Short of money? Imagine asedloorboard, under
which is hidden a treasure, look and it will beréhélhose with the imprint of Amber's Pattern ardlessly lucky. What is
possible can, with time and effort, be made prahabhd what is probable can be made certain. \Whsgower is absolute, it
always involves some movement, a shifting of theéetsa of Shadow for a particular shade. Any Shadeawnipulation is also
slightly hazardous because of your involuntary maset in Shadow. With enough time it's possiblettifi gist about
anything in Shadow. However, there are two impdrlianitations.

First, in order to shift Shadow you must mdsabtle changes don't require much movement, leutnttre drastic the
change, the more you must move around. The profgmis that you can easily move right out of onad®w and into its
neighbour. Be wary that, while shifting, you dastart moving away from your objective. Second tslgfShadow is fairly
slow. Far slower than combat time. If you wish taker use of some Shadow shifting its best if ireppared before a battle. A
minor change, such as the colour of a coin, migke as much as a half a minute. Something usetfth, s weakening a wall,
or making a weapon brittle, could take a minutenore.

2.6.1.11 Shadow Shift items (Shadow Walk + 05 posjt

The ability to Shadow shift through Shadowle/hi the same time altering the physical objectsomveniences possessed
by the character to forms appropriate to the I8t@dow environment. That is, if the characters &r@dow shifting in a
car, the car would change to a variety native &dirrent Shadow and to a stage coach when cdosiger function or are
out of place.

2.6.1.12 Mindwalk the Summoned Sign/Pattern Sigh0§ points)

Now you have the concentration to be ableetepkthe Sign of the Pattern manifesting as yoacetyour path upon it
mentally. This will take several minutes (sevenuteés, minus ten seconds by psyche conflict poittt iminimum of one
minute), but it empowers the Sign, thus allowing yo scry with your Pattern Sight and eventuabyttethe secrets of
changing Shadow by direct manipulation of the Siimdwalking the Sign is only slightly less diffittiuhan walking the actual
Pattern (usually costing Endurance as one houreai/ii Exertion, with the time passed with it in mewkting five times the
normal Endurance cost), but it can be accomplisiech more quickly. You also now have the conceiatneto Manipulate
Probability without moving, and the power to evdke Pattern while still within Amber.

2.6.1.13 Pattern Defence (Internalise Sign) (05 pus)

Picture the Pattern, Concentrate on this imagé move it into your body. This takes a few motseat best, depending
on your Psyche and how well you can concentratgaflyswo minutes minus two times your psyche donfloints seconds),
but it strengthens your mind, and lends strengtyoto existence. The main use is defensive, saeacter with Pattern
Defence on is pretty much immune to the Logrus,@hdr Chaos generated forces. Likewise, it'scdiffior impossible to
use invasive Magic on a character that has Pabtenumght up like this. On he other hand, keepingRthtern internalised
requires real concentration, so the character namor fight effectively. If the character's atien is broken, then the Pattern
instantly flickers out. In game terms, for defersipurposes, it multiplies your conflict pointsuter psyche or psyche finesse)
by four against chaos and by two against magicdéfensives purposes only.

2.6.1.14 Pattern Defence (Internalise Sign) (Trued®tern Imprint, Pattern Defence +10)(True Pattern)

The patterns of Kolivar, Tyr N'gth, and Rebma aun¢ teflections of the True Pattern. As reflectitimsir power is limited.
This ability means that you can now use the TrueeRafor defence rather than one of its refletioin game terms, for
defensives purposes, it multiplies your conflictnp® (brute psyche or psyche finesse) by eightragy@haos and by four
against magic, for defensives purposes only.
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2.6.1.15 Temporary Pattern Swell (05 points)

The ability to temporary produce Pattern posweells in the local Shadow, thus increasing thengtth of Pattern and
Order in the area. This power has a limited arezffett (up to Brute Psyche kilometres), and neeseentration. It impedes
any and all kind of Shadow Manipulation, doublitiglze times required for such a feat. It also gyeaeakens Chaos
creatures, as well as the influence of Logrus.

2.6.1.16 Encompass Pattern (10 points)

This ability gives the player character agetibn of the Pattern in their form. This allows ttharacter to strike and inflect
Monstrous damage (8 points level) to Logrus basedtures or Deadly damage (4 points level) to rmaesians, but only
with his/her Body. The damage becomes Primal (i8tptevel) if applied directly on Logrus-chargetb®&d. Note that if you
try to use this power while bleeding a Logrus-cledrglood.... Let’s just say you won't enjoy the esignce. That is, if you
survive. By the way, it also gives you a (very)bles blue aura, and, evidently, acts as a veryesgive protection against
Logrus forces. Endurance cost is 45 at first, &eth per minute.

2.6.1.17 Radiate Pattern Field (05 points)

As Encompass Pattern, but on a radius: ivalithe character to produce a field of pure Patemer with up to half your
Brute Psyche meters radius. Endurance cost is 80tes, + 15 per 2 meters radius (round up) at frsd then per minute. It
will damage anything it encounters as Encompadefaiand will also repel them with strength edqoahalf your Brute
Psyche (rounded to the nearest number). Insidéeitiehey will also take damage, but only at ordf-the intensity of the
field’'s edge, and will also be repelled with stridngqual to one-fourth your Brute Psyche. It aliggna the place inside the
field with the scientific laws of Amber, which caause many drastic changes.

This power necessitates a great deal of corat@m, and only lets you walk or talk quietly.

2.6.1.18 Extended Pattern Swell (05 points)

The ability to radiate a Pattern field to aassrrounding Shadows to more closely emulate tiael@v that houses the
character. This makes the Shadow more ‘real’, inmgeShadow Travel and Manipulation (time is muiégliby five). Usually,
this makes the shadows more like Amber, with thensific laws of the shadow emulating those of Amibeis nonetheless
possible, while more tiring, to keep the Shadoaigd untouched: Endurance cost becomes 15 evergnimes, instead of
05 every minute.

2.6.1.19 Track Shadow Walker (05 points)

The breaks and distortions in Shadow, caugetidse who have the Power to move from one Shadamother, can be
detected through the use of Pattern Sight. Theackerlooks for tiny disruptions in Shadow, atteingpto find their source
locations in the Shadow being studied, which o8texdows are involved, and what Power was usectidiginuption. How
long this takes depends on how old the trail and h@jor the disruption. If a single Hellrider pagsbrough the Shadow just
minutes before, the traces could be detected trajonsinute or two. If the passage had taken plaeelay before, it might
take an hour to find the traces. However, if trgutbance was major, as is the case if a vast wamyled through, then the
traces will be obvious and easy to find even daier | The effectiveness of this is limited by tige af the trall, care the
pursued used in covering their trail, number ofpedeing followed, and the psyche of the persangdthe following.

2.6.1.20 Pattern cloaking (05 points)

This power enables a character to reducepparant strength of the Pattern within his bodythet someone using
Pattern Sight or a similar ability doesn't see yioue power.

2.6.1.21 Improved Sight (05 points)

This lets you, above and beyond Pattern-saigtect the presence of people with either the @lmfcAmber or the Courts,
as in the Amber Rulebook. Quite rare. It also giw@s an idea of the relative strength of this powithin the character (up
to 25, 50, 75 or more points).

2.6.1.22 Pattern Tendrils (05 points)

Pattern tendrils can be extended for a shr# in the local Shadow or in a Shadow you’re ggegia your Scrying Lens,
to bring to target energy from the Pattern, oraimrfa psychic connection to a target. They canladsosed to destroy spells
and things of Magic by contact (Magic being a ‘mipower’), unless otherwise protected against #itéeh. This
disenchantment works against magical construetsttiings created by Conjuration), spells, and ps\aequired through
Shapeshifting (unless coming from a Basic Formifr Psyche conflicts points are higher than yqupament’s Endurance
conflict points. By bringing to a creature or aatfenergy from the Pattern, you can instil in tleepart of the Pattern. This
will make them more stable, powerful and ‘real’ €drour per point, with an endurance cost 30 tirhesisual, for a
maximum number of points equal to one-half yourcRsyConflict points). This is an extremely exhaxgfower, each minute
counting as five minutes of Heavy exertion.
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2.6.1.23 Pattern Tendrils (True Pattern Imprint, Patern Tendril +10) (True Pattern)
As per Pattern Tendrils except when creating creatabject the image is of the True Pattern notadries reflections.

2.6.1.24 Pattern Magic (05 points)

As the other Power Magic’s, this lets you tieePattern as a part of your Spells, using theoke Power’ Advanced
Spell Component.

2.6.1.25 Pattern Magic (True Pattern Imprint, Patten Magic +10) (True Pattern)

As the other Power Magic’s, this lets you use theeTPattern as a part of your Spells, using theoke Power’ Advanced
Spell Component.

2.6.1.26 Create Pattern Artefacts (05 points)

This lets you create artefacts that in somg eainess the power of the Pattern.... Basic pairg is that these artefacts
will work about anywhere Pattern does, and canmdiaand hold more energy than an equivalent Shautmmered item. In
Game terms, this allows you to create artefact®upe 8 points level, or possessing a Patternénsagthem (well, sort
of...). The problem is, you must be next to a Patte create such items. Another thing is that siehs, becomes part of
their creator. Thus, they must be paid for witpgiunless quickly returned to their source.

2.6.1.27 Create Pattern Artefact (True Pattern Impint, Create Pattern Artefacts+10)(True Pattern)
As per Create pattern Artefacts, except that yoy moav use the image of the True Pattern rather oimenof its reflections.

2.6.1.28 Exorcise Pattern Ghost (Temporary Patten$well + 05 points)

This ability gives the player character thiitgtio dismiss Pattern ghosts of themselves bieat (at - 05 psyche ranks)
created by the Pattern in which they have theirimhpr weaken Pattern ghosts of other Patternan(gio their attributes a
penalty of one-third your psyche conflict points).

2.6.1.29 Summon Forth Pattern Ghost (05 points)

This ability gives the player the power to somm forth from the Pattern the Pattern ghost offeopersonage. The
summoned Pattern ghost will be an earlier versigdheentity taken from the Pattern's recordingpieg ability, and is NOT
bound to obey your every command. In fact, the Gl play them as NPCs. Another problem is thatRattern can block
you, or select a particular version of the Ghdsthé’s got more than one. Finally, the Ghost sdlbn dissipate, unless
constantly fuelled by Pattern energy or Amber Bloartd will be rather easily dismissed by Patterhagrus Forces, just as
Merlin did with the Ghosts of Dworkin and Oberooneider that any Pattern or Logrus attack with a@&Psyche at least
equal to the Ghost’s will put an end to its exisieand, if not, will severely drain him of energy.

2.6.1.30 Pattern Ghost Editing (10 points)

This lets you ‘edit’ the personality of a Rttt Ghost you're summoning, just as the Patterrtledlogrus do in Merlin’s
Saga. The only Problem with it is that, the morangfes you make the more confused and dulled thet@hilbbe. And, then
again, the Pattern can impede your efforts.

2.6.1.31 Scrying Lens (05 points)

Once the Pattern is summoned to your mindcgsuuse it as a great lens to peer into Shadoworgyanything can be
observed in this way. And, having found them, yaymast your Pattern Tendrils through the lensteh mind to mind.

Finding a particular item, or person, is, hware not as easy as it might sound. Frankly, thexrddt of ground to cover.
Just scanning all of Castle Amber could take haespecially if you include the myriad of dungeonrtels. On the other hand,
if your Psyche is sharp, and if the object of ysearch is not disguised, then things can go mucke opaickly. Likewise, if
Pattern is being disturbed, by a Hellride, or by mmanipulation of Shadow, or even the drawing @famp, then the source
of the disturbance should be easy to locate.

Searching out in Shadow is usually a lot eai¢he character knew about Corwin's long-tirasidence on Shadow Earth,
and knew how to locate the place, then a seartfabfntire Shadow would take just a couple of teisuWhy so fast?
Because the character wouldn't have to do anyddfipdice by place searching. Instead the entirel@Rkavould be observed,
and any ‘real things, stuff originating from Amber Chaos, would show up in contrast with the céshe Shadow.

2.6.1.32 Teleport (05 points)

A character with this power brings up the @atti_ens, scry upon an area, and then, through &ree of will and Pattern
Mastery, displaces himself from his current logatmd into the area looked upon. This requires ssive effort of endurance
(5 hours of exertion), and will tire even a higimtad individual. The character may choose any pla&hadow, though he
must be able to scry upon it and places that aekbt or warded against Pattern or Psyche willfbnats to the character
via this power. A greater problem is that your imag the Pattern will be broken and inactive aftech a feat, requiring from
you to walk again the Pattern.
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2.6.1.33 Advanced teleport (05 points)
Just as Teleport, with the difference thaloiesn’t break your Pattern image.

2.6.1.34 Shadow Pockets (Manipulate Probability +3points for the fist use + 03 and 02 points for #hsecond and third)

On a small scale, it is possible to creategmal Pocket Shadows that can be used for varioygmpes. A Shadow Pocket
would then be an artificial Shadow, with just aesliof Amber’s image, brought into existence byaracter’s minute
warping of the Sign of the Pattern brought to mind.

Shadow Pockets can be fixed to a particulzation or can be moved around by their creator.&rivironment inside the
Shadow Pocket is also entirely up to its creatore @rawback to Shadow Pockets is their fragility.aftificial constructs,
others easily destroy them with the strong touchitbier the Pattern or the Logrus. There are timaie uses of Shadows
Pockets: the Hidey-Hole, the Portable Hole andPsonal retreat. At first, the Pattern Masterusmefficiently only one of
these techniques. The second can be bought fa plmiats, the third for two points.

When used as a Hidey-Hole, the character €seat immobile Shadow Pocket in some area andsthezs something
there to prevent its discovery. While immobile, 8teadow Pocket is difficult to locate with PattemLogrus Sight, and
impossible to detect by other means. It is alsoenstable, and can withstand all but direct confitah with such Powers.

The second usage of the Shadow Pocket agabfmhole is similar to the Hidey-Hole excepsitiobile and travels with
the character. S/He needs not to concentrate smihwement, and the Pocket will travel with him/eeen through Shadow.
It can be used to store things too large to coewelyicarry, or to store things temporarily. Siitae mobile, it is more
noticeable, but can be reinforced and protectezksiis travelling with its creator.

The third common usage of the Shadow Pockékipersonal retreat. Since the character cagrdasd alter the Shadow
Pocket at will, using the Pattern, it is a perfecta to quickly get away to as a personal sanctMénile being within such a
construct isn't inherently dangerous, if the comstrwere attacked from outside and was destroyed vthich is contained
within would suffer varying consequences. Thoseghithat are real, such as the Pocket's creatarldwoerely be thrust into
an adjacent Shadow, or perhaps several Shadowastdigepending on the Power which destroyed th&d2pcThose things
that are of Shadow would likely be destroyed, thohighly magical items and creatures have a srhaoe of survival.

2.6.1.35 Mold/Erase Shadow (Manipulate Probability- 05 points)

By bringing the Pattern to mind and walkingyttu can change Shadows wholesale, alteringfit your wishes: the basic
idea is that all Shadow exists as a reflection mbAr, distorted by the distant Logrus. With thishoel, you can alter time
flow, and with time more profound changes (sucthascivilization) can be enacted: the characterraditally alter the
structure of the Shadow, or even erase it altogeHmasing Shadows is not something you would gittliy as it seems to
have a detrimental effect on the overall arrangémERattern waves and Shadow: Doing away with@d8tv, either on
purpose, or by accident, will upset things in dngér system of Shadow. Shadow Storms, shiftirfghafdow barriers, and the
displacement of established pathways through Shadwowvall result from a Shadow being wiped out. Aarebigger problem
is that elder Amberites and Lords of Chaos witljknotice this kind of large-scale interferencéhia order of things.

It is possible to affect a real place, like #am but it is VERY tiring (up to forty five timegdie normal endurance cost).

2.6.1.36 Gate Shadow (05 points)

By using the summoned Scrying Lens to lookutlgh Shadow to another place, and then editing#ttern lens to bridge
the gap between where the character is and the plewed, temporary gates through Shadow can la¢ecteOf course,
these gates last only as long as your concentration

2.6.1.37 Meta-Shadow Manipulation (05 points)

This lets you use Pattern to manipulate tlaiomships between Shadows, and to manipulateaeSbadows at once.
This is good for making Shadows appear in some@agts as witness Oberon’s actions in Lorrainecafig multiple close
Shadows, and opening paths through Shadow, althowgitus is better at this application, or to fusstradows or make
them inaccessible. This power allows you to opeadBtv to others, putting the changes of an Helirndbe way of those
who know nothing of it. Those already Hellridinghdae obstructed and/or sidetracked as long as gweote your attention to
it: shift the Shadow that lies in their path, awdi yan make passage smooth or rough, as you see fit

2.6.1.38 Create Shadow Loop (05 points)

This ability allows the character to take a&bw and loop that Shadow onto itself into a Shak@in bottle. This
Shadow when entered cannot be left by Pattern tisadow shifting or by Black Paths or by any kificsbadow shifting or
Shadow walk. Shadow paths may terminate in the @hadaop but will not lead out. This ability doesstop those trapped
inside the loop from utilizing trump or advancedtBan imprint to leave the Shadow.
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2.6.2 Trump Artistry
2.6.2.1 Prerequisites:
-A good Psyche (Perception) is usefuisnse" the subject of a trump. Psyche (Willpovigedsed to ‘force’ or

‘resist’ a Trump contact. Psyche (Obfuscate) isluseappear ‘out’ or as someone else. Those witina#uPsyche cannot
draw efficient Trump Sketches.

2.6.2.2 Contents
B-[15] Trump Sketches
B------ [10] Novice Trump

B----------- [15] Create Trump

e [05] Trump sculptures

A-mmmmmme o [05] Trump Sculptures Divinan
Acemmememmeeeeen [05] Trump Magic

A-mmmmmme o [05] Create Trump Rack

E [05] Improved Trump Rack
e [05] Trump Deception

Acemmememmeeeeen [05] Discern Unknown Psyche Signa¢
A [05] Blindman's Trump

A [05] Create Recorder Trump

A [05] Quick Transport

A [05] Trump Backward

A [03] Quick Activation/Quick &etch

A [02] Instant Activation

A-mmmmmmeeeee [05] Trump Memory

A [05] Remote Trump Utilization

E [05] Initiate of the Tre Image

E [05] Dual Trump Imge

E [05] Connection Tnasit

E [05] True Trump Atachment

E [10] Trump Psghe Holding

E [10] Trump Conection Tunnelling
E [05] Create Trump Aefacts

E [05] Oniric Trump Atistry

E [05] Shape Drams

E [Trump Magic + 10Advanced Trump Summoning
E [10] Trump of Desie

E [05] Trump Healing

E [05] Visual trump

E [05] Mental Tump

E [10] Living Trump

E [Trump of Desire + 10] Summon Forth Virtual Universalip Deck
E [05] Trump Field Control
E [??] Truest Image

B: Basic Power; A: Advanced Power; E: Exaltamver.
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2.6.2.3 Trump sketches (15 points)

Trump sketches can be drawn in pencil, maittercoal, etc. They are relatively 'quick andydifrumps which are good
for a limited number of uses and do not possesstiae indestructibility of real Trumps. They damade in 30 minutes to
two hours, though Dworkin is rumoured to be ablerate one in less than 30 seconds! Trump sketrbagood for a
limited number of uses depending on the creatayst. After this usage is complete the sketchbeilinempowered and no
longer viable for either communication or transptfrthe Trump Sketch is to reach across Shadoen the creator must
have either the ability or the potential to inflegershadow (Blood of Chaos or Amber, Broken Pattetia). Otherwise, the
Sketch works only within the Shadow it was created his ability also conveys on the possessomthiigy to sense Trump
energy use nearby (as the trump trick of the saaneeh

Creation time is 120 minutes, minus 30 secqaagoint Psyche:General minus 5 minutes perskitit above 15
(minimum time 30 seconds).

Note that, unless you've got Pattern Imptiogrus Imprint or another power allowing you to redefor something in
Shadow, you cannot reach through it. Also, a Paveised Trump cannot reach someone in a Shadokebldo Pattern,
and, conversely, a Logrus-based Trump cannot reacieone in a Shadow blocked to Logrus.

2.6.2.4 Novice Trump (10 points)

See Create Trump (below) -- double to tripig and all creation times... Trump sketches frormomy are more than
likely impossible. This ability also conveys on fessessor the ability to use Trump Defence (seértimp trick of the same
name).

2.6.2.5 Create Trump (15 points)

This involves creating a card representingesparticular person, place, thing or object. Whenuser concentrates on the
card there will be a psychic bond between the asdrthe subject of the card. Creating a Trump téloes 2 hours to 3 days
of concentrated work depending upon the charad®syshe, Endurance, and relative level of expegievith making
Trumps. As time passes, the character will find thaating such paintings takes less and less ueuy, for example, could
probably render a fully functional Trump in 20-3@hates of work.

The medium used also determines some ofriieego painting in oils, while better for highestlify Trumps, takes much
longer to dry and become functional whereas Agydie relatively quick drying albeit not as congiador that 'ultra-
realistic' look which is the hallmark of qualitydmps.

Working from memory, without a live model, MBOUBLE or TRIPLE the amount of time to createaaict Trumps made
from descriptions, without the Trump Artist evering observed the subject, have a HIGH probalmftinking to a
Shadow, instead of the actual subject.

When the Trump Atrtist first sits down to creat Trump, he/she must clear his/her mind, thetk tigpon the subject of the
Trump they wish to create, and finally bring up Bwwer of Trump. Once in the empowered state, tiery begin drawing
the lines upon the medium they are using, renderilifg-like representation of the subject, and edding the Power of
Trump into the image. Trumps cannot be drawn ifedtege things to distract the Artist, they mustentotal concentration
during the entire process, and any interruptiongduhe Trump creation stage will require thenstart over.

This ability also conveys on the possessortiiity to sense the identity of a Trump Calles {he trump trick of the same
name), as well as recognize trump artistry styles he or she has encountered before.

Creation time is 60 hours, minus 15 minutespuent Psyche:General minus 90 minutes per skifitpabove 15 (minimum
time 30 minutes).
2.6.2.6 Trump sculptures (05 points)

This ability allows you to create sculpturésidarget that works just like a trump, save thatlong as you can touch
them and "“feel" them, you don't need to see theonder to initiate a trump contact. As a side ¢ffaad unlike the cards,
which evoke a person by her appearance and hec jpeblaviour, the sculptures lets you feel somgtHifferent, closer to
the true self of the target.

Creation time is 120 hours, minus 15 minutes pértgsyche:General minus 90 minutes per skill pabave 15 (minimum
time 90 minutes).
2.6.2.7 Trump Sculptures Divination (05 points)
With this, you can use your sculptures in Tpubivination, disposing them and asking them qoesti This has its
advantages, even if the answers are often cryptic.
2.6.2.8 Trump Magic (05 points)

This very useful power lets you incorporaterfip Energies into your spells with the "Invoke Powedvanced Spell
Components ability. Note that such spells requiecil racks, costing twice the normal cost (seeetiitry for Advanced
Spell Components).
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2.6.2.9 Create Trump Rack (05 points)

This allows the character to create a trunap liolds a spell. To activate it, you must maké&anip call" to your spell.
The spell must be maintained on the trump to keeptive, and the Trump must represent the effefctise Spell. A single
trump or trump sketch can hold only one spell titna. A spell held on a trump sketch will dissipatieen used or when the
sketch dissipates, leaving the card a blank. Oltedmea true Trump will be cast normally, but thege on the card will not
vanish, and thus can be reused to hold a simiklt. g; added benefit is that these racks can folonp-based Spells. In
game terms if you want to buy a Trump Rack, the lsast is 2 points for a normal rack, 4 pointsaaack and cast trump,
multiplied by the quantity modifiers. Example: Kk trumps would cost 2 * 2 = 4 points.

2.6.2.10 Improved Trump Rack (05 points)

The ability to make a permanent Trump spled: $pell depicted on the trump will not dissipéterecasting, nor will it
deteriorate over time. Note that you need to makarap contact with your spell in order to castf.course, you can
combine this with Instant activation, for examg@eich an item costs, should you buy it, 4 point§jt8s a hack and rack
spells trump, times the quantity multiplier.

2.6.2.11 Trump Deception (05 points)

A Trump can be altered or designed so thHabks like something that has nothing to do witrevehit actually links. An
example would be a trump of '‘Castle Amber' thatialt took the user to Brand's Dungeon of Painfaliendoes.
Alternately, one can make a trump that reactsdikeal' trump, but is actually connected to naghitiEric can't be dead...
see? His trump still gets cool.").

2.6.2.12 Discern Unknown Psyche Signature (05 pog)t

The ability to create trumps of places or pessthat the character has not met or seen byirgashthat person's psyche
and taints from someone else who had met the p#rspn or gone to the place in question. Thiseelnde copy the trumps
that the player comes into possession of.

2.6.2.13 Blindman's Trump (05 points)

The ability to use a card's psyche signatoir@tune to it, this allows you to activate a cérat you're touching without

seeing it.
2.6.2.14 Create Recorder Trump (05 points)

The ability to create a trump that is initiddlank but records if possible a precise locatiimere are two possibilities for
such a trump: When activated, it records a plaeeoiming a trump of that place, or it is a "mutalpteinp, which represents
always the last place from which the possessorgeahfrom. Such a trump takes twice as long to ert&n a normal trump.

2.6.2.15 Quick Transport (05 points)

A Trump can be altered or designed so thabas as contact is made, transportation is autoniédite the combination
of Quick Transport and Quick Activation makes aagrErump Trap.

2.6.2.16 Trump Backward (05 points)

The ability to send someone (possibly youydeltk through to where they recently Trumped @hts may require a
psyche check or a psyche conflict if your "victikmows what you're doing and is unwilling or tryit@yimpede you.

2.6.2.17 Quick Activation/Quick Sketch (03 points)

A Trump can be specially designed to take amynents to activate. When it is touched and caratsd on like a normal
Trump, it activates almost immediately, poppingwthout warning. This power also allows the artsimake a very quick,
but impermanent 'normal’ trump, as a sketch.

2.6.2.18 Instant Activation (02 points)

A Trump can be created to activate instabtjysight or touch alone. When someone looks anderdrates, or touches
the active face, the Trump instantly activates.

2.6.2.19 Trump Memory (05 points)

In creating a card, either a new one, or rgh@an old one, you memorize the image, so ieisnanently imprinted upon
your mind. That means you can attempt to contadahage without an actual card being present. Bhésgreat effort on both
the Psyche and Endurance (worth 30 minutes ofiergrbf the Trump Artist, but if persistent it cha accomplished. Note
that this is only possible with person trumps matse of places or objects.

2.6.2.20 Remote Trump Utilization (05 points)
The ability to activate a trump from only dighithout physical contact: If the character caa agrump, he can use it.

Copyright Azer Games/Vortex 2003-2005 Release 1.5 Last Updated: 22nd July 2005

Page 2-16 of 76



The Keep of the Thirteenth Hour
Edited Kevin Cowley

2.6.2.21 |Initiate of the True Image (05 points)

The initiate has achieved the level of knogkednd insight to understand the True Power of Pruks a result, the
Trump Artist may make a thorough appraisal of thgcRic imprint of anyone whose card he possesselading any Powers
that have imprinted themselves on the subject'stesyhe Trump Artist can also screen those whe fhesugh his Trump
Gates by using Trump energy to scan the subject.

2.6.2.22 Dual Trump Image (05 points)

Allows you to create a trump that holds twarmre images, any of which may be contacted seggpnaith extra effort.
The main use, however, is that such trumps allemslneous multiples contacts.

2.6.2.23 Connection Transit (05 points)

The ability to go through to a character'srpuas though it were a location trump and traveltbere the character is
located without being pulled through his trump.

2.6.2.24 True Trump Attachment (05 points)

The ability to see through a shapeshifteftsrsf (not including those utilizing the Total PRgcEmulation) to hide their
own psychic signature, and to create a trump thahects to the intended target instead of whonstiapeshifter was
imitating. The character does not however know whatappearance of the target will be until thenppus used and the
shapeshifter is contacted or affected instead.

2.6.2.25 Trump Psyche Holding (10 points)

This power lets you use a person's trumpdregheir psyche/soul into it, should the body bstbyed or possessed. Of
course, you can still expel yourself the soul, gsiame spells, and then imprison it in a trump...

2.6.2.26 Trump Connection Tunneling (05 points)

The ability to ignore a Trump or psychic barnd access a trump on the other side so thah#racter can contact
someone or teleport himself to the location betiredpsychic barrier.

2.6.2.27 Create Trump Artifacts (05 points)

This lets you create artefacts, such as Ghestlvthat have Trump Qualities and Powers, asdiime way harness the
power of Trump.... Basic point here is that thasefacts will work about anywhere Trumps does, eand channel and hold
more energy than an equivalent Shadow-powered lte@ame terms, this allows you to create artefaitts Trump abilities
up to the 8 points level (i.e. they can have anyétaor Quality up to the 4 points level, and TruRgwers up to the 8 points
level). Contrary to other Create (power type) Aaté$, This ability can be used anywhere Trumps sjaskich gives you
more flexibility. Another thing is that such itentecomes part of their creator. Thus, they mugtdie for with points.

Possible uses for this include a transpomt,ite@hich would be easier to carry than a deck aéglcards, and one very
nasty idea a player came up with - a Trump gunicB#sthis trumps a person, giving them the optiorlock the call, and
then if it's accepted, fires through the link arth This could also allow an item to trump in podem an established source,
giving a Sorcerer a better connection to his pasearrce (for purposes of Supplying Magical Energgeal to the wizard),
or supplying Trump energies to Trump-based Spelsated with Trump Sorcery). Another possibilitaikigh-tech item that
would work in places where its power source (butthe basic physics) didn't function.

2.6.2.28 Oniric Trump Attistry (05 points)
You can enter in someone's dreams by his motrtmp. With a second trump, you can even impbseitump image of a
person in another else's dreams, so they'll shareame dream.
2.6.2.29 Shape Dreams (05 points)
You can shape someone's dreams, bending thgaut will.

2.6.2.30 Advanced Trump Summoning (Trump Magic + 1@oints)

In order to use these powers, you must hasterfiastered some Sorcery powers, such as the fiaddasorcery
components" and "True Conjuration” abilities. lbais you to summon trumps or to create cards thigesable to conjure
things, as per the Creatures and Artefacts rutes€thours per point).

2.6.2.31 Trumps of Desire (10 points)

This allows you to draw Trumps of places, Beand people that you have never encountered avetdonceived. It links
the Trump to a Shadow resembling the Trump's imagese Shadow is infinite, any drawing can be mattea Trump. Time
is typically six hours per point for a Shadow awite the normal time for a person. This is not aejaait on Pattern, Logrus
or any method of Shadow travel.
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2.6.2.32 Trump-based Healing (05 points)

By calling on the Image of the subject, tharip Artist may use Trump Energies to restore a dachaubject to
wholeness. This ability may be limited by the levefamiliarity between the Artist and subject, #wist's ability, and the level
of reality the subject exists at. Relative to otiealted disciplines, trump-based healing is negfitiinexpensive point-wise,
but is extremely draining on the healer in bothybadd mind.

2.6.2.33 Visual Trump (05 points)

The trump artist can now make a trump cafidmeone in line of sight, but without needing apyor trump out to any
place in line of sight. Otherwise, this works jasta regular trump call, with the exception thahaase counts as 10 minutes
of exertion.

2.6.2.34 Mental Trump (05 points)

By mentally drawing a trump, you can estahbdighump link without a trump (to a person or apla This power acts just
like a normal trump link (mental link and telepdida), but the link is somewhat harder to created Aof course, just like a
normal trump, you need to know the place, itemempgte you wish to trump to, unless some othertiglsil{like Trumps of
desire) allows you to do otherwise. Note also thate used, the link will be severed, and thatdbissn't count as the
drawing of an actual trump for Trump Memory purposBEme is usually twice what it would take to drawactual Trump
Sketch of the place, and counts as heavy exertion.

2.6.2.35 Living Trump (10 points)

At this level of development, one's undersi@ndf the Ideal Image is so complete; s/he issefuwith its power. As a
result, foci are no longer necessary to use Truntpr-shadow travel, communication and other Trapplications can all be
accomplished by tapping into the Image of the ddsaffect contained within the Artist's mind: Focusthe Image of a place
to travel there, focus on the Image of a persarotomunicate, travel to, or summon them. The omiyt o this power is that
you must be able to draw a trump of the persorlamepyou want to contact (i.e. you can't go toa@lyou've never seen, or
contact someone you don't know), and your endurageach use counts as ten minutes of exertion.

2.6.2.36 Summon Forth Virtual Universal Trump Deck(Trump of Desire + 10 points)

The ability to access the universal trump defcill physical locations and travel there at vifihis allows you to travel to
places you've never seen. At this level, you'rédonger dependant on Pattern, Logrus or anythirgtelseach through
Shadow.

2.6.2.37 Trump Field Control (05 points)

The ability to deactivate or activate all tpsrn the local shadow environment. Very tiring dgrance cost times 15). The
area you can affect is function of the characmyghe (Two times your Brute Psyche meters radius).

2.6.2.38 The Truest Image (??? points)

Many possibilities exist at these exalted lewé mastery of the True Image, the costs of whitist be left to the GM.
Here are some possibilities:

.Trump-based Necromancy: Usually, waesubject dies, the Trump Image becomes usedessife the subject has
moved from a state far away from its Ideal Imagesffect taking on a new Ideal Image. A truly pofukArtist can use the
old Image to track down the new Ideal Image, andraanicate with the subject, or even (if s/he'srigghsane) try to
restore it.

.Trump-based Cloning: By accessirgltieal Image of the subject of a Trump, the TAlddkeoretically bring into
being a copy, effectively cloning the subject, @ast of using the Trump as a conduit for openinglfisycontact. This should
be very difficult and very, very dangerous. It wibprobably go one level beyond Absurd. Using thilitato duplicate simple
objects may be more acceptable/possible.

Trumping Shadows: Instead of using the Trump taacrthe subject, the TA could attempt to use tleall Image to
connect to other Ideal Images of that subject. iBhasispiciously similar to Trump Cloning, but deoed involve an act of
creation, merely location -- the duplicate is adiva, and therefore an (even more) imperfect copy.

2.6.3 Trump Tricks
B: Basic Power; A: Advanced Power; E: ExaRaxiver.
2.6.3.1 Basic Trump Tricks

(Create Trump will convey on the artist theasenp trick abilities for ‘free’ but the ability tweate Trumps is NOT required
for these trump tricks if the character would ratsimply learn the tricks. They represent abilitesrned by careful study of
how to use Trump, without any inherent facilityniaking them)

B-[05] Sense Trump
B-[05] Trump Defence
B-[05] Trump Caller Identification
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2.6.3.2 Advanced Trump Tricks
(Note that most of these 'tricks' require Basump Artistry, meaning at least the Create Trability, unlike basic tricks)
B-[05] Trump Caller Identification
A------ [05] Self-ldentification
A-[02] Trump Division
A------ [03] Trump Linking
A-nemmeeeeee [05] Identification Jammer
A-[05] Trump Blackout
A-[05] Trump Cloak
A-[05] Trump Jamming
A------ [05] Trump Redirect
Aeemmemeeees [05] Trump-Call Waiting
e [05] Bypass Call Refuse
A-[Instant activation + 05] Trump message
A-[05] Trump Spying
A------ [Trump Caller Identification + 05] Trump Simg Detection
A------ [Trump Caller Identification + 05] Trump Sk
A------ [05] Trump Security/Subterfuge
A-[05] Trump Gate
A------ [05] Trump Filter

2.6.3.3 Exalted Trump Tricks

(Note that these require at least InitiatéhefTrue Image and 20 points of Advanced TrumpsAitito be learned, unlike
other tricks)

E-[05] Shunt Energy

E-[05] Shift Perspective

E-[05] Impromptu Trump Trap

E------ [Trump Backward + 10] Create Trump Loop

S [05] Trump Pockets

A------ [03] Trump Linking

| [15] Combine Scenes

S [15] Draw Power

N— [05] Trump-Call Waiting

B [Remote Trump Utilization + 05] Timp Chain

E-[05] Trump Image Disguise
E------ [05] Disguised call

A-[05] Trump Spying

[T [10] Advanced Trump Spying

2.6.3.4 Sense Trump (05 points)

A character with this ability is able to setise usage of Trumps in his vicinity. Actual rangeependent upon a great
many factors and the GM will be the ultimate anbéte to whether the character can sense the usage. d-actors affecting
this would include the sensing character's Psyitleeproximity to the Trump user, any and all inegrng barriers (including
other people), magical wards and the like, etceBaage is about ten meters times your Psycheiatqudints. Additionally,
the character will be able to sense the power asadaking Trumps. When a character is within aliewdred feet of a
Trump being created they will immediately notices threat flux of power (unless the artist has tad@ecial precautions using
various wards, scry blocks, Psyche dampers, &oeone who is a Trump Artist is also able to deteecharacteristics of
a Trump by careful examination. If the creator fagxtreme Psychic advantage, any ill effects/taapthe Trump might have
a chance to activate. Otherwise, the Artist isrimied of the pitfalls.
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2.6.3.5 Trump Defense (05 points)
As in the rulebook.

2.6.3.6 Trump Caller Identification (05 points)

This power allows the character to tell theniity of a caller, without opening to the contddpon receiving a Trump
Contact check through your Trump Deck. The cardtusever is making the call will be psychically aet{though if another
Trump conversation is taking place, this will ongrrows down the possibilities). Obviously, thidyomorks if the character
happens to have a Trump of the caller. As the chardecomes greater attuned with this Power hefghige able to merely
concentrate upon his/her Trump deck to determieesdiiier's identity (this requires Trump expertésel one, with a total
Psyche Conflict points + Trump expertise of 15 ar@). Note that this effect requires that the cdlies previously been
spoken to frequently via Trump so that their Psyahige is well known to the character. If the eletgr is a trump artist,
this Skill/lPower also enables a character to bedaméiar with the style and magical 'mark’ of aump artist. Unless
purposefully obscured the character should betahlecognize a new Trump as either one of sevetistawith which he/she
is familiar or as an unknown. If an unknown arigséncountered any subsequent Trumps renderectsathe person would
be obvious to the character as being from thisquéat ‘'unknown' artist.

2.6.3.7 Self-ldentification (05 points)
This is the ability to identify yourself betothe opening of the contact: the person you'iegrny call will know that the
trump call comes from you.
2.6.3.8 Trump Division (02 points)
The ability to open two or more contacts (a@he-half your psyche conflict points) at a timthaut letting either know
party. Each will be aware something is up, butwioat.
2.6.3.9 Trump linking (03 points)

This allows you to link several trump callgéther for a conversation, with you as the telecanications central:
everyone must be in trump contact with you. No## this means that any person in the trump neattack psychically any
other people in it, you included. More so, if yae aomewhat incapacitated or unwilling to contirthe, trump net will
instantly be destroyed.

2.6.3.10 Identification Jammer (05 points)
When someone tries to use Trump Caller Ideatibn on you, this ability ensures that it womidrk by activating all of his
Trumps: s’/he knows that s/he's receiving a Trunip @& can't determine from whom.
2.6.3.11 Trump Blackout (05 points)

Normally during a Trump call, the backgroumdi @nvirons of both callers are visible to eaclenthvith this power, you
can keep your Trump image from revealing your jpmsit the other person will hear your voice, b ifmage on the card
will remain what was painted on it. Luke demongsatis power sometimes in the second series.naltely, the image on
the card goes completely black.

2.6.3.12 Trump Cloak (05 points)
The ability to make the player's own trumpthers they have created seems either cold or tlodwé adjusting its
connection ability.
2.6.3.13 Trump jamming (05 points)

It's possible, with intense concentrationjato any one Trump. It requires the actual carcdhefdubject to jam, and counts
as Heavy Exertion. Concentrate on a single cardfsdictim will be blocked from sending or recalyiTrump calls. Psyche
advantage is not 'required’ when using this methibh@ other person simply gives up. However, sd@admeone "push” the
contact, there will be a Psychic battle with thespa.

2.6.3.14 Trump Redirect (05 points)
Alternately, rather than making it impossitdereach a certain person, you can make any trahpocone person actually
connect to someone else. The trump of both thekblbperson and the target of the redirection ayaired.
2.6.3.15 Trump-Call waiting (05 points)

The ability to detect and receive a Trump, eelfile in the middle of another. The calls camierged (everyone in contact
with everyone else), one call can be halted umtildther's complete (although if you're in contgith a high Psyche person,
they may detect the call, too), or the call cablbeked. The latter call may even be substitutede one in progress (that
one, then, would either be terminated or put od)dlo get really good at this, 5 more points stidnd added.
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2.6.3.16 Bypass Call Refuse (05 points)

This power lets you get a Trump contact widmeone without giving him or her a chance to ref@saind nifty? The
drawback is that you have to wait around, listegihtheir Trump until they call someone else, efgyu can do this. The
way it works is, if they've got a contact via Trumipph someone else, their mental Trump 'door'pefd. You just add
yourself to the conversation as a totally sileidtparty, and when they end the call, they'réisth Trump contact - with
you.

2.6.3.17 Trump Message (Instant activation + 05 pois)

This lets you record a message that plays spatact with the trump (like a low-power trumgklinit lasts for about six
hours per Psyche Conflict point. This can of coloseombined with other abilities like compulsitminsert a subliminal gea
on a trump. An alternative consists in a messagegiys to anyone that tries to contact you (goaa for whom you
possess a trump that you have drawn).

2.6.3.18 Trump spying (05 points)

There is another level of concentration whene simply observe the operation of Trump. Thisva#l you to overhear
conversations as the Trump is being used. Howgwermust actually touch the specific Trumps. If yave a Trump for
only one of the participants in a Trump Contact) wall overhear only what that person says, antiheilunable to "hear" the
other end of the conversation.

2.6.3.19 Trump Spying Detection (05 points)

As Trump Caller Identification, but it alsotdets if someone is trying to use your card for eihing, such as Trump
Spying: if you have the card of the person spying, ys/he will be detected as a Trump Caller woldilgou don't.... Well, too
bad! You will only detect that someone is spyingyon, and only if you have at least a definite alage (two-time his
points) in Psyche finesse.

2.6.3.20 Trump Search (Trump Caller Identification+ 05 points)

Trump search, the ability to follow trump cewtions in use and identify who the parties arelired are. This detects
Trump communications and identifies the partiegdif've got a Trump or psychic impression of théEmot, you'll just know
that "someone" is involved), so you can use Trupyirt§ or another ability.

2.6.3.21 Trump Security/Subterfuge (05 points)

This Power can be used to cloak Trump contiersafrom those who might be sensitive to suchefg distinct Psyche
advantage by the opposing party would be requoeskthse such) and make Trump Spying and/or Trumpir&enearly
impossible.

2.6.3.22 Trump Gate (05 points)

Trump Gate is the ability to create an opeord@ay from any one place to another. It requiresuse of a Trump for the
destination point. The Trump is then opened nogmhalit instead of walking through the Trump theryseurs Psychic
energy into the connection and reinforces the krigdetween the two places. Finally, a temporaryweagifrom one Shadow
to another is created. At least Amber Rank PsyoleEandurance is required to create such a Gatethancharacter will be
totally exhausted from the effort if at that minimttribute requirement. Trump Gates only stay qpewattended, for 10
minutes or so, though if the character wishes lefstly continue to pour more energy into it to naamit, though even a
top-ranked individual would be hard pressed to ka@popen for more than 30 minutes. Enduranceis@shours, + 30
minutes per minute over ten.

2.6.3.23 Trump Filter (05 points)

A Trump gives you the power to control the $ibgl crossing of objects or people through a géber can block any
person or item, but if you're trying to keep sone&om crossing your Trump Gate, s/he can try toddhe passage with
his/her Brute Psyche.

2.6.3.24 Shunt Energy (05 points)

With either a trump link opened or a specialgde Trump (meaning one with Quick Transport astiant Activation),
you can shut energy through the Trump if you hafecing the attack. And with Living Trump abilitypu don't even need a
Trump anymore, so long as you're ready to shunattaek and subscribe to the condition describéorée

2.6.3.25 Shift Perspective (05 points)

The ability to change the trumps focus anthtwe around within the trump, as well as pullinglbar moving closer in
the area.
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2.6.3.26 Impromptu Trump Trap (05 points)

By manipulation of the ebb and flow of trumpeegies in a spied-upon trump contact, the TA caalieve a number of
effects. First, the TA would have to have cardsbfoth ends of the connection. Strengthening thieopaine end of the
connection while decreasing the strength of therogind, loosening its anchor in Shadow, creatgsiek' and dirty' trump
trap that pulls subject A to the location of subBc

Another variation on this is redirecting al tala trump trap he is holding, shunting the wicinto the limbo of his choice.
The artist needs a trump of the 'reroute’ location.

2.6.3.27 Create Trump Loop (Trump Backward + 10 paits)

The ability to make a trump loop. A trump loplpces the character inside the trump: you redaeall to a circuit of two
cards depicting each other. The victims are theppied in a closed system between a trump and artothep, from which
they cannot escape without aid, unless they posisedsving Trump power, the Pattern's Teleportittor else.

2.6.3.28 Trump pockets (05 points)

The power to create a small pocket of relfitged to a trump, in which you can store itemgpeople. However, such a
trump will be much more obvious than a normal triang a little investigation by someone with Pati@ri.ogrus sight will
reveal the Trump pocket. While they are difficatdestroy from the outside, if the trump who hdlism is destroyed, any
and all in the pocket are lost forever to this woblnless, of course, they escape first.

2.6.3.29 Combine Scenes (15 points)

The ability to use more than one Trump cardntmerge their pictures and auras, combining tfidis.can be done using
a person's Trump and that of a place (using theazgd/would then transport the person to the placéyo places. If they
are both Shadows, this creates a new, merged Shéfdowe is Shadow, the other real, some attribofebke real place can
be imposed upon the Shadow. If they are both wesll, you're messing with the universe, someonkpndbably find out, and
boy, are you gonna get it!. If they're two peoptay'll either merge their minds, impose one mindl@nother, or possibly
cause someone to think they're someone else, reagioeinduce schizophrenial.

Endurance cost is heavy: 3 hours at firsts fihe eventual time passed wrestling with the pswdhhe persons involved
(this is a Brute Psyche conflict).

2.6.3.30 Draw Power (15 points)

This extremely powerful ability allows you take on an aspect of an artefact, creature or petggicted on one of your
trumps (you must have drawn it yourself). Anytheam be obtained this way, be it an attribute oowagy. You can only
duplicate one such ability at a time, however, Whitll makes this VERY potent. Your target's Pgyélinesse Conflict
Points (including his eventual Trump Expertise) miidbe greater than 1.5 times yours. The abiltties require a certain
degree of skill can also be imitated, as you drawuryower and skill directly from your source.

If you duplicate an attribute, you must sayatypercentage of your target's abilities you'rangakn. If you duplicate a
power, you must say precisely what abilities yotateng (so, if you don't know that your target cina thing, you can't take
emulate power).

Activating this ability is fairly fast: abods minutes, minus 30 seconds per Psyche Conflictt Boer the Amber Rank.
Endurance cost is 4 times the activation timerat, fplus normal heavy exertion after.

You incur, of course, the risk of losing yadentity to what you're taking on power: add ongdar target's Psyche CPs
per 10 minutes. If this ever becomes greater thaetyour own Psyche CPs, you're in trouble.

Also, the drain can be felt by your sourc@oiver: Add one to your target's Psyche Finessef@Rsy attribute CP, for
any five power points or for any artefact &creatpoent you're drawing, as well as for any Trump &itjge point s/he's got.
If this is greater than twice your own Psyche FBees/he knows that whatever is happening, yoh&r@ne doing it. S/He can
then engage you in Psychic Battle (a Brute Psyoheest) to try to block you. Otherwise, all sthe@Ws is that s/he is losing
efficiency in abilities equal to 1/5 times what Yyreudraining (for powers, a loss of efficiency ddesed as a "power
inaptitude" of 1/20 points drained).

2.6.3.31 Trump Chain (Remote Trump Utilization + 05points)

The ability to trump chain, that is, use arpuin possession of another person if the charé&tertrump contact with that
person.

2.6.3.32 Trump Image Disguise (05 points)

Allows the artist to intercept a call in preseand pose as one of the parties involved indhtact. First, this requires a
clear Psyche advantage and a trump of the indivities intend to disguise themselves as. The dhtst insulates the subject
of one end of the contact from trump energies. Beabmplished, the TA channels the energies irgd'thmp he is holding
for that subject, and uses the psychic imprinhef individual contained in the card, to mask kisoln theory, disguised
calls could be made in a similar manner.
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2.6.3.33 Disguised call (05 points)
As said before, this is the ability to imperate someone else when making a trump call. Thisines a trump of the
person you intend to impersonate.
2.6.3.34 Advanced Trump spying (10 points)

This allows the artist to spy on a subjecti$age thoughts by concentrating on his trump. Bjestt whose Psyche finesse
is higher than yours will detect you, as will oneeowho you only have a Minimal Advantage (lessitbae and a half his
points) if he has more Good Stuff than you. Evemangou can be detected by a Trump Caller Ideatifo.

2.6.4 Logrus
Shape Logrus Tendrils, Blast Primal Chaos Energytha second use of Conduct Primal Chaos EnerggditSrto GussMan.

The original "Basic Logrus" (as described in theb®mDRPG) was comprised of
The "Advanced Logrus" abilities were Shadowmast®tyld Shadow, Summon Primal Chaos, Logrus Tendni&nts, and
Summon & Bind Creatures of Chaos.
2.6.4.1 Prerequisites:
*  One cannot have Chaos Blood if, at creation, hesgabre than 70 points from lowered attributes.

+ To acquire Logrus Imprint requires a minimum of @h#&@syche and Amber Endurance plus the followinglseof
Shapeshifting ability

SS:Basic 25
SS:Features/Body Parts 10
SS:Automatic/Primal Form 10
SS:Shift Wounds 10
SS:Shift Aura 15
SS:Anatomy & Structure 15

e To acquire Logrus Imprint one must be tutored hypgrus Master within the Courts of Chaos. This talzetween
5 and 10 years Court Time!

* To acquire any Advanced ability, one must haveastl 35 points of Basic Logrus abilities (includin§course,
blood of Chaos and Logrus Imprint).

e To acquire any Exalted ability, one must have asti@ll the Basic abilities, and 25 points of AdweshLogrus
abilities.
2.6.4.2 Contents
B-[05] Chaos Blood
B------- [10] Imprint/Summon the Sign of the Logrus

B------------- [05] Rack Arcane Forces

B------------- [05] Logrus Sight(through Sign)

[ [05] Summon/Control Tendrils of theogrus

A [05] Shape Logrus Tendrils

A [Logrus Sight + 05] Tendril Maig

E [05] Logrus Magic

I [05] Logrus Defense/Shield obRver

E [05] Logrus Armor

A [05] Shadowmastery

A [05] Mold Shadow

E [05] Create Ways

E [05] Meta-Shadow Mapulation

E [05] Logrus Fow Adjustment

A [05] Summon PrimaChaos

E [05] ControlPrimal Chaos

E [ShapelLogrus Tendrils + 10] Conduct Primal Chaos Energy

E [05] Blast Primal Chaos Energy

E [Summon andibd Creatures of Chaos + 05] Create Logrus Artifact
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S [05] Tendril Conjuration

A [05] Logrus Tendril Servats

E [05] Swipe of Logrs

E [05+] Additional segments

A [05] Summon and Bind Créares of Chaos (1hr/pt)

E [Tendril Magic + 10 Bind Demons

E [10] Bind Pegple

E [05] Bind Artifacts

E [Meta-Shadow Manipulation + 05] Bind Shadows
E [15] Bind Powers

B: Basic Power; A: Advanced Power; E: Exaltamver.

2.6.4.3 Chaos Blood (05 points)

One of your parents comes from the courtgosohave chaosian blood, which gives you a denfonio as one of your
Basic forms. It has Extra-hard weaponry, and istest to normal weapons. More powerful demonicr®can be bought as
per the Shapeshift ability "Alternates Forms".digve grown into the courts, you may also desarjnéo 6 forms that you
can adopt in a precise situation, be it a physicain emotional one. When in these situations,MOIST take the form,
unless you've also mastered the Shapeshift alfliisyomatic Shape Shift/Primal Form". If you doréstribe these forms, you
can, at any moment, define an unused form. Howeéemumber of unused forms is divided by two, dmchdown (i.e. if
you defined 4 forms, you only have 2/1= 1 unusethfo Those who grew up in Amber, as they couldeietbp their
abilities, have 3 unused forms, that may manifest stressful situation on the Logrus-controlle ©f the Universe.

2.6.4.4 Imprint/Summon the Sign of the Logrus (10 g@ints)

Traverse the Logrus and recover from the indunadness. Those knowledgeable about the Logduissanner workings
are able to summon the Sign of the Logrus, whiehshifting, angular, glowing construct invisibtethe naked eye. Some
people come out of the Logrus with what is commaaljed "Logrus gifts": artefacts such as FrakiMandor's spheres,
which complement their owner's abilities. In Gamerts, the player invest some points, and the GMpesterously give him
an Artefact or Creature with a point value of limBets the points invested by the player, keeping ialsnind the size
considerations.

2.6.4.5 Rack Arcane Forces (05 points)

Rack Spells into the summoned Sign of the usgT his typically adds ten minutes to the Casdtimg. One can rack up to
three times his Psyche Conflict Points spells. €ve deteriorate over time (about one day percRsyConflict Point, +/-
twice the stuff ratio).

2.6.4.6 Logrus Sight (through Sign) (05 points)
The Summoned Sign of the Logrus can be used @sproved sensory organ, which one looks throligitovides "sight" in a great many
more spectrums than those normally available andedfine-tuned" by its user to meet the demardiseosituation. The user can see Magic,

Pattern, Logrus, Trump, as well as things whichrédden. He/she can use it to analyse any of tbeeathings to gain greater information
regarding them. Things can also be seen to be @ti@hadow, of Amber, or of the Courts of Chaos.

2.6.4.7 Summon and Control the Tendrils of the Logrs (05 points)

This Power allows one who has brought the Soneu Sign to mind to manifest Tendrils from the kg To use these
tendrils the character must then "put his/her antesthe Arms of the Logrus" which takes a minateso. The Logrus
Master may shape its force into useful shapesnsixtes far more powerful, and more flexible thammeal Shadow matter,
but nonetheless rather crude. These extensiome dfdgrus operate with Strength equivalent to thecke of the Logrus
Master who wields them: Use hand to hand or swasdatcordingly to the situation, but with psychelaeing strength, and
consider the tendrils as being Extra-hard weapons.

2.6.4.8 Shape Logrus Tendrils (05 points)

Allows you to shape your Logrus tendrils imore precise forms, such as sharp or cutting itemany item the Logrus
master can think of, so long as it isn't too bigyk glass, etc. In combat, shaped tendrils cabaldle damage.

2.6.4.9 Tendril Magic (Logrus Sight + 05 points)

Combined with Logrus Sight, touching of théjeat by Summoned Logrus tendrils will reveal wiggtbr not a character
is Shape Shifted, if they are charged with Amblidagic (i.e. Power Words), and the general levehefsubject's Psyche,
health, and mental state. The tendrils of the Legan also be used to "link" into the delicate weltk of magical spells and
deactivate them, or it can be used to send a ravepteedback along a mental or magical contactching things of Magic
with a Logrus tendril usually will tell what typd spell it is, and the exact spell if it is a commumne or one known by the
character. Logrus tendrils can "pry" open inacBates, insinuate themselves into a magical "sehdingd backtrack it to its
origin, or spells can be cast out along the teswdrid sent into Shadow.
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2.6.4.10 Logrus Magic (05 points)

This lets you use the Logrus as a part of gpeils, by allowing you to use its energy in soyeeith the "invoke power"
Advanced spell component.

2.6.4.11 Logrus Defence/Shield of Power (05 points)

The Tendrils of the Logrus can also be used&ensive purposes. With the Sign summoned tal g can fill your
body with the force of Logrus Tendrils, makingdsistant to the effects of Pattern, Magic, Psychether forces (in effect,
doubling your psyche conflict points), but proviglino physical protection. In game terms, it doulptas brute psyche or
your psyche finesse when you defend against therafntioned forces. Alternately, the Logrus Terdrdn be made into a
Shield of Power, blocking in any one direction, ethis effective against physical, energy and moagibal attacks, but
doesn't provide protection against Pattern, Logfasmp or Psyche. You cannot use both techniqudseaame time.

2.6.4.12 Logrus Armour (05 points)

An Enhancement upon Logrus Defence, this allpou to weave your Logrus Tendrils as with Shidl@ower, except
that they are closely bound to your body, effedyigeeating a Logrus-powered armour. On the dowe,sivhile the armour
is pretty though, it isn't as strong as the Shtfdi the impacts can sometimes be felt througtongider it to be a 4 points
level defence). More so, while it protects agaitsttern-based attacks, they tend to disrupt thewarmvhich can only be
maintained by a strong concentration. On the ug, idequires no special concentration, and youtgato combine it with
other powers that use your tendrils, such as mapilges on it via Shape Logrus Tendrils.

2.6.4.13 Shadowmastery (05 points)

Characters with this Power can use the Sumch8ign to spot weak areas in the Shadows of Amtetlze Courts and
by using the Logrus Tendrils they are able to eré8hadow Veils" or areas which may be steppeditifrdo the next
Shadow without further manipulation. This is esalycuseful in the Courts where areas change sstidatly from one
Shadow to the next. Most of the areas of the Cardsstrewn with Shadow Veils linking the entirefythe Courts together.

2.6.4.14 Mould Shadow (05 points)

Using the Logrus, and the Chaos residentyrSadow, it is possible to manipulate the strieetfrthat Shadow, altering
it to fit your wishes. In this way, for exampleetphysical laws of the Shadow, or the form ofritsabitants, or any simple
detail, will be changed. It takes about as long t&kes Pattern initiates to Shift Shadow. Evelhtuiinot tended, the
Shadow will drift back to its original form. Theosler to Primal Chaos, the easier a Shadow is tipmoiate, and Shadows
near Amber are nearly impossible to change.

2.6.4.15 Create Ways (05 points)

Unlike Amberites, who simply Shadow Walk orllHge to their perfect Shadow retreat, those ef@ourts of Chaos will
find a Shadow, and then manipulate it to perfect®ince Shadows modified with Mold Shadow havena¢eacy to lose their
form and start continually changing, which is tleemal way of Chaos Shadows, most Logrus Mastetle et a particular
domain as home, called a Way (This naming can dakeof two forms, either the character's first nésecluded, i.e.
Mandorways, or, more commonly, the family namehsagthe Ways Of Sawall), a way being a seriemkéd Shadows. It is
then shaped and maintained with a combination gflie, Magic, and powerful Chaos creature servantdVhile the
personal realms of Shadow will, with precautionplace, survive a long absence, very few Chaosd eveér maintain more
than one personal realm at a time.  This pdiugs allows a Shadow Master to string many moldeatiSws together to
form a residence for a Chaos Lord and his entou@iind of enhanced veil between many little Shesito form a room. In
essence you can picture it Mould Shadow being tsedeate the floor, walls and ceiling of part abam while
Shadowmastery is used to make "doors" that joitheie Shadows into one single room.

2.6.4.16 Meta-Shadow Manipulation (05 points)

This lets you use Logrus to manipulate thati@hships between Shadows, manipulate severa 8badows at once, and
open paths through linked Shadows. In basic forerything that can be accomplished on a Shadowlaiald Shadow can
be done to several Shadows at once.

2.6.4.17 Logrus Flow Adjustment (05 points)
The ability to adjust the flow of chaos in theal area to temporary dam it up and then let flbrough in a chaos surge
lessening the ability of pattern based powers.
2.6.4.18 Summon Primal Chaos (05 points)

This is the final lesson of the Logrus Masirly taught to those formally in the Shadow Mastgtlild and only with their
permission. Primal Chaos, a force in direct coriaaatith the untamed Chaos at the remote centdteo€ourts, will bring
total destruction to whatever Shadow it occupiggcédsummoned it must be dispelled quickly, or ik amuck,
eventually absorbing the entire Shadow back inthingness.
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When it is summoned, the tendrils of the Laegate used to keep it in check and contain its tar@asmall (Psyche finesse
CPs meters radius), controllable force, utteritrging everything of Shadow substance it contaaftsile in this condition,
it cannot be moved. This is extremely taxing ondharacter's Endurance and Psyche. Only charagittr&mber Rank or
better in both can hope to contain the Chaos, sagenoned, and even if more highly Ranked this cboan only be
maintained for a few minutes (One-fourth your pgycbnflict points minutes, with an endurance céstne hour per
minute). After this time, the Logrus Master musher attempt to dispel it (using the Logrus tesdd snuff it out) or release
it. Once released, unless halted by some forc&gpsrsome disciplines of the Pattern), Primal Claibdestroy the entire
Shadow where it was summoned.

2.6.4.19 Control Primal Chaos (05 points)

This ability lets a character move or shape sumihéirenal Chaos, instead of just controlling itesizhe area you can
control is roughly equal to a circle of (PsycheeSse CPs) meters radius.

2.6.4.20 Conduct Primal Chaos Energy (Shape Logrugendrils + 10 points)

This is a dreaded power in personal combat,alsws the Logrus master to infuse his or hegius Tendrils with Primal
Chaos energy. The damage this can do is enormspecially if the tendrils were shaped into dangsroums, but
nonetheless limited when compared to the full maftthe primal chaos. Indeed there is a kind ofheze between the limited
guantity of energy one can invest into his tendavithout losing control of the Chaos, and the fhett this energy is usually
directly applied to the target. Consider the dantagee somewhat equal to the 8 points level. Niadt this makes your
tendrils VERY obvious, crackling with the raw eniesgof the Primal Chaos. Endurance and Psycheacests per Summon
Primal Chaos.

Another possibility is to "poison your tendriith the essence of Primal Chaos. The woundedansthese extensions
will be very hard to heal, the cells replicatingdamly, much like Primal Chaos infection with a Béshifter (though on a
minor scale). The effects are comparable to a Adtgdevel poison, and the Endurance cost is orilgetthe normal cost for
Heavy Exertion.

2.6.4.21 Blast Primal Chaos Energy (05 points)

This is the Ultimate in Heavy personal blaths: ability to shoot Primal chaos blasts. It reggito have summoned your
Logrus Tendrils, but you keep them close to youndiseand shaped as a blast canon. Very tiring (80tes of Heavy
Exertion per blast), very dangerous (if you losetoml, you will unleash Primal Chaos upon you), ardy destructive (08
points damage).

2.6.4.22 Create Logrus artefacts (Summon and Bindeatures of Chaos + 05 points)

This lets you create artefacts, commonly ddlleogrus gifts" (as the items acquired while wadkithrough the Logrus)
that in some way harness the power of the LogrBasic point here is that these artefacts will walbkut anywhere Logrus
does, and can channel and hold more energy thaquavalent Shadow-powered item. In Game termsallus/s you to
create artefacts up to the 8 points level, or beogrus tendrils (well, sort of...). The problemysu must be next to the
Logrus to create such items. Another thing is sheh items, become parts of their creator. Thiey, thust be paid for with
points, unless quickly returned to their source.

2.6.4.23 Tendril Conjuration (05 points)

He/she can use Tendrils to reach through Shadoto reach things at a distance on the cui®aidow. When reaching
through Shadow, the Logrus tendrils can be madeét anything desired, locate it, grab it and dtdack to the Logrus
Master. Searching in Shadow or Chaos for somethitigthe Logrus has advantages and disadvantapesadvantage to
using Logrus is that you can find generic objeatst.fGrabbing any defined object, sword, a plaead, a lantern, anything
defined in a general sense comes quickly as theuisdignds the nearest occurrence in Shadow andsgnap

Unfortunately, the more specific you get, #melfurther out in Shadow you are, the longerkietathe Logrus to locate
something. If you are in a Medieval-type Shadowing to use a Logrus Summoning to get a speciécebf high-tech
equipment will take a LONG while. The game mechafiiect is that if the player wishes to define tiigect in terms of
points, it takes a long time (up to a day per pfanitems that are not anywhere near in Shadomg,the Quantity Multiplier
is limited to Named and Numbered. If the playet deifine the object in general terms it takes nlask time, but the GM wiill
have full control over the results...

2.6.4.24 Logrus Tendril Servants (05 points)

It is possible to separate a tendril of thglus, give it a simple instruction, and leave iitatiended, to perform its duty.

Logrus servants have Strength and Psycheespi to Chaos Rank, and a Human Level Warfarplalte of Endurance
they have tireless Stamina, but can only heal germerate in a place where Logrus is strong. Theg ha "minds" as such,
and will simply dissolve if attacked by a supefayche. The number of Logrus servants on "dutghgtgiven time depends
on the Psyche of their creator (usually one peclisZonflict Point).
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2.6.4.25 Swipe of Logrus (05 points)

Allows the character to summon a temporaryreeg of the Logrus to perform one single quickighilossessed by the
character and then depart without having to brregliogrus to mind. You can use at any moment a euwbsegments
equal to one-fourth your Psyche Conflict points.(@ for 1-3 Psyche CP, 1 for 4-7 and so on...y. Aised" segment will be
available anew 24 hours later. The tasks possilkethis ability are those that would take onlyea/fmoments, sending a
tentacle to smash into a opponent, scanning tla doea, and so forth.

2.6.4.26 Additional Segments (05 points per segmént

You can have an increased capacity to useesgfipogrus. This costs you 5 points per additicegjment available, up to
two times the base number.

2.6.4.27 Summon and Bind Creatures of Chaos (05 pts$)

As detailed in the Shadow Knight rulebook (ft): This is the only way Demons can be conjutedllows you to
summon and bind minor creatures (no more than Ifigpimes the quantity multiplier, with up to 2ipts ratings), or to
summon Major Demons.

2.6.4.28 Bind demons (Tendril Magic + 10 points)

This lets you use the forces of the Logrusdotrol Demons when you encounter them withoutevaat spell handy.
Best example is what Mandor does to Merlin's Tyitigene end of Sign of Chaos, just before the dssauthe Keep of the
Four Worlds. Basically, you insinuate Summoned lsgFendrils into the very being of the Demon, efiety bonding him
to your will. Obviously, this requires a Psychidtlagainst the Demon. Nonetheless, Demons aeziedp vulnerable to the
Logrus, which gives you an advantage of five Psyeln&s for the conflict. This takes as long asRigche Conflict.

2.6.4.29 Bind People (10 points)

Just as Bind demons, this consists in worktiegarcane threads of the Logrus, but into theéatif a person/creature
instead of into a Demon. You must beat your vidgtirRsychic Conflict, and it doesn't work againstnsone with Pattern
Imprint, as the Pattern in their blood protectsAhaberites against the Logrus. Time required fig taries greatly, but is
always at least equal to the Psyche Conflict pah®ur victim, expressed in days.

2.6.4.30 Bind Artefacts (05 points)

By insinuating your Logrus Tendrils into antéfact, you can cut the links between it and itstera and bond it to you.
This also lets you take control of any sufficieratyvanced artefact (even computers). The only ifmokected from you are
those that somehow carry the Image of the Patldrin.generally takes one week per point of the fadie

2.6.4.31 Bind Shadows (Meta-Shadow Manipulation +50points)

The power to take control of a Shadow, thisksqust like Bind Artefacts, but with Shadows &etl. Time is just the
same: one week per point. Note that by bindingad8tv, you can seal it against Pattern, so that@ta can not be used
to reach it.

2.6.4.32 Bind Powers (15 points)

By working the Logrus Tendrils into the natofea Power, you can take control of it. Well, excfor Pattern, of course.
This is a very long process, taking as long asmoeth per point of the power. Once a Logrus ussrusad his Tendrils to
Bind a Power, such as Sorcery, all sorcery of plaaticular type is vulnerable to Logrus controlheitit the long insinuation
time.

Copyright Azer Games/Vortex 2003-2005 Release 1.5 Last Updated: 22nd July 2005
Page 2-27 of 76



The Keep of the Thirteenth Hour
Edited Kevin Cowley

2.6.5 Shape Shift
2.6.5.1 Prerequisites:
¢ Endurance is crucial to Shapeshift. Follow the glingés of the Amber DRPG.
* To acquire certain Advanced Powers, Blood of Chaost be taken.
* To acquire any Advanced ability, one must haveastl 35 points of Basic Shapeshifting abilities.
¢ To acquire any Exalted ability, one must have astlall the Basic abilities, 25 points of Advanedidities, and
Blood of Chaos.
2.6.5.2 Contents
B-[20] Basic shifting to Known/Basic Forms
B------- [05] Shape Shift Features/Body Parts

B------m-en-- [05] Mould Unliving non-self OrganitMatter

A-mmmmeme e [05] Shape Shift Others

A-mmmmmmm e [05] Absorb and Eject Organic &s

B------- [05] Automatic Shape Shift/Primal Form

B------------- [05] Shift Wounds

A-mmmmemem e [Shape Shift Features/Body Part 05] Fluid Flesh

A [05] Shift Anatomy ad Structure, Acquire Forms Abilities

A [05] Shift Aura

E [05] Selected Dirg@nal Multiple Psyche Emulation

E [05] Psychic Mimicy

E [05] Lynchpin avoidnce

E [05] Total Aura Clak

A [05] Shift Persona

E [10] Exalted PersanShapeShift

A [05] Blood Creatures

E [10] Infectious posession

B [05] Blood of Chaos

A [05] Shift Anatomy ad Structure, Acquire Forms Abilities

E [Shift Persona+ 05] Berserker

E [05] ForbidderShape Shift

E [05] Mimic Intrinsic Powers

E [Blood aeatures + 05] Create ShapeShifting Artifacts
E [05] Approximate Advanced Form Ability

E [15] Replicate Advanced Form Ability

E [Psychic Mimicry + Shift persona +05] Total Psyche iation
E [10] Form Assumption Connection

E [05] Nonorganic forms

E [05] Energy Forms

E [05] Energy redirection

E [05 poirts per 02 points of qualities] Alternate Forms

B: Basic Power; A: Advanced Power; E: Exaltamver.

2.6.5.3 Basic Shifting to Known/Basic Forms (20 pwis)

You can shape shift into any basic form, ahparable mass, that you have studied, i.e. thatgea a full Psychic
impression of. In this context, "basic form" meansorganic non-vegetable form. Forms that you ateoracticed in will be
clumsy and seem disoriented. Typically there isigaificant effect on attributes. You get the loaiive abilities of the
studied form (flight, swimming, etc), but other lddgis such as poison, or firebreathing, are beythedscope of this ability and
are part of more advanced shape shifting abilities.
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The character may have one or more Basic formsatieatonsidered more or less native for them. ©tteei human form,
available if you've got Amber Blood, and is typigalorn on a day to day basis, at least for an AitdaeAnother form is the
Demon Form, and is the basic form of a Chaosiastly,eeach shapeshifter possesses, know or unktmwrem, something
called a Primal Form. This form is an unconscioasifastation of their innate shapeshifting abiityd may take over in times
of extreme danger. It is an extension of the cliaradrue nature and can almost instantly shifhé@t most survival needs.
The danger is that the character may lose himeetiptetely to the form. If this ever happen, histself will remain dormant
until his psyche is some how able to regain conffot more on this, refer to the Amber DRPG.

2.6.5.4 Shape Shift Features/Body Parts (05 points)

You can only accurately substitute yoursetfdoother person if you've had close contact aadfiportunity to practice.
Partial shifting of features, like moving your falgbroportions around so that you are no longesgeizable, is easy.
However, doing this analytically, for example, tiito turn your hair red by picturing the colouuywant, doesn't work.
Instead, you should try imagining some other rededaharacter, someone you know well, concentnatéeir hair, and
then imitate the person.

Alternatively, characters may choose speptéits of their body to shift. This could allow théongrow an extra finger,
claws, toughen their skin, or even sprout a pawiofis. However, simply adding a feature to theybddes not give them the
ability to use it. So a character that grows ao$etings would still not be able to fly, conversalising a simple feature such
as an extra finger is a simple matter.

2.6.5.5 Mould Unliving non-self Organic Matter (05points)

On touch the shapeshifter extends their skifieg to organic and unliving matter, changingattheir will. This takes
considerable concentration. They can only changeshlpe of a thing, not its molecular compositidns part of the power
allows ones clothes to change with them.

2.6.5.6 Shape Shift Others (05 points)

Characters who possess this ability are abiepose their Shape Shifting on someone else cliamcter must make
psychic contact, and if the subject resists, het imesompletely dominated by the character's Psiycipeoceed. On the other
hand, if the subject of the Shape Shifting is mgllithe process can be quick and simple. You cadmédvanced Shifting
abilities on others. This includes the ability torh Blood Creatures from another's blood (if thepsshifter has that part of
Advanced Shapeshifting), and to heal the woundxlwdrs

2.6.5.7 Absorb & Eject Organic Mass (05 points)

Many forms cannot be adequately done witmthss possessed by a Human sized character. tttlifoeason that a
character with Shape Shift can use his/her powabsorb mundane Shadow Material into him/hersetike on sufficient
mass for the desired form. For example, when thedPeServant, Gryll, came to Merlin to take him béxkhe Courts he
lacked sufficient mass and size to carry Merlirh@back. Gryll then proceeded to absorb sometfuifrom Merlin's room
in order to gain the desired size and mass.

The Shadow Material that the character absmabgot be living material, nor can it be magittanust be considered
generally mundane in the Shadow in which the nwterists in order for the Shapeshifter to be &blassimilate it into
himself. This process increases the time requeBhiape Shift greatly, adding up to 15 minutes.tt he wishes to then go
to a form with less mass/size he or she will havexpel the absorbed matter first, which will tékéce as long as absorbing
it. Note that the character may not decrease iheds less than their smallest Basic Form's origiaating total.

2.6.5.8 Automatic Shape Shift/ Primal Form (05 poits)

You let your involuntary control of shape skéfke over. Your body will change into a form thas a greater chance of
survival. Useful for surviving a number of awkwagitliations. You can consciously will yourself irkoimal Form or you can
stop your subconscious from forcing you into Priffatm. However, you still have no control over y&rif while you are in
Primal Form.

2.6.5.9 Shift Wounds (05 points)

This allows you to use your shape shiftingitsin order to heal wounds. Minor cuts and schattend to heal aimost
instantly (1 to 5 seconds), open wounds close tyu{ebout 20 to 60 seconds). More serious woutkaésdeep flesh wounds,
or broken bones take a much longer time (from 2Qaninutes). Wounds heal much slower (about twicel@awv) when the
character is not in a Basic Form or not concemigati

2.6.5.10 Fluid Flesh (Shape features/body parts -6®oints)

Faster and easier shifting. More drastic charigr the same effort, or much easier shifting latirned or easy forms. Only
with this enhancement can shapeshifting be coabiglused in combat. It also allows the shapeshiftenake essentially
permanent changes much faster than normal, andvioeizids at a greatly increased rate. Usually tlaikes shapeshifting
twice as fast (time is divided by two, or by orfehfiyour endurance conflict points, whichever isaer).

2.6.5.11 Shift Aura (05 points)
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This shifts the mind's Mental Structure stakes on a completely different Psychic aura. Nlo&t it doesn't change the
ability, the Psyche, or anything else. It just d®sthe appearance of the mind, so that a Psymit twill not detect the
difference. Some of the possible auras includedhatplant or animal, the lesser Psyche of a nbinmaan, or the imitation
of any person's Psyche known to your charactes fitwver can also be used to cloak the presente dfogrus or Pattern in
a person, or to make either of them appear in atgrédesser magnitude than is truly the case. Hewdvcannot cloak the
power of a Pattern or Logrus Champion, unlessstheen first reduced to the equivalent of a "ndrimadrint.

This process usually takes several days. To eh&cthiange requires a ritual meditation of up tdhvawr for oneself and up to
a day for another. It deflects trumps, temporatéyattunes stuff.

2.6.5.12 Selected Directional Multiple Psyche Emuian (05 points)

Using multiple psychic signatures and powertseemulated at one time, you can present a diffetype of Psychic aura to
different sorts of detection such as pattern sighgyrus sight, magical vision, or another scanmighod available.

2.6.5.13 Psychic Mimicry (05 points)

The power to mimic another character's psgirature or taints to the point that when trunt@rtry to make a trump
of the psyche signature of the character utilititig power, they instead create a trump of theyetite character was
imitating.

2.6.5.14 Lynchpin Avoidance (05 points)

This is the ability to evade intrusive spedisher by changing your psychic aura after thgewas named, or by making
yourself "invisible" to these spells. It must beplemented before the spell is completely cast dhadast linchpin is put into
place, and is less effective against spells whiotke/with "line-of-sight" type of target identifitan. Consider it to generally
add up to six ranks in Psyche Finesse when detiegrifryou're affected by the spell, three agalt®S spells, and only half
that if you're not prepared (respectively three ame and a half rank).

2.6.5.15 Total Aura Cloak (05 points)

The ability to completely nullify the characsepsyche signature and taints, making oneseltinento all kind of psychic
detection. One must concentrate to keep up th&lshied only simple actions can be performed wthie power is in
operation.

2.6.5.16 Shift Persona (05 points)

Part of the problem with trying to imitate sewme else, regardless of whether you look, sounel] and feel like them, is
that you can still give yourself away by not actikg them. Shape Shift Persona lets you change personality so even
slight, subtle mannerisms can be imitated. In otdeto this;, you must have a Psychic Imprint @f prerson you're trying to
copy.

There are dangers to Shape Shifting Persbyau lattempt to Shape Shift into the personality particularly powerful
mind, you run the risk of it overwhelming you. Issence, you actually become that person, and rellytiose control over
your character. Usually this ends with sleep orumsciousness, when your own natural Persona wilecback into
existence.

2.6.5.17 Exalted Persona Shapeshift (10 points)

You have mastered the art of the shape shiftith an extend than you can have two minds: akel @n the personality of
who you impersonate, all the while keeping your d@ghoughts and secrets. You can perfectly imitajefanberite or Chaos
lord, so long as you've had a psychic contact hiith

2.6.5.18 Blood Creatures (05 points)

The blood of an individual possessing this Biolas very special properties. Cut yourself, bimeida few drops, and you
can shape the blood into a creature of your deBirs. creature will have a measure of your own psw8o, for example, if
you have the Blood of Amber, your blood creaturkhaive a bit of power over Pattern as well.

Corwin's 'bloodbird' is a prime example ofreature made of Shape Shifted blood. In this dasditd has the power to fly
through Shadow and has an innate "homing" conrmetbicCorwin. It's also important to note that tfeollbird is a non-
player character. It operated independently of @grdelivering Oberon's package, then leaving, thed returning to rescue
Corwin at that moment when his life was in gravagta.

This can be combined with Empowerment or Mimic Intrinsic Powers' advanced Shapeshiftingigttib create enhanced
blood creatures. All blood creatures have an afr@oloration, which is the same as that of thedblof their creator; this
cannot be changed. Obviously a shapeshifter camaate too many blood creatures, or ones whickoaréarge, without
starting to suffer from the effects of blood loss.
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2.6.5.19 Infectious possession (10 points)

This creates from your own blood an organidmclwvwill attempt to take over and possess anaihgainism, effectively
bonding him to you, just as if he was one of yolao8 Creatures. An Endurance conflict is nonetlseleguired. It also
allows you to absorb mass from a living organism'y® infected, as in Absorb & Eject mass.

2.6.5.20 Shift Anatomy and Structure/Acquire Form'sAbilities (05 points)

Instead of having to shift into animal formgain the animal's ability, you can simply changaryown form to add the
ability. For example, you can have your charagbeost wings like a bird or a bat, or develop clawsrmored scales. In
addition, you can move around, change, duplicaité aaigment the body's internal organs. Aside frtagrofvious benefits of
generating two hearts, or a sub-brain, you carthisebility to regenerate lost body parts, whigkets about a week of total
concentration. However, this is extremely difficutiquiring precise medical knowledge about howrymdy and your organs
work and are constituted. This also gives you thilyato radically shift your metabolism and bigghistry and to maintain
non-regular metabolisms on the fly. In effect, fisver gives the player immunity to most mundare reon-magical poisons.

2.6.5.21 Berserker (Shift Personna + 05 points)

A ShapeShift-enhanced ability to just Keepr@pivith a process similar to automatic shapedhift,geared to fighting
rather than self-preservation, primarily by ovenggthe normal 'cuts-off. Everything is seen asaiter of combat. This will
kick in when the shapeshifter is hurt and generalhs until everyone else has fallen down or ruayavk wound has no effect
unless it is enough to kill the berserker at ak&trather than this it will heal essentially indtgnChopping off parts of the
berserker deprives the berserker of that part tigibws a new one (which will not take very longjerely cutting deep into
it won't even reduce its co-ordination, as the dmeyr is running on shapeshift, rather than itymes system. However,
chopping off parts does allow the berserker tanbéitled away'. Endurance has some effect on wimenstops, but if there
are still things to hit, the berserkers will prolyatush themselves until they fall unconscious. Ntbtat berserk combat style is
not at all geared to self-preservation; the berserkll generally fight in fully offensive mode atl times. Their ability to
distinguish anything other than ‘target' is limjtedpecially as they are under the control of tlle@onscious, not conscious,
minds. Stuff is relevant here, but the charactgeiserally out of the players' hands while using #bility...

2.6.5.22 Forbidden Shape shift (05 points)

You are well beyond the ordinary limits of tBkeapeShift, and dwell into forbidden knowledger €&ample, you can
modify your brain in order to have multiples bragmsiultaneously active, which allow you to castlispauch more quickly
(See the Mandor entry in Shadow knight) or act uttiples bodies. So long as two of your "braing® arthe same shadow,
they can communicate telepathically. In fact, theyyone. In different shadows, an empathic linlssth (which can be used
against you), but that's all until they're in a taétink anew. The danger, of course, is that ifiythrains" are sufficiently far
away, or in a shadow that doesn't allow psychicroanication, the link can be broken, and they maybe different
individuals, each believing to be the real one... thro problem is that your imprints are lessenedheandurance cost of
any Pattern or Logrus ability is multiplied by thember of copies of yourself that you've made. phiblem disappears for
each of your clones that gains the Pattern or Lognprint, but this breaks the link between themh e other clones, and
they become separate individuals.

2.6.5.23 Mimic Intrinsic Powers (05 points)

Essentially the ‘creatures of power" abilityt it also allows the mimicry of abilities, whiclan only be found in inanimate
objects (for example the power to rack spells)suwer allows the shapeshifter to, for exampleehiatrinsic armour, spell
rack capability etc., as long as they have stusiidething with the desired ability. The numberwaftsabilities that can be
incorporated into oneself at once depends on osyEhP (at roughly the rate of 1 point of Power/@ualer 8 points
Psyche:General). One can have more abilities thas Bsyche would normally allow by spending eapwudts; one point
spent gives one 1 extra point of Power or Quatlitis can never be more than twice the number oftpaif Powers or
Qualities one can manifest at the same time.

Combining this power with the ability to shedss allows the creation of living things with usebilities of most kinds
from ones body. It also allows the enhancemenneSmatural body armour and weapons into highel-fevms (see
"Alternate Forms"). If one has Blood Creatures tihis allows the creation of enhanced blood creastas a similar manner
to what can be done with Empowerment, but withcidneeat that one must have studied the relevantuceedVith the
Absorb/Shed Mass ability this can also be usedd¢ate empowered items.

2.6.5.24 Create ShapeShifting Artifacts (Blood Creares + 05 points)

Just as the others Create (power type) Artifélais grants you the power to create excepfippatent creatures or
artefacts, but they must be created as Blood Qressatu
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2.6.5.25 Approximate Advanced Form Ability (05 pois)

This power allows the character to a minoeeito mimic an advanced ability of a given forrattthe character has
shapeshifted into. These abilities would be sugbadiern imprint, Logrus mastery, and magic. Omig power can be
emulated at any given time. The character must hatesomeone with the ability to emulate and thenfiopm a form study
on the individual. This also won't really give thewer to the character, and a detailed study oazat¢he fraud, but it allows
you to mimic Basic powers at about half their ndrefficiency.

2.6.5.26 Replicate Advanced Form Ability (15 poin}s

This is a very potent ability, which allowseoto emulate the advanced abilities of a given ftha you have studied. You
can mimic almost any advanced ability, except thbaérequires too much skill and practice (anchebese can be copied
with time). This approximation is never as goodtestrue power, though, and thus has only 75%ebtiginal power's
efficiency.

2.6.5.27 Total Psyche Emulation (Psychic Mimicry -Shift Persona + 05 points)

The ability to completely be able to emuldte psyche and power signature of anyone the clearaas previously
performed a form study. There is no known way tithe copy from the original.

2.6.5.28 Form Assumption Connection (10 points)

Ability to tap into the power available toah by taking it from that form: This forms a cowrtien between the character
and the possessor of the form in question, givingthe same powers. This ability is quite dangetoustilize if the character
takes on the form of a personage or entity thasgsses a higher psyche level. The new form wéhapt to take over the
form of character, replacing their personality wiieir own until the character utilizing this alyilcan be made to go back to
their true form by force or due to damage. Anotbessibility is that, by trying to channel too mymbwer, you might hurt
yourself, or worse.

2.6.5.29 Non-organic Forms (05points)

Allows you to shapeshift into non-living besgr items (such as a sword, water, diamond..gcifigs are somewhat
messy: Turning yourself into stone is not smant,eikcample, since it has a significantly higher dgriean you do in your
human form, so you'd end up smaller. You'd als@tealot of problems moving. If you shapeshift tagid or immovable
form you're still just as rigid. By the way, yoack usually appears somewhere in the new fornit Hoesn't have to. Thus if
you were willing to lose the mobility and size yoauld turn yourself into a rock, indistinguishafslem any other rock by
normal means. However you wouldn't be able to séear...you'd be limited to your natural psyclinse and whatever
senses rocks have...Be careful to the risks ofdb&tentity linked to the shapeshifting into aatere too far from the human
(or Chaosian, or whatever...) form. You can't skhjfieinto fire or energy. For this, you must hake "Energy Forms"
ability.

2.6.5.30 Energy Forms (05 points)

You can shapeshift into elemental or energygse and product energy (such as light, lightnfing,...) directly from your
body. All through Prince of Chaos Mandor and Dase this, going around as pillars of flame, storamg] so on. The size of
the forms you can assume is related to your masa, Mhile you could use this power to give yourselfural attacks, like
lightning bolts from a storm, there are a lot ofigier ways to do this. For one thing learning teate such attacks would take
a lot of practice in each form. For another, projecenergy is VERY tiring. Amber rank endurancewdobe prostrated after
two or three such bolts (this counts as one hoteafy exertion per bolt). Chaos rank endurancddiast for maybe one.
As an aside or two, you can't do this to only médrfour body, unlike most forms of shapeshiftirigs €ither all or nothing.
You can't just turn your left arm into flame. Anettthing is that your new form tends to be cohesS@meone with a sword
could damage you in an elemental form (for lack dktter term; the forms don't have to be elemebyaswinging it through
you. The presence of a foreign object would disgaptr body and injure you, albeit probably not agmas if you were in
human form. If someone managed to detach partwflyody, you'd lose that portion of your body massl if, for example,
you get extinguished while in a fire form you're@al trouble. If your form is totally destroyeduxe dead. So sticking in a
fire form around a water mage is probably a duniigtto do. You can use this power to make youissf vulnerable to
certain dangers, but there are usually concurigkg from the form itself.

Note that this also gives you the ability to proglumeagical energy from your body, which may be Usefoonjunction with
Reshaping Magic.
2.6.5.31 Energy Redirection (05 points)

The ability to redirect most energy forms diegl at the character (i.e. lighting, magic, fiight, radiation...), letting it pass
through your body without damage. While this maybssible with some inorganic forms, this power kegaall the time, even
if you're not shapeshifted into a specific form.t&lthat this isn't complete invulnerability to epyeattacks, as you won't
deflect all the energy. More so, if you're beingtibnce (or in rapid succession) by two oppositrgies, you won't be
protected against both attacks, and may even sadfditional damage from the energy you're not ptotg against.

2.6.5.32 Alternate Forms (05 for 02 points of qudlies)
This allows extra forms with various abilitieach block of 02 qualities points costing 05 {min
Examples:
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Minor Demon (10): Extra-Hard Claws andeffe(01), Resistant to normal weapons (01), Capgziglide (02)
Major Demon (30): Double damage Claws Bedth (02), Resistant to Firearms (02), Capaoitijyt(04)

Vampire (20): Invulnerable (04), Vulneifigpto sunlight (-04), Capacity to fly (04), Raphealing (02), Sharp Teeth
and Claws (01), Tireless (04)

Werewolf (05): Extra-Hard Claws and Tegh), Resistant to normal weapons (01)

The basic Demonic form is considered to hdweffee" the following: Extra-Hard Claws and Te@i), and Resistance
to normal weapons (01). These two points subtrach the cost of any Advanced demoniac form.

2.6.6 Creatures, Artifacts, and Constructs
2.6.6.1 Credits

The costs and description of C&A abilities are Qagiyt 1994, 1995, 1996 by Casey McGirt, with sligidaptations by The
Fixer 2001 and 2002. The Create (power type) Actefand Constructs rules are Copyright 2002 byHiker.

2.6.6.2 Introduction

Usually, one can only create or find artefagth a maximum of 4 points in a quality or poweiowever, there are two
ways to have more powerful creatures or artefacts:is through the various Create (power type)fActs abilities; the other
is through the creation of Constructs.

You will also find here a listing and descopt of Item Qualities and Powers.

2.6.6.3 Create (power type) Artefacts

2.6.6.3.1 Specifications
The Create (power type) Artefacts ability doesalways allow a greater Quality or Power legell works in specific
ways, which are written down here:

»  Create Pattern Artefacts requires access to arRaftee artefact (or, more rarely, the creatur@)lmadrawn from
the Pattern, actually emerging from it, or an éngsitem or creature can be suffused with enerdiies/n from it (if
creating a construct, you need only to extractuffuse a critical component). A secondary effe¢hit a created
item will be at least partly composed of silverdahat a created one will be at least partly chdrigesilver.
However, Pattern Creatures and artefacts cannch tea 8-points level in the following: Shape Shit Trump
Images, Power Word Capacity and Spell Storage @gpabis also lets you create an item with a Rattenage
upon it (like the Pattern swords).

¢ Create Logrus Artefacts (which cannot, of coursecdimbined with Create Pattern Artefacts) workhésame
way, the differences being that the object musdraevn from, or suffused at the Logrus, and thatekeno
relationship to silver. The Logrus cannot provide8apoints level in the following: Shadow Movemeldgaling,
Shape Shifting and Trump Images. You also gairatiiléy to create Creatures or items with a Logeusension
linked to it.

* Create Jewel Artefacts gives you the power to eragiefacts or creatures based upon the Jewetigéthent. This
requires either to have them traverse the intehmak-dimensional Pattern or to be suffused byededgies at
creation. This cannot provide the following quesitand powers: Vitality, Movement, Stamina, Aggess
Intelligence, Healing, Shape-Shifting, Trump Imadeswer Word Capacity, Spell Storage Capacity. H@nethe
powers possessed by the Creature or Artefactightlgistronger than they should be, which gives #5 bonus in
any confrontation with it and may allow it to dantlps they shouldn’t be able to, most of the timégmcoupled
with the JoJ, and so, even more if it is a constwigch is also attuned to the JoJ (see belowheénQonstructs rules
section).

e Create Broken Pattern Artefacts works just as @rBattern Artefacts, but does not allow increasedeps, nor
increased Damage Rating. Nonetheless such an étriedfa have a Broken Pattern Image upon it.

«  Create Trump Artefacts lets you create an artefagivhere, but the only capacity available at theBis level are
Trump Images, and, if you've also got the Creatanipy Rack ability, Power Word and Spell Storage ciya

*  Create ShapeShifting Artefacts can work anywherethe only powers available to the 8-points les@&hape
Shifting.

+ Advanced Powers and Qualities (the advanced Cdigarability) works anywhere, but does not allownge,
Psychic quality, Psychic defence, Shadow Moven@madow Manipulation at the 8-points level. If ydspanaster
Create Logrus or Pattern Artefacts, it allows yowhchant such an item anywhere, suffusing it tePaor
Logrus energy with your Logrus or Pattern Tendrils.

2.6.6.3.2 Power Images
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One with the appropriate Create (power typegfActs ability can imbue an item or creature wlitd image of a power.
While such an image isn't as strong as the reaintjit does make the C&A real. So, it will be a@st as resistant to Shadow
Manipulation as an Amberite or Chaosite, and vailldnadded benefits. However, it becomes a NPCtharsdcan turn against
its creator. So, it is often incorporated in misdlartefacts, such as weapons, for they have ribwtiatsoever. Be careful,
though: one can never know what will happen whanglay with the basics of reality, and such an iteight very well
develop its own consciousness, especially if thed?dt is based upon wish it so (as happened thirRndoen it gained the
Logrus Image).

The available Imprints, and their powers, described below:

»  Pattern Image (08 points): This grants the iterarsigd image of the Pattern, or the image of a phthe pattern.
This makes the item as resistant to Logrus and €fmaoes as someone who has assayed the PattemaSu
image can also be extremely destructive versususagharged blood (such as with Chaosites and dbao®ns),
as it ignites their blood (as Corwin proved time éime again with Grayswandir). It increases theaaige rating of
the weapon to the next level (minimum damage i©8smor 4-pts level). On Amberites and other cresgwvithout
Chaos energy in their blood, this makes the wouadnmore difficult to heal, as it is more "realthgpeshift can't
close such wounds, and regeneration is WAY hatdking at least 10 times the usual duration. Aligmely, it can
increase Order in an eight-meter radius, lessehmgnfluence of Chaos, and weakening Chaos Crestuho don't
fare Order very well, working essentially as a Tenapy Pattern Swell.

* Logrus Image (06 points): This gives the item tbaer to serve as a Logrus Tendril: it can extenebdansion to
search for something through Shadow, it can be (egdtalf normal strength) in combat, and you damnesup to
twelve spells in it, as you would in the Logrus. ®weapon, it creates a kind of timorous wound ihaéry
difficult to heal (thus impending Shapeshifting wds) and can even be fatal to those with Amber Earthe.

»  Broken Pattern Image (cost varies depending upeBtbken Pattern it is based upon): Such an iteais and
can project a Broken Pattern tendril, as well asestip to twelve spells in it, even if this is none efficient than
storing spells in a real Broken Pattern. On a weajds dangerous for Chaosites, as blood canftzeried, so, this
increases by one level the damage rating of thepdfeaup to a maximum of Serious Damage (04 ptd)lever
Amberites, the wound is difficult to heal: regen&natakes three times as long, and Shapeshift d®takes hours
instead of seconds.

2.6.6.4 Constructs

2.6.6.4.1 Power Source
Works mostly as in Shadow Knight. You mustrdethe powers upon which your construct is ba$édn, you go on,
unless you want it to have some capacities thatatare covered by the normal qualities and powdes (even at the 16-
points level), but fall under the realm of a povtés based upon. You must then pay the followingtc

e Pattern: 16 points.

e Logrus: 12 points.

» Jewel of Judgement: 10 points. This mostly alloles @onstruct the same benefits as being attundtetdoJ.
*  Broken Pattern: varies accordingly to the Broketié®a it is based upon.

e Trumps: 08 points.

e ShapeShift: 04 points.

e Sorcery: 02 points.

e Shadow Power: 01 point.

This allows the Construct to do some of theghdescribed in Shadow Knight, or any action jatessvith this particular
power, so long as it is something that its creatordo. Of course, The Construct can improve later.

2.6.6.4.2 Base Shadow
As in Shadow Knight, save that the quantitytiplier is the same as for C&A below. The Shadowe@ity multiplier also
apply to the eventual Power Source cost, unlesStiaglows are defined as one Shadow hosting ther@onghe others
serving as energy sources. In such a case, theem®biadow is bought separately, with a quantitytipier of 1, the other
Shadows being paid for as a whole (with quantitylifiers...)

2.6.6.4.3 Construct Powers and Qualities
Every power and quality of the Construct nhesbought as per the usual Artefact and Creatles.rdowever, the
maximum level it can have in a power or qualityeised by one. So, any Construct can have any pomguality at the 8-
points level, and those created with Create (pdyp) Artefacts can have some of these at the Ifisplevel. In this case,
for Logrus and Pattern-based Constructs, you dwedte it at the Pattern or Logrus site, you oréate or suffuse with
energy one or more “pieces” that will be integrategour Construct.
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If you want your Construct to have one or nitrains”, you must apply a quantity multiplier its intelligence, psychic
quality and psychic defence (although some branshave one or more of these at a greater levelttt@aothers can). Those
multipliers are valid for all the “brains” in a gim Shadow. If your Construct is based on multiled®ws (i.e. it is present in
multiple Shadows: this does not apply to Energya®®hadows) and must have “brains” in more thanSmadow, you must
apply an appropriate Quantity multiplier (x1, x2x®). So, yes, it is possible to have a horde dditis” in every Shadow of
an innumerable series, if you're not afraid of thst. This can accelerate the applications of agpper allow multiple
intellectual tasks at once. It is also possiblage two different powers at the same time, or #mespower on two different
things.

2.6.6.44 Manifestations

They are bought as in Shadow Knight.

2.6,6.45 Transferals

It is no longer a multiplier, but rather ardad cost, which varies accordingly to the typeardfio the manifestation and
the eventual transferral of powers or qualitiesrithe Construct to the manifestation. This candagght multiple times, if
you want many powers or qualities to be transferfée first number is for intrinsic connection, serond is for Shadow
canal, and the third is for the Interrupter typeafinection:

« No transferral (There’s only a psychic link betwéle® manifestation and the Construct): 1/2/3. Nbé this
psychic link, just as any such link, allows spetithing through it, as well as a psychic attack.

*  Transferral of a given quality: 2/4/6: one qualdiways the same, is transferred. It cannot beggtdn
e Transferral of a given power: 3/6/9: as with qyaliut with a power.

«  Transferral of any one quality: 3/6/9: The qualignsferred can be changed at will, but only oreityucan be
transferred at a time.

e Transferral of any one power: 4/8/12: as with tfamal of any one quality, but with any one quatitypower.
»  Transferral of special powers: 5/10/15: this alldvesisferral of powers non-covered by the normahGé&les.

Add +1/2 the above costs per additional qualitpower transferred beyond one. These are apsf to the
manifestation. To be transferred to a person weedgire either this to person be defined as thefesaation, or an
additional transferral to be made, from the matafiisn to someone. | advise GMs to be cool inithégter: these rules are
already making constructs very expensive.

Every transferral MUST be at the same levelasfnection if they come from the same Shadow.

2.6.6.4.6 Construct Psyche
It is bought under C&A rules, as intelligenpsychic quality and psychic defence.

It is however possible to have a power-boop®ahe, as in Shadow Knight. The Construct’'s BRgygche is then raised
by a number of points equal to twice the Shadoeddity level times the Shadow’s quantity multipféom 1 to 3). This
costs 2 points. The Construct cannot canalise moeegy without destroying itself. If it choosesdim so, it can multiply the
additional energy by two, but will suffer 10 tintb® normal Endurance loss, and be destroyed\tit eaches the Collapsing
level. For Tireless Stamina, this happens aftert2fi@s. It will also definitely lose one point (@Ps! C&A points!) in
Psychic quality or defence every times it reachesva exertion level while doing so.

Also remember that Primal Planes (04) arecexly rare, so it is very difficult to have thenNamed and Numbered
quantity. Also, while Shadows of the Realms (02) rmore common, it is almost as difficult to fineétin Horde quantity.
2.6.6.5 Item Qualities:

2.6.6.5.1 Vitality
Physical Strength, and, for Artefacts, the meastiliée in the item.

e Chaos Vitality [1]: Chaos-level (two Strength Castfpoints). Brings an Artefact to life.

e Amber Vitality [2]: Amber-level (four Strength Cdict Points).

¢ Ranked Vitality [4]: Low-Ranked in the Strength Aion (equivalent to eight Strength Conflict Points)
»  Extraordinary Vitality [8]: Mid-Ranked (sixteen &tigth Conflict Points).

e Supreme Vitality [16]: High-Ranked. Would give Geta fight (twenty-four Strength Conflict Points).

2.6.6.5.2 Movement
Enhance the speed of Artefacts and Creatures.

e Item Mobility [1]: Gives an Artefact movement basaalits form.

«  Double Speed [2]: Doubles the natural speed ofemtre (up to about 60 miles per hour), or allavesiimate
objects without other means of movement to moweeapace of a jog. At this level, gliding may béirad into an
Artefact or Creature.

* Engine Speed [4]: Allows Creatures to keep up wilvered vehicles. Depending on the creature, spaedse
from 60 to 100 miles per hour (about 96 to 160 kjpems without other means of locomotion can trapeto 30
miles per hour(48 kph). Flight may be placed intoAstefact or Creature, although Flight speed béllonly half of
what Engine Speed would normally imbue.
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-Greater Speed [8]: At this point, the ArtefactGreature can gain true flight, at Engine Speediess, often, a
ground level speed exceeding that of the fastéstles . Alternatively, an item without other mearfisocomotion
can now travel at up to 60 miles per hour (96 kph).

-Immense Speed [16]: Generally only used for Flydnggfacts or Creatures, this allows movement ateidible
speeds, like a plane.

2.6.6.5.3 Stamina
Allows exertion over extended periods. Also usetpbimwering certain ltem Powers.

Chaos Stamina [1]: Chaos-level (tired in 2 minustsgined in 20, exhausted in 45, collapsing imdrh

Amber Stamina [2]: Amber-level (Tired in 40 minut&rained in 10 hour, Exhausted in 15 hours, psife in 40
hours).

Ranked Stamina [4]: Tired in 80 minutes, Straime@d hour, Exhausted in 30 hours, collapsing im&ors.

Supreme Stamina [8]: Tired in 160 minutes, StrainetD hour, Exhausted in 60 hours, and Collapsiris0
hours.

Tireless Stamina [16]: The Artefact or Creaturd malver get tired.

2.6.6.5.4 Aggression
Basic reflexes and combat skills.

Combat Training [1]: Better than mere humans (aldghitWarfare Conflict Points). Creatures fightinggroups are
equal to Chaos-level (two Warfare Conflict Points,are items specializing in a form of combat.

Combat Reflexes [2]: Chaos-level (two Warfare Gonfroints), or Amber-level if specialized (4 WagaConflict
Points).

Combat Adept [4]: Amber-level (4 Warfare ConfliabiRts), or Low-Ranked if specialized (8 Warfare @on
Points).

Combat Mastery [8]: Low to Mid-Ranked (8 Warfarenfliot Points), or Mid to High-Ranked if specializ¢16
Warfare Conflict Points).

Combat Supremacy [16]: Mid to High-Ranked (16 Wiaf&onflict Points). If specialized, a near-eqigitf for
Benedict (24 Warfare Conflict Points).

2.6.6.5.5 Resistance To Damage
Amber equivalent of an Armour Rating.

Note that a sufficiently-skilled fighter can findet weakness in almost any defence, and evenéfrtheur is not penetrated,
the force of the blow (in full or in part) may tsfar through. Resistance is still based on the'stéonm, so a set of armour
with Resistant to Normal Weapons is tougher thaloth with the same property. | consider armoubeiag resistant to
normal weapons (01 point), so armour with resigandirearms will have a resistance of 2+1 poifis.the other side, the
rings of protection and other pieces of jewellergtpcts as if the protection was lower by one pa@wen if they resist to
damage with their full power. So a ring with Ressigte to Normal Weapons will not protect you, buklvé resistant to
damage itself. With a transferral, it would graatiyan armour of 1-1=0 pts. This would not greatytect you from a blow,
but could keep away rain and such annoyances...

Resistance to Normal Weapons [1]: Deflects mosiabweapon strikes.

Resistance to Firearms [2]: Resistant (but notlimnable to) bullets, explosions, fire, and the.lik
Impervious to Normal Weapons [4]: Impervious taeks from normal weapons.

Impervious to Firearms [8]: Cannot be penetratetiigts, explosions, fire, etc.

Invulnerability [16]: Nothing less than a major pewcan affect the Iltem in any fashion.

2.6.6.5.6 Damage Rating
The damaging effects of Items. Tends to cancebawgqual-value defence. Note that the added dityaifithe item is not
protection. It simply prevents the item itself frdming destroyed when striking. This can also le&lds represent poisonous
items, including envenomed weapons.

Extra-Hard [1]: Can impact with great force withdieting damaged, and penetrates surfaces that sistd®é to
Normal Weapons. If defined as a poison, it is ptaéyfatal to those of Human Endurance (assunairtirect
hit/dose).

Extra Damage [2]: Increases damage done, and gddexd durability. Penetrates surfaces that arestaasito
Firearms. Poisons are potentially fatal to thos€ldos Endurance.

Serious Damage [4]: Capable of inflicting moderdaenage with even a minor hit, and has exceptiomnaltadlity.
Penetrates surfaces that are Impervious to Norrealpdhs. Poisons are potentially fatal to those aithmber
END (not ranked).

Deadly Damage [8]: Rips through opponents, causimgpus wounds. Penetrates surfaces that are liopsio
Firearms, and has extraordinary durability. Poissmespotentially fatal to those with a Low-RankedE(8
Endurance Conflict Points).
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Greater Damage [16]: At this level, every hit beesrpotentially fatal. Can only be damaged by a niagwer. Any
surface will be penetrated with ease, regardlesefehsive value. If a poison, it is potentialliedeto those with
Mid-Ranked END (16 Endurance Conflict Points).

2.6.6.5.7 Intelligence
Not only comprehension, but also the ability to camicate with others.

Animal Intelligence [1]: An Artefact or unintellige Creature can be given the ability to speak énléhguage of the
creator (usually Thari), but with a limited vocadoyl Intelligence level is the equivalent of a viedined dog.

Human Intelligence [2]: The Artefact or Creaturassintelligent as the average human is, and cajedivhe full
range of human expression, including speakingjran@tc.

Enhanced Intelligence [4]: Better than the aveftagean, the Artefact or Creature is capable of eemplex
expression and intelligence, learning several laggs, and otherwise equal to a high-1Q individual.

Advanced Intelligence [8]: The Item is now imbueithviull expression in any language it knows, cantemplate
several lines of thought at the same time, andraibe act more intelligent than most beings.

Quantum Intelligence [16]: The Item now has nedimited comprehension and communication abilities.

2.6.6.5.8 Psychic Quality
Confers a limited version of the Psyche attribused mainly for powering mental contacts or powdigher levels may also
be keyed to sensing Psychic phenomena.

Psychic Sensitivity [1]: Chaos-rank for purposesnehtal contact (2 Psyche Conflict Points). Forefatts with no
intelligence, the ability to receive commands andexstand specific orders is gained.

Psychic Awareness [2]: Amber-rank for purposes effital contact (4 Psyche CPs), or Chaos-rank wilatided
ability to sense danger. This danger sense is ipeguivalent to what a high Psyche individual vebfdel,
concentrating on the detection of hostile thouglni emotions directed toward the owner of the lf@nihe Item
itself) at a range of 10 meters. Alternatively lhe Danger Sense, it can allow psychic communicafipto a
hundred meters.

Extraordinary Psychic Sense [4]: Low-Ranked fopqmses of mental contact (8 Psyche CPs), or Amhyehps
with special sensing capabilities. Danger sensé&svas below (to a range of 20 meters), but flasfigsight will
also allow the sensing of future events, includirigen its owner is in danger (up to an 1 hour).t@an permit
contact through one Shadow with the owner, and #veugh close Shadows, though this is time-consgnand
does not allow for physical transferral. Alternatyy has Chaos-level psyche with the Danger Semse a
communication abilities described with Psychic Aerass. Or the GM and player may agree on yet anakiility.

Psychic Battery [8]: Mid-Ranked for purposes of taénontact (16 Psyche CPs), or Low-Ranked witltigpe
sensing capabilities: Danger Sense at 40 metensflagthes of insight up to 2 hours in the futuregasy
communication through close Shadows, becomingcditfthrough related Shadows. Alternatively, Amlerel
Psyche with all the abilities of Extraordinary FsgcSense

Supernatural Psychic Power [16]: High-Ranked fappses of mental contact (24 Psyche CPs), or Mick&a
with special sensing capabilities (Danger seng9tmeter with insight up to 4 hours, or easy conioation
through related Shadows, becoming difficult thro&fladow), or Low-ranked psyche with all the abtitof a
Psychic Battery.

2.6.6.5.9 Psychic Defence
Covers general resistance to Psychic attack.

Chaos Resistance [1]: Chaos-level (2 Psyche CPs).

Psychic Neutral [2]: The Item is cloaked versuschgydetection, although a detailed check by someath
Ranked Psyche will reveal it. Actual defence is Amlevel (4 Psyche CPs).

Psychic Barrier [4]: As Psychic Neutral, excepthitibw to Mid-Ranked resistance (8 Psyche CPs).dDptiy, the
Item can instead have a Psychic Barrier, which miétk@sistant to ALL Psychic influence. This isna-way
barrier, preventing the Item from using any Psyohiented abilities. While easily detectable by #hesth high
Psychic sensitivity, breaking through a Psychicibarequires a great Psyche, or multiple peoptb ®Ranked
Psyche working as a group (This is equivalent t&&gche CPs).

Psychic Shield [8]: Mid to High-Ranked (16 CPs)aostronger Psychic Barrier (24 CPs).

Psychic Block [16]: The Item has a quasi-perfegichis Resistance (24 Psyche CPs) or a near-impbé&gRaychic
Barrier (36 CPs).
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2.6.6.6 Item Powers

2.6.6.6.1 Shadow Movement
Gives the Item limited movement through Shadow.

Shadow Trail [1]: Can follow others through Shadow.
Shadow Path [2]: Can travel to well-known Shadows.

Shadow Seek [4]: Can travel toward a person or iteBhadow. Note that this usually involves tramglthrough
the worst of "Hellriding" routes, and often is &bi-miss process.

Shadow Walk [8]: Can walk through Shadow like anbmnite.

Shadow Transport [16]: Can teleport to known amre&hadow. The number of memorized places is equiabice
the Intelligence cost of the Item if costing fewlean 4 pts, 40 if costing 8 points, infinite if tog 16 pts.

2.6.6.6.2 Shadow Manipulation
Limited power over aspects of Shadow.

Note that some uses of this power may require andtém quality or power for full effectiveness ¢buas a Damage Rating).

2.6.6.6.3

Shadow Alteration [1]: The Item can change a siagigect of Shadow. For example, a sword with Shadow
Alteration could manifest fire upon the blade (diddal damage should generally be bought with this)
Minor Shadow Molding [2]: The Item can change aatgrof simple Shadow items and features.

Shadow Molding [4]: The Item is capable of alteragvide variety of Shadow items and features, dioty slight
changes in the inhabitants of the Shadow. Notethimtequires great psyche superiority (3 times) ia completely
ineffective against anyone with access to a formeaf power, such as Broken Pattern, Chaos or Alloerd, etc.

Advanced Shadow Molding [8]: Can change some ohthr features of a Shadow, such as alteration of
probability to a limited extent, the magical envingent, etc.

Shadowmastery [16]: The Item can manipulate magtfes of a Shadow, unless it is under the inflaeia major
Power, such as Pattern, etc.

Healing

The ability to repair damage to an Artefact or Quea

Item Healing [1]: The item heals as fast as a nbomature.

Amber Healing [2]: Heals and regenerates as AnwegtEndurance.

Rapid Healing [4]: Heals and regenerates as LoMitbRanked Endurance.
Exceptional Healing [8]: Heals and regenerates astMHigh-Ranked Endurance.

Regeneration [16]: Within a matter of minutes, Aneefact or Creature will heal any damage doné.t&ven
regrowing lost parts is quick, requiring less tharhour. Note that this will take a toll on ther8i@a of the Item,
generally rendering it inoperative for a time.

2.6.6.6.4 Shape-Shifting
The ability for an Item to alter its form. Qualgiand Powers carry over to all forms.

Alternate Form/Shape [1]: One alternate form, dbsdrwhen it is created. Must be of comparable aigk mass.
This cannot give seemingly "magical" abilities aasinvisible form or a flaming form.

Named and Numbered Forms/Shapes [2]: As Alternatefbut several forms, not to exceed twelve, sedable.
These are chosen when the Item is created. Alieehatone form, with seemingly "magical” abilitiegs an invisible
form or a flaming form.

Limited Shape Shift [4]: Can assume the shape phaimal or item of comparable size and massallyitimited to
a few forms, the Item can gradually learn new oAdsrnatively, Named and Numbered "magical" forcas be
available.

Shape Shift [8]: The item has full Shape Shiftibdites. It can learn a new form with minimal ptae, accelerate
its healing rate, and absorb/eject mass. Or itheae Limited Shape Shift with the ability to switich"magical"
forms.

Advanced Shifting [16]: In addition to the aboveg item has additional capabilities in an areantptes include,
but are not limited to: Dimensional Shifting (chamgposition in space, or even time), Componerttiggi(can
subdivide into several parts), etc. Or it can hakiape Shift with the ability to switch to "magic&tms.

Copyright Azer Games/Vortex 2003-2005 Release 1.5 Last Updated: 22nd July 2005

Page 2-38 of 76



The Keep of the Thirteenth Hour
Edited Kevin Cowley

2.6.6.6.5 Trump Images
Bestows Trump capabilities. Can only be createthoynp Artists. Any such item is Impervious to notmaapons (4) for
free.

*  Contains Trump Image [1]: The Item doubles as anfrLholding a single Trump image.

»  Personal Trump Deck [2]: The Item holds severabiesa but is limited to those personally createthbyTrump
Artist.

«  Powered By Trump [4]: In addition to being ablehtwd Trump images, the Item is considered dirgmblyered by
the energies of Trump, and can thus be used awergwurce for Trump Sorcery.

e Trump Link [8]: The item is capable of maintainiagpermanent Trump link, which can be used in séweags. For
example, a ring could be made that could transfsmif (and the wearer, since Trump is not limitedingle-object
transport) to the other end of the link at any tifdete that such a link can be broken just like ather Trump
connection, but the item will constantly try to o@aect. The link can, of course, be changed at will

e Trump Icon [16]: The Itemis a virtual Trump comeutlt can access any known person or place witptdwers
of Trump, and do nearly anything that can be doitle Wrump images. Ghostwheel's capabilities arexample of
this.

2.6.6.6.6 Power Word Capacity
Can use one or more Power Words, powered by theésltgtamina, and using Psychic Quality to deteritineeffect.

*  Single-Word Capacity [1]: Can hold a single Powesrd/(Basic Words only).

*  Named and Numbered Words [2]: Can hold either naameldnumbered Power Words, or a single AdvancecePow
Word.

e Advanced Power Words [4]: Holds either "Named ananered" Advanced Power Words, or a single Exalted
Power Word.

e Exalted Power Words [8]: Holds named and numberedt& Power Words.

* Runic Mastery [16]: Holds all the Power Words passe by the creator, and can create new onesliigent
enough.

2.6.6.6.7 Spell Storage Capacity
Allows an Item to "Rack" spells.

*  Single Spell Capability [1]: Can rack a single s§geéquires a magic wielder to invoke.
« Named and Numbered Spells [2]: Can rack named ambered spells.

* Rack and Use Spells [4]: Can rack and cast namech@mbered spells. The effectiveness of any spstlloy the
Item is based on its Psychic Quality.

e Spell Processor [8]: The Item can design spelle dhount of time needed to create a new spelkisdoan the
item's Intelligence and Psychic Quality (items émgonal Shadows can also be affected by Conti@Gbatents
and/or Control of Time Flow). It also has the calggitof racking and using spells, as above. A @pikis an
example of this, with the main portion in a fastiei Shadow.

*  Spell Library [16]: Holds an extensive collectiohspells. Any spell known by the item can be créated racked in
a very short time (roughly a minute, modified byelligence, Psychic Quality, and, if the item isaimappropriate
Shadow, Control of Contents/Time Flow). It also tiasabilities of a Spell Processor, as above.

2.6.6.7 Cost Multipliers

2.6,6.7.1 Transferal
The first multiplier is for if the item loses thewer when it is transferred, while the second eduthe item retains the
power, as well as allowing the character to uséhe multiple is applied to the Quality or Poweingetransferred. | also
include the "normal" point cost, for those who prethis option.

»  Confer Quality [x2/x4 or +05/+10]: Allows the useruse the Quality, in addition to the Item.
»  Confer Power [x4/x5 or +10/+15]: Allows the useruser the Power, in addition to the ltem.

2.6.6.7.2 Implanted Item Qualities/Powers
This basically allows the character to buy an itprality or power as an actual power of the charattgenerally cannot be
taken away, though this will depend on the specditthe power and GM fiat. As for transferral, theltiple is applied to the
Quality or Power in question.

« Implant Quality [x5 or +15]: Gives an Item Quality a character.
* Implant Power [x6 or +20]: Gives an Item Power tcharacter.
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2.6.6.7.3 Quantity
Allows the character to have multiples of a certaitefact, Creature or Construct. The multiplieafplied to the total cost
of the item after all other multipliers have beaken into account. Note that while each item masetihe same powers, they
can have different, set forms. Thus, a Named amibiéved set of Extra-Hard weapons may include 3 dsy® daggers, and
an axe.

* Unique [x1]: A single Item.

* Named and Numbered [x2]: Up to a dozen of the Item.

* Horde [x3]: An extremely large number, centred i docation. On short notice, up to 50 or so majobed.
*  Shadow-Wide [x4]: Can be found in Horde qualitigsrgwhere in a Shadow.

e Cross-Shadow Environment [x5]: Found in every Shattat contains a particular environment.

e Ubiquitous [x6]: Found throughout Shadow.

2.6.7 Jewel Of Judgement
2.6.7.1 Credits
Based upon the Queens Of Amber template ®ddld, itself mainly a rewriting of the existingl Juower levels presented

in the Amber DRPG and in Shadow Knight.

2.6.7.2 Intro

Possession of the jewel will change the fldiimne around the wearer and drain him of hisdifee. For each day during

which you wear it, you will suffer an endurancesla$ five minutes, which CANNOT be recuperated tigio rest so long as
you wear it. With each increment of 30 minutes, yallgain one "warped time" point, which you cashdato your Conflict
points any time speed and reaction time are oégisence, such as swordplay.

2.6.7.3 Contents
[10] Jewel Link
—————— [00] Shadow Manipulation
—————— [00] Temporal Control
—————— [00] Jewel Teleportation
------ [05] Energy Swell
------ [05] Create Jewel Artefacts
------ [10] Manipulate Shadow without Jewel
------------ [05] Jewel Shadow Walk
------------ [05] Jewel Sight
------------------ [05] Rack & Hang Spells in the el
------------------------ [05] Jewel Magic
------------------------ [05] Cast through the Jewel
------------------ [05] Control Jewel at range
------------------------ [10] Jewel Mastery

[05] Sign of the thre-dimensional Pattern
[10] Greater Shdow Manipulation

2.6.7.4 Jewel link (10 points)

Basic attunement to the Jewel of judgemeris gives you powers as per the Amber rulebookisti allows you to rip
energy from the heart of the jewel, at a rate &-balf the endurance points recovered minutes. 8netgy will nonetheless
disappear after Psyche conflict point minutes, r@te of five energy points per five minutes.

2.6.7.5 Shadow Manipulation (00 points)
As per the Amber rulebook. Only possible ifiymssess the Jewel.

2.6.7.6 Temporal Control (00 points)
As per the Amber rulebook. Only possible & tovice possesses the Jewel.

2.6.7.7 Jewel Teleportation (00 points)
As per the Amber rulebook. Only possible if the Mevpossesses the Jewel.
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2.6.7.8 Energy Swell (05 points)

You can drain energy directly from the hedrthe JoJ, temporarily replenishing your reserddss can even heal the
energy loss caused by the jewel itself. It takesfifth the energy recovered minutes, but will gigear after five times your
Psyche Conflict point’s minutes, at a rate of Snpoper ten minutes.

2.6.7.9 Create Jewel Artefacts (05 points)
With this capacity, you can create items, {tness or constructs based on the power of the Jewteé Judgement.

2.6.7.10 Manipulate Shadow without Jewel (10 points

As per the Amber rulebook description of thé'd Shadow Manipulation abilities. Possible ifitiigate does not possess

the Jewel.
2.6.7.11 Jewel Shadow Walk (05 points)

The Jewel gives individuals at this level afatery the power to move through Shadow. Thoughntibivement is slow by
comparison to Pattern Shadow Walking (about onetiicithe Speed of Shadow Walking), shadow barrieraat impede
Adepts of the Jewel. Only possible if the initiptessesses the Jewel.

2.6.7.12 Jewel Sight (05 points)
It is possible to develop Jewel Sight, whichfgrens in much the same way as the Pattern Lens.

2.6.7.13 Rack & Hang Spells in the Jewel (05 points
A sorcerer can learn how to use the Jaweln aid to spell casting, by hanging spell¢.ofhis takes about 1/5 of the
spell's casting time.
2.6.7.14 Jewel Magic (05 points)
This is the power magic using the jewel as an gngogrce. Only possible if you've got the Jewelessmyou've mastered the
Control Jewel at Range ability.
2.6.7.15 Cast through the Jewel (05 points)
You can cast spells through the Jewel (vieel8ight), which enables you to target spells acsbadow.

2.6.7.16 Control Jewel at range (05 points)
You can use the jewel from a distance, loeatin Shadow, contact it wherever it is and ttedaport to it or bring it back
to you.
2.6.7.17 Jewel Mastery (10 points)
You exert your influence over the Shadows, e@reh on some aspects of Amber itself, changinghawiding the reality as
you wish.
2.6.7.18 Sign of the three-dimensional Pattern (Gfoints)

You can bring to mind the sign of the thresefisional pattern that lies inside the Jewel. Algiothis works as Jewel
Sight, the main use of this ability is to proteotiyfrom the other powers, as it offers completegmiion against the Pattern,
magic, Logrus... A less explored capacity is thesgmlity to look at possible other realities, athersions of Amber that
could have been or are somewhere, as well as tidarfoental structure of reality.

2.6.7.19 Greater Shadow Manipulation (10 points)

The Amber universe is but one of the alteuestfor you. Just as an Amberite can Shadow Walkcgn travel between the different
versions of Amber.
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2.6.8 Abyss
2.6.8.1 Intro

The Abyss is the third Major Power; it reprgsedeath and entropy. The forces of the Abys$iaséle and alien to the
Shadow worlds created by the Logrus and the Pattern

Abyssal powers are far from subtle: Passagerith shadow using Abyssal powers always leavegieeable trail, and
tends to damage the shadows as well. Abyss isteudige and unsubtle power, and generally not sgtied for anyone
attempting to operate within Amber.

2.6.8.2 Prerequisites

«  To acquire Abyssal Taint without dying in the prsseequires at least Ranked Endurance.

2.6.8.3 Contents
B-[10] Abyssal Taint
B------ [05] Protect contents from the Abyss
B------- [15] Abyssal Defence
=T [10] Abyssal Manifestation
N [15] Infuse with Abyss
B------- [05] Movement in the Abyss
B------- [05] Abyssal Sight

B------------- [05] Create Abyss Opening
A-ememmme e [05] Item Storage
A-ememmme e [05] Abyssal Tunnel
A [05] Abyssal Gate

[10] Summon Abyssal Minions
A-ememmme e [05] Abyssal Veil
A [05] Abyssal Negation

A [05] Shape Shadow
E [10] Call the Abyss
E [15] Summon Ayssal Storm

B: Basic Power; A: Advanced Power; E: Exalfamver.

2.6.8.4 Abyssal Taint (10 points)

This power gives the Abyssal Initiate theigbib survive and to move around in the Abyssyrider to reach the Rim for
example, and handle abyssal energies. Withoupthiger, exposure to the Abyss will result in immeéeliphysical
deterioration and possibly death. Movement in thgs& can be compared to swimming, but the acteabgrcomes from the
Psyche. This power is pre-requisite to all otheyssbPowers.

2.6.8.5 Protect Contents from the Abyss (05 points)

Physical things or even other persons carrdreted temporary immunity from the forces of theygs) but this lasts only
as long as the Abyss Master concentrates on thecssibit is also possible to attune items or pesgo the Abyss. This takes
longer time and ends when the subject leaves tlygsAb

2.6.8.6 Abyssal Defence (15 points)

This power enables the Abyssal Initiate tasefhis/her body with Abyssal energy, such thairtitiate is resistant to
attacks by Pattern, Logrus, and Trump. Spellsutiize such energies are much reduced in efficBmyigh they may have
some effect. The initiate must concentrate to atgivhis power, but after activation the effeaydirs for 10-40 minutes,
during which time the initiate is protected. Noheattit is impossible to contact the initiate witbrhp while he/she is infused
with Abyssal energy. Another facet of this powethiat while imbued the Initiates touch becomes fidrta non-abyssal
creatures. Wounds inflicted by the Initiate whilssuch a state do not heal normally, and oftenrbedofected.

2.6.8.7 Abyssal Manifestation (10 points)

Much like Logrus tendrils, an Abyssal Adephcammon a physical manifestation of the Abyssciwhan be used to
damage (and damage only, as these are too destju@amage caused by such Manifestations is goweal and can be
instantly fatal to non-real creatures. Possibleifestations include tendrils, swords, energy pulsés Consider it to be 4-
points damage, added with a 4-points poison.

2.6.8.8 Infuse with Abyss (15 points)
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This power enables an Abyssal Adept to intuseeature with the Abyss. Creatures so infusdersfafur hours of Heavy
Exertion. Those who collapse will die immediatéhgse who don' t will adapt by taking on an AbySssht (meaning the
creature is forced to buy the power Abyssal Taint).

2.6.8.9 Movement in the Abyss (05 points)

Allows faster movement, by folding the fabwicthe Abyss, and the ability to search for thiogpersons in the Abyss.
Like with the Logrus it is easier to find genetaihgs, while specific items take very long.

2.6.8.10 Abyssal Sight (05 points)

The ability to see the influences of Abyss Boas well as other powers, in much the way tharl® Sight works. Abyss
energies can be detected and analyzed, while ptiveers can only be identified generally. In the gdthe repercussions
triggered by the use of Abyss Power can be detentddollowed, like following the path of a Shaddikes. An Abyss Master
can also use Abyssal Sight to see entropic foneésdentify weakness in an object, person etc.

2.6.8.11 Create Abyss Opening (05 points)

Allows one to open small holes to the AbydsisTnakes instant travel to the Abyss possibleefithings can be done with
an Abyss Opening and the appropriate power.

2.6.8.12 Item Storage (05 points)

The ability to store items in the Abyss. Tlaeg brought back through a small Abyss Openingghvtriansports the items
to the Abyss Masters location. The character knetsre to open the portal, but anyone with Abyss &dwas the potential
to find the items. However the Abyss is a vasteland the chances of someone else finding yousitemslim. All items
placed in the Abyss using this ability are protddtem the entropic forces.

2.6.8.13 Abyssal Tunnel (05 points)

One can rend holes from the Abyss to a Shadbewying the Abyss Master to travel through Shadbwakes some time
to form the hole, but actual travel is as fast astanp. The Abyss Master must know the Shadow hekimg the Abyssal
Tunnel to. Thus, this power enables the Abyssapitte effectively teleport. The rift closes immeeig after the adept has
passed through, but always leaves some kind of ttastruction at both sites.

2.6.8.14 Abyssal Gate (05 points)

This power allows the Abyssal master to createmporary Abyssal Tunnel, which can last as Esthe Abyss master
concentrates upon it. Other persons can then ttanmigh the Gate. This drains a lot of energyutfionot as much as a
Trump Gate.

2.6.8.15 Summon Abyssal Minions (10 points)

This power enables the Abyssal Master to sumAtryssal Creatures to his/her current locationcéOsm Opening has
been made, you can now summon and control beiogstiie Abyss. If the summoner wants creatures avithsort of
qualities, this call can take up to 1 hour/pointfality. Instead of normal creature Powers thesatares can have a
measure of Abyss Power (also 1 hour/point, Baslitied only. Abyssal taint is, of course, freehély cannot be banished or
manipulated by other Powers.

2.6.8.16 Abyssal Veil (05 points)

Must be summoned through an Abyss Openinge@ommoned, this Veil neutralizes any effects ajimar lesser powers
that tries to penetrate it. The Veil is a good atgdefense too, as it also destroys all mateb@cts. Against an Amberite
or Lord of Chaos it will work as a hindrance, andyreven damage them. It works as defense agaittsri?and Logrus
forces as well, although it will be weaker agathetm. The user must position the Abyssal Veil armmnnot be moved. The
Veil looks like a curtain made of nothingness.

2.6.8.17 Abyssal Negation (05 points)

The Master can use this ability to disrupt ifestation of greater powers. It can be used talbteump contacts, to hinder
the raising of the Sign of the Logrus or the usPattern, and it can even inhibit shapeshiftingteNbe choice of words:
inhibit, hinder, disrupt. This power is in no wagrfect, but it does make it harder for someonestothe greater powers.

2.6.8.18 Shape Shadow (05 points)

This power can be used to 'edit' a shadow:aklept can increase the overall entropy in theahiadr alter the passage of
time within the shadow. This allows the Abyss Mastemanipulate it just like a Logrus Master, batyan a negative
direction. One cannot change a plain into a coaglibewhile it could easily be changed into a swamp.
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2.6.8.19 Call the Abyss (10 points)

This power enables one to call the Abyss tghoan Abyss Opening, allowing it to run amok infe&w. Given any time
at all, the Abyss behaves just like a black hdleot contained, it can swell to immense size demguvhole worlds, and
eventually the whole Shadow. The Abyss could béshad by the use of Advanced Pattern or Logrukpadih it is not an
easy task. Called Abyss is the only known thing taa completely obliterate Primal Chaos.

2.6.8.20 Summon Abyssal Storm (15 points)

Self-explanatory. An impressive storm composkébyssal energies, which can shadowshift, jkstd Shadow tempest,
destroying any and all in its wake.

2.6.9 Magic
2.6.9.1 Power Words
2.6.9.1.1 Intro

Invasive Power words generally require a psychi@athge over the target in order to succeed, havietiee targets true
name is known they will be effective regardlesamf psychic differential.

2.6.9.1.2 What can Power Words do?

Power Words produce immediate, short-term, ussallyle-target effects. They feed off the useesfiirce, eventually
leading to exhaustion.

Power words last only a few seconds, then fadevaAckd levels of Power Words can produce longénggsmore intense,
or area-effect magics.

Power Words come in many different forms. Thesitaform is spoken words of power, but they alsy o@me in the forms
of drawn symbols, origami, special knots in rops, The beginner must pick a specific form, tan then learn alternate
methods of performing power words by spending jgdatier (or during character creation, for thattemt

2.69.1.3 How Do I Learn Power Words?

As with Conjuration and Sorcery, the first stagéeafning power words is some sort of magicaldtitn. This varies by

style (rune masters hang from trees, knot-tyers &night naked with the spirits, word speakerstprectice some virtually
impossible to pronounce poem until finally they getght, etc). In game terms, Magical Initiatioasts five points and grants
the ability to now buy Power Words (or other Magjmawers). The character can now see magical @smnabling them

to detect spells in progress, magical items, acti@amtments. They can also tell if the shadow #reyin allows magic and
with time can find the sources of magical energy.in

2.6.9.1.4 Using Power Words
How Many Power Words Can | Do Before | Fall Dowrd&an't Get Up?

Power Words cause fatigue (1 point for a Basic pomard, 2 for an Advanced power word, and 4 foExalted power
word). One moves along the Scale of Exhaustiensteed dependent on one's Endurance.

The Scale of Exhaustion:

State \ Endurance Human | Chaos | Amber | Amber (Ranked)

Just Fine. You're not tired atall | 0-3 0-6 0-12 Divide the lower of Endurance:Physical
or Endurance:Mental by 3 and add that
to 12. That's the # of points of power
words you have to utter to be shoved
up one step on the table. (For
example, if Corwin has End 99, he can
utter 33+12=45 points of power words
before he becomes Tired)

Tired. You need rest, but can 4-6 7-12 13-24 | Divide the lower of Endurance:Physical
still move around or fight as or Endurance:Mental by 3 and add that
needed to 12. That's the # of points of power

words you have to utter to be shoved
up one step on the table.

Exhausted. You can just barely | 7-9 13-18 | 25-36 | Divide the lower of Endurance:Physical
move, but mostly you lie around or Endurance:Mental by 3 and add that
exhausted to 12. That's the # of points of power

words you have to utter to be shoved
up one step on the table.

Unconscious. You collapse and | 10-12 19-24 | 37-48 | Divide the lower of Endurance:Physical
slumber for a long time or Endurance:Mental by 3 and add that
to 12. That's the # of points of power
words you have to utter to be shoved
up one step on the table.
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State \ Endurance Human | Chaos | Amber | Amber (Ranked)

Mortally Wounded: Your 13-15 25-30 | 49-60 | Divide the lower of Endurance:Physical
lifeforce is ebbing, and you need or Endurance:Mental by 3 and add that
help fast to 12. That's the # of points of power

words you have to utter to be shoved
up one step on the table

You drop quite dead 16-18 31-36 | 61-72 | Divide the lower of Endurance:Physical
or Endurance:Mental by 3 and add that
to 12. That's the # of points of power
words you have to utter to be shoved
up one step on the table

Explode and fail to have any 19+ 37+ 73+
effect: Any expenditure which
goes past the 'drop quite dead'
level kills you and the power
word doesn't actually go off
because you didn't have enough
juice for it. Sorry

2.69.15 Contents
B [05] Magical Initiation

B - [5] Power Words:

T [1 each] Power Words

[ T [03] Power Word Boost

N [2 each] Advanced Power Words (Reqsif) Power Words]
N — [03] Advanced Power Word Bobs

N [10 each form] Alternate Form

=S [4 each] Exalted Power Words [RequiteAdvanced Power Words]
| [05] Area Power Words

B: Basic Power; A: Advanced Power; E: Exalfamver.
To acquire Advanced powers requires 10 Basieep words and 10 points in Power Words
To acquire Exalted powers requires 10 Advarmeder words and 25 points in Power Words

2.6.9.1.6 Magical Initiation (05 points)
The character has the potential to develop skitls power words, sorcery, and conjuration/artificihe character can now
see magical energies, enabling them to detecsspealrogress, magical items, and enchantmentsy @ also tell if the
shadow they are in allows magic and with time @aoh the sources of magical energy in it.

2.6.9.1.7 Power Words (05 points)
The character has been taught the basics of omedbPower Words — usually the Spoken Form. Theasttar knows how
to speak, draw, or carve them to initiate theie@®. Each actual word must be learnt separately.

2.6.9.1.8 Basic Power Words (1 point each)
Some of these are slightly changed from their ceabrules descriptions, while others are new.

Unless specifically state in the descriptions theatdons are

Target : Self
Psyche Human Chaos Amber Ranked
Duration 3 Seconds 8 Seconds 11 Seconds 11 + Psyche:General/5 Seconds
Target : Other
[Human Chaos Amber Ranked
Human Instant No Effect No Effect No Effect
Chaos 3 Seconds Instant No Effect No Effect
Amber 8 Seconds 3 Seconds Instant No Effect
Ranked 11 + Psyche:General/5 |8 + Psyche:General/10 3+Psyche:General/20 Seconds |Instant/No Effect
Seconds Seconds
Unless speciffically stated in the descriptionsRiaages/Areas of Effect are
Human Chaos Amber Ranked
Radius 3 feet 8 feet 11 feet 11 + Psyche:General/5 feet
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The Power Word types are indicated by a pair ¢éistfollowing the name. The first letter desigsatee target affected and
the second the area of effect.

Targets are

S Self
(0] Other — Contest of Psyche applies
N Object — No contest of Psyche
Areas are
T Touch — object must be touched unless targsdlis
R Range — A single point within the area of efis@ffected
A Area — All objects within the area of effect aféected

Balance [S][T]--This briefly increases your coordination and bagantseful for things like tightrope walking andtno
stumbling over the edge of cliffs.

Burst of Magic [S][R]--This triggers a small burst of magic. It can bedu immediately cast a Petty level spell evea in
place where magic normally fails. It will slightiugment an extant spell's power level. It can bésased to trigger a magical
item's functions (A rather dangerous use).

Burst of Psyche [S][T]--This will briefly augment your Psyche:Willpower bye greater of 5 points or 15%. Note a
Human+5 Psyche is still weaker than a Chaos Psyicyeu're looking for a way to defeat Fiona théistis not it - unless you
think you're close already.

Burst of Strength [S][T] --There are 4 forms of this Power Word which eactoaca different Strength sub-attribute - Bench
Press, Lift, Torsion, Impact.This will briefly augmt the appropriate sub-attribute by the greatérmdints or 15%, allowing
the delivery of a powerful blow, or the ability lith an object heavier than normal.

Burst of Speed [S][T]--Momentarily speeds the character up. Most usefehmylou are trying to escape/outrun someone and
a last burst of speed would really help. Can bigghtdenefit in combat by speeding up a swing, rieatly designed for
running, dodging and diving for cover.

Burst of Toughness [S][T]--This briefly hardens you against a blow, conferiegjstant to normal weapons, there by slightly
reducing the damage it causes. Especially usafulien you're falling; use it right before you hit

[Human Chaos Amber Ranked
Duration Instant 3 Seconds 5 Seconds 5 + Psyche:General/10
Seconds

Burst of Trump [O][R] --This creates a surge of trump energy. It will teaggrump traps (good for studying them without
being caught in them), activate trump devices, lald break through Trump Jamming. Does mean thmg®grus tendrils.

Defensive Luck [S][T]--Causes a bit of luck which can save your ass frgpmaa combat decision, assuming the odds aren't
TOO hard against you.

Fumble [O][T] --Causes the target to briefly have a klutz attacklase their grip on something. Tightly held obgeglike
weapons in combat) become vulnerable to disarmhde loosely held objects (a weapon just drawbotile you're trying to
open, etc) will be dropped entirely.

Induce Boredom [O][A] --You've all known teachers and bosses with this dlriee target briefly becomes bored with life
and unalert. It works very poorly in combat, buhex well against people like security guards yeachto sneak past.

Human Chaos Amber Ranked

Radius 1 feet 3 feet 5 feet 5 + Psyche:General/10 feet
Induce Euphoria [O][A] -- The target feels happy and euphoric for a few sgxofin nonaggressive target will generally
stop noticing what is going on around them fordheation. While not as useful in combat as a NeDislupt, it has the
advantage that the target may not realize thabhadppiness was caused by someone else.

Human Chaos Amber Ranked

Radius 1 feet 3 feet 5 feet 5 + Psyche:General/10 feet
Induce Fear [O][A] -- Fills the target with irrational terror. If the usaf the Power Word has a superior Psyche, thetarg
will lose all concentration and panic for a secofwimals, or creatures of similarly low intelligemaowill generally bolt and
keep running even after the fear fades, not reglitiat the fear was produced by a Power Word.

Human Chaos Amber Ranked
Radius 1 feet 3 feet 5 feet 5 + Psyche:General/10 feet
Light Strobe [N][A] --Light Strobe causes a flash of light. Useful fight or blinding people.

Lifeforce [S/O][T] --A burst of lifeforce will revive sleeping or knoakeut people, help someone escape being on the verg
of death, and reduce the stress of shapeshiftirrdsd will make very tired people briefly morerale

Pain Attack [O][T] --This causes a brief surge of agony in the target.

Process Surge [O][R}-This will cause some electrical, chemical or me@@meaction to briefly flare up. Delicate equipmhe
may be wrecked by this.
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Shade [N][A] --This causes the surrounding area to briefly getetaMostly useful for scaring the weak-minded

Spark [N][A] --This causes a small spray of sparks. It's enouggnti® a fire, light fireworks or a cigar, or causome mild
pain to a victim.

Thunder Peel [N][A] --Nothing says 'l am Wizard, Hear me Roar' like @ cdhominous thunder.
Cooking
Brown [N][R] --This will brown about one 12" frying pan containiagout 2lbs worth of meat.

Boil [N][R] --This will bring a 9" Saucepan containing about gbf water and its contents to the boil. Multiple
powerwords may be required to actually cook thelfoo

Chop [N][R] --This will chop or dice about 5 pounds of vegetghtasat, or fruit into small cubes for cooking.

Peel [N][R] --This will peal about 5 pounds worth of vegetabksdy for cooking. Use on potatoes, carrots, onieeks,
swedes, etc

Scramble [N][R] --Scrambles one 12" frying pan worth of eggs,milk botter.About 1 dozen eggs, two pints of milk, and
copule of ounces of butter.

Season [N][A]--This will season one small cook pot worth of fodt. this level,it will only simulate one spice.

Skin [N][A] --This will strip the skin from about one chicken woof meat. It only works on dead things, so g to
skin the living, bucko.

Stir [N][A] --This will stir up to about 3 gallons worth of ligljisoup, or stew. Be warned that some liquidvelatile.
Tenderise [N][A] --This will tenderise about 3 Ibs meat.

Prepare [N][R] --This will clean and remove detritus from about Sipds worth of vegetables ready for cooking or
chopping. Use on cabbage, letuce, and other sgdtataes

Disrupts/Negations

Chaos Negation [O][T]--This is intended for self-protection against Chattacks(usually Logrus). It works best as an
internal defence, but with sufficient Psyche adagset you can zap Chaos manifestations in the vemoddnd you.

Coordination Disrupt (aka Stumble) [O][T] --The victim stumbles. Those whose Strength is salisily lower than your
Psyche may fall down. Very nasty to people in situes like edges of cliffs, tightropes, etc.

Item Negation [O][R] --Item Negation is used to briefly knock out the sguowers of items for a few seconds. If the item
is being held or carried by another sentient beimgy can defend it with their psyche in additiorthie resistance the item
gains from its creator's psyche (Iltems resist Negatith 2/3rds the Psyche of the item's creatibems which have been
conjured may dissolve away completely if succelsfidm Negated by someone with enough of a Psgdvantage.

Magic Negation [O][R] --Magic Negation knocks out spells in the procedseafg cast, or which are hanging around, taking
up space. They resist with the psyche of themtore

Neural Disrupt [O][T] --This triggers a nervous twitch as you briefly dggrthe victim's nervous system.

Pattern Negation [O][R] --This is intended for self-protection against Pattstacks. It works best as an internal defence,
but with sufficient Psyche advantage, you can zapefn manifestations in the world around you.

Process Snuff [O][R]--This briefly dampens some electrical, chemical echanical reaction in process, such as causing an
engine to briefly stall, or a fire to nearly guttart. Multiple Process Snuffs in quick successidhkill the process entirely.

Psychic Disrupt [O][T] --This disrupts the victim's ability to concentratausing them to briefly lose control of any powers
they're using which require concentration (For eplamif using the logrus, all the tendrils theysantrolling will flail
randomly for a second or two.)

Resume True Form [O][T] --This forces the target to assume their most nafomal. Be warned that for Chaosians, Demon
Form is in fact their most natural form...A victimith Advanced Shapeshifting will have a choiceldit base forms.

Someone with Exalted Shapeshift will simply lauglyaur petty little power word, though even he Witker if you have a
psyche advantage on him.

Sound Disrupt [N][A] --This creates a brief burst of silence around you.

Trump Disrupt [O][T] --Trump Disrupt may knock out an active Trump cection. Depending on your Psyche and your
opponents skill you will either succeed or not. Dony this on Brand.

Weaken Structure [N][T] --This briefly creates a weak spot in somethiniglswhich can then be exploited to break it if
you're quick. One punch or blow can be deliveredrimbject every 3 seconds. For humans this mbagget one chance to
shatter/break an object, Chaosians 2, Amberitieast 3.

[Human Chaos Amber Ranked
Duration:object [Instant 3 Seconds |5 Seconds |5 + Psyche:General/10 Seconds
Miscellaneous

Cheat at Dice [N][T] --Causes up to five rolled dice to come up the yaywant them to.
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Freshen Up [S][T]--This leaves the user clean and sparkly, thouglon't prevent you getting dirty again. Useful fourt
occasions.

Twiddle [N][R] --This causes a machine to perform one of itstfans. You can target a specific function if yetware of
how it would normally be triggered.

Wizard Mark [N][T] --At the basic level, this is mostly useful forgressing people, as the mark fades within minutes t
hours, depending on Psyche. Still, it lets yougatfty rune on something for a short time.

Special

Special because of prerequisite powers, which atednafter the point cost.

Instant Shift [S][T] --Only useful for people with Shapeshifting. Adle you to instantly change to one of your basiofin
a heartbeat.

Shift Feature [S][T] --Changes one feature of a shadow object almetritly. Can change coinage into local coinage, one
colour into another, a hostile dog into a frienalhe, etc. The harder it is to shift shadow in tfeaathe more likely the
shifting is to fall short of the desired change.

Shadow Hop [S][T] --A quick, uncontrolled shift into an adjacentdbe. Useful for getting away from an enemy, but you
end up lost, and close enough that a shadow shétefind you in a few seconds.

2.6.9.1.9 Advanced Power Words (2 points each)
Advanced Words are twice as taxing to Enduranc®anal Power Words. Unless specifically state endiscriptions the
durations are

Target : Self
Psyche Human Chaos Amber Ranked
Duration 5 Seconds 12 Seconds 17 Seconds 17 + Psyche:General/3 Seconds
Target : Other
Human Chaos Amber Ranked
Human 3 Seconds Instant No Effect No Effect
Chaos 8 Seconds 3 Seconds Instant No Effect
Amber 11 Seconds 8 Seconds 3 seconds Instant/No Effect
Ranked 17 + Psyche:General/3 |11 + Psyche:General/10 8 + Psyche:General/20 3+
Seconds Seconds Seconds Psyche:General/40
Seconds/ Instant
Unless specifically stated in the descriptionsRlamges/Areas of Effect are
Human Chaos Amber Ranked
Radius 5 feet 12 feet 17 feet 17 + Psyche:General/3 feet

Hand of Steel [S][T]--This momentarily hardens the skin, conferringhbiéxtra Hard and Resistant to Normal Weapons to
the target for a moment.

Ranked
5 + Psyche:General/10 Seconds

Amber
5 Seconds

Chaos
3 Seconds

[Human
[Instant

Duration:object

Balance[S][T]--This briefly increases your coordinationdabalance. Useful for things like tightrope watkiand not
stumbling over the edge of cliffs.

Burst of Magic [S][R]--This triggers a small burst of magic. cin be used to immediately cast a Petty level speth in a
place where magic normally fails. It will slighthugment an extant spell's power level. It can bésased to trigger a magical
item's functions (A rather dangerous use).

Burst of Psyche[S][T]--This will briefly augment your Psyche:Wilbwer by the greater of 5 points or 15%. Note a &b
Psyche is still weaker than a Chaos Psyche. Ifgdabking for a way to defeat Fiona then thisas ib- unless you think
you're close already.

Burst of Strength [S][T]:There are 4 forms of this Power Word whidch act on a different Strength sub-attributencBe
Press, Lift, Torsion, Impact.This will briefly augmt the appropriate sub-attribute by the greatérmdints or 15%, allowing
the delivery of a powerful blow, or the ability lith an object heavier than normal.

Burst of Speed[S][T]: Momentarily speeds the character up. Mastful when you are trying to escape/outrun someade
a last burst of speed would really help. Can bghtdenefit in combat by speeding up a swing, rieatly designed for
running, dodging and diving for cover.

Burst of Toughnesg[S][T]--This briefly hardens you against a blowenering resistant to normal firearms, there byhdly
reducing the damage it causes. Especially usafulien you're falling; use it right before you hit

[Human Chaos Amber Ranked
Duration [Instant 3 Seconds |5 Seconds [5 + Psyche:General/10 Seconds
Burst of Trump [O][R]--This creates a surge of trump energy. ilt tigger trump traps (good for studying them kgt
being caught in them), activate trump devices, l&ld break through Trump Jamming. Does mean thmg®grus tendrils.
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Defensive Luck[S][T]--Causes a bit of luck which can save yoss #om a poor combat decision, assuming the odfeta
TOO hard against you.

Fumble [O][T]--Causes the target to briefly have a klatzack and lose their grip on something. Tightligtabjects (like
weapons in combat) become vulnerable to disarmahde loosely held objects (a weapon just drawbotile you're trying to
open, etc) will be dropped entirely.

Induce Boredom[O][A]--You've all known teachers and bosses Witls one. The target briefly becomes bored withdnd
unalert. It works very poorly in combat, but ratkell against people like security guards you rimesheak past.

Human Chaos Amber Ranked

Radius 2 feet 5 feet 8 feet 8 + Psyche:General/7 feet
Induce Euphoria [O][A]--The target becomes venydgifor a few seconds. A non-aggressive targetgeiflerally stop

noticing what is going on around them for the dioratWhile not as useful in combat as a Neuralurit has the advantage
that the target may not realize that the happmesscaused by someone else.

Human Chaos Amber Ranked

Radius 2 feet 5 feet 8 feet 8 + Psyche:General/7 feet
Induce Fear [O][A]--Fills the target with irratiolnzrror. If the user of the Power Word has a siopd?syche, the target will
lose all concentration and panic for a second. Alipor creatures of similarly low intelligenceJlgenerally bolt and keep
running even after the fear fades, not realizirg the fear was produced by a Power Word.

Human Chaos Amber Ranked

Radius 2 feet 5 feet 8 feet 8 + Psyche:General/7 feet
Light Strobe [N][A]--Light Strobe causes a flashlight so bright that the people will remain blinbie bit longer even after
the light fades.

Lifeforce [S/O][T]--A burst of lifeforce at this \el will heal petty wounds and cure minor diseg$iks colds). Even people
collapsed of exhaustion snap awake, though groggiseon sets in. Someone bleeding to death vigkigthave all their
wounds clot.

Pain Attack [O][T]--This causes a brief surge ofyimtense agony in the target

Process Surge [N][R]--This will cause some eleatrichemical or mechanical reaction to brieflydlamp tremendously. This
may well break anything not fairly tough.

Shade [N][A]--This causes the surrounding arealdoge into abject darkness for a few seconds.
Spark [N][A]--This causes a substantial spray @rkp. This will ignite just about anything flamnteb

Thunder N][A]--Nothing says 'l am Wizard, Hear medR like a clap of ominous thunder. Anyone who kaar it will suffer
some lingering deafness as well.

Disrupts and Negations

Chaos Destruction [O][T]--This is intended for setbtection against Chaos attacks (usually Logriisjvorks best as an
internal defence, but you can also zap Chaos nsaaifens in the world around you. Chaos constrwdtstart to unravel
after being hit with this

Coordination Destruction (aka Klutz Attack) [O][¥]he victim loses all coordination and briefly bews a total klutz.

Item Destruction [O][T]--Item Negation is used toelfly knock out the special powers of items fdea seconds. It will do
so regardless of the creator's psyche, thoughdliehof the item can protect it with his.

Magic Destruction [O][R]- An extended form of thealyic Negation Power Word, this word can damagerthgic
maintaining a conjured item, causing it to decgyjdig. If the item is not destroyed, the conjurangenerally repair the
damage and prevent further decay by spending aenper point in the item. This has no effect on pmaand qualities paid
for with points, but permanent conjured items flstay more slowly than normal ones. It also knaksspells quite
effectively.

Neural Destruction [O][T]--The victim has a brigfileptic fit, leaving them fairly vulnerable.

Pattern Destruction [O][T]--This is intended folfg®otection against Pattern attacks. It worksttees an internal defence,
but you can also zap Pattern manifestations intmd around you. It will damage or destroy miattern Items.

Process Destruction [N][R]--This will knock out seralectrical, chemical or mechanical reaction ocpss, unless it is very
large (You can't PS a forest fire, but you coultl qut all the flames on one tree)

Psychic Destruction [O][T]--This disrupts the vt ability to concentrate, causing any powers'teectively using to go
crazy for a few seconds.

Resume True Form [O][T]--This forces the targeassume their most natural form. Be warned thaCfaosians, Demon
Form is in fact their most natural form...A victimith Exalted Shapeshifting will have a choice ddittbase forms. If the
victim has only Basic Shapeshift, you can force inita which ever of his basic forms you want, assgmou know what
they are.

Sound Destruction [N][A]--This creates a longetitag burst of silence.

Trump Destruction [O][R]--Trump Disrupt will knoabut an active Trump connection. If used on a cardrg holding, it
works automatically, otherwise you need Psyche rtdgee. It will also damage or destroy minor Trutems.
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Weaken Structure (Break Structure) [N][T]--This tsbes something solid which lacks Damage Resistance
Miscellaneous
Cheat at Cards [N][T]--Draw the Hand you want. sTiorks best if you're dealing.

Twiddle [N][R]--This allows complete control ovemaachine's functions for a few seconds. One cowlide a vending
machine cough up free candy, for example...

Wizard Mark [N][R]--Put a rune on something. Itte$or hours to days, depending on how much psyobehave.
Special Power Words: Special because of preregyiswers, which are noted after the point cost.

Grab [N][R]: This power word grabs the named objeith a quickly summoned Logrus tendril and yaiksto your hands.
Your psyche must beat the target's strength ibtiject is restrained. It has a range of 30 + Rsydints feet on the Chaos
side of Ygg, and 11+ Psyche feet on the Amber side.

Instant Shift [O][T]--Only useful for people withh@peshifting. Perform any basic shapeshifting tionanstantly.

Shadow Step [S][A]: The expanded form of Shadow Hbis allows for a controlled hop. The charactar Step out of
combat, run a few feet, and Step back into theraiighadow, behind their bewildered opponent.

2.6.9.1.10 Exalted Power Words (4 points each)
Exalted Words are twice as taxing to EndurancedasaAced Power Words and four times as taxing ag Basver Words.
Unless specifically state in the descriptions theatdons are

Target : Self
Psyche Human Chaos Amber Ranked
Duration 6 Seconds 16 Seconds 22 Seconds 22 + 2*Psyche:General/5
Seconds
Target : Other
Human Chaos |Amber Ranked
Human 8 Seconds 3 Seconds Instant No Effect
Chaos 11 seconds Seconds 8 Seconds 3 Seconds Instant / No Effect
Amber 17 Seconds 11 Seconds 8 Seconds 3 Seconds/ Instant
Ranked 22 + 2*Psyche:General*5 |17 + Psyche:General/5 |11 + Psyche:General/10 |8 + Psyche:General/20/ 3 +
Seconds Seconds Seconds Psyche:General/40 Seconds
Unless specifically stated in the descriptionsRlamges/Areas of Effect are
Human Chaos Amber Ranked
Radius 6 feet 16 feet 22 feet 22 + 2*Psyche:General/5 feet

Hand of Mithril [S][T] --This momentarily hardens the skin, conferring dbttra Damage and Resistant to Firearms to the
target for a moment.

[Human Chaos Amber Ranked
Duration:object Instant 3 Seconds |5 Seconds |5 + Psyche:General/10 Seconds

Balance [S][T] --This briefly increases your coordination andabak substantially. You could briefly run up ansd blade
Or runs across moving oars.

Burst Of Magic [S][R] --This triggers a hefty burst of magic. It canused to immediately cast a minor or average level
spell even in a place where magic normally faltswill somewhat augment an extant spell's poweelldt can also be used to
trigger a magical item's functions (A rather daogesruse).

Burst of Psyche [S][T]--This will briefly augmenbyr psyche. If you already have an advantagell gain serious ground.
If you're weaker, but only a little, you'll briefsurge ahead. If you're a lot weaker, this lilsft going to be enough.

Burst of Strength [S][T]--You become substantialiyonger for a short period of time. If you alrg&@dve an advantage,
you'll gain serious ground. If you're weaker, boly a little, you'll briefly surge ahead. If yoei'a lot weaker, this likely isn't
going to be enough.

Burst of Speed [S][T]-- Momentarily speeds the elster up. If you already have an advantage, ygailil serious ground. If
you're weaker, but only a little, you'll brieflyrgie ahead. If you're a lot weaker, this likelytigoing to be enough.

Burst of Toughness [S][T]--This briefly hardens yagainst a blow, reducing the damage it causepedily useful for when
you're falling; use it right before you hit.

Burst of Trump [O][R]--This creates a surge of truenergy. It will trigger trump traps (good foudying them without
being caught in them), activate trump devices, f@ip break through Trump Jamming. Will likely gaenasty jolt if directed
at a Logrus manifestation.

Defensive Luck [S][T]--Causes a substantial bitugk to save your ass.
Fumble [O][T]--Causes the target to drop what tteelgblding unless it's tied to them or they hala ®f Strength.
Induce Boredom [O][A]--The target is so bored, tee¢n in combat; they'll lose interest for a littlbile.

| [Human [Chaos |Amber [Ranked |
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|Radius  [3 feet 8 feet [11feet  [11 + Psyche:General/5 feet |
Induce Euphoria [O][A]--The target becomes venydgidbr a few seconds. A non-aggressive targetgeitierally stop
noticing what is going on around them for the dioratWhile not as useful in combat as a Neuralurit has the advantage
that the target may not realize that the happmesscaused by someone else.

Human Chaos Amber Ranked

Radius 3 feet 8 feet 11 feet 11 + Psyche:General/5 feet
Induce Fear [O][A]--Fills the target with irratiolnzrror. If the user of the Power Word has a siopd?syche, the target will
lose all concentration and panic for a second. Alipor creatures of similarly low intelligenceJl\generally bolt and keep
running even after the fear fades, not realizirag the fear was produced by a Power Word.

Human Chaos Amber Ranked

Radius 3 feet 8 feet 11 feet 11 + Psyche:General/5 feet
Light Strobe [N][A]--Light Strobe causes a flashlight so bright that the people will remain blinbie bit longer even after
the light fades.

Lifeforce [S/O][T]--A burst of lifeforce at this \el will heal petty wounds and cure minor diseg$ks colds). Even people
collapsed of exhaustion snap awake, though groggiseon sets in. Someone bleeding to death vigkigthave all their
wounds clot.

Pain Attack [O][T]--This causes a brief surge ofyimtense agony in the target

Process Surge [N][R]--This will cause some eleatrichemical or mechanical reaction to brieflydlamp tremendously. This
may well break anything not fairly tough.

Shade [N][A]--This causes the surrounding arealdoge into abject darkness for a few seconds.
Spark [N][A]--This causes a substantial spray @frkp. This will ignite just about anything flamnteb

Sonic Boom N][A]--Nothing says 'l am Wizard, Heae iRoar' like a clap of ominous thunder. Anyone who hear it will
suffer some lingering deafness as well.

Disrupts and Negations

Chaos Destruction [O][T]--This is intended for setbtection against Chaos attacks (usually Logriisjvorks best as an
internal defence, but you can also zap Chaos nsaaifens in the world around you. Chaos constrwétstart to unravel
after being hit with this

Coordination Destruction (aka Klutz Attack) [O][¥T+he victim loses all coordination and briefly bews a total klutz.

Item Destruction [O][T]--ltem Negation is used toelfly knock out the special powers of items fdea seconds. It will do
so regardless of the creator's psyche, thoughdliehof the item can protect it with his.

Magic Destruction [O][R]- An extended form of thealyic Negation Power Word, this word can damagerthgic
maintaining a conjured item, causing it to decaydig. If the item is not destroyed, the conjurangenerally repair the
damage and prevent further decay by spending aenper point in the item. This has no effect on pmaand qualities paid
for with points, but permanent conjured items flstay more slowly than normal ones. It also knaaksspells quite
effectively.

Neural Destruction [O][T]--The victim has a brigfileptic fit, leaving them fairly vulnerable.

Pattern Destruction [O][T]--This is intended folfg®otection against Pattern attacks. It worksttses an internal defence,
but you can also zap Pattern manifestations intmid around you. It will damage or destroy miRattern Items.

Process Destruction [N][R]--This will knock out seralectrical, chemical or mechanical reaction ocpss, unless it is very
large (You can't PS a forest fire, but you coultl qut all the flames on one tree)

Psychic Destruction [O][T]--This disrupts the vt ability to concentrate, causing any powers'tbectively using to go
crazy for a few seconds.

Resume True Form [O][T]--This forces the targeassume their most natural form. Be warned thaCfaosians, Demon
Form is in fact their most natural form...A victimith Exalted Shapeshifting will have a choice ddittbase forms. If the
victim has only Basic Shapeshift, you can force inta which ever of his basic forms you want, assgrgou know what
they are.

Sound Destruction [N][A]--This creates a longetitag burst of silence.

Trump Destruction [O][R]--Trump Disrupt will knoakut an active Trump connection. If used on a cardrg holding, it
works automatically, otherwise you need Psyche rtdgee. It wsill also damage or destroy minor Tritems.

Weaken Structure (Break Structure) [N][T]--This thes something solid which lacks Damage Resistance
Miscellaneous
Cheat at Cards [N][T]--Draw the Hand you want. sTiorks best if you're dealing.

Twiddle [N][R]--This allows complete control ovemaachine's functions for a few seconds. One coallde a vending
machine cough up free candy, for example...

Wizard Mark [N][R]--Put a rune on something. Itt$or hours to days, depending on how much psyobehave.
Special Power Words: Special because of prereéguisiwvers, which are noted after the point cost.
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Grab [N][R]: This power word grabs the named objeith a quickly summoned Logrus tendril and yaiksto your hands.
Your psyche must beat the target's strength ibtiject is restrained. It has a range of 30 + Rsydints feet on the Chaos
side of Ygg, and 11+ Psyche feet on the Amber side.

Instant Shift [O][T]--Only useful for people withh8peshifting. Perform any basic shapeshiftingtfondnstantly.

Shadow Leap [S][A]: The expanded form of ShadowpStikis allows for a longer step. The characterstap out of the
shadow theyi¢Yzre in, run a several yards, andstiegnback into the original shadow.

2.6.9.1.11 Power Word Boost (03 points)
One can choose to put more OOMPH into one's poweds\by expending additional life force. It coste times the normal
Endurance, but it doubles the effectiveness ofvegpavord. This is a good way to knock yourself quick, but sometimes
worth it.

2.6.9.1.12 Advanced Power Word Boost (03 points)
Double power not enough? Invest 20 times the nblEmdurance and you can have five times the noefftt. This is very
flashy, but also very Endurance costly.

2.6.9.1.13 Area Effect Power Words (05 points)
Most Power Words normally only effect one targéthaugh a few have some area of effect (Light Str@&hade, etc). This
enhancement enables you turn Touch Power WordRRiabge power words and Range Power Words into Pogeer
words. Power words that are already Area Power Whade their area of effect increased as below.

Human Chaos Amber Ranked
5*Endurance *1.5 *2 *2.5 *3
20*Endurance *2 *3 *4 *5

This can be combined with Power Word Boost or AdeahPower Word Boost if you really need to, thoiigtill knock
you out fast and quite possibly kill you very dead.

2.6.9.1.14 Alternate Power Word Forms (10 points each additional Form)
This enables you to learn alternate means of panfigr Power Words and convert words you know betwkermethods you
know.

«  Word Magic: This is the standard form, in whichrd® are spoken to articulate the powers.

e Paintings: Abstract or realistic. You paint patteor symbols onto an object to activate the pomend.
Easily combinable with Trump to produce Trumps thigger Power Words when activated.

*  Knot-tying: You tie various ornate knots into rgmnd then untie the knot to activate the powerdwor

«  Origami: Creating unique paper statuary for eamhgr word you know and then crush the shape toaeti
the power word

«  Stick Carving: You carve patterns into sticks amehtbreak the stick to activate the power word
Rune Magic (Inscription Magic) and Chi (or Ki) powseare separate forms of Power Words that havediegi requirements
and restrictions.
2.6.9.2 Sorcery

2.6.9.2.1 What can Sorcery do?
Sorcery reshapes reality in a very immediate amuéssive manner. It has major disadvantages &f and speed of
preparation, however, and in the need to adjuss@pells for new conditions before they can belus&here an Advanced
Pattern Master could turn Shadow Earth into Carar Band fairly easily, a Sorcerer would blow hirfisgl doing the same
thing...after spending months to years castingspiell. On the other hand, Pattern won't let yoawhlightning bolts or fly.

Sorcery can do almost anything that isn't the redlenstronger Power, and if you possess a strdPgeser, you can learn to
integrate that Power with Sorcery. It has the miajatation that it can never reach out of thediwa it is used in, unless
combined with a higher Power.

Things Sorcery does well:

«  Establish psychic contact with people in the sanaelsw, especially if they are in line of sight. iSTbontact
can then be used to monkey around with their mimde&nk things out of said minds.

¢ Shield against psychic contact

¢ Find things within the same shadow

» Divine information about something in the same slgdncluding beings of Reality.
e Summon, re-direct, destroy, or control energy

e Mould shadow into new forms

¢ Move things within the same shadow

» Defend against Sorcery and Conjuration and Powendg/ge, against Magic)

»  Dispel other spells.
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» Do ugly things to spells racked in a container peeson's mind

*  Create spells which trigger themselves on a preeamadition (such spells will quickly unravel or &ad moved
into a different shadow and are usually used tp pfaces you want to keep enemies out of)

Things Sorcery can't do by itself:

e Conjure matter from nothing (the realm of Conjwa}i This doesn't preclude summoning a desireglcbbj
from elsewhere in the same shadow, however.

e  Create Trumps

*  Permanently prevent a Shapechanger shifting forms.

e Move the Pattern or the Logrus

¢ Create Logrus tendrils

¢ Summon Primal Chaos, Primal Order, or Shadow Storms
»  Affect spells racked on the Logrus or a Broken étatt

With basic sorcery, spells must either be instaetan (such spells can have permanent effectsulikéng people to stone),
suspended until a trigger condition is met (wardpgrate continuously in the same location unéithradually degrade, or
they require that the sorcerer maintain the efigatoncentration in order to direct it. Advancedcery enables the sorcerer
to create self-directing spells which can be gsienple instructions and left to work on their owitheut requiring
concentration.

2.6.9.2.2 Casting Times for Sorcery
For simplicity's sake, magic is here defined aciogyrtb roughly how powerful the effect is, whichfides how long it takes to
cast a spell and what level of magic the shadowt swgport in order to sustain it.

»  Petty: 1-3 seconds casting time: Changing yourceyeur. Lighting a candle. Picking a simple lockirfiing
water into carbonated water. Creating a flashghtt liMake someone look at you.

e Minor: half a minute: Sending a telepathic messagess a room. Changing your hair colour. Lighting
barbeque grill. Turning water into Coke. Generatirfiye foot radius sphere of light. Make somedmiekt
about you.

+  Average: Five to ten minutes: Sending a telepatt@ssage across the castle. Generating a tasefftict
with lightning. Changing your skin colour. Lightirrgperson on fire. Turning water into wine. Lightitne
entire courtyard. Make someone like you. Fly animg speed. Teleport short distances. Create nlagica
shields to repel attacks.

< Difficult: 1 hour: Sending a telepathic messageesaivmiles. Blasting several people with fire ghtning.
Impersonating someone. Turning water into liquideugy. Lighting a small town. Make someone love .you
Teleport long distances. Fly at horse speed.

*  Challenging: 3-6 hours: Send a telepathic messageteere in a shadow. Teleportation within the same
shadow (Those with Trump, Pattern, or Logrus cao huild spells to teleport anywhere they've ewem.
Blasting a small crowd. Turning water into goldghiing a large town. Make someone worship you gadca
Create nigh-invulnerable force fields. Fly at motacing speeds.

e Hard:1-3 days Reshape Castle Amber to your willelLéhe walls of a city. Blow up small armies witfagic.
Turn air into gold. llluminate an entire nationly Bt jet aircraft speed.

e Incredibly hard: 1-4 weeks Mind control dozens ebple at once. Blow up large cities. Turn Kolvioim
Kwiki-Mart. Teleport dozens of people at once tffedént destinations. Light up an entire continent.
Achieve Escape Velocity.

*  God-like: 1-4 months Do anything you can imagineng shadow dweller in whatever shadow you're
currently in. Do almost anything to any person viilinod of Reality, if you can overwhelm their psgch
backed up by their Reality Power, which isn't easy.

2.6.9.2.3 Racking Spells
Weak spells are quick and easy. But most spelis ltakg enough to cast that when you're under styesdl die before you
finish them. That's what racked spells are forc8mars can rack spells in specially prepared iteasting them in advance,
then storing them until needed.

Mages with Conjuration can summon themselves yehmck when they need one. Mages with Logrushezany spells on
the Logrus. Broken Pattern Mages can do the sdtheugh the Broken Pattern tends to warp their osagCrazy mages
with Shapeshifting can rack multiple spells in thegad, although this is dangerous.

Racked spells do have several disadvantages. Euay @ver time and you periodically will have teast them if you don't
use them fast enough. The stronger the spell,uloker it unravels. This means you can't spendvayars in a quick time
shadow racking spells, then bring them out to cyaslr enemies, because most of them will unravehbytime you finish the
last ones.
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Secondly, racked spells require a certain amoufiddiing with in order to actually be released swvhere other than where
they were cast. Crucial components, called 'lynediphave to be reconfigured to make them work. mbee powerful the
spell, the more tweaking, in general. Still, thisk®s releasing them a matter of seconds insteathafes, hours, or days.

Finally, don't forget you're still going to need@urce of magic for them to draw on; racked spedia't work in a shadow
with no magic or with magic which is too weak.
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2.6.9.2.4 Power Sources
2.6.9.2.4.1 Personal Power

Desperate mages can power their magic using theirlite force. The emphasis here is 'desperatal afe feeding off your
own Endurance, which tends to quickly become d8pells powered by personal power can be cast argybven if the
shadow doesn't normally support magic.

Petty:

e Human Endurance: One makes you tired. Two makeeybausted. Three makes you fall down.

e Chaos Endurance: You can manage two spells witsignificant penalty. Each two after that moves you
from tired to exhausted to unconscious.

«  Amber Endurance or Higher: At Amber, as chaos raokby threes. At higher ranks, you can incredging
use petty magics at will without tiring significgnt

Minor:

e Human Endurance: A single minor spell makes yowaested. After two you pass out.

e Chaos Endurance: You can manage one spell withignificant penalty. Each one after that moves younf
tired to exhausted to unconscious.

*  Amber Endurance or Higher: You can manage twoyfeikily. After three, you are tired, after fiveuyare
exhausted, and after seven, you pass out. At higinés, you can increasingly use minor magics witho
tiring significantly.

Average:

e Human Endurance: A single average spell leavesoyaie verge of collapse. A second one withoutirggett
proper rest will kill you.

»  Chaos Endurance: Each one cast moves you fromtéireghausted to unconscious.

«  Amber Endurance or Higher: You can manage ong fadsily. After two, you are tired, after four yare
exhausted, and after six, you pass out. At higlieks, you can increasingly use large numbers achgee
magics before you collapse.

Difficult:

*  Human Endurance: A single difficult spell puts yauthe verge of death. You will need medical help.

*  Chaos Endurance: The first spell leaves you exhdu3the second one would drive you to the verge of
death.

*  Amber Endurance or Higher: A single difficult spethves you tired. A second one leaves you onéhgevof
collapse. A third one would kill you. At higher ke you can handle more of these, but you'll tdin
quickly.

Challenging:

¢ Human Endurance: You drop dead.

¢ Chaos Endurance: You pass out and can't even tystoa second one.

*  Amber Endurance or Higher: You totter about onvige of collapse after just one. A second one evoul
kill you. At higher ranks, you can handle more Gmding magics before passing out or dying, bsisitill not
wise.

Hard:

¢ Human Endurance: You don't just die, your entirdybie consumed and crumbles to dust. And the &plslI
anyway.

e Chaos Endurance: You sink into a coma, and sleepdeks to months. When you awaken, your endurance
sinks to human.

e Amber Endurance or Higher: You pass out and sleegdys. At higher ranks of Endurance, you doaks!
as long, and at really ludicrous levels (80+), woly reach the verge of collapse.

Incredibly hard:

«  Human Endurance: You completely evaporate as ithaainever been, but the spell fails regardless.

e Chaos Endurance: You drop dead.

e Amber Endurance or Higher: You sink into a coma @mp to Chaos endurance after about six months nap
time. If you have 10 or more points in Enduranaej gimply lose ten of them.
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God-like:

+  Human Endurance: You explode within a second drigrio cast it. Out of control energies explodeua
you in some much weaker form of the effect.

*  Chaos Endurance: You burst into flames and burryawash. Spell fails.

e Amber Endurance or Higher: If you have 0-4 pointEndurance, you drop dead and nothing happepsulf
have 5-20 points in Endurance, you spend two yaasoma and wake up with Chaos Endurance. If you
have 21-30 points in Endurance, you wake up inea g Amber Endurance. If you have over 30 poys,
lose 30, and wake up after six months of coma.

2.6.9.2.4.2 Stored Power

Smart mages carry a magical 'battery’ of some \itill them wherever they go, so that if they're @eafe, they can draw on
it to perform spells if necessary. These battdviese the major flaw that other mages can easilgatiéhem, which can make
stealth past a mage tricky. Also, broken battezigdode, which is never fun.

2.6.9.2.4.3 External Power Sources

The safest, but least reliable source of powextisreal power sources. Every shadow where magi&svoas sources of
magical energy. Sometimes it collects in foci pairind in other shadows, it is evenly spread througthe shadow.
Depending on the nature of local magic, this poéapped in different ways, and learning thesesagyhe most time
consuming aspect of adapting to different shadowany shadows are non-magical and have no suclte®of magic at all.

It takes about a week for a Chaos psyche soroeideatn how to adapt his spells to use local paeerces. With Amber
psyche, a day will suffice. Every ten points abthat halves the time (10--12 hours, 20--6 houds;3hours, 40--90
minutes, etc). This enables the sorcerer tafihe needed 'magic of shadow' lynchpin duringirgstThis is only possible if
the sorcerer is a Broken Pattern, Pattern, or Loogser (or has some other way to study the nafuseadow). This is
usually only necessary when one moves a substdigiahce across shadow, or if the shadow in cqurestis been moulded to
change its laws. For example, all of the shadohistwmake up the Golden Circle share the samedéwsagic as Amber,
and thus there is no need to tinker with one'dsspéthin that area. Chaos is the same way, athaufair number of Houses
of Chaos tinker with local magic rules to give themadvantage on their home ground.

2.6.9.2.4.4 Logrus Conduit

Sorcerers who have bought 'Logrus Sorcery' cathgskogrus as a conduit to draw power from othedskwvs to perform
magic even in non-magical shadows. They are valbieto having their logrus conduit tendril cutewer.

2.69.2.5 Contents
B [05] Magical Initiation

B-------- [00]Sorcery:

B [03] Basic Sorcery on one side of Ygg
B----mmmmmmeee- [02] Basic Sorcery on both sidek¥gg
S [05]Trump Sorcery (Trump Mag
S [05] Advanced Trump Soecy (Trump Magic+15, Trump Sorcery+15)
S [05] Logrus Sorcery (Logrudagic)
S [05] Advanced Logrus Scery (Logrus Magic+15, Logrus Sorcery+15)
S [05] Broken Pattern Sorcefroken Pattern Magic)
S [05] Advanced Broken Pattn Sorcery (Pattern Magic+15, Broken Pattern Sg#ds)
Semmmm e [05]Pattern Sorcery (Pattekagic)
S [05] Advanced Pattern &ery (Pattern Magic+15, Pattern Sorcery+15)
Semmmm e [05]True Pattern Sorcery (e Pattern Magic)
S [05] Advanced True Patte Sorcery (True Pattern Magic+15, True Patterrc&yr-15)
Sommmm e [05] Shapeshifting Sorcergliapeshifting Magic)
S [05] Advanced Shapestiify Sorcery (Shapeshifting Magic+15, ShapeshifBogcery+15)
A [05] Quick Casting
A [05] Intelligent Spells
E [07] Contingency Casting
E [03] Self-Maintainng Spells #
B----mmmmmmmeeee [03] Spell Rack
I [02] Spell Stealing
E--mmmmmmmm e [02] Bestow Spell
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E-ommmem e [03] Bestow Spells
Anmmommeeem e [05] Sardine Racking

E---memmmr e [05] Horde of Spells
E---mememm e [05] Personal Spell

E---memmmr e [05] Cantrips

E [05] Personal Sorcery
E-mmmmmm e [05] Spell Maintenance Sk

B: Basic Power; A: Advanced Power; E: ExalRmver, S: Special — Advanced but see description
# Requires Spell Maintenance Spells arelligeent Spells as Pre-requisites

To acquire Advanced powers requires 35 pdainBasic Sorcery

To acquire Exalted powers requires all thectetsilities plus 25 points in Advanced Sorcery

2.6.9.2.6 Basic Sorcery — One side of Ygg (03 points)
This is the capacity to create new spells usingdsgbining Sorcery's basic spell qualities or 'congs’, and also includes
the capacity to rack and cast one spell. The Isasitt components out of which whole spells areteckare:

¢ Shadow Opening: The first component spell of thec&er is that of creating opening or 'gates' fmam8hadow to
another, or simply from one point to another witlie same Shadow. These gates are usually temporary
maintaining themselves just with the Psychic enefge caster, for only an instant. The most comi®badow
Opening is a Teleportation, used by the casterateet through Shadow. However, with the additiomafgical
energies, either from a Magical Energy componenfroon other tapped energies, the opening can pedggen
longer. Given sufficient energy, a Shadow Openig lse maintained indefinitely.
Sometimes, as with the Pressurized Lava spellad@t Opening spell is useful as a weapon. Simédéewgays can
be used to channel in water, wind, or other natleshents.
The lightning Bolt spell uses a Shadow Openingdte ¢n the lightning, but the area must first bepaired with a
Shadow Manipulation; otherwise, the bolt would pdssugh the nearest object, namely the caster.

e Shadow Manipulation: A spell to alter or changeshdf of Shadow can be used by itself. Shadow Maation
can be used to change the form of a piece of Shatlaffy like changing a steel door into one madeledr glass. In
combination with a mind touch component, Shadowipudation can be used against a person, induce,gbesn,
or some kind of change in a victim.

0 Shape Shift Shadow Items
0 Prepare an Item or Area for Magical Energy.
o Define Channel for Magical Energy

Each change counts as a separate use of this cemp&or example, casting a single spell that tarrsck into an
amulet, and then prepares that amulet for storiagical energy, would require two uses of this congmo.

*  Magical Energy: This spell creates raw magical poWwinits of the energy that the spell can geneisataore a
matter of how much spells and objects can contather than any innate shortage of magic; shortamgesal
magical energy merely make this component takeelptm cast. If a spell is to be maintained withcomstant
concentration, it must have a 'pool' of magic takmeith. Objects are usually limited to an hoursrtt of magic
and fields, such as magical walls, wards, and sareusually limited to about twelve hours.

e Mind Touch: Opens a mind to mind link between thster and a subject. This link works the same wsapach or
a Trump contact, allowing the two minds to touchkén by itself, this spell simple creates a links lalso the basic
building block of any spell that can directly affemother creature.

Overcoming the Psyche of the victim is always as@eration (unless the object of the spell opeas thind and
becomes a willing subject). This means a Psycheriujty, where the caster dominates the victinyssally
needed.

e Measure Substance: This is used to perform "detext™analyse" and "locate" spells. The more sigdtié target
being searched for, the more detail can be produeed Detect Substance spell could pick out eveeyin a
crowd with any Powers or bit of reality to themt latould not specify between Pattern and Logrusef@mple.
Detect Magic might spot racked spells and idemtifpan as a sorcerer, but would not notice thadePattern
Imprint. This component spell can be used to perfarsearch for something, but is limited to seaighi single
shadow, since the nature of Magic is usually dijgtiitferent in other shadows and the spell wilt function there.

e Counter Magic: This is used to create spells wHiefend against Magic or disrupt and destroy iteyléan be cast
quickly and simply.

Basic Sorcery at this level allows you to operai®ne side of Ygg (chosen at character creatiomy i$ either Amber

Shadows or Chaos Shadows. When in the opposita geal cannot use your powers.

2.6.9.2.7 Basic Sorcery- Both Sides of Ygg (02 points)
This extends your abilities to both side of Ygdpwing you to operate freely in both realms.

2.6.9.2.8 'Power' Sorcery (05 points each, requires ‘Power’ Magic)
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This is used to invoke a Power as part of a sfigdich form cannot be learnt unless that power ssggsed at the basic level.
Trying to invoke incompatible Powers (Like Logrusimp or Logrus/Pattern) in one spell is a very ibad... As is trying to
rack a Pattern, Broken Pattern, or Trump invokiogllsn the Logrus, or a Trump, Logrus, or Shap&sgispell in a Broken
Pattern. Racking Spells on the Logrus or BroketePais purchased as a Logrus or Broken Pattenepaand is distinct
from what this ability allows.

To incorporate the power into spells the power rivestinderstood at the power magic level..

«  Pattern Sorcery: Spells infused with the Pattexwoime firmer and harder to dispel or counter. ePatinagics can
incorporate the powers of Pattern known to theeserc For example, a person could cast spellshwhanipulate
probabilities. Pattern Defence drops in effecttsmnagainst them.

» Logrus Sorcery: Logrus-infused spells grow mores@dul, but also become erratic, having unexpeeféetts.
Logrus magics can incorporate the powers of thel®gnown by the sorcerer. Logrus Defence drops in
effectiveness against them.

e Trump Sorcery: Trump sorcerers can use trump&aople as links to them which greatly enhance tiality to
break through the person's defences. They cadaisetion magics to learn things about a persgiaae using
that person or place's trump without them beinggme They can use Petty Magic to teleport topege they
have a Trump of. They can also rack spells in pumhich will trigger when the trump is used. TpuBefence
drops in effectiveness against them.

e Broken Pattern Sorcery: The spells are backedyupebBroken Pattern, which helps them to resisighe
dispelled. They can incorporate Broken PatterndtswHowever, they suffer from the flaw in the Bzo Pattern,
which means they always have some sort of flanok8n Pattern makes for especially effective cospis.

«  Shapeshifting Sorcery: Powers of Shapeshiftingbeaworked into the spell, which can alter the farfneven those
with the Blood of Reality. One can also use itapidly trigger one's own shapeshifting abilitigsracking spells to
induce specific shifts in oneself. With advanckdpeshifting, you can create Creatures of Blood gdrorack and
use spells (or use Sorcery to replenish the lossfiifa force inherent in creating creatures obdland thus create
them much more quickly without mangling yourself).

2.6.9.2.9 Advanced 'Power’ Sorcery (05 points, requires ‘Power’ Magic +15, ‘Power’ Sorcery +15)
A potent ability, fusing Magic and the power togstht a basic level. Spells cast with this abéity resisted almost as if they
were the power incorporated into them, and showrgjin power even above normal Power Sorcery. i$hige threshold to
some of the unknown, unlisted feats of grand ma@ne must have begun to study the power itse¢lfeaadvanced level to
buy this.

2.69.210 Quick Casting: (05 points)
This allows the caster to reduce the casting tifrespell by one step on the Casting Time tableeyTcan also fill in
lynchpins at double normal speed.

2.6.9.2.11 Intelligent Spells (05 points)
A spell with this micro-spell will be possessedadfertain degree of intelligence, and can guiadf igthout aid from its
caster. It can accept complicated commands, suaiwasd whose password or list of authorized persiocan be updated at
will. Spells with this micro-spell and Manipulaté&low can be cast across shadow boundaries tdhadgw in the
immediate area (where there is no significant diffiee in the function of magic). A lightning botiudd be crafted that would
turn a corner and aim for the largest human tagetthe man in red robes," even if the sorceres u@sure of the target's
position.

2.6.9.2.12 Contingency Casting: (05 points)
You can rack spells to go off or cast themselveteucertain, preset conditions. For example, yoused a racked healing
spell to go off if you fall unconscious, or a stieg spell to go off if someone swings a swordai.y\However, these spells
can only be used as they are set to -- you castittlea aforementioned healing spell on a comradeyen on yourself if you
aren't unconscious! Also keep in mind that thel$petis to be very literal minded.

2.6.9.2.13 Self-Maintaining Spells (05 points) (requires Intelligent Spells and Spell Maintenance Spells)
The holy grail of the busy wizard. By tacking atra 10% onto the casting time, you can creatdsspalich will maintain
themselves, leaving you free to work on other matt& his power requires intelligent spells andispaintenance spells as
pre-requisites.

2.6.9.2.14 Spell Rack (03 points)
Twelve Spell Points worth of spells can be stored properly prepared container. You know how &kensuch containers.
One additional spell can be racked in one's mirith avmaximum level determined by one's psyche.

Difficulty Level ‘Spell Point Cost' Psyche neededRack in Head
Petty 1for8 Human
Minor 1for4 Chaos
Average 1for2 Amber
Difficult 1 11+
Challenging 2 21+
Hard: 4 51+
Incredibly hard: 8 76+
God-like 16 126+
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Table 1- Spell Racking Table

2.6.9.2.15 Spell Stealing (02 points)(Use Other People's Racked Spells)
The Sorcerer can detect and use spells rackedchby péople. This power works as usual for contajribe Sorcerer must be
in Psychic contact with the container in order ¢oess the spells therein. This allows creatioméy tan spend a few minutes
of study in order to figure out exactly what thelsgoes and what Lynchpins must be specifiedhey tan be brave and try
to cast it without knowing what it does. If theb@ct resists, the Sorcerer must have the Psydiingage to cast the spell.

This can be used, if you successfully invade amdBleecerer’s mind, to use them as a living spekrancluding setting off
spells they've racked in their head.

2.6.9.2.16 Bestow Spell (02 points)
The Sorcerer can rack a spell in another persant for that other person to use. See the SpaitHable to determine
how large a spell the person can hold. This dependhe recipient's psyche. Double the time lease the spell if the
subject does not have Magic Initiation and Castl$pa One Side of Yig.

2.6.9.2.17 Bestow Spells (03 points)
Rack 12 points of spells in another person forrthse. See the Spell Point Table to determine laoye a spell the person
can hold. This depends on the recipient's psyErmuble the time to release the spell if the suljees not have Magic
Initiation and Cast Spells on One Side of Yig.

2.6.9.2.18 Sardine Racking (05 points)
You can now double the spell point capacity ofellspck (usually turning 12 into 24 at this levalit also a rack 1 spell
point item into a rack two spell points item). 3 somewhat dangerous, since the item wasny EBESIGNED to do
that. If you have bad stuff or low psyche, theredme danger of accidentally releasing multiplispvhenever you use the
crammed rack. If you have both, you're headinglfsaster.

You can rack 2 spells inside your brain; this imewhat safer than with an item, as you know yoambwell. As with Rack
Spells, this is limited by your psyche.

2.6.9.2.19 Horde of Spells (05 points)
You can now make items which will hold 50 spelljiei This is a 4 point item property. If you wishrisk your instant
annihilation, you can use Sardine Racking to dotli@ecapacity, but...

You can rack 4 spells inside your brain; this imewhat safer than with an item, as you know yoambvell. As with Rack
Spells, this is limited by your psyche.

2.6.9.2.20 Personal Spell (05 points)
You can hard-wire 1 point worth of spells into ydnead permanently. This takes ten times the nomawking time and
you're vulnerable as hell during the process. ifhislves doing psychic surgery on yourself, snds to be undertaken
lightly. Be forewarned that if someone invadesrymind successfully, they can then use you as gitnit@m' to cast said
spell (s). You can, if you choose, alter your ctid®; see above for the necessary time. Suclsspilirequire the normal
lynchpin release time for a racked spell when cékste of this ability prevents using your headrfimking a single spell as per
'Rack Spells'.

2.6.9.2.21 Cantrips (05 points)
You can now perform petty magic’s at will with bauthought.

2.6.9.2.22 Personal Sorcery (05 points)
You can hard-wire 12 points worth of spells intauybead permanently. This takes ten times the alrgoking time and
you're vulnerable as hell during the process. iislves doing psychic surgery on yourself, snasto be undertaken
lightly. Be forewarned that if someone invadesrymind successfully, they can then use you as gitnit@m' to cast said
spell (s). You can, if you choose, alter your ctid®; see above for the necessary time. Suclsspiirequire the normal
lynchpin release time for a racked spell when cddte of this ability prevents using your headrfoking a single spell as per
'Rack Spells'.

2.6.9.2.23 Spell Maintenance Spells (05 points)
This enables you to create spells which will dorti@ntenance on your racked spells for you. Spelisstake about five
minutes per spell point of racked spells to cdstis can be combined with Intelligent spells toateean intelligent spell which
will do your spell maintenance for you over its ation. (If you choose to rack a spell maintenasysel, determine the
'difficulty’ by comparing the casting time of theedl to the spell casting time table)
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2.6.9.3 Conjuration

2.6.9.3.1 What is Conjuration
Conjuration is the art of enchanting things anditing things from nothing. It enables you to moghédow into new forms,
create things from nothing, and imbue pre-extamg and creatures with new powers and qualities.

Its main subcategories are:

»  Basic Conjuration: The object takes one minutepmént to build, but it will fade away after a whiseveral days
out in Shadow, less time near Pattern, more tinae 68aos). It also instantly vanishes if moved s&i®hadow.
Such items can only be created where Shadow isatud!; this will not work in Amber and is difficutt the Golden
Circle. On the other hand, Chaos Shadow is highlgically charged and easy to manipulate.

An object can be temporarily implanted with magjpaiver. Attunement takes an hour, and each poipbafer
adds ten minutes. The power lasts ten times asdergsimple Conjured Shadow Shape would, busdt fades
when moved across Shadow.

¢ Conjure Shadow Shape: You can create flimsy itdaiscan't survive leaving the shadow of their tosavery
easily--1 minute per point.

*  Empowerment: You can empower a pre-existing itétihh @ualities and Powers. After thirty minutes paeation,
the item can be infused with Qualities (10 minyiespoint) and Powers (1 hour per point). Suahsteare fairly
durable, but will lose their powers permanentiaken to null-magic shadows, and may suffer problensome
other shadows.

«  High Compelling: This allows one to alter a vicirmemories or implant imperatives in them, if ymercome their
Psyche.

e Complex Conjuration: One hour per point for Quaditand Powers; the item can survive in any shaduihitus
actively dispelled, although its powers won't fumetin null-magic areas.

e True Conjuration: This ability requires one to gess the ability or potential to mould Shadow, tinga
conjurations which will never fade unless theydetiberately dispelled. The effect can either bé&mpowerment
or a Complex Conjuration, and it takes ten timel®ag to cast.

Conjuration requires familiarity with the Item Cdongtion Rules. Unless you've bought it up toghHevel, you can only
imbue items with Qualities and Powers in the 1-thp@nge, although any given item can have a LO©gdualities and
powers.

Conjurations are vulnerable to being dispelledHgyuse of some Logrus, Pattern, or Trump powersstgaem.

2.6.9.3.2 Contents
B [05] Magical Initiation

B---- [05] Basic Conjuration

B----m--- [05] Conjure Shadow Shape
N [05] Item Analysis
| [05] Improved Item Analysis
[ = F— [05] Empowerment
 V— [05] High Compelling
- [05] Complex Conjuration
T [05]Racked Conjuration
[ [05]Advanced Racked Conjuration
[P [05]Trump Conijuration (Trump Magic)
[ — [05] Advanced Trump Conjuration (Tmp Magic+15, Trump Conjuration+15)
T [05]Logrus Conjuration (Logrus Magic)
Seeen [05] Advanced Logrus Conjuration (fais Magic+15, Logrus Conjuration+15)
S [05]Broken Pattern Conjuration (Brokeattern Magic)
S [05] Advanced Broken Pattern Conijtioa (Broken Pattern Magic+15, Broken Pattern Cratjon+15)
(S [05]Pattern Conjuration (Pattern Magic)
S [05] Advanced Pattern Conjuratiorafern Magic+15, Pattern Conjuration+15)
Semmemee [05]True Pattern Conjuration (True Pattdlagic)
S [05] Advanced True Pattern Conjtica (True Pattern Magic+15, True Pattern Conjoratil5)
[S—— [05]Shapeshifting Conjuration (Shapeshif Magic)
S [05]Advanced Shapeshifting Conjlicat (Shapeshifting Magic+15, Shaeshifting ConjuratiL5)
A----me-- [10]Advanced Powers and Qualities
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S [10] Exalted Powers and Qualities
E-mmmeee- [05] True Conjuration
| [05+] Quick Conjuration

B: Basic Power; A: Advanced Power; E: ExalRaver, S: Special — Advanced but see description
To acquire Advanced powers requires 35 panBasic Conjuration
To acquire Exalted powers requires all thechatsilities plus 25 points in Advanced Conjuration

2.6.9.3.3 Basic Conjuration (05 points)
The object takes one minute per point to build,ibwill fade away after a while (several days ouShadow, less time near
Pattern, more time near Chaos). It also instartiyshes if moved across Shadow. Such items carberdyeated where
Shadow is malleable; this will not work in Amberdaia difficult in the Golden Circle. On the otheartd, Chaos Shadow is
highly magically charged and easy to manipulate.

An object can be temporarily implanted with magjadver. Attunement takes an hour, and each poipbwfr adds ten
minutes. The power lasts ten times as long as plesiBonjured Shadow Shape would, but it also faden moved across
Shadow.

2.6.9.3.4 Conjure Shadow Shape (05 pointsQ
Shape a shadow object into what is desired. Thareement takes about an hour, but it will fadeyaafter a while (several
days out in Shadow, less time near Pattern, moe iear Chaos). It also instantly vanishes if daa@oss Shadow. This is
also vulnerable to being dispelled.

2.6.9.3.5 Item Analysis: (05 points)
The character can analyse a conjured item by taloWly identifying its various abilities. It is geible to identify the creator
of the item if you have experience with their styfeconjuration.

2.6.9.3.6 Improved Item Analysis (05 points)
Analyse conjured items at a distance of severalsya@nabling the examination of other charactensis from across the room
without alerting them (unless your staring at tkeniin question is noticed). Takes several minbyesight, while analysis by
touch is now a matter of brief moments.

2.6.9.3.7 Empowerment (05 points)
A shadow object can be temporarily implanted witkgical power. Attunement takes a half-hour, gamht of a quality
adds ten minutes, and each point of power adds@an While vulnerable to dispelling, it is not &abroken by Shadow
Travel.

2.6.9.3.8 High Compelling (05 points)
The ability to conjure memories, and emotions withitarget. With enough time the target's memaniggersonality may be
altered to whatever the user may wish, though ehisympression of the new personality is neede@eas may also be
given, though it's duration depends largely on liifferent the new behaviour would be from the tésgesual attitude.

2.6.9.3.9 Complex Conjuration (05 points)
A Conjured Shadow Shape can be designed to be pentaithin the Shadow it was created in. Thietaéne hour per
point. Any attempt to dispel the conjuration musiss the Psyche of the conjurer.

2.6.9.3.10 Power Conjuration (05 points)
Power Conijuration lets you conjure items contail@se powers, and backs up the item with some éxtce, making it
harder to dispel. For example, Trump Conjuratian be used to conjure items with built in Trump dies

2.6.9.3.11 Racked Conjuration (05 points)
This name is used instead of 'Sorcery ConjuratipfiPower Word Conjuration’, which would lookysillYou can now create
spells which rack Conjurations (perform the Corjorain advance, rack it like a spell, and trig@geguickly). You can also
imbue Power Words into objects if you have any.d &au can create items which can cast spells.

2.6.9.3.12 Advanced Powers and Qualities (10 points)
Up to the 8 point level.

2.6.9.3.13 Exalted Powers and Qualities (10 points)
Up to the 16 point level.

2.6.9.3.14 True Conjuration (05 points)
This ability requires one to possess the abilitpatential to mould Shadow, creating conjuratiohgctv will never fade unless
they are deliberately dispelled. The effect cémeeibe an Empowerment or a Complex Conjuratiod,itaiakes ten times as
long to cast.

2.6.9.3.15 Quick Conjuration (05 points)
Quick Conjuration changes the time frame for cgs@ionjuration magic. Every 5 points spent, impsothe unit of time in
the rate of Conjuration one step on the followisg Isix hours - one hour - ten minutes - one tanruen seconds - one
second - one-tenth second - etc.
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2.6.10 Chi Powers
2.6.10.1 Introduction

The powers presented here are based upon workbydoe the Nine Princes in Hongkong Campaign
(http://matantisi.com/ghoul/9pinhk.html)

Whist originally based on this work | have substdigtmodified them so that there is a consistapetween Chi effects,
Inscription Magic, and Power Words.

For a character to have Chi powers they must hakeéll$oints points in one of the following Martiart forms Buginkan
(Ninjitsu), Tai-Chi Chuan, Aikedo, Tae-Kwon Do opdints in Budhism or Taoism.

Chiis a basic substance of reality. It exists yvenere except the Abyss and comes in positivenagative form. The closer
to Amber a traveller gets the greater the posfiiig whilst the closer to Chaos the greater theatieg) Chi. Positive Chi is
used for "Constructive/Healing" type actions andjat&ve Chi is used for "Destructive/Harming" typeians.

Positive Chi gathers in areas of natural beautysanenity, whilst negative Chi gathers in dark,lkdataustrophobic areas.
Thus there is a huge abundance of Positive Ché ¢toshe Rebma, Kolvir, and Tir-na Nog'th pattesdst there is a huge
abundance of negative Chi close to the Logrus. Bewith Bad Stuff have an over-balance of negafiewhilst people with
Good Stuff have an over balance of Positive Chi.

Chi Healing cannot be performed on a person suffusth Negative Chi (Greater than 5 points of Badffp or with zero
positive Chi (see below)!
2.6.10.2 Calculating you Chi

A person has both positive and negative Chi andllysihhese are in balance, unless the person &riéssed, or similar in
which case they have an imbalance of negative Chi.

The following table gives the basic amounts of kised upon Psyche and Endurance. Add both figagester to give the

base Chi.
Human Chaos Amber Ranked
Psyche 4 12 16 16 + Psyche:General/4
Endurance 2 6 8 8 + Endurance:General/8

Half of this Chi is positive and half negative. Feach point of Bad Stuff deduct 4 positive Chi add 4 negative Chi.
Similarly for each point of Good Stuff add 4 po&tiChi and deduct 4 negative Chi. Neither positiwenegative Chi can
drop below zero.

2.6.10.3 Recovering Chi

Chiis recovered naturally through rest - eitheeplor meditation. The table below give the amofinést required to
replenish one point of Chi.

Human Chaos Amber Ranked
sleep 24 hours 12 hours 8 hours 480 - 3*Psyche:General/2 minutes
Meditation 16 hours 8 hours 6 hours 360 - Psyche:General minutes

2.6.10.4 Prerequisites

» To acquire Chi Powers one must have 4 points inobilee following Martial Arts forms Buginkan (Nitgu), Tai-
Chi Chuan, Aikedo, Tae-Kwon Do or 4 points in Bugthior Taoism .

» To acquire any Advanced ability, one must haveastl 10 points of Basic abilities (Enhance Subiiiite, Resist
Sub-Attribute, Power Words).

» To acquire any Exalted ability, one must have as$tl80 points of Basic abilities, and 25 point&\d¥anced
abilities.

2.6.10.5 Contents
B------ [4] Martial Arts Skill
B------o---- [2] Sense Chi
B------mmeeeee [3]Channelling
------------------- [1 each] Enhance Sub-Attribute
---[1 each] Resist Sub-Attribute
------------------- [1 each] Basic Chi Effect

Y N— [10] Chi Adept
e [10] Advance Channelling
R [5] Chi Effect Boost
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N [2 each] Advanced Chi Effect
Y — [2 each] Enhance Sub-Attribute
Y — [2 each] Resist Sub-Attribute
[10] Chi Master

 — [10] Exalted Channelling

S — [5] Advanced Chi Effect Boost
S [4 each] Exalted Chi Effect
S [4 each] Enhance Sub-Attribute
B [4 each] Resist Sub-Attribute
S [10] Dragon Chi

B: Basic Power; A: Advanced Power; E: Exaltamver,

2.6.10.6 Sense Chi (02 points)

This ability allows a character to read the Chisanirtheir surroundings or another person if wittinfeet of them. They can
sense whether Chiis in balance, and access thleoeimbalance and in which direction the imba&occurs.

2.6.10.7 Enhance Sub-Attribute (01 points each)

Chi Focusing allows a character to exceed theimababilities in an offensive/external fashion. $ha character with
Enhance Warfare could use their Chi to give theyatger chance of winning a duel with an opponeotgt to have a better
Warfare. Enhance must be purchased (separatelgqftr sub-attribute of the four attributes (Warf&twength, Psyche and
Endurance).

An enhance ability takes between 30 and 60 seaoimigntal preparation to activate.

An enhanced attribute is increased by the gredtempoints or 15% of the governing general attrbut

This bonus is accrued each time the enhancemtakds thus someone with Advanced Enhance Warfaneeiled gains +10
or +30% of their warfare:general.

The cost in Chi per use depends on the level ofadiin - 2 at basic, 4 at advanced, and 8 at edalt
The duration of activation is dependent on PsycbeeGal or Endurance:General - use the lower valdecansult the table
below.

2.6.10.8 Resist Sub-Attribute (01 points each)

Chi Focusing allows a character to exceed themababilities in a defensive/internal fashion. Thaigharacter with Resist
Psyche could use their Chi to give them a bettanch of not being beaten in a battle of will byoaponent thought to have a
better Psyche. Resist must be purchased (separfategach sub-attribute of the four attributes (¥, Strength, Psyche
and Endurance).

A resist ability takes between 30 and 60 secondsanital preparation to activate.
A resisted attribute is increased by the greatér pdints or 15% of the governing general attribute

This bonus is accrued each time the resist is tdkensomeone with Advanced Resist Endurance:Qotisti gains +10 or
+30% of their warfare:general.

The cost in Chi per use depends on the level dfaitin - 2 at basic, 4 at advanced, and 8 at edalt
The duration of activation is dependent on Psycked®al or Endurance:General - use the lower valdecansult the table
below.

2.6.10.9 Channelling (03 points)

This is the ability to focus Chi into form that caffect the substance of shadow. Channelled Cheithar be used to power
spell like effects or can be thrown as raw enemgjlg bChannelling Chi is very taxing both mentaltyd physically so a good
Endurance:Mental is required. Generating a singlleolh Chi energy has the equivalent fatigue costging a basic power
word.

2.6.10.10 Basic Chi Effect (01 Point)

This is the ability to produce a shadow affectiffgc from channelled Chi energy. These affectssardlar to that learnt
through Magic (See Power Word descriptions of appate level) but the range of effects is limitétbst abilities require the
user to be mentally prepared requiring several tresof deep concentration. Once the required metatd has been
achieved one ability can be activated every 30e@@sds until the user becomes fatigued.

Fatigue effects are calculated as per Power Wowkype that a basic Chi Effect costs 3 fatigue, duahced Chi Effect 6,

and an Exalted Chi Effect 12. This Fatigue is talkereach duration inteval that concentration isntaéned. Each activation
costs 1 point of Chi - this can be either positivenegative unless specifically stated in the éfflesignation. Unless otherwise
stated in the description the duration intevaiveigin the table below

| [Human [Chaos |Amber |Ranked |
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[Duration:self |5 Seconds [12 Seconds [17 Seconds [17 + Psyche:General/4 Seconds
The following Chi effects are available. The targetl range designation is as per Power Words.

Balance [S][T][P/N]
See Power Word of same name.

Burst of Agility [S][T][P/N]
See Power Word of same name.

Burst of Speed [S][T][P/N]
See Power Word of same name.

Burst of Strength [S][T][P/N]
See Power Word of same name.

Burst of Toughness [S][T][P/N]

Human Chaos Amber Ranked

Duration:self 3 Seconds 8 Seconds 11 Seconds 11 + Psyche:General/5 Seconds
Fumble [O][T][P/N]

See Power Word of same name.

This effect has two durations. The duration intdige above gives the length of time that the aaerinflict this on others by
touch. To determine how long it affects a givenviinlhal use the Target:Other table For Basic Powerds

Induce Fear[O][T][N]

See Power Word of same name.

This effect has two durations. The duration intdige above gives the length of time that the aaerinflict this on others by
touch. To determine how long it affects a givenviinlhal use the Target:Other table For Basic Powerds

Light Strobe[N][T][P/N]
See Power Word of same name.

Lifeforce[S/O][T][P]
See Power Word of same name.

Pain Attack[O][T][N]

This effect has two durations. The duration intdige above gives the length of time that the aaerinflict this on others by
touch. To determine how long it affects a givenvitial use the Target:Other table For Basic Powerds
Spark[S][T][P/N]

See Power Word of same name.

Coordination Disrupt (aka Stumble)[O][T]

This effect has two durations. The duration intdige above gives the length of time that the aaerinflict this on others by
touch. To determine how long it affects a givenviaial use the Target:Other table For Basic Powerds

Neural Disrupt[O][T][N]

See Power Word of same name.

This effect has two durations. The duration intdige above gives the length of time that the aaerinflict this on others by
touch. To determine how long it affects a givenviaial use the Target:Other table For Basic Powerds

Psychic Disrupt[O][T][N]

See Power Word of same name.

This effect has two durations. The duration intdige above gives the length of time that the aaerinflict this on others by
touch. To determine how long it affects a givenvitial use the Target:Other table For Basic Powerds

Weaken Structure[N][T][P/N]
See Power Word of same name.

Shift Feature[S][T][P/N]

Heal[S/O][T][P]

This is a semi-instant form of Enhance Endurancalirtg It will cause the body to instantly regerterbody cells sufficient to
repair minor wounds, bruises, blisters, sprainsnimor burns in a small area (foot, hand, kneeywishoulder, neck, cheek,
etc). As a general guide any wound or injury théit 88-25 yr old human can heal in a week candwdd in half an hour.

BIlink[SI[T][P/N]

This is as alternate form of Shadow Step. Rathaan #tep into an alternate shadow it allows thescaststep across the
current shadow, instantly moving from one poinatmther. The distance travelled is dependant uggchie.

Human Chaos Amber Ranked
3ft 12ft 22ft 22ft + Psyche/4 ft

2.6.10.11 Chi Adept (10 points)
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Your use of Chi has progressed to such a levelthat body has adapted and can now store an adfionount of Chi
equal to your base Chi. Your rate of Chi recovdsyg @oubles.

2.6.10.12 Advanced Channelling (10 points)

This is the ability to focus Chi into form that caffect the substance of shadow. Channelled Cheither be used to power
spell like effects or can be thrown as raw eneglg bChannelling Chi is very taxing both mentaltyd physically so a good
Endurance:Mental is required. Generating a singlleold Chi energy costs 6 fatigue points and 2 {maf Chi

2.6.10.13 Advanced Chi Effect (02 points each)

This is the ability to produce a shadow affectiffga from channelled Chi energy. These affectssardar to that learnt
through Magic but the range is not as broad anderepecialised. The same Chi effects as describer @l Effects:Basic

are available. The Durations are increased asheerble that follows and all conflicts are resdiusing the Advanced Power
Word Target:Other table. Use the descriptionstierAdvanced Power Word of the same name unlesscaijgiéon is

provided.
Human Chaos Amber Ranked
Duration:self 8 Seconds 17 Seconds 25 Seconds 25 + Psyche:General/3 Seconds
Heal

This is an instant form of Enhance Endurance:Hgalinwill cause the body to instantly regeneratéybcells sufficient to
repair moderate wounds, bruises, blisters, spramnfight burns in a small area (foot, hand, kredleow, shoulder, neck,
cheek, etc). As a general guide any wound or irjuay a fit 18-25 yr old human can heal in a marah be healed in a few
hours.

Blink

This is as alternate form of Shadow Step. Rathaan giep into an alternate shadow it allows thescaststep across the
current shadow, instantly moving from one poinatmther. The distance travelled is dependant uggche.

Human Chaos Amber Ranked
100 yds 300 yds 900 yds 900 yds + Psyche:General*5 yds

2.6.10.14 Chi Master (10 points)

Your use of Chi has progressed to such a levelythat body has adapted and can now store an adliganount of Chi
equal to your base Chi. Your rate of Chi recovdsyg aoubles

2.6.10.15 Exalted Channelling (10 points)

This is the ability to focus Chi into form that caffect the substance of shadow. Channelled Cheithar be used to power
spell like effects or can be thrown as raw eneglg bChannelling Chi is very taxing both mentalfyd physically so a good
Endurance:Mental is required. Generating a singlleold Chi energy costs 12 fatigue points and si=oof Chi

2.6.10.16 Exalted Chi Effect (04 points each)

This is the ability to produce a shadow affectiffga from channelled Chi energy. These affectssarélar to that learnt through Magic but the
range is not as broad and more specialised. The pawer words as describe under Chi Effects:Basi@wgailable. The Durations are increased
as per the table that follows and all conflicts @®olved using the Exalted Power Word Target: Oiliigle. Use the descriptions for the Exalted
Power Word of the same name unless a descriptjomisded.

Human Chaos Amber Ranked

Duration:self 13 Seconds 27 Seconds 39 Seconds 39 + Psyche:General/2 Seconds

Heal

This is an instant form of Enhance Endurance:Hgalirwill cause the body to instantly regeneratéybcells sufficient to repair minor wounds,
bruises, blisters, sprains, or minor burns in allsamea (foot, hand, knee, elbow, shoulder, nebkek, etc). As a general guide any wound or
injury that a fit 18-25 yr old human can heal ix sionths can be healed in 12-24 hours.

Blink

This is as alternate form of Shadow Step. Ratteer itep into an alternate shadow it allows theecaststep across the current shadow,
instantly moving from one point to another. Thdalige travelled is dependant upon Psyche.

Human Chaos Amber Ranked
1 mile 3 miles 9 miles 9 miles + Psyche:General/5 miles

2.6.10.17 Power Word Boost (05 points)

One can choose to put more OOMPH into one's poweds\by expending additional life force. It coste times the normal
life force, but it doubles the effectiveness ofoaver word. This is a good way to knock yourself quick, but sometimes
worth it.

2.6.10.18 Advanced Power Word Boost (05 points)

Double power not enough? Invest 20 times the nblifi@&rce and you can have five times the norefiéct. This is very
flashy, but also very life force costly.
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2.6.10.19 Dragon Chi (10 points)

You are now so at one with the substance of shadatyou can draw Chi directly from the environmeather than drawing it from within.
Divide the fatigue for any Chi power by 3! You caso draw your base Chi from Shadow every 12 handsyour body can store an additional
amount of Chi equal to your base Chi.
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2.6.11 Embedded Inscription Magic
2.6.11.1 Introduction

There are various forms of Embedded Inscription imhgt the difference between this form and otlemt of the same type
is that the Inscription is not destroyed in thegess of casting the spell and the spells do natydeeear out, require
relearning, vanish in non-magic shadows, or disapp#en hit with ‘dispelling magic’ (although thisll cause them to
become inactive for a period). The two commoneshs$ of Inscription Magic are Tattoo and Rune Magic

In Tattoo Magic the wielder has a Tattoo form thellseffect to be cast applied to their body whichy are then able to
activate by touch. In Rune Magic the Runes areethinto an object and again are activated by tooehthe object must be
attuned to the wielder before they can be used diffezence between the two is that tattoos camenbe attuned to anybody
other than the person onto which they are set aahel fvhen the person dies, where as Rune Objectsecattuned to a new
user if they are lost. Rune Objects can only benetd to a single user at a time.

Inscribing a person with a ‘Basic’ tattoo or andesbwith a Rune bestows the Resistant to Normaas (1) ability,
however the cost of the first tattoo or Rune iskd@the normal cost.

Inscribing a person with an ‘Advanced’ tattoo odafject with a Rune bestows the Resistant to iFre#2) ability. If this is
the first rune or tattoo or less than 4 ‘Basic’esior tattoos have been inscribed then the castisled.

Inscribing a person with an ‘Exalted’ tattoo or argect with a Rune bestows the Impervious to NokVeapons (4) ability.
If this is the first rune or tattoo or less thatdvanced’ runes or tattoos have been inscribed the cost is doubled.

Tattoos and Runes are bought in a similar mannketos and are in effect a rack for a single powerd, sorcery spell, or
conjuration spell. The base costs for TattoosRumtes depend upon their affect, their rackingtspdind their power source.

2.6.11.2 Contents

B [05] Magical Initiation

B---- [03] Empowerment (per form)
B--------- [02] Activate (per form)
A---- [20] Inscribe (per form)

A [01] Inscribe Basic Power Word (requireswer Words) (per form)

J R [02] Inscribe Advanced Power Wo(tkquires Advanced Power Words) (per form)
| [04] Inscribe Exalted Pow&¥ord (requires Exalted Power Words) (per form)
A [01] Inscribe Petty Sorcery Spell (recgs Basic Sorcery) (per form)

J R [02] Inscribe Minor Sorcery Spelper form)

A [02] Inscribe Average Sorcei§pell (per form)

A [02] Inscribe Difficult Sorcery Spell (per form)

E [04] Inscribe Chiienging Sorcery Spell (per form)

E [04] Inscrbe Hard Sorcery Spell (per form)

E [04] Inscribe Very Hard Sorcery Spell (per form)

E [04] Inscribe God-Like Sorcery Spell (per form)
A--eneeeee [05] Inscribe Basic Conjuration Speleguires Basic Conjuration) (per form)
Anmmmmmmnmeeen [10] Inscribe Advanced Conjuratid®pell (requires Advanced Conjuration) (per form)
| [20] Inscribe Exalted Conjation Spell (requires Exalted Conjuration) (penfpr

B: Basic Power; A: Advanced Power; E: ExalRamver

To acquire Advanced powers in a Form requtepoints in basic powers for that Form in additiorany other
requirements.

To acquire Exalted powers in a Form requi@pa@ints in basic powers for that Form in additiorany other
requirements.
2.6.11.3 Empowerment (03 points per form)

This is the ability to impose your psychic impramt an object containing Inscriptions. It must Hestafor each form Tattoo,
Rune, Gem, etc. Once an object is psychically inbed to you then any of the Inscriptions may belupeovided you have
the Activate ability, by touching them.

An object must be re-imprinted after each additieea of Inscriptions are added.
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2.6.11.4 Activate (02 points per form)

This is the ability to ‘cast’ the effect the Ingation by touch. Once this ability is purchased Bisgription on an attuned
object may be activated. The principle behind atitig any of them is the same.

In most cases activating an Inscription a secand tihilst the first activation is still in effecat the effect of resetting the
duration of the effect not doubling it! I'll leav@M’s to use their common sense in this respectjuCiog two Deadly
Damage Swords is acceptable, two Bursts of Psgcheti

2.6.11.5 Inscribe (20 points per form)

This is the ability to construct a basic Inscriptlwlder into which an ability can then be insadibBach form Tattoo, Rune,
Gem, etc. must be learnt separately. Once the kaswledge of Inscription construction is learngéntthe specifics for each
‘power’ type must be learnt separately.

If an Inscription is to be powered by tapping tleevpr from Shadow then knowledge of Sorcery is meglilnscriptions of
this type will only work in Shadows where the lasfsnagic are the same as the Shadow in which geiption is created.

Powering an Inscription by tapping an energy sostesh as elemental fire requires knowledge of AdedrSorcery, whilst
using a primal power (Pattern, Logrus, Trump, abgs&) requires knowledge of using that power irc8or.

Certain forms has intrinsic properties, eg Tattalosys affect the creature to which they are agpli® affect another object
or creature the ‘Affect Other’ ability must be pbased. The opposite is true of Rune and Gem powers.

The exact size of each form is variable but theyrsaver less than 25mm (1”) in diameter and neweerthan 175mm(7”) in
diameter.

2.6.11.6 Inscription Costs

Basic Power Word Inscription 2 points
Advanced Power Word Inscription 3 points
Exalted Power Word Inscription 4 points
Petty Sorcery Inscription 2 points
Minor Sorcery Inscription 2 points
Average Sorcery Inscription 3 points
Difficult Sorcery Inscription 3 points
Challenging Sorcery Inscription 4 points
Hard Sorcery Inscription 6 points
Very Hard Sorcery Inscription 8 points
God-like Sorcery Inscription 12 points
Basic Conjuration Inscription 2-4 points
Advanced Conjuration Inscription 4-7 points
Exalted Conjuration Inscription 8-12 points
Power From Shadow +1 point
Power Gate +2 points
Primal Power Source +3 points
Confer on Wielder +0/+1 point
Confer on Other +0/+1 point

2.6.11.7 Typical Inscriptions

A simple representation of a Weapon, Shield, or &\nm Conjures a normal version of the item Bagqoints

A simple representation of a Weapon, Shield, or \rm Conjures a 1 point version of the item Basic —iBtso

outlined in Flames

A simple representation of a Weapon, Shield, or d\rm Conjures a 2 point version of the item Basic - #igo

depicted with an Aura

A decorated representation of a Weapon, Shieldrmour Conjures a 4 point version of the item Adeed - 7 points

An elaborate representation of a Weapon, Shieléymour Conjures a 8 point version of the item afed — 12 points

An Animal Conjures a normal version of the Animal Basicpoihts

An Animal depicted with an Aura Conjures a 1 peietsion of the Animal Basic — 3 points

A decorated Animal Conjures a 2 point version of the Animal Basicpoints

An elaborate Animal Conjures a 4 point version of the Animal Advancé&dpoints

A Mythical Creature Conjures a 2 point version of the Creature Badipeints
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3. Example Character

3.1 Augustine ‘Tank’ Malchovich

Let’s create a Marine Commander aboard the CAFs€rieron. His father is Julian and his mothehésdaughter of one of
the Minor Lords of the Chaos house Minobe. Sheexisd for absconding after her marriage to Lordné of House Jesby
was announced, and then getting herself pregnatwsvit Tank to be first in Endurance and firstewosd in Strength, with

a good Warfare. However he’s a bit thick so wengrtgudown his Psyche to Chaos and using the pontShapeshifting.
We need to keep points back because we want tg #esaogrus and maybe walk the Pattern.

Blood of Amber and Blood of Chaos cost us 5 pdiotal.

The auction is first and we're allocating 70 poitdsAttributes. The order determined for the auttioy drawing cards is)
Endurance,Psyche,Warfare, and Strength. Aftehalbtdding Tank has the following ranks

Endurance —%1— 37 points

Psyche — Unranked — Chaos
Warfare — ranked — 2 points

Strength — 2nd — 31 points

Dividing the points ignoring ranks, we decide oe fhllowing

Psyche (Chaos)

General

Will Power

Logic

Intuition

Memory

Perception

Spatial Awareness

Danger Sense

Empathy

Strength (31)
General

Bench Press

Lift
Torsion

Impact

Agility

Endurance (37)

General 18
Mental 6
Physical 17
Healing 6
Constitution 8

Warfare (2)

General 1

Strategy/Tactics -

Unarmed -

Armed -
Swordplay -

Propelled -

Firearms 1
Artillery -

Guided -

Armour 1
Fighter -

As 1 Rank in Endurance we get to add 5*37/4=46 pomt&ridurance:General and divide 74 points amongsbtiner

categories.

As 29 Rank in Strength we get to add 31points to Strefgneral and divide 7*31/4=54 points amongst theo

categories.

As ranked in Warfare we get to add 2/10=0 point§émeral and 2/10=0 points divided amongst therathiegories.

Thus we get
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Psyche (Chaos) Endurance (37)
General - General 64
Will Power - Mental 16
Logic - Physical 41
Intuition - Healing 16
Memory - Constitution 28
Perception -
Spatial Awareness - Warfare (2)
Danger Sense - General 1
Empathy - Strategy/Tactics -
Unarmed -
Strength (31) Armed B
General 56 Swordplay -
Bench Press 21 Propelled -
Lift 20 Firearms |1
Torsion 12 Artillery -
Impact 15 Guided
Agility 17 Armour |1
Fighter -

Having determined our attributes, our parentage gt the auction out of the way we've used up 53@865 of our 160
points. We've now got to allocate a minimum of Iiinps to mundane skills that reflect our careea &arine in a high tech
society.

As we're not a warfare specialist we'll pick up soekills that may be useful.

Energy Weapons — 2

Aerospace Fighters — 1

Unarmed Combat -2

Zero-G Manoeuvres -1

Force Blades -1

Power Armour -1

Grav-Bikes-2

This leaves us 85 points to spend on powers ditireediately or later in the game. We decide thatklaquite flash and the
universe looks kindly on him so take 10 points 0b@ Stuff — we can always burn these later on psyvatributes, or items.
The universe Tank comes from is high tech, magid,is.quite used to strange aliens and shapeshiftaven his mother is
Chaosian we decide that he’s been able to shapsisitié he was a kid and has become quite goadiavéloping several
forms to suit various needs over the years. Weefbez can buy various Shapeshifting powers.

Basic Shapeshifting to Known Forms (20) — PrimaihzoDemon Form (Normal, Non-Flying, Air Breathingguman Form,
Demon Form (Winged), Demon Form (Aquatic), Demomi¢Vacuum Survival)

Automatic Shapeshift/Primal Form (5)

Shift Wounds (5)

Shift Features/Body Parts (5+5) Fluid Flesh
Mould Unliving non-self Matter (5)

This uses 45 of our remaining 75 points leavin@@is We're going to need 10 points later for Logimprint and a lot more
if we want to do anything useful with it. Similaitys going to take 10 points for Pattern Imprinideb points for Shadow
Walk if we don’t want to be reliant on our brotharsd sisters. If we bank these we've still got #isoto play with. We
decide to burn these on a suit of armour. As wenknothing of Amber or Shadow it can't have any pvelating to
Shadow Manipulation but damage resistance and stlar abilities should be okay.
Armour — Engine Speed (4)

Impervious to Normal Weapons (4)

Extra Damage (2)
Amber Healing (2) — regenerative armour

Since we've gone seven points over our 5 we reducgood stuff to 3.

Copyright Azer Games/Vortex 2003-2005 Release 1.5 Last Updated: 22nd July 2005
Page 3-70 of 76



The Keep of the Thirteenth Hour
Edited Kevin Cowley

Character Sheet
Character Name Player

Height Weight Age Hair Colour Eye Colour
Attributes () Powers ()
Psyche () Blood of

General

Will Power

Logic

Intuition

Memory
Perception

Spatial Awareness
Danger Sense
Empathy

Strength ()

General
Bench Press
Lift

Torsion
Impact
Agility

Endurance ()

General
Mental
Physical
Healing
Constitution

Warfare ()

General
Strategy/Tactics
Unarmed
Armed
Swordplay
Propelled
Firearms
Artillery
Guided
Armour
Fighter

Skills ()
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