Time Under Chaos
Character Creation

Characters are created on 110 pts, with all stats starting at Chaos (the reason for this is that Amberite characters have suffered a loss of power through the capture of Amber and the destruction of the Patterns). This will be the pre-game start.  When the game starts, players will receive an extra ten points (and be allowed to make adjustments, based on pre-game play).  At this point too, pre-game contributions will kick in.
Stats Available

Psyche, Strength, Endurance & Warfare are as usual. With the usual start at 0 = Chaos buy up to Amber for 10 or sell down to Human for 15.
Everyone gets Good/Bad Stuff at 0.  You can buy down to -5 (which will give you 5 points of Bad Stuff), or up to +5 of Good Stuff.  You already know how this works - how the Universe perceives you.

Powers Available

There are five types each in the range 1 to 10 points. They are Pattern, Trump, Chaos, Shapeshifting and Sorcery.
Everyone starts Trump at 0 (which gives the ability to make and receive trump calls - badly).

People with Amber bloodline have Pattern at 0 - which consists of Pattern Defence (both against either Physical or Mystical, just not at the same time), and the ability to utter Death-curses

People with Chaosian bloodline have Shapeshiting at 0 - which is Inherent Crisis Management, the most basic level, which means that the user has no control over their ability whatsoever. However, it will ensure survival of injuries and hostile environments, with the proviso that it takes about 1 minute for this to kick in and work. So you need to avoid situations which will get you dead faster than that, or you will still die.
People with joint bloodlines get to chose which one they have (you could, actually, have Pattern at zero and then buy Chaos-side powers if you want).
You are then allowed to take two Powers.  If you want a third, we'd have a long and hard discussion about whether this was the wisest way to go. 
Note, first of all:

You need to spend only 5 points to take the Pattern or the Logrus.
That's right - you don't have to pay 50 points to take the Pattern, or 45 points to take the Logrus.  You do have to have 5 points or better in Pattern Power though if you want to walk it at some point.  That doesn't mean you have to have any Pattern powers - you might choose to accumulate those later.

So where's the catch?  It's this - buying a Power is cheap.  But once you have that Power, you need to buy the individual skills your level of Power confers on you separately.  And some skills will have pre-requisites (for example, you can't just have the ability to Destroy Shadows with your Pattern, unless you have built up a lot of other Pattern skills first).  As you don't get a PhD unless you've gone through school, undergrad and Masters.

The reason for this system is that it allows people to tailor their power to their own requirements. It makes for more interesting and varied uses of power, and it also means you don't have to make a massive investment in a Power up front.
Pattern

How the Pattern perceives you or how you link to the Pattern. Maybe that 'or' should be an 'and'. Maybe it should be both, simultaneously or neither, whatever. Lots of bad Pattern Power may not be that bad and vice versa. Time to stop wittering. 
At 1 point. In Pattern Power, the only Pattern ability is Novice. You have almost no ability to let the Pattern power your Pattern Abilities. Any use of Pattern is extremely tiring because it's coming out of your Endurance at a higher than normal rate. Your answer to "Walk the Pattern or Die" is "who's organising the wake?" It's not all bad though because you've spent all your life working with almost nothing so if you end up in a Pattern barred shadow, you can still Pattern walk out, if there isn't a good reason why you can't. Apart from that there seems to be something about Death-curses, but you don't need to know that 

At 5 points, Basic Pattern is available. Everything is like the rules.
At 10 points full Advanced & more is available. You walk the Pattern like, well the average Amber PC really. It's not particularity difficult, tiring or painful. (Unlike the kicking you get from the bad Pattern Power Chars when you boast of it) It's not all fun or games.  Having your link to the Pattern broken is like simultaneously having your senses disappear while someone uses a cattle prod on you. Any Amberites attached to the Amber Pattern were seriously weakened when Chaos captured Amber - and they're only starting to recover. I anticipate that some of the higher level skills will be out of most people's range at the start of the game, unless they have a link to one of the other Patterns.

Oh yes and a lot of Pattern Power means that Pattern energy is always whirling around inside you, one result is that Logrus users really don't like you.  They can be blasted unconscious just by shaking hands with you, even when you really don't mean to do it.  (Note that lots of Pattern Power & Logrus are a bad combination, you can blast yourself across a room by just absent-mindedly scratching your head, brushing your hair or scratching.  
Most of the characters from the books where in the range 3 to 7. Maybe Dworkin, Brand or Fiona were higher, but maybe they're just a lot older?
Trump
How the energy of Trumps link to you. That's it. Trump isn't a skill, it's a power, and Trumps are items designed to be a conduit for that power, whatever it is. 

At 1 points the only Trump ability is to make (& receive) Trump calls, badly. You have to concentrate on the card for minutes to the exclusion of almost everything else. Your calls are full of static and people really don't want to go to you (for reasons of simplicity it's the character who 'pulls through' that is considered to be supporting the link, not who made the call.
At 5 points, Basic Trump is available.  

Everything is like the rules. Making a trump call takes about 30 secs and anything you can do with a divided attention is ok. Rise up to 6 and the time drops to 15 seconds.

At 10 points you've gone past Advanced & more is available. You could use any media as trumps, it's just the cards are small, handy and discrete. You could have a set of life-size Henry Moore style trump statues but just try and justify carrying your 'deck' around with you. 
So what's the downside? Is there one? Yes, you just haven't encountered it.

Chaos

Chaos powers come in three forms:

-> Logrus

-> Tail of the Serpent
-> Black Pathways

You can mix and match them, but generally they build as three separate pathways.  It might be a good idea to decide which way you want to go.

It is strenuously NOT recommended that anyone takes Pattern and Logrus together.  To some extent Tail of the Serpent and Black Pathways may duplicate Pattern elements, so you will need to plan them carefully.

On the other hand, it is possible to take the Logrus without shapeshifting - but it's really not recommended.  That's why there are ways of acquiring Chaosian powers without assaying the Logrus.  

Pattern versus Logrus

You might think that the Pattern, being the superior power, should always win here. 
In the old days, a Logrus user with Amber blood who walks a Pattern would lose their Logrus imprint and gain a Pattern imprint instead. Although use of the Logrus created a highly unpleasant psychic 'stench' to Pattern users in the vicinity, it did them no harm. Use of the Pattern around a Logrus user, on the other hand, caused them at the very least a powerful headache, at worst (for example, standing right next to the Pattern, or with a Logrus user of vastly inferior Psyche) convulsions and unconsciousness. A Logrus tendril contacting the Pattern, or someone using Pattern Defence, would cause at least blinding pain to the Logrus user unless they had a stupendously high Psyche, and regardless would force them to drop the Logrus. Also, Logrus users were as vulnerable as any shadowite to the effects of a Pattern user's probability manipulation.
Ah, sic transit Gloria mundi.

Since the destruction of the Pattern and the conquest of Amber, the Powers are much more evenly balanced.  In fact, many people firmly believe that the only reason that Amberites still have any power at all is because Corwin's Pattern is out there ... somewhere.  

Now the positions are equal.  In the presence of the Logrus, Amberites will feel uncomfortable - and sense an unpleasant psychic 'stench'; so too will users of the Logrus when the Pattern is used nearby.  

Logrus and Shapeshifting
It is possible to take the Logrus with only the basic level of Shapeshifting that any Chaosian has.  It is not advised though.  It would almost certainly lead to unpredictable madness in various forms overtaking your character at the most inconvenient times - or whenever the GM feels inclined (these two points are likely to co-incide).
There are two ways round this.  Firstly, with Black Road and Tail of the Serpent powers available, a Chaosian could theoretically rise to a high level of power without needing to take the Logrus.  Secondly, I will be tolerant of people who want to take the Logrus taking a level of Shapeshifting as a third power.

Sorcery 

3 points level: pretty much as in the Rulebook. Doesn't really work in Amber, dead easy in the courts, any power level in-between in between the two places

5 points level: as 15 plus racking is mental so no need for that, Spells take about 10 mins rather than 15 from scratch and this level will allow the caster to travel in Shadow (albeit very slooowly) Also will power a sorcerous cross shadow trump 1 or 2 shadows away from the target image. 

7 points level: as 20 with Spells taking about 5 mins from scratch with a rack of about 20 spells. Spells can have limits & conditions applied to them, like target recognition for Fireballs or an autopilot on a fly spell

9 points: Pattern or Logrus Sorcery.  The spells are powered by pattern or logrus energy, which mean they will punch through most defences, and considering the amount of power to draw on can do fairly serious things The character is the conduit for this so it could be a little like powering a bulb by putting it in your mouth and grabbing hold of a live electricity cable.  If you don't have a fairly high level of Logrus or Pattern Power to back this up, it could prove nasty.

Oh and it still doesn't really work in Amber.  But it's better than it was.

Shapeshifting 
This is the power to manipulate the tissue of your own body. There are certain inherent limitations upon this. For example, you may not add to or subtract from the total mass of your body using shape-shift (unless you have extraordinary powers).
Shape Shifting comes with built-in dangers. While the wielders of Pattern or Logrus run the risk of destroying the universe, Shape Shifters face the day-today challenge of being able to destroy themselves. For example, since the power involves self-change, there's always the danger of changing to a state where a character can't change back. 

Fair warning. There are a lot of nasty things that can happen to player characters with Shape Shifting. Most Shape Shifting is done at a character's leisure, carefully and without difficulty. However, under time pressure, or when the character has been over-doing it, things can get more difficult.

Time Needed for shape shifting
Changing a single feature, like toughening a character's skin into armor, or changing fingernails into claws, is very quick, taking only ten or fifteen seconds. The complete transition to a familiar form, one that the character knows well and uses regularly, can be attained in just a couple of minutes. The fastest complete change is when a character goes "home," back to one of their natural forms, and fastest of all if the character returns to Human form.

All of which assumes a character being in good shape, rested, well-fed, and uninjured. Lacking any one of these conditions, the character can take twice as long to perform a change. If in bad condition, starved, or exhausted, then Shape Shifting becomes arduous and time consuming and may become impossible altogether.

Learning New Forms

Shape Shifters can learn just about any new forms, given enough time and practice. For example, the first time a character attempts to imitate someone else, they'll need some kind of reference to the features they want to imitate, and a mirror to check the results. However, given a few days of dedicated practice, a Shape Shifter will have learned the form and will be able to take it on again with only a short investment in time. The change to one of these practiced forms isn't as quick as a change to a natural form, but most Shape Shifters can change to a well-known form in just a few minutes.

Attribute Tips for Chaos Shape Shifting

Psyche is important for maintaining your original personality in Shape Shifting. However, even more important is Endurance. Anything less than Amber Endurance will drastically limit the number of Shape Shifts you can perform before becoming exhausted.

Pattern

At 0 points you get only 
Novice Pattern Imprint

This consists of 

-> Pattern Defence (both against either Physical or Mystical, just not at the same time)
-> Death-curses

For how many extra points you can spend use the table below 

	Pattern Power
	Points than can be spent 

	0
	0

	1
	5

	2
	15

	3
	20

	4
	25

	5
	30

	6
	35

	7
	40

	8
	45

	9
	50

	10
	whatever


Abilities available with 1 or better Pattern Power 

	Cost
	Name
	Note 
	Required

	5
	Walk in Shadow
	You can walk through Shadow, slowly and not easily, to something - be it, people, places or things (yes desires are things if you are wondering)
	Nothing 

	5
	Lead a few
	Drag others through shadow (people who are in close proximity with you can come along (say 2 or 3)
	Walk in Shadow


Abilities available with 2 or better Pattern Power 

	Cost
	Name
	Note 
	Required

	5
	Hellride to whatever
	if Pattern Power is less than 3 this is going to be very, very tiring
	Walk in Shadow

	5
	Use Royal Way
	the only way to travel!. Requires minimal effort even from the pattern befuddled
	Walk in Shadow

	5
	Lead Others (ie an army) through Shadow
	if Pattern Power is less than 3 this is going to be very, very tiring To create/maintain a shadow path you have to have this
	Lead a Few

	5
	Manipulate Probability
	As the rulebooks 
	Walk in Shadow

	5
	Awareness of local shadow time rates & rules
	Very useful for Sorcery and general getting about 
	Walk in Shadow


Abilities available with 3 or better Pattern Power
	Cost
	Name
	Note 
	Required

	5
	Track Shadowwalker
	You can trail someone else travelling through shadow regardless of the power they are using so long as they pass through shadows sequentially (IE Pattern, Broken Pattern, Logrus, Sorcery, Shape-shifting or other powers. Not Trump or similar
	both Hellride & Awareness of local shadow time rates & rules

	5
	Suppress/Boost Pattern
	see below
	any two from Hellride, Manipulate Probability & Awareness of local shadow time rates & rules


Abilities available with 5 or better Pattern Power 

	Cost
	Name
	Note 
	Required

	10
	Ride Pattern Waves
	Speed boost for solitary Shadow Travel
	Both Hellride & Manipulate Probability 

	5
	Mindwalk the Pattern
	See below 
	All from Hellride, Manipulate Probability & Awareness of local shadow time rates & rules

	5
	Scrying Lens
	See below
	Mindwalk the Pattern

	5
	Shadow Pockets
	See below
	Mindwalk the Pattern


Abilities available with 7 or better Pattern Power 

	Cost
	Name
	Note 
	Required

	5
	Temporary Pattern Swell
	See below
	Suppress/Boost Pattern

	5
	Edit & Mould 
	See below
	Mindwalk the Pattern

	5
	Erase Shadow
	See below
	Edit & Mould

	5
	Gate Shadow
	See below
	Edit & Mould and Scrying Lens

	5
	Improved Scrying Lens
	See below
	Scrying Lens

	5
	Summon/ Exorcise Pattern Ghost
	See below
	Nothing

	5
	Meta-Shadow Manipulation
	See below
	Erase Shadow

	5
	Create Shadow Loop
	See below
	Erase Shadow

	10
	Pattern Sorcery
	Add Pattern to sorcery
	Sorcery & err Pattern initiation 

	5
	Extended Pattern Swell
	See below
	Suppress/Boost Pattern


Notes on Some Pattern Powers:

Royal Way

Much slower than Shadowwalking is travelling through Shadows where everything is to the character's liking. For example, one can choose to walk through the worlds where there will always be welcoming faces and rosebuds strewn on the roadway.

Or, if you choose to travel in a luxurious train, you can stick to those Shadows that contain rails. This is usually known as Selective Shadow Walking or the Royal Way, and it is extremely slow but it's very comfortable. Normal Shadow Walking from near Amber to the Courts of Chaos would take approximately eight weeks, two years if Royal Way is being used. 

Track Shadowwalker

The breaks and distortions in Shadow, caused by those who have the Power to move from one Shadow to another, can be detected through the use of Pattern Sight. The character looks for tiny disruptions in Shadow, attempting to find their source locations in the Shadow being studied, which other Shadows are involved, and what Power was used in the disruption. How long this takes depends on how old the trail and how major the disruption. If a single Hellrider passed through the Shadow just minutes before, the traces could be detected in just a minute or two. If the passage had taken place the day before, it might take an hour to find the traces. However, if the disturbance was major, as is the case if a vast army was led through, then the traces will be obvious and easy to find even days later. The effectiveness of this is limited by the age of the trail, care the pursued used in covering their trail, number of people being followed, and the psyche of the person doing the following.

Suppress/Boost Pattern
The initiate can control the external emanations of their Pattern imprint. This allows one to mask one's Pattern imprint, appearing not to have one (though one's reality will still be apparent), and also to radiate Pattern energy around oneself in an enhanced form of Pattern defence, to use actively rather than passively. This takes a degree of concentration inversely proportional to one's Psyche.  Suppressing one's Pattern imprint allows magic and/or the Logrus to affect one much more than is otherwise the case. Emanating Pattern energy around oneself, in addition to acting as a form of Pattern defence, also has serious effects on magic and technology in the vicinity - it basically reduces them to the level of that in Amber (i.e. spells only have the effectiveness of Power Words and empowerment effects above the 1 point level are suppressed), or with more effort to the level of magic by a Pattern. In this no magic functions at all, and un-real (i.e. ones for which points have not been paid) empowered effects are entirely suppressed.  The suppression of magic affects different ranged magics differently:  Spells which use magic to (for example) affect the mind of the target, i.e. in which the magic has to be in contact with the target, are entirely negated.  Spells which use magic to create a non-magical effect which is fired at the target (such as a lightning bolt, where the magic is in the creation and direction of the bolt rather then bolt itself) are not affected unless the caster is close enough to the Pattern user for the Pattern emanations to affect their magic.  The emanating of Pattern energy will also make the use of Trumps in the vicinity of the initiate much more difficult.  Suppressing one's Pattern emanations also allows one to reduce, or even eliminate, ones casting of shadows of oneself while away from Amber.

Ride Pattern Waves

This Ability uses the character's intimacy with the Pattern to ride the waves of probability that the Pattern radiates to greatly increase the efficiency of the character's shadow travelling abilities. What previously took days to transverse can be accomplished in a matter of hours. Travel Time is about a quarter of what it used to be. (roughly)
Mindwalk the Summoned Sign 

Now you have the concentration to be able to keep the Sign of the Pattern manifesting as you retrace your path upon it mentally. This will take several minutes, but it empowers the Sign, thus allowing you to scry with your Pattern Sight and eventually learn the secrets of changing Shadow by direct manipulation of the Sign. Mindwalking the Sign is only slightly less difficult than walking the actual Pattern, but it can be accomplished much more quickly. You also now have the concentration to Manipulate Probability without moving, and the power to evoke the Pattern while still within Amber. 

Scrying Lens

Once the Pattern is summoned to your mind you can use it as a great lens to peer into Shadow. Anyone, anything can be observed in this way providing they don't notice. Finding a particular item, or person, is, however, not as easy as it might sound. Frankly, there's a lot of ground to cover. Just scanning all of Castle Amber could take hours, especially if you include the myriad of dungeon tunnels. On the other hand, if your Psyche is sharp, and if the object of your search is not disguised, then things can go much more quickly. Likewise, if Pattern is being disturbed, by a Hellride, or by any manipulation of Shadow, or even the creating of a  full Pattern Trump, then the source of the disturbance should be easy to locate.

Searching out in Shadow is usually a lot easier. If the character knew about Corwin's long-time residence on Shadow Earth, and knew how to locate the place, then a search of that entire Shadow would take just a couple of minutes. Why so fast?

Because the character wouldn't have to do any kind of place by place searching. Instead the entire Shadow would be observed, and any "real" things, stuff originating from Amber or Chaos, would show up in contrast to the rest of the Shadow.

Temporary Pattern Swell

The ability to temporary produce Pattern power swells in the local Shadow, thus increasing the strength of Pattern and Reality in the area. This power has a limited area of effect (in the order of 10 to 100 kilometres), and needs concentration. It impedes any and all kind of Shadow Manipulation, at least doubling all the times required for such a feat.

Shadow Pockets 

On a small scale, it is possible to create personal Pocket Shadows which can be used for various purposes. A Shadow Pocket would then be an artificial Shadow, with just a sliver of Amber's image, brought into existence by a character's minute warping of the Sign of the Pattern brought to mind.
Shadow Pockets can be fixed to a particular location or can be moved around by their creator. The environment inside the Shadow Pocket is also entirely up to its creator. One drawback to Shadow Pockets is their fragility. As artificial constructs they are easily destroyed by others with the strong touch of either the Pattern or Logrus.

There are three main uses of Shadow Pockets; the Hidey Hole, the Portable Hole, and the Personal Retreat.

When used as a Hidey Hole, the character creates an immobile Shadow Pocket in some area, and then stores something there to prevent its discovery. While immobile, the Shadow Pocket is difficult to locate with the Pattern Lens or with Logrus, and almost impossible to detect by other means. It is also more stable, and can withstand all but direct confrontation with such Powers.

The second usage of the Shadow Pocket as a Portable Hole is similar to the Hidey Hole except it is mobile and travels with the character. He/she need not concentrate on this movement, and the Pocket will travel with him/her even through Shadow.

It can be used to store things too large to conveniently carry, or to store things temporarily. Since it is mobile, it is more noticeable to those with sensitivity to Pattern or Logrus, but can be more easily reinforced and protected since it's travelling with its creator. (Ah! here's where the Henry Moore Statue Trump deck becomes mobile)
The third common usage of the Shadow Pocket is the personal retreat. Since the character can design and alter the Shadow Pocket at will, using the Pattern, it is a perfect area to quickly get away to as a personal sanctuary. While being within such a construct isn't inherently dangerous, if the construct were attacked from outside and was destroyed, that which is contained within would suffer varying consequences. Those things which are real, such as the Pocket's creator, would merely be thrust into an adjacent Shadow, or perhaps thrown several Shadows distant (depending on the Power which destroyed the Pocket), those things which are of Shadow would likely be destroyed, though highly magical items and creatures have a small chance of survival.

Edit/Meld/Erase Shadow 

By bringing the Pattern to mind and walking it, you can use the power to change Shadow wholesale. This Power allows you to open Shadow to others, putting the changes of the Hellride in the way of those who know nothing of it. Those already Hellriding can be obstructed and/or side-tracked as long as you devote your attention to it. Shift the Shadow that lies in their path, and you can make passage smooth or rough, as you see fit.

The image of the Pattern in your mind can also serve as a tool to manipulate whole Shadows and pathways between them. With this method you can alter structure of a Shadow or even erase it altogether. Erasing Shadows is not something you would do lightly as it seems to have a detrimental effect on the overall arrangement of Pattern and Shadow.

Doing away with a Shadow, either on purpose, or by accident, will upset things in the larger system of Shadow. Shadow Storms, shifting of Shadow barriers, and the displacement of established pathways through Shadow can all result from a Shadow being wiped out. An even bigger problem is that elder Amberites and the Lords Of Chaos will likely notice this kind of large-scale interference in the order of things.

Time flow in a Shadow can be altered and with time more profound changes (such as the civilisation) can be enacted. The basic idea is that all Shadow exists as a reflection of Amber, diminished by the distortion of the distant Logrus.

Gate Shadow

The last usage of the Sign is a Gateway. By using the Pattern Lens to look through Shadow to another place, and then editing the Sign to bridge the gap between where the character is and the place viewed, temporary Gates through Shadow can be made.

Improved Sight

This lets you, above and beyond Pattern-sight, detect the presence of people with either the Blood of Amber or the Courts, as in the Amber Rulebook. Quite rare. It also gives you an idea of the relative strength of this power within the character (weak, average, good, scary, bladder loosing scary).

Summon/ Exorcise Pattern Ghost

This ability gives the player the power to summon forth from the Pattern the Pattern ghost of another personage. The summoned Pattern ghost will be an earlier version of the entity taken from the Pattern's recording keeping ability, and is NOT bound to obey your every command. In fact, the GM should play them as NPCs. Another problem is that someone else with Pattern can block you (if they are good enough), or select a particular version of the Ghost, if she’s got more than one. Finally, the Ghost will soon dissipate, unless constantly fuelled by Amber Blood, and will be rather easily dismissed by Pattern or Logrus Forces, just as Merlin did with the Ghosts of Dworkin and Oberon: consider that any Pattern or similar attack with a reasonable amount of effort will put an end to its existence. ((PS this might tell you something about Merlin in the books, but not necessarily in the game!)  
Extended Pattern Swell

The ability to radiate a Pattern field to cause surrounding Shadows to more closely emulate the Shadow that houses the character. This makes the Shadow more “real”, impeding Shadow Travel and Manipulation (time is around 5 times slower). Usually, this makes the shadows more like Amber, with the scientific laws of the shadow emulating those of Amber. It is nonetheless possible, while more tiring, to keep the Shadow’s laws untouched
Meta-Shadow Manipulation

This lets you use Pattern to manipulate the relationships between Shadows, and to manipulate several Shadows at once. This is good for making Shadows appear in someone's path, as witness Oberon’s actions in Lorraine, affecting multiple close Shadows, and opening paths through Shadow, although Logrus is better at this application, or to fusion shadows or make them inaccessible. This power allows you to open Shadow to others, putting the changes of an Hellride in the way of those who know nothing of it. Those already Hellriding can be obstructed and/or sidetracked as long as you devote your attention to it: shift the Shadow that lies in their path, and you can make passage smooth or rough, as you see fit.

Create Shadow Loop

This ability allows the character to take a Shadow and loop that Shadow onto itself into a Shadow Klein bottle. This Shadow when entered cannot be left by Pattern based Shadow shifting or by Logrus-esque powers or by any kind of Magically based Shadow shifting. Shadow paths may terminate in the Shadow Loop but will not lead out. This ability doesn't stop those trapped inside the loop from utilizing trump or even more advanced Pattern Power to leave the Shadow.( for certain people sheer bloody mindedness might work)
Pattern Sorcery

Corwin's' Pattern 

It exists, it is known that Corwin is initiated (surprising that!) Merlin, might, be but he doesn't seem to use it (unless what it does is the same as Dworkin's Pattern in which case he might use it occasionally) There are no other known initiates. Since there is a reasonable probability that it is limited to his bloodline no-one else seems to want to commit suicide this way. 

It's also lost.  No-one knows where it's located - even Merlin professes that he has no way of knowing how to find it again.

Broken Pattern 

There are supposed to be about 17 ish "walkable" broken Patterns (no one has bothered to try to find them so most of the details is in the nature of traveller's tales. Some of them may be counted twice; others may not have been found yet) They do not need the blood of Amber to walk but do need a high Endurance and possibly reasonable Psyche to walk safely. (Some positive Power (chaos & pattern) won't do any harm either)) Some members of the family have walked some of them, they claim while not as physically tiring as a full Pattern you do feel very nauseous, awkward (fine motor skill and manual dexterity are noticeably worse) and unable to concentrate for about a week afterward.
Trump 
Trump is a power not a skill. Some of the PCs will have Pattern based cards (ie Dworkin Deck); some might have a couple of Logrus based ones (for Suhuy & Mandor).  

For non Trump characters it does not really matter which of Pattern (Amber, Corwin or Broken) or Logrus is powering them, they just work. Broken Pattern ones just aren't that reliable. Sorcery based trump are perfectly good for getting around in a shadow, they just don't handle cross shadow contacts well 
For Trump artists the power that drives the trump is whatever one you wish to use providing you have access to that power. If you are not a Logrus initiate you cannot make Logrus trumps, not a sorcerer you cannot make sorcerous trumps etc.

No you cannot power trumps via shapeshifting. (This is not the same as shapeshifting trumps which probably involves tattooing small Chaos demons and is just so tacky) 

for how many extra points you can spend use the table below 

	Trump Power
	Points than can be spent 

	0
	0

	1
	5

	2
	15

	3
	20

	4
	25

	5
	30

	6
	35

	7
	40

	8
	45

	9
	50

	10
	whatever


How long for a contact to open 

0 to 2 Trump Power, 1 minute of solid concentration 

3 to  5 Trump Power  30 secs of solid concentration

+6 to +8 Trump Power or 40 points plus of trump abilities, 15 secs of solid concentration 
+9 to +10 Trump Power or 60 plus points of trump abilities, 5 secs of solid concentration

Abilities available with 1 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Somewhat faster Contact 
	Halve the time normally taken 
	Nothing 

	5
	Sense Trump
	See below 
	Nothing 

	10
	Trump Sketch
	See below 
	Nothing 


Abilities available with 2 or better Trump Power 

	Cost
	Name
	Note 
	Required

	10
	Novice Trump 
	Can create normal Trump but very slowly (weeks) 5
	Trump Sketch

	5
	Trump Defence
	See below 
	Sense Trump


Abilities available with 3 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Trump Caller Identification 
	See below 
	Sense Trump


Abilities available with 4 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Create Trump
	See below 
	Novice Trump


Abilities available with 5 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Trump Jamming
	See below 
	Trump Caller Identification

	5
	Trump Memory
	See below 
	Create Trump & Trump Caller Identification

	5
	Quick Transport
	See below 
	Create Trump

	5
	Quick Activation
	See below 
	Create Trump


Abilities available with 6 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Trump Deception 
	See below 
	Trump Caller Identification

	5
	Trump Spying
	See below 
	Trump Caller Identification


Abilities available with 7 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Trump Blackout
	See below 
	Trump Deception

	5
	Bypass Call Refuse
	See below 
	Trump Caller Identification & Create Trump


Abilities available with 8 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Trump Redirect
	See below 
	Trump Blackout

	5
	Trump Security/Subterfuge
	See below 
	Trump Blackout or  Trump Memory

	5
	Trump Scrying
	See below 
	Trump Redirect or Trump Security/Subterfuge


Abilities available with 9 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Trump Gate
	See below 
	Trump Memory

	5
	Trumps of Desire
	See below 
	Trump Gate

	5
	Trump-based Healing
	See below 
	Trump Memory

	5
	Instant Activation
	See below
	Quick Activation & Trump Memory


Abilities available with 10 or better Trump Power 

	Cost
	Name
	Note 
	Required

	5
	Impromptu Trump Trap
	See below 
	Trump Redirect & Trump Memory

	5
	Trump Image Disguise
	See below 
	Trump Redirect & Trump Memory

	5
	Living Trump
	See below 
	Trump Redirect & Trump Memory Something else (ask GM)


TRUMP ARTIST ABILITY 

Trump Sketches

Trump sketches can be drawn in pencil, marker, charcoal, etc. They are relatively 'quick and dirty' Trumps which are good for a limited number of uses and do not possess the innate indestructibility of real Trumps. They can be made in 30 minutes to an hour, though Dworkin is rumoured to be able to create one in under 30 seconds! Trump sketches are good for a limited number of uses depending on the creator's Psyche. After this usage is complete the sketch will be unempowered and no longer viable for either communication or transport. If the Trump Sketch is to reach across Shadow, then the creator must have either the ability or the potential to influence shadow (Blood of Chaos or Amber, Broken Pattern, etc.). Otherwise, the Sketch works only within the Shadow it was created in. This ability also conveys on the possessor the ability to sense Trump energy use nearby.
Novice Trump

See Create Trump (below) – at least triple any and all creation times... Trump sketches from memory are more than likely impossible. 

Sensing Trump

A character with this ability is able to sense the usage of Trumps in his vicinity. Actual range is dependent upon a great many factors and the GM will be the ultimate arbiter as to whether the character can sense the usage or not. Factors affecting this would include the sensing character's Psyche, the proximity to the Trump user, any and all intervening barriers (including other people), magical wards and the like, etc. Additionally, the character will be able to sense the power used on making Trumps. When a character is within a few hundred feet of a Trump being created they will immediately notice this great flux of power (unless the artist has taken special precautions using various wards, scry blocks, Psyche dampers, etc.). 

Someone who is a Trump Artist is also able to detect the characteristics of a Trump by careful examination. If the creator has an extreme Psychic advantage, any ill effects/traps on the Trump might have a chance to activate. Otherwise, the Artist is informed of the pitfalls.

Trump Defence

Can add points in Trump abilities to Psyche for Trump defence

Create Trump

This involves creating a card representing some particular person, place, thing or object. When the user concentrates on the card there will be a psychic bond between the user and the subject of the card. Creating a Trump takes from 4 hours to two days of concentrated work depending upon the character's Psyche, Endurance, and relative level of experience with making Trumps. As time passes, the character will find that creating such paintings takes less and less time. Suhuy, for example, could probably render a fully functional Trump in 2020 minutes of work.  Suhuy, however, is very, very old.
The medium used also determines some of the time so painting in oils, while better for highest quality Trumps, takes much longer to dry and become functional whereas Acrylics are relatively quick drying albeit not as conducive for that 'ultra- realistic' look which is the hallmark of quality Trumps. Working from memory, without a live model, will DOUBLE or TRIPLE the amount of time to create a card. Trumps made from descriptions, without the Trump Artist ever having observed the subject, have a HIGH probability of linking to a Shadow, instead of the actual subject.

When the Trump Artist first sits down to create a Trump, he/she must clear his/her mind, then think upon the subject of the Trump they wish to create, and finally bring up the Power of Trump. Once in the empowered state, they then begin drawing the lines upon the medium they are using, rendering a life-like representation of the subject, and embedding the Power of Trump into the image. Trumps cannot be drawn if there are things to distract the Artist, they must have total concentration during the entire process, and any interruptions during the Trump creation stage will require them to start over. 

This ability also conveys on the possessor the ability to recognise trump artistry styles that he or she has encountered before. 

Trump Caller Identification

This power allows the character to tell the identity of a caller, without opening to the contact. Upon receiving a Trump Contact check through your Trump Deck. The card of whoever is making the call will be psychically active (though if another Trump conversation is taking place, this will only narrow down the possibilities). Obviously, this only works if the character happens to have a Trump of the caller. As the character becomes greater attuned with this Power he/she will be able to merely concentrate upon his/her Trump deck to determine the caller's identity. Note that this effect requires that the caller has previously been spoken to frequently via Trump so that their Psychic image is well known to the character. 

If the character is a trump artist, this Skill/Power also enables a character to become familiar with the style and magical 'mark' of a Trump artist. Unless purposefully obscured the character should be able to recognise a new Trump as either one of several artists with which he/she is familiar or as an unknown. If an unknown artist is encountered any subsequent Trumps rendered by the same person would be obvious to the character as being from this particular 'unknown' artist.

Trump Jamming 

It's possible, with intense concentration, to jam any one Trump. It requires the actual card of the subject to jam. Concentrate on a single card and the victim will be blocked from sending or receiving Trump calls. Psyche advantage is not 'required' when using this method if the other person simply gives up. However, should someone "push" the contact, then there will be a Psychic battle with the person.  If the person being blocked also has Trump o more they will usually notice that jamming is taking place (whether they can do anything about it is another matter); those without Trump will only know that they are not getting through (one way or the other). It allows more than one Trump to be jammed at the same time, but the more Trumps the person jamming tries to affect, the less effect they will have on each one and the more effort it takes.  The ability can also be reversed, to allow the person using it to Trump many people at once; how many depends on Psyche. In this case the 'broadcaster' will see all of the Trump images of those they are calling overlaid on one another (though those being Trumped will only see the 'broadcaster').  This ability also renders Trump readings involving the subject meaningless for as long as the jamming occurs (so it can be used by someone on themselves, if they wish, for this purpose). The reader will know that the reading is meaningless, but not why.

Trump Memory

In creating a card, either a new one, or redrawing an old one, you memorise the image, so it is permanently imprinted upon your mind. That means you can attempt to contact an image without an actual card being present. This is a great effort on both the Psyche and Endurance of the Trump Artist, but if persistent it can be accomplished. Note that this is only possible with person Trumps not those of places or objects.

Quick Transport 

A Trump can be altered or designed so that as soon as contact is made, transportation is automatic. Note the combination of Quick Transport and Quick Activation makes a great Trump Trap.

Quick Activation 

A Trump can be specially designed to take only moments to activate. When it is touched and concentrated on like a normal Trump, it activates almost immediately, popping on without warning. This power also allows the artist to make a very quick, but impermanent 'normal' trump, as a sketch.

Instant Activation

A Trump can be created to activate by sight or touch alone. When someone looks and concentrates, or touches the active face, the Trump instantly activates.

Trump Deception 

A Trump can be altered or designed so that it looks like something that has nothing to do with where it actually links. An example would be a trump of 'Castle Amber' that actually took the user to Brand's Dungeon of Painful Innuendoes. Alternately, one can make a trump that reacts like a 'real' trump, but it's actually connected to anything. ("Eric can't be dead... see? His trump still gets cool.")

Trump Spying 

There is another level of concentration where you simply observe the operation of Trump. The initiate touches the Trump(s) in question and lightly concentrates on it. This allows them to overhear conversations as the Trump is being used. However, you must actually touch the specific Trumps. If you have Trump for only one of the participants in a Trump Contact, you will overhear only what that person says, and will be unable to "hear" the other end of the conversation.  No Psyche advantage is needed against non-Trump artists; if a person being spied on or in a Trump link with someone who is being spied upon has at least Trump then the spy will need a Psyche advantage to avoid detection. With a sufficiently high Psyche advantage (regardless of whether the target has any Trump skill or not), this can also allow the reading of the surface thoughts of the people in the link. 

Trump Blackout 

Normally during a Trump call, the background and environs of both callers are visible to each other. With this power, you can keep your Trump image from revealing your position - the other person will hear your voice, but the image on the card will remain what was painted on it. Luke demonstrates this power sometime in the second series. Alternately, the image on the card goes completely black. 

Bypass Call Refuse

This power lets you get a Trump contact with someone without giving them a chance to refuse. Sound nifty? The drawback is that you have to wait around, listening at their Trump until they call someone else, before you can do this. The way it works is, if they've got a contact via Trump with someone else, their mental Trump 'door' is 'open'. You just add yourself to the conversation as a totally silent third party, and when they end the call, they're still in a Trump contact - with you. 

Trump Redirect 

Alternately, rather than making it impossible to reach a certain person, you can make any trump call to one person actually connect to someone else. The trump of both the blocked person and the target of the redirection are required. 

Trump Subterfuge/Security

This Power can be used to cloak Trump conversations from those who might be sensitive to such (a very distinct Psyche advantage by the opposing party would be required to sense such) and make Trump Spying and/or Trump Sensing nearly impossible.

Trump Scrying
An extension of Trump Spying (and suffering the same limitations as it), this ability allows the user to get an impression of the location of the person being spied upon, its appearance, general environment (including the magical environment if the person with this ability is a Sorcerer), and nearby sources of power. Depending on the relative Psyches of the spy and the person being spied upon, this may give enough information to allow the spy to locate the area using (for example) the Pattern, and with enough of a Psyche advantage it will allow the spy to see the images being projected over the Trump link in either direction. 

Trump Gate 

Trump Gate is the ability to create an open doorway from any one place to another. It requires the use of a Trump for the destination point. The Trump is then opened normally, but instead of walking through the Trump the user pours Psychic energy into the connection and reinforces the bridge between the two places. Finally, a temporary doorway from one Shadow to another is created. At least Amber Rank Psyche and Endurance is required to create such a Gate, and the character will be totally exhausted from the effort if at that minimum Attribute requirement. Trump Gates only stay open, unattended, for 10 minutes or so, though if the character wishes he/she may continue to pour more energy into it to maintain it, though even a top-ranked individual would be hard pressed to keep one open for more than 30 minutes. However the Gate can be up to a mile wide and half that high. It is also static and the invoker need only be within a few hundred meters of the Gate.

Trumps of Desire  

This allows you to draw Trumps of places and people that you have never encountered, but have conceived. It links the Trump to a Shadow resembling the Trump's images; since Shadow is infinite, any drawing can be made into a Trump. 

Trump-based Healing  

By calling on the Image of the subject, the Trump Artist may use Trump Energies to restore a damaged subject to wholeness. This ability may be limited by the level of familiarity between the Artist and subject, the Artist's ability, and the level of reality the subject exists at. It is extremely draining on the healer in both body and mind. 

Impromptu Trump Trap 

By manipulation of the ebb and flow of trump energies in a spied-upon trump contact, the TA could achieve a number of effects. First, the TA would have to have cards for both ends of the connection.  Strengthening the pull of one end of the connection while decreasing the strength of the other end, loosening its anchor in Shadow, creates a 'quick and dirty' trump trap that pulls subject A to the location of subject B.  Another variation on this is redirecting a call to a trump trap he is holding, shunting the victim into the limbo of his choice. The artist need a trump of the 'reroute' location. 

Trump Image Disguise 

Allows the artist to intercept a call in process and pose as one of the parties involved in the contact. First, this requires a clear Psyche advantage and a trump of the individual they intend to disguise themselves as. The artist then insulates the subject of one end of the contact from trump energies. 

That accomplished, the TA channels the energies into the Trump he is holding for that subject, and uses the psychic imprint of that individual contained in the card, to mask his own. In theory, disguised calls could be made in a similar manner.

Living Trump 

At this level of development, one's understanding of the Trump Image is so complete, s/he is infused with its power. As a result, foci are no longer necessary to use Trump. Inter-shadow travel, communication and other Trump applications can all be accomplished by tapping into the Image of the desired effect contained within the Artist's mind: Focus on the Image of a place to travel there, focus on the Image of a person to communicate, travel to, or summon them.  And it's a trap don't, seriously it is not one trap it's two, all you get is the choice (heads it kills you, tails you kill yourself, so don't ) Let's put it like this Trump is really about using the symbol to access the thing (symbolised). Living trump is all about making the symbol and the thing one, so the symbol is the thing and the thing is the symbol, it goes downhill from there.

Chaos Powers
for how many extra points you can spend use the table below 

	Chaos Power
	Points than can be spent 

	0
	0

	1
	5

	2
	15

	3
	20

	4
	25

	5
	30

	6
	35

	7
	40

	8
	45

	9
	50


The basic power in Chaos is the Black Pathway.  People with abilities of 1 to 9 can use that.  To use the Logrus, you need 5 - 8, and for Advanced Logrus Skills, you would really be looking at 9 and above.  The Tail of the Serpent is a separate discipline, which falls in the 2 to 8 range.  
The three different developments have an effect on pre-requisites.

Black Pathway

This is something which was much more powerful before the Pattern was drawn, but which the creation of shadow has rendered much weaker than the Pattern, though still not without its uses. The Black Pathways power comes in two levels of knowledge, the basic and the advanced.
An alternative replacement to Logrus, involving the creation and control of black pathways from the raw stuff of chaos, to carry one through shadow. Unlike Logrus, it includes no ability to rack spells. Unlike Pattern and Logrus, it is a learned ability, rather than something one assays. 
As a power it works better in or near Chaos than elsewhere, where the Shadow veils are weak and easy to penetrate. It works best in raw chaos of the form which existed before the Pattern was drawn (and which still exists inside shadow veils), when there were no actual shadow veils at all. The Abyss is not such raw chaos. It is a distilled or compressed form which even most Chaosites cannot handle (though there may be some who can). 

At 0, Chaosians can travel and cross Black Pathways when led by others (e.g. like grunts in an armed force)
Abilities available with 1 or better Chaos Power 

	Cost
	Name
	Note 
	Area
	Required

	5
	Travel Black Pathway 
	Can travel independently on a Black Pathway
	Black Pathway
	Nothing

	5
	Detect Weak Points
	See below
	Black Pathway
	Nothing


Abilities available with 2 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	Summon Black Pathway 
	See below
	Black Pathway
	Travel Black Pathway

	5
	Extend Black Pathway
	Extend a Black Pathway into Shadows beyond Ygg
	Black Pathway
	Travel Black Pathway

	10
	Jewel/Tail Link
	See below
	Tail of the Serpent
	Nothing


Abilities available with 3 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	Carry Others 
	See below
	Black Pathway
	Travel Black Pathway

	5
	Swish of the Tail
	See below
	Tail of the Serpent
	Nothing

	5
	Gate Generation
	See below
	Tail of the Serpent
	Nothing


Abilities available with 4 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	Enhanced Sensitivity To Weak Points 
	See Below
	Black Pathway
	Travel Black Pathway, Detect Weak Points

	5
	Wielder of the Tail
	Can cast spells through the tail
	Tail of the Serpent
	Jewel/Tail Link, Swish of the Tail


Abilities available with 5 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	Permanent Pathway
	See below
	Black Pathway
	Travel Black Pathway, Detect Weak Points

	5
	Combine Power With Others
	See below
	Black Pathway
	Permanent Pathway

	5
	Cast through the Tail 
	See below
	Tail of the Serpent
	Wielder of the Tail

	5
	Create/Manipulate Shadow Path
	See below
	Tail of the Serpent
	Wielder of the Tail

	15
	Summon the Sign of the Logrus.
	See below
	Logrus
	Nothing


Abilities available with 6 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	Rapid Shadow Travel
	See below
	Black Pathway
	Permanent Pathway

	5
	Logrus Sight (through Sign)
	See below
	Logrus
	Summon the Sign of the Logrus.

	5
	Summon/Control Tendrils of the Logrus
	See below
	Logrus
	Summon the Sign of the Logrus.


Abilities available with 7 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	(Pathway) Shadow Manipulation
	See below
	Black Pathway
	Permanent Pathway

	5
	(Serpent) Shadow Manipulation
	See below
	Tail of the Serpent
	Wielder of the Tail, Gate Generation

	5
	Catalyse
	See below
	Tail of the Serpent
	Wielder of the Tail

	5
	Rack Arcane Forces
	See below
	Logrus
	Summon/Control Tendrils of the Logrus

	5
	Tendril Conjuration 
	See below
	Logrus
	Summon/Control Tendrils of the Logrus

	5
	Logrus Defence
	See below
	Logrus
	Summon/Control Tendrils of the Logrus

	5
	Shadow Travel
	See below
	Logrus
	Summon/Control Tendrils of the Logrus

	5
	Logrus Flow Adjustment
	See below
	Logrus
	Summon/Control Tendrils of the Logrus


Abilities available with 8 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	Greater Shadow Manipulation: Create Shadow Pockets
	See below
	Tail of the Serpent
	(Serpent) Shadow Manipulation

	5
	Greater Shadow Manipulation: Erase Shadows
	See below
	Tail of the Serpent
	(Serpent) Shadow Manipulation

	10
	Shadowmastery
	See below
	Logrus
	Summon/Control Tendrils of the Logrus, Logrus Sight

	5
	Mould Shadow
	See below
	Logrus
	Shadowmastery

	5
	Shape Logrus Tendrils
	See below
	Logrus
	Summon/Control Tendrils of the Logrus, Logrus Sight

	5
	Create Ways 
	See below
	Logrus
	Shadowmastery

	5
	Create Logrus artifacts
	See below
	Logrus
	Shadowmastery


Abilities available with 9 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	Logrus Tendril Servants
	See below
	Logrus
	Shadowmastery

	5
	Summon Primal Chaos
	See below
	Logrus
	Shadowmastery

	5
	Summon and Bind Creatures of Chaos
	See below
	Logrus
	Shadowmastery

	5
	Meta-Shadow Manipulation 
	See below
	Logrus
	Shadowmastery, Shape Logrus Tendrils

	5
	Logrus Armor
	See below
	Logrus
	Shape Logrus Tendrils

	5
	Logrus Sorcery
	See below
	Logrus
	Summon/Control Tendrils of the Logrus, Logrus Sight


Abilities available with 10 or better Chaos Power 

	Cost
	Name
	Note 
	Path
	Required

	5
	Control Primal Chaos
	See below
	Logrus
	Shadowmastery

	5
	Conduct Primal Chaos Energy 
	See below
	Logrus
	Control Primal Chaos, Shape Logrus Tendrils


Black Pathway Notes

Detect Weak Points

This allows the user of the power to feel weak points in adjacent shadow veils, where it is easiest to force a path through them. It also allows the sensing of whether a given weak point will lead one towards some kind of very general desired goal. 
Summon Black Pathway

This allows the user to summon a black pathway from the raw chaos which exists within shadow veils to punch through the weak points in the local shadow veil to another shadow, and along which the user can travel. However, it is quite slow (much slower than Pattern use), only lasts for a single transit per created path, and only allows travel to adjacent shadows. This most basic of powers allows a Lord of Chaos to walk in Shadow up to the boundary of Ygg. This requires at least a Chaos rank Endurance. 
Carry Others

This allows, with concentration, the stabilisation of a black pathway so that others can also travel along it. This takes considerably more effort than just creating a single-use path. When the user of the power stops concentrating then the pathway will dissipate. 

Enchanced Sensitivity to Weak Points

This allows the initiate to feel for the weak points in shadow veils for many shadows around themselves (for a distance dependant on Psyche). Exceptional flaws in shadow (such as those created by Corwin's curse) are detectable at a very great distance. This allows the creation of black paths which lead through weak points in shadow to many shadows away. 
Permanent Pathway

This allows the creation of pathways through shadow veils which last even when they are not being consciously maintained. They take a great deal of effort to create, however. These pathways can be used to carry messages by a reverberation effect in the road. This can be done by anyone trained in the use of Black Paths, not just those who created the road or who have the advanced form of the power, and can either be a general 'broadcast', or directed at a specific individual (who is on the Road). 
Combine Power with Others

This allows the power user to combine their power with that of others (even basic users of the power) to create larger, longer black roads; it also allows people to enter and leave the combination of powers to rest and the like. The Black Road to Amber is the best example of this ability; it took more than a year to drive it all the way from Chaos, and a great deal of effort on the part of all involved). 
Rapid Shadow Travel 
By 'building' a black path as one goes, through weak points in shadow, and letting it dissipate behind one, the initiate can travel through shadow in a similar manner to the use of Pattern. However, it is slower and somewhat harder than the use of Pattern, and has no ability to (for example) manipulate probability. 

Chaosite Shadow Manipulation 

This power allows a Lord of Chaos to change the destiny, content and time-flow of a Shadow. On the Chaos side of Ygg, this power is mostly used to hold Shadows into place as realms, buildings or fortresses, and to forestall the natural change in Chaotic Shadow. Such requires daily maintenance or the Shadow will warp and become unusable. Chaosites can also use this power to give a Shadow any of the Shadow Properties listed in the ADRPG book, such as control of destiny, guardians, etc., or to build Shadow Paths. They cannot become part of the destiny of anyone or anything on the other side of Ygg. An additional note: on the Amber side of Ygg, all such changes are permanent. Useful, no? Chaosite Shadow Manipulation requires a Chaos level Psyche and either Black Pathways or Pattern. 

Tail of the Serpent Notes

Jewel/Tail Link
Attuning oneself to the Tail of the Serpent makes one aware of others who have also attuned to the Tail, and to a lesser extent, aware of those who have attuned to the Jewel of Judgement and the Jewel's presence.
Swish of the Tail 
Swish of the Tail is similar to the Pattern Lens, save that it actually creates a projection which could be discerned by someone psychically sensitive. In other words, it is possible to note that one is being spied upon. The power of the Tail of the Serpent is too strong to go unnoticed, and is often perceived as a red Tail or as a metaphysical gap, out of which flows a ruby light. Swish of the Tail does not allow the bearer to explore unknown areas; it can only proceed to known places or people.
Gate Generation
Gate Generation allows the bearer of the Tail of the Serpent to create a magical gate that leads to another shadow. The gate remains open for just under one minute, however, so it is possible that an enemy could follow the bearer of the Tail through the gate. Basically, the Tail enables its wielder to create Trump Gates.

Wielder of the Tail 
Relatively self-explanatory. 
Cast through the Tail 
This enables the wielder to cast spells through the projection that is created using a Swish of the Tail.
Catalyse

This power enables an individual possessing the Tail to infuse an object, creature, or place with Logrus energy, which can have strange effects. By imbuing an object with this energy, the Tail can force the subject to change or evolve.
Shadow Manipulation

This power enables the bearer of the Tail of Chaos to manipulate shadow, whether changing its contents or time flow, or even changing the destiny of the shadow. Essentially, Shadow Manipulation enables the bearer of the Tail of the Serpent to make use of any 'shadow' qualities described in Amber DRPG.
Create/Manipulate Shadow Path

This power enables the bearer of the Tail to create or destroy permanent connections between shadows. With this ability, the bearer can essentially enable ordinary people to move from shadow to shadow following established 'paths'.
Greater Shadow Manipulation 
This power enables the bearer of the Tail to manipulate shadow on an advanced level, such as creating shadow pockets, or even erasing shadows, in fashion very similar to the Advanced Logrus abilities.
Logrus Notes
Imprint/Summon the Sign of the Logrus

The Logrus is not something which is walked, like the Pattern. Instead it is a three-dimensional mass of writhing black tendrils which is assayed by studying it until one comes to understand the way in which it functions. The Madness of the Logrus usually manifests itself as catatonia, into which the new Logrus user falls when they have understood the Logrus. The time they stay catatonic is the way in which the human mind comes to integrate the new knowledge of the Logrus into itself so that it can be used. The length of this time depends on their Psyche; with Psyche below the minimum limit, the person never comes out of their catatonic state. If the person trying to assay the Logrus does not have the minimum Endurance, then they die of exhaustion from the large amount of shapeshifting which assaying the Logrus forces upon them. Because of the Psyche and Endurance limitations on this power, Logrus is quite a rare ability in Chaos, and a number of people there go mad or die each Turning while trying to assay it.
Traverse the Logrus and recover from the induced madness. Those knowledgeable about the Logrus and its inner workings are able to Summon the Sign of the Logrus, which is a shifting, angular, glowing construct invisible to the naked eye. 
Logrus Sight: (through Sign)

The Summoned Sign of the Logrus can be used as a improved sensory organ which one looks through. It provides "sight" in a great many more spectrums than are normally available and can be "fine-tuned" by it's user to meet the demands of the situation. The user can see Magic, Pattern, Logrus, Trump, as well as things which are hidden. He/she can use it to analyse any of the above things to gain greater information regarding them. Things can also be seen to be either of Shadow, of Amber, or of the Courts of Chaos.

Summon and Control the Tendrils of the Logrus

This Power allows one who has brought the Summoned Sign to mind to manifest Tendrils from the Logrus. To use these tendrils the character must then "put his/her arms into the Arms Of The Logrus" which takes a minute or so. The Logrus Master may shape its force into useful shapes, extensions far more powerful, and more flexible than normal Shadow matter. These extensions of the Logrus operate with a Strength that is equivalent to the Psyche of the Logrus Master who wields them. Combined with Logrus Sight, touching of the subject by Logrus tendrils will reveal whether or not a character is Shape Shifted, if they are charged with Ambient Magic (i.e. Power Words), and the general level of the subject's Psyche, health, and mental state. The tendrils of the Logrus can also be used to "link" into the delicate web-work of magical spells and deactivate them, or it can be used to send a raw-power feedback along a mental or magical contact. Touching things of Magic with a Logrus tendril usually will tell what type of spell it is, and the exact spell if it is a common one or one known by the character. Logrus tendrils can "pry" open inactive Gates, insinuate themselves into a magical "sending" and backtrack it to its origin, or spells can be cast out along the tendrils and sent into Shadow.

Rack Arcane Forces 

Rack Spells into the summoned Sign of the Logrus. This typically adds ten minutes to the Casting time. These will deteriorate over time (about one day per Psyche Point)

Tendril Conjuration

He/she can use Tendrils to reach through Shadow, or to reach things at a distance on the current Shadow. When reaching through Shadow, the Logrus tendrils can be made to seek anything desired, locate it, grab it and draw it back to the Logrus Master. Searching in Shadow or Chaos for something with the Logrus has advantages and disadvantages. The advantage to using Logrus is that you can find generic objects fast. Grabbing any defined object, sword, a plate of food, a lantern, anything defined in a general sense comes quickly as the Logrus finds the nearest occurrence in Shadow and snaps to it. Unfortunately, the more specific you get, and the further out in Shadow you are, the longer it takes the Logrus to locate something. If you are in a Medieval-type Shadow, trying to use a Logrus Summoning to get a specific piece of high-tech equipment will take a LONG while. The game mechanic effect is that if the player wishes to define the object in terms of points, it takes a long time (up to a day per point for items that are not anywhere near in Shadow), and the Quantity Multiplier is limited to Named and Numbered. If the player will define the object in general terms it takes much less time, but the GM will have full control over the results...

Shadow Travel

He/she can use Tendrils to reach through Shadow, or to reach things at a distance on the current Shadow. When reaching through Shadow, the Logrus tendrils can be made to seek and grab a suitable anchor, and draw him/her to the object. This way is usually the manner in which a Logrus Master traverses Shadow. This is actually easier than Tendril Conjuration, because when the undiscerning Logrus Master starts pulling objects through Shadow, they can often be the type of Shadow object that dissolves when moved across Shadow.

Logrus Defence

The Tendrils of the Logrus can also be used for defensive purposes. With the Sign summoned to mind you can fill your body with the force of Logrus Tendrils, making it resistant to the effects of Pattern(sort of), Magic, Psyche, or other forces, but providing no physical protection. Alternately, the Logrus Tendrils can be made into a shield of Power, blocking in any one direction, which is effective against physical, energy and most Magical attacks, but doesn't provide protection against Pattern, Logrus, Trump or Psyche. You cannot use both techniques at the same time.

Logrus Flow Adjustment

The ability to adjust the flow of chaos in the local area to temporary dam it up and then let flow through in a chaos surge lessening the ability of pattern based powers.

Shadowmastery

Characters with this Power can use the Summoned Sign to spot weak areas in the Shadows of Amber and the Courts and by using the Logrus Tendrils they are able to create "Shadow Veils" or areas which may be stepped through to the next Shadow without further manipulation. This is especially useful in the Courts where areas change so drastically from one Shadow to the next.
Most of the areas of the Courts are strewn with Shadow Veils linking the entirety of the Courts together. This Power also enables the character to recognise existing Veils without prior knowledge of their existence, and includes all powers associated with Shadowmastery as described by Merlin in the novels.

Mould Shadow 

Using the Logrus, and the Chaos resident in any Shadow, it is possible to manipulate the structure of that Shadow, altering it to fit your wishes. In this way, for example, the physical laws of the Shadow, or the form of its inhabitants, or any simple detail, will be changed. It takes about as long as it takes Pattern initiates to Shift Shadow. Eventually, if not tended, the Shadow will drift back to its original form. The closer to Primal Chaos, the easier a Shadow is to manipulate, and Shadows near Amber are nearly impossible to change.
Unlike Amberites, who simply Shadow Walk or Hellride to their perfect Shadow retreat, those of the Courts of Chaos will find a Shadow, and then manipulate it to perfection. Since Shadows modified with Shadow Molding have a tendency to lose their form and start continually changing, which is the normal way of Chaos Shadows, most Logrus Masters settle on a particular domain as home, called a Way (This naming can take one of two forms, either the character's first name is included, i.e. Mandorways, or, more commonly, the family name, such as the Ways Of Sawall). It is then shaped and maintained with a combination of Logrus, Magic, and powerful Chaos creature servants. While the personal realms of Shadow will, with precautions in place, survive a long absence, very few Chaos Lords ever maintain more than one personal realm at a time.

Logrus Tendril Servants 

It is possible to separate a tendril of the Logrus, give it a simple instruction, and leave it, unattended, to perform its duty.
Logrus servants have Strength and Psyche each equal to Chaos Rank, and a Human Level Warfare. In place of Endurance they have tireless Stamina, but can only heal or regenerate in a place where Logrus is strong. They have no "minds" as such, and will simply dissolve if attacked by a superior Psyche. The number of Logrus servants on "duty" at any given time depends on the Psyche of their creator.

Shape Logrus Tendrils
Allows you to shape your Logrus tendrils into more precise forms, such as sharp or cutting items, or any item the Logrus master can think of, so long as it isn’t too big: keys, glass, etc. In combat, shaped tendrils can do Double damage.

Logrus Armour
An Enhancement upon Logrus Defense, this allows you to weave your Logrus Tendrils as with the Shield of Power, except that they are closely bound to your body, effectively creating a Logrus-powered armour. On the down side, this prevents you from using your Logrus Tendrils in any other way. And, while the armour is pretty though, it isn’t as strong as the Shield, and the impacts can sometimes be felt through it (consider it to be a 4 points level defense). More so, while it protects against Pattern-based attacks, they tend to disrupt the armour, which can only be maintained by a strong concentration. On the up side, it requires no special concentration, and you can try to combine it with other powers that use your tendrils, such as making spikes on it via Shape Logrus Tendrils.

Summon and Bind Creatures of Chaos

As detailed in the Shadow Knight rulebook (1hr/pt). This is the only way Demons can be conjured.

Create Ways 

Unlike Amberites, who simply Shadow Walk or Hellride to their perfect Shadow retreat, those of the Courts of Chaos will find a Shadow, and then manipulate it to perfection. Since Shadows modified with Mold Shadow have a tendency to lose their form and start continually changing, which is the normal way of Chaos Shadows, most Logrus Masters settle on a particular domain as home, called a Way (This naming can take one of two forms, either the character's first name is included, i.e. Mandorways, or, more commonly, the family name, such as the Ways Of Sawall), a way being a series of linked Shadows. It is then shaped and maintained with a combination of Logrus, Magic, and powerful Chaos creature servants.

While the personal realms of Shadow will, with precautions in place, survive a long absence, very few Chaos Lords ever maintain more than one personal realm at a time.

This power thus allows a Shadow Master to string many molded Shadows together to form a residence for a Chaos Lord and his entourage: a kind of enhanced veil between many little Shadows to form a room. In essence you can picture it Mold Shadow being used to create the floor, walls and ceiling of part of a room while Shadowmastery is used to make “doors” that join all these Shadows into one single room. 

Create Logrus artifacts

This lets you create artifacts, commonly called “Logrus gifts” (as the items acquired while walking through the Logrus) that in some way harness the power of the Logrus... Basic point here is that these artifacts will work about anywhere Logrus does, and can channel and hold more energy than an equivalent Shadow-powered item. In Game terms, this allows you to create artifacts up to the 8 points level, or being Logrus tendrils (well, sort of...). The problem is, you must be next to the Logrus to create such items. Another thing is that such items, become parts of their creator. Thus, they must be paid for with points, unless quickly returned to their source.

Summon Primal Chaos

This is the final lesson of the Logrus Master only taught to those formally in the Shadow Master's guild and only with their permission. Primal Chaos, a force in direct connection with the untamed Chaos at the remote centre of the Courts, will bring total destruction to whatever Shadow it occupies. Once summoned it must be dispelled quickly, or it will run amuck, eventually absorbing the entire Shadow back into nothingness.
When it is summoned, the tendrils of the Logrus are used to keep it in check and contain its area to a small, controllable force. While in this condition it can be moved with the Arms Of The Logrus to selected areas, utterly destroying everything of Shadow substance it contacts. This is extremely taxing on the character's Endurance and Psyche. Only characters with Amber Rank or better in both can hope to contain the Chaos, once summoned, and even if more highly Ranked this control can only be maintained for a few minutes. After this time, the Logrus Master must either attempt to dispel it (using the Logrus tendrils to snuff it out) or release it. Once released, unless halted by some force (perhaps some disciplines of the Pattern), Primal Chaos will destroy the entire Shadow where it was summoned.

Control Primal Chaos
This ability lets a character move or shape summoned Primal Chaos, instead of just controlling its size.

Conduct Primal Chaos Energy
This is a dreaded power in personal combat, as it allows the Logrus master to infuse his or her Logrus Tendrils with Primal Chaos energy. The damage this can do is enormous, especially if the tendrils were shaped into dangerous forms, but nonetheless limited when compared to the full might of the primal chaos. Indeed there is a kind of balance between the limited quantity of energy one can invest into his tendrils without losing control of the Chaos, and the fact that this energy is usually directly applied to the target. Consider the damage to be somewhat equal to the 8 points level. Note that this makes your tendrils VERY obvious, crackling with the dark, raw energies of the Primal Chaos. Endurance and Psyche cost are as per Summon Primal Chaos.
Another possibility is to “poison your tendrils with the essence of Primal Chaos. The wounds caused by these extensions will be very hard to heal, the cells replicating randomly, much like Primal Chaos infection with a Shapeshifter (though on a minor scale). The effects are comparable to a 4 points-level poison, and the Endurance cost is only twice the normal cost for Heavy Exertion.
Meta-Shadow Manipulation 

This lets you use Logrus to manipulate the relationships between Shadows, manipulate several close Shadows at once, and open paths through linked Shadows. In basic form, everything that can be accomplished on a Shadow via Mold Shadow can be done to several Shadows at once. 
Sorcery

The levels for sorcery are perhaps easier.  The reason for this is simple; you have to buy your spells, and to build up a really good spellbook, you will have to invest in them.  At each level, you will get a few 'free' spells, though - i.e. you can buy two spells for the price of one.  Otherwise, spells cost 5 points each.
Attribute Tips for Sorcery 

Although Psyche is crucial for powering Spells, don't neglect the Attribute of Endurance. Casting spells is time consuming and physically draining. A less-than-Amber Endurance will limit the number of spells you can create before dropping from fatigue. 

A lot of elder Amberites have full knowledge and power of Sorcery. Most of them rarely use it. Spells have to be studied, pre-prepared, maintained, refreshed, and constantly studied. All in all, a lot of trouble. Frankly, it's just too much bother. A careful, well-prepared sorcerer should have a dozen or so spells on hand at any given time. Which means spending about twenty hours a week on nit-picky maintenance. How would you feel about spending twenty hours on the same chores, week after week? How would you feel a year later? A century later? More important, what kind of person would spend centuries on this kind of busy work?
Immortals, like those with the Blood of Amber, aren't thrilled with that kind of busy-work. Especially when every pleasure imaginable is out there in Shadow for the taking. Even megalomaniacs, plotting to conquer everything and everybody can spend their time more productively by researching real power like Pattern, Logrus and the like. 

How Spells Work

Sorcery operates differently from Power Words (characters who plan on engaging in magical combat would be well advised to get both). "The big difference between Power Words and Sorcery is time. It takes anywhere from ten minutes to several days to cast a spell. The way around this is to prepare spells in advance. 

Which leaves two main problems.
First you can only "memorize" one spell at a time. Even then you've got to concentrate on the spell constantly. If you take a nap, get hit in the head, or work on other magic, the memorized spell is going to be lost. 

Which means the only practical way of storing prepared spells is by putting them in some kind of container. Storing, or "hanging," spells isn't something you can do just anywhere. 

Spells are basically a weaving of power and information, and they only last in an appropriate receptacle. The magical container must be either a living thing, capable of remembering the spell, or a magical artifact containing power that can be forced into the form and structure of the spell. Second, the other problem with prepared spells is that they are very specific. A completed Invisibility Spell designed to cloak someone on Shadow Earth, will do nothing at all if cast in another Shadow. A Lightning Bolt Spell readied for casting in the Courts of Chaos will be a sparkly dud in Castle Amber. A spell designed to bind a human of Shadow Earth is harmless against a Lord of Chaos. A magical barrier cast to keep out Pattern energy is transparent to the tendrils of the Logrus. No problem, if you happen to know exactly what, where, why, when and how your spell is going to be used. Not likely, eh?
The way around this is to prepare spells that aren't quite complete. Instead of preparing the entire spell, you leave out a few key instructions, which can be filled in when the spell is finally released. We call these instructions lynchpins.
Lynchpins and Spell-Casting

Lynchpins are the words you use when triggering a hung or memorized spell, defining last-minute conditions.
The most common lynchpin is Magic of Shadow. This defines the type of Magic present in a given Shadow. Without a specific description of the Magic of the environment where a spell is cast, no spell can work. 

Other common lynchpins define the target of the spell, the duration, and the conditions for the turning the spell off. 

Although lynchpins make stored spells flexible, they have disadvantages.
Lynchpins take time. Each lynchpin adds time to the Base Casting Time. Lynchpins also add time to the unleashing of a spell. The more lynchpins there are, the more opportunity there is for others to interfere in the spell. 

Psyche and Spell Casting

Your character's Psyche isn't crucial with many Magic Spells. However, the Invasive spells, those that must enter an opponent's body, require a contest of Psyche.
Spell Building

Aside from the "Basic" spells listed below, you can create and name your own spells. See the following section on Magic Creation for more details. Any spells that you overhear, you may also attempt to memorize and imitate, though this can be dangerous.
Mind links and Magic spells
If the Sorcerer has established a mind to mind Psyche link, either through the willing or unwilling-but-helpless cooperation of another, it's possible to release any of the spells through the linked mind. The spell can be cast on the subject of the link, or, using that person's mind as a conduit, as if the Sorcerer were present on the scene. While a simple matter, most Amberites are highly suspicious of having spells cast through their own Psyche, first because the spell could turn out to be a direct attack, against which they'd have no defense. Secondly, because magic can be rather unpredictable in the hands of inexperienced users.
Sorcery and the Logrus

Logrus Masters have a huge advantage over other Sorcerers. That's because the Logrus itself can be used for "hanging" spells. In addition, spells can be cast out along a Logrus Tendril. In other words, the Logrus Master can send out the Tendrils, seeking a distant object or Shadow, and, when contact is made, spells can be cast out of the end of the tendril.
Personal "style" and Sorcery

Each character brings their own unique signature to spell-casting. On one hand this means that Sorcerers can come to recognize distinctive spells and discover spells created by Sorcerers they know well. 

The other aspect of personal style is that characters can create their own special effects. This can be built into spells, or used as another lynchpin, defining the character's trademark. Sparks, smoke, lights, glitter, radiance, or glow can be complemented by a unique color, scent, sound, or whatever. Each Sorcerer should pick a unique mark, such as a green flame, and stick with it. Personal special effects are harmless, but can serve as a good warning to others.
for how many extra points you can spend use the table below 

	Sorcery Power
	Points than can be spent 

	0
	0

	1
	5

	2
	15

	3
	20

	4
	25

	5
	30

	6
	35

	7
	40

	8
	45

	9
	50

	10
	whatever


Abilities available with 1 or better Sorcery Power: Spells take 15 minutes to cast
	Cost
	Name
	Note 
	Required

	5
	Basic spells 
	You know three basic spells. You can only keep one in your mind at a time.
	Nothing 

	5
	Extra Basic Spells
	You can buy two  extra basic spells
	Basic spells


Abilities available with 2 or better Sorcery Power: Spells take 15 minutes to cast 

	Cost
	Name
	Note 
	Required

	5
	Level 2: Basic spells 
	You know three more basic spells. 
	Basic spells, Extra Basic Spells 

	5
	Basic spell rack 
	You can hold two spells in your mind through a simple spell rack
	Basic spells


Abilities available with 3 or better Sorcery Power: Spells take 10 minutes to cast
	Cost
	Name
	Note 
	Required

	5
	Level 3: Basic spells 
	You know three more basic spells. 
	Level 2: Basic Spells 

	5
	Lynchpin
	You can now use a lynchpin to hang spells
	Level 3: Basic spells


Abilities available with 4 or better Sorcery Power: Spells take 10 minutes to cast
	Cost
	Name
	Note 
	Required

	5
	Level 4: Basic spells 
	You know three more basic spells. 
	Level 3: Basic Spells

	5
	Compelling: Geas
	See below
	Level 4: Basic spells


Abilities available with 5 or better Sorcery Power: Spells take 10 minutes to cast 

	Cost
	Name
	Note 
	Required

	5
	Level 5: Basic spells 
	You know three more basic spells. 
	Level 4: Basic Spells

	5
	Advanced Spell Power
	You know one advanced spell (NB until you have this, you cannot buy any additional advanced spells)
	Level 5: Basic Spells

	5
	Advanced spell rack
	You can now possess a rack for storing five spells (basic or advanced)
	Advanced Spell Power

	5
	Compelling: False Memory
	See below
	Level 5: Basic spells


Abilities available with 6 or better Sorcery Power: Spells take 10 minutes to cast
	Cost
	Name
	Note 
	Required

	5
	Level 6: Advanced spells
	You know two more advanced spells.
	Advanced Spell Power

	5
	Compelling: False Memory
	See below
	Level 6: Advanced spells


Abilities available with 7 or better Sorcery Power: Spells take 5 minutes to cast
	Cost
	Name
	Note 
	Required

	5
	Level 7: Advanced spells
	You know two more advanced spells.
	Level 6: Advanced spells

	5
	Higher spell rack
	You have a spell rack of considerable power that can rack 10 spells
	Level 7: Advanced spells, Advanced spell rack

	5
	Customised spells
	You can create your own spells (you get the first one free; others will cost you 5 points, unless you rise a level and double-buy)
	Level 7: Advanced spells

	5
	Compelling: Conjuring Artifacts & Creatures with Compelling.
	See below
	Level 7: Advanced spells


Abilities available with 8 or better Sorcery Power: Spells take 5 minutes to cast
	Cost
	Name
	Note 
	Required

	5
	Level 8: Advanced spells
	You know two more advanced spells.
	Level 7: Advanced spells

	5
	Level 8: Customised spells
	You can create two more of your own spells 
	Customised spells

	5
	Compelling: False Personality
	See below
	Level 8: Advanced spells


Abilities available with 9 or better Sorcery Power: Spells pretty much instantaneous
	Cost
	Name
	Note 
	Required

	5
	Level 9: Advanced spells
	You know two more advanced spells.
	Level 8: Advanced spells

	5
	Level 9: Customised spells
	You can create two more of your own spells 
	Level 8: Customised spells

	5
	Spikard
	You can have a spikard to rack unlimited spells
	Higher spell rack PLUS Level 9: Advanced spells or Level 9: Customised spells

	5
	Compelling: Mind link
	See below
	Level 9: Basic spells or Level 9: Advanced spells, plus two other Compellings

	5
	Pattern or Logrus Sorcery
	See below
	Higher spell rack PLUS Level 9: Advanced spells or Level 9: Customised spells


Abilities available with 10 or better Sorcery Power: Spells pretty much instantaneous
	Cost
	Name
	Note 
	Required

	5
	Level 10: Advanced spells
	You know two more advanced spells.
	Level 9: Advanced spells

	5
	Level 10: Customised spells
	You can create two more of your own spells 
	Level 9: Customised spells

	5
	Combining High Compelling with Spell Casting
	See below
	Compelling: Mind link


BASIC MAGIC SPELLS

The following spells are those taught to a beginning Sorcerer. Any basic spell can be cast the long, safe way. Spells that are to be stored for later use must be either memorized by the caster, or "hung" in some way. 

INVASIVE MAGIC SPELLS

Spells where the magic is brought forth directly inside of the target or victim. Typical invasive spells are attack oriented, and attempt to alter or change the victim. Note that the "victim" of any Invasive spell can choose to open themselves to it, negating the need for superior Psyche.
1. Basic Spell: Mind Touch
Opens a mind to mind link between the caster and the victim. This link performs the same way as touch or a "rump contact, allowing the two minds to touch. Requires overcoming the Psyche of the victim, so an advantage in Psyche is required. The exact location of the victim, specifying which Shadow, and where in that Shadow, is needed for the spell to succeed. Which is obviously not a problem if the victim is in sight of the caster. The duration is indefinite, lasting as long as the Psyche contact persists. 
Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.
Name, description of Subject, Name of Caster's Current Shadow location, Name of Subject's location in Shadow, Duration (Optional), Dispel Word (Optional).

2. Basic Spell: Quell

By influencing and altering the nervous system of the victim, this spell puts them to sleep. It requires overcoming the Psyche of the victim. Duration depends on whether or not anything disturbs the victim (a person who is put to sleep and falls into a batch of stinging nettles isn't likely to stay "Quelled" for very long.).

Base Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each. 

NamelDescription of Subject, Magic of Shadow, Duration (Optional), Dispel Word (Optional).

Variations: Can be modified to affect any natural bodily function of the victim, either speeding up or slowing natural processes.
3. Basic Spell: Cardiac Arrest
Stops the heart of the victim. Effect is instantaneous. Those with Human Endurance will simply collapse and die. A Chaos ranked Endurance character will suffer the equivalent of a heart attack, requiring a week of bed rest to recover. For characters of Amber or better Endurance, the effects will be alarming, roughly equal to a sudden blackout, but harmless in the long run.

Base Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

NamelDescription of Subject, Magic of Shadow, Duration (Optional), Dispel Word (Optional).

4. Basic spell: Stone binding

Changes the time rate inside the victim, so they are slowed down into immobility, relative to their environment. The resulting statue remains this way indefinitely, in any one Shadow. Requires a Psyche advantage. Getting rid of the spell is fairly simple. A touch of Pattern or Logrus power will easily dispel the binding. Likewise, moving the "statue" around in Shadow tends to decay the magic, so that the spell will wear off in a few hours.

Base Casting Time: One and a half Hours

Lynchpins: Additional fifteen minutes casting time each.

NamelDescription of Subject, Magic of Shadow, Duration (Optional), Dispel Word (Optional).

5. Basic Spell: Invisibility
Turns the subject invisible, or, if desired, partly transparent. One big drawback is that with complete invisibility all light passes through the body, so there's no light for the eye to pick up, and the subject is effectively blind. Therefore it's best to become only partly invisible, so there's still enough light to see, though dimly. During bright daylight 95% invisibility would leave enough light to see. On a dark night 50% invisibility would make the character impossible to see, but would leave at least some light to see by. Invisible objects make normal amounts of noise, smell, taste, and are just as noticeable with Psychic or mystical powers as anyone else.

Base Casting Time: One Hour.

Lynchpins: Additional ten minutes casting time each.

NamelDescription of subject, Magic of Shadow, Degree of

Invisibility, Duration (Optional), Dispel Word (Optional).

Variations: Turning insubstantial instead of invisible is one possibility. However, with a total insubstantial form there are two drawbacks, first, one would be deaf, and second, unless somehow prevented, the subject would start falling down through the ground.
6. Basic Spell: Strength Drain 

Reduces the Attribute of Strength to Human level. Dispelled by a touch of Pattern or Logrus, or by a movement through Shadow. Lasts indefinitely in any one Shadow.

Base Casting Time: Two Hours

Lynchpins: Additional twenty minutes casting time each.

Name of Subject, Magic of Shadow, Duration (Optional), Dispel Word (Optional).

DEFENSIVE MAGIC SPELLS

All are designed to protect the caster from a variety of threats. Among others, there are those that "block" attacks using barriers, those that "absorb" threats, and those that fill the body with defensive energies.
7. Basic Spell: Bodily Defense
Fills the body with magical energy devoted to blocking out external influences. Although the spell can be tailored for any specific threat, the basic spell is designed to work against Magic, Trump, Logrus, andor Pattern. Lasts up to one hour or until dispelled by the caster.

Casting Time: One Hour.

Lynchpins: Additional ten minutes casting time each.

NameDescription of Subject, Magic of Shadow, Duration (Optional), Dispel Word (Optional), Protection Range (Naming Magic, Pattern, Lops, Trump, or any combination).

8. Basic Spell: Defensive Shield 

A magical shield, fixed in place, is cast as a barrier. The basic spell works against Physical Attacks, plus Fire, Heat, Lightning, Wind, Rain, and harsh Weather. A determined individual, of Amber Strength or better, or any largish moving object (a bulldozer, or a dragon), will be able to penetrate the barrier. Will last for a maximum of two hours in Amber.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow, Placement of Shield, Dimensions of Shield, Shape of Shield (Optional, will be square unless otherwise defined), Limits of Effectiveness (name the forces it blocks - Optional), Duration (Optional), Dispel Word (Optional).
9. Basic Spell: Magical Drain
Creates a hole through which all loose magic is drained away. Effectively limits the magic in an area, up to two miles in diameter, where spells will be drained as they are cast, or as lynchpins are inserted, or, for those successfully cast, any magical energies they generate. Duration, if undisturbed, is thirty minutes in Amber. However, the drain can be made self-sustaining, so the more magic the spell drains, the longer it lasts. If enough magic enters before any thirty minute time segment expires, it can continue indefinitely (unless, of course, a duration is defined). Although it can be dispelled by other energies, dispelling a Magic Drain with magic is near impossible, since the magic just goes away.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow, Placement of Hole, Drain Exit (can be simply into the ground, or dispersed, or off to another Shadow location), Area of Drain Effect (Optional), Duration (Optional), Dispel Word (Optional).
10. Basic Spell: Defensive Psyche Ward
Placed on a doorway, on walls, or simply as a circle drawn on the ground, it creates a Psyche barrier to any who attempt to pass. Creatures of less than Amber Psyche will be unable to pass the barrier. If left untended, the Ward has the equivalent Psyche of an Amberite, and can be forced in about as long as it would take the intruder to make a Trump contact. However, it is possible to link the Ward to the mind of the caster, or one who the caster chooses, in which case anyone attempting to force the Ward would end up in a direct mind to mind link. Lasts up to twenty-four hours in Amber, or, if linked, until dispelled.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow, Line of Ward (Touch, the caster must actually move a finger or pointer, tracing the line or boundary of the Ward's limits), Unattended (Optional), Linked (Optional), Name of Link (Optional - only if Linked), Duration (Optional), Dispel Word (Optional).
11. Basic Spell: Defensive Material
Gives any object the qualities of a shield that is Invulnerable against Conventional Weapons. Basically, the object then becomes invulnerable to missile fire, blades, and normal energy like fire and electricity. Can only be cast on a single object, made of a single type of material (a cotton shirt, a wooden shield, a rock wall). Lasts indefinitely in any one Shadow. Has no resistance to being dispelled with Psyche, magic or in any other way. 
Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow, Name of Object, Duration (Optional), Dispel Word (Optional).

SUMMONING MAGIC SPELLS

Although summoning spells can be used for a variety of things, they are most often used offensively, to draw objects and forces out of Shadow as weapons.
12. Basic Spell: Lightning Bolt
The magic actually opens up a conductive line between some highly charged place in Shadow, and a target area. Duration is instantaneous, but the conductive 'channel" must be defined before the Shadow hole is opened, other wise the caster will be the first target. Unfortunately this 'lag time" is enough for those with Psyche sensitivity to dodge out of the way, but it works great against stationary targets and massed soldiers. Chances of hitting a target depend on the character's Warfare.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Direction of Conductive Channel, Distance of Channel (Optional), Magic of Shadow, Trigger.

13. Basic Spell: Pressurized Lava
A quick opening, from the current location, to a place where lava is  under high pressure, allows for a chunk of the super-heated rock to blast out from the caster. The size of the lava chunk is defined by the caster, but anything over 200 pounds is risky because of the intense heat. Hitting, as with all projectiles, depends on the Warfare of the caster. The range is limited by the size, so the biggest chunks travel only a few feet, where a tiny blob can arc out over a couple of hundred feet.

Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.

Magic of Shadow, Hand Motions (gestures are used to specify the location of the opening, and the tilt of the hands show the angle through which the lava will exit), Size of Lava Chunk, Trigger.

Variations: Any fluid material under pressure can be substituted for the lava. For example, sea water or fresh water taken from the depths, rain or wind from a Shadow with great air pressure, even liquid sulphur, mercury or white-hot iron.

14. Basic Spell: Replicate Shadow Object
Forms a duplicate out of Shadow of any object. Making a replicate of a living thing could result in a living duplicate, or if the Sorcerer prefers, a dead duplicate (a corpse). No duplicated item, living or otherwise, will have the powers or magic of the original. Duplicates last until dispelled, or until moved from the Shadow where they were created.

Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.

Name of Object, Magic of Shadow, Living or Dead (Optional), Duration (Optional), Dispel Word (Optional).

15. Basic Spell: Self-Teleport
Transports the caster to a specified location. The location can be built into the casting, or can be defined as a series of lynchpins. Takes place instantly. Comes in two varieties. One, where if you are bound, or chained, or otherwise held, the spell does not release you, but may transport you along with whatever is attached to you. The other, where you are teleported free of anything bound or attached to your body, but also leaving behind all your other possessions, clothing, weapons, jewelry, and even objects held in your hand.

Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.

Magic of Shadow, Name of Destination (Optional), Transport with Possessions (Optional, the caster will bring along possessions, and anything loose that is being grasped, up to about a ton, but it won't work if the caster is chained or attached to something really large), Transport without

Possessions (Optional, the caster will arrive naked, leaving all possession behind, but escapes bindings, chains, or the grasp of any hostile)..128.120.162
Advanced Spells
Alter Object Aspect

All it does is slightly modify some small detail of Shadow. It’s usually easier to change objects by manipulating Shadow directly.

Spell Type: Summoning.

Base Casting Time: Fifteen Minutes.

Lynchpins: Additional five minutes of casting time each. 
Magic of Shadow, Aspect Affected (Color, Texture, Scent, etc.), and Type of Alteration. 
Note that this is a pretty quick spell, so usually it’s not “racked,” and lynchpins aren’t usually used
Astral Club

This spell conjures a shimmering, translucent rod of force, that sails through the air from the caster’s hand. Being insubstantial until contact, it is impossible to parry with conventional weapons. The main advantage of this spell is that it is fast, and that an ignorant target may attempt to parry rather than dodge. 

Spell Type: Summoning.

Casting Time: Thirty Minutes

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow (Optional for Logrus Sorcery), Hand Motions, Trigger.
Audio Blast

A pretty simple spell, but effective. All it does is generate a massive amount of noise. The spell can be modified to create noises that would be very strange to anyone not used to technological noise. 
Spell Type: Summoning.

Casting Time: Thirty Minutes.

Lynchpins: Additional five minutes casting time each.

Magic of Shadow, Volume (Optional), Dispel (Optional), Sound Effect (Optional-klaxon, siren, factory whistle, rock band, etc.)

Bubbles of Feeling

Bubbles stream from the caster’s hands, and swirl around the target. Each bubble contains a concentration of feelings, captured from some place in Shadow where psyche is broadcast, so that a strong emotion is emitted when a bubble bursts. The closer the burst, the more likely the victim will be affected. One by one, the bubbles will swoop in, strike the target, and burst. The target will then feel whatever emotions he or she would feel, if that event had just happened to him or her. Basically, this is a distraction spell, keeping the victim from concentrating properly on fighting, spell-casting, power-summoning, or quick movement.

Spell Type: Summoning.

Casting Time: One Hour, plus an additional Fifteen Minutes for each additional emotion beyond the first.

Lynchpins: Additional fifteen minutes casting time each. 
Magic of Shadow, Hand Motions (Optional), Name of Target (Optional), Type of Emotion (Optional, but one Lynchpin per emotion specified), Trigger (Optional), Dispel Word (Optional), and Quantity of Bubbles (Optional).
Chains of Deliverance

Brings into being a webwork of living, twisting, viciously-hooked chains, which envelop the target and draw him/her/it toward the caster, all the while draining the target’s magical energy. Characters with Chaos strength or less will be unable to break the chains; those of Amber strength will have difficulty (obviously, this spell would be nigh ineffective against Gerard).

Spell Type: Summoning

Casting Time: One and a Half Hours

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow (Optional for Logrus Sorcery), Target (Optional for Logrus Sorcery), Trigger.

Charm

Commonly cast on a garment or piece of jewelry. When the item is worn, everyone will treat the wearer as if he or she were more attractive, or more charming. It only works face-to-face, in situations where the charmed object can be seen. Once cast on an object, the spell will last for

years, provided it remains in the same Shadow. Moving to a different Shadow will dispel it, however, as will Power Word Magic Negation, a Magic Drain spell, or other antimagic measures.

Spell Type: Invasive.

Base Casting Time: One Hour.

Lynchpins: Additional five minutes of casting time each. 
Description of Object, Magic of Shadow, Duration (Optional), Dispel Word (Optional).

Variation: A Reverse version is also possible, giving the wearer a bad impression.

6
Coercion

Why break into somebody’s mind with a battering ram or a pickaxe, if you can coax them into handing you the keys? Under the influence of a “Warm FUZZY” spell, the target will feel safe, willing to trust the caster. If successful, the victim will be easy meat for Imperatives, or any other invasive spell. As with other invasive spells, the victim’s Psyche must be overcome. Also, unless the victim has a relatively inferior Psyche, there must be at least some positive feelings for the caster. It might also be called a Judas spell; it only works if cast by those you like or trust.

Spell Type: Invasive.

Casting Time: One Hour.

Lynchpins: Additional five minutes casting time each.

Name/Description of Subject, Name of Caster’s Current Shadow location, Name of Subject’s location in Shadow, Duration (Optional), Dispel Word (Optional). 
Concerto for Cuisinart and Microwave

For some reason, the triggering gesture for this spell is a quick motion of the finger, as if throwing a switch. At once, the target area is flooded with enough microwave radiation to fry frozen chicken. At the same time, thousands of tiny, razor-sharp blades of pure energy materialize at the area’s edges, and move through it in quick, dancing patterns, slicing and dicing anything they encounter. None of them can materialize inside a living body and, since the spell is instantaneous, most of the damage is done to the outer surface of a victim. When the spell ends the radiation, blades, and barrier vanish, to the sound of a musical: “Ping!”

Spell Type: Summoning.

Base Casting Time: Two Hours.

Lynchpins: Additional twenty minutes of casting time each. 
Magic of Shadow, Directional Guide Word, Target Size Guide Word.8
Confusion Storm

Find a race of strongly Psychic creatures out in Shadow, of the type that broadcast their emotions. Then record their confusion as they are subjected to a number of stresses. Finally, put the resulting recording through a magic blender, sight first, then hearing, then taste, smell, etc., till the pieces are no more than half a second long. Release, so the target is subjected to a barrage of emotions. If successful, the victim will be literally unable to form a whole word, let alone a thought. 
Spell Type: Summoning.

Casting Time: Two Hours,

Lynchpins: Additional five minutes casting time each.

Magic of Shadow, Name of Target (Optional), Duration (Optional), Dispel Word Optional).

Curtain of Chaos

A chittering curtain of destructive gray space forms. Energy is dissipated, and physical objects moving through the curtain will be instantly reduced to cosmic dust. This has been known to frustrate archers. It cannot be generated within a living body. Restricted to initiates of the Logrus.

Spell Type: Summoning.

Base Casting Time: One Hour.

Lynchpins: Additional ten minutes of casting time each. 
Magic of Shadow, Directional Guide Word, Curtain Size Guide Word, Duration (Optional), Dispel (Optional).
Dazzlement

A cone of brilliant, multicolored light springs from the caster’s hand, usually aimed right into someone’s face. For several seconds afterward, the target will see nothing but bright, multicolored spots before his or her eyes. But the spell is designed for minimum leakage beyond the cone, so as not to blind the caster. It’s like a flashlight: it only blinds you if it shines right into your eyes. 
Spell Type: Summoning.

Casting Time: Thirty Minutes.

Lynchpins: Additional ten minutes casting time each.

Hand Gesture, Intensity (Optional), Magic of Shadow. 

Deep Freeze

Opens a channel to a Shadow realm chilled to absolute zero. The resultant cold instantly freezes the air outward. 
Spell Type: Summoning.

Base Casting Time: Thirty Minutes.

Lynchpins: Additional five minutes of casting time each. 
Magic of Shadow, Directional Guide Word.

Diamond Bubble

Another entrapment spell, this one surrounds the target with a bubble of the hardest crystal, invulnerable to conventional forces, through which various types of energy (Magic, Trump, Logrus, and/or Pattern; determined by the caster) cannot pass.

Spell Type: Summoning.

Casting Time: One and a Half Hours

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow (Optional for Logrus Sorcery), Target (Optional for Logrus Sorcery), Dispel Word (Optional), rotection Range (naming Magic, Trump, Logrus, and/or Pattern in any combination), Trigger.
Electric Porcupines 

This spell summons a mass of floating, spiked metal balls, bristling with lightning, which are all drawn through the air toward the target as if by magnetism. Any that contact the target give an electric shock, numbing the part contacted; if enough hit, the target may be shocked into unconsciousness (Human or Chaos level endurance), incapacitated by muscle spasms (Amber endurance or only a few points), or merely annoyed (good rank in endurance).

Spell Type: Summoning.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow (Optional for Logrus Sorcery), Target (Optional for Logrus Sorcery), Number of Porcupines, Trigger.

Envenom

A handy combat spell, used to coat a blade or point with a poisonous substance. While it’s usually used in the Courts of Chaos to make weapons effective against Shape Shifters, other kinds of poisons can be specified.

Spell Type: Summoning.

Base Casting Time: Thirty Minutes.

Lynchpins: Additional five minutes of casting time each. 
Magic of Shadow, Size of Blade (Optional, if not specified it will cover the size of the caster's favorite blade style), Type of Poison (Optional, if not specified the poison will be an acid that burns flesh and prevents the rapid healing of a shape shifter or regeneration).
Evict Possessing Entity

Drives away a spirit or disembodied intelligence, forcing it out of the possessed body.

Spell Type: Invasive.

Base Casting Time: Thirty Minutes.

Lynchpins: Additional five minutes of casting time each. 
Name/Description of Target, Magic of Shadow.

Falling Wall

A square area of force forms wherever the caster directs, limited only by the caster’s range of sight. The “wall” forms parallel to the ground, and then falls with the same amount of force as if it had been a foot-thick brick wall. Normally, the Falling Wall disappears when it hits the ground. If something prevents it from doing so, it will strain against whatever is holding it up for about thirty seconds, and then disappear.

Spell Type: Summoning.

Base Casting Time: One Hour.

Lynchpins: Additional ten minutes of casting time each. 
Location of Target Area, Directional Guide Word, Size of Wall, Magic of Shadow.
Fantasia for Six Acetylene Torches

The caster points at a person or object, and six points of intense, blue-white flame dart from the caster’s finger and take up close orbits around the target. The flames do a mad dance, with the point of each flame always focused toward the target’s center. A target in armor will be roasted like a lobster in its shell. If there is no armor, the effect is even worse, since the full force of the flames will be felt.

Spell Type: Summoning.

Base Casting Time: One Hour.

Lynchpins: Additional ten minutes of casting time each. 
Name/Description of Target, Magic of Shadow, Directional Guide Word, Duration (Optional), Dispel Word (Optional).
Fire Fountain

The caster can point, and a literal fountain of burning liquid spurts from the pointing finger. This is rather like a magical flame thrower. The burning liquid continues to jet forth for a maximum of thirty seconds. It will stick to skin, scales, clothing, etc., and continue burning for several minutes.

Spell Type: Summoning.

Base Casting Time: One Hour.

Lynchpins: Additional ten minutes of casting time each. 
Magic of Shadow, Duration (Optional), Dispel Word (Optional).

Variations: The caster points at the ground, anywhere within sight range, and the fountain will spring up from that point. This version requires an additional lynchpin-Location of Target Area.

Floral Delivery

Simply, it dumps a load of flowers.

Spell Type: Summoning.

Casting Time: Thirty Minutes.

Lynchpins: Additional five minutes casting time each.

Magic of Shadow, Name of Shadow Destination, Type of flower (Optional, unless specified the result will be a mixed bouquet), Quantity (Optional).

Fourth of July Spell

The caster points at a location, anywhere within sight but usually in midair. Immediately, a whole series of bright, multicolored fireworks flood out from that central point, filling the area with bright flashes of color, accompanied by loud bangs and whistles.

Spell Type: Summoning.

Base Casting Time: One Hour.

Lynchpins: Additional ten minutes of casting time each. 
Location of Target Area, Magic of Shadow, Directional Guide Word, Range Guide Word, Size of Display, Duration (Optional), Dispel Word (Optional).

Giant’s Slap

The caster claps his or her hands, and a magical force “slaps” the impact point. The degree of force can be gentle enough to simply knock over a table, or hard enough to bash in a heavy door.

Spell Type: Summoning.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes of casting time each. 

Location of Impact., Magic of Shadow.

Gravedigger

Requires actual ground. For example, it will not work on solid rock, or in Tirzna Nog’th. The caster points at the ground, and the earth flies up and forms a mound to one side, leaving a trench about three feet by seven feet, and six feet deep. Designed as a gesture of intimidation. 
Spell Type: Summoning.

Base Casting Time: One Hour

Lynchpins: Additional ten minutes of casting time each. 
Location of Target Area, Magic of Shadow.
Gyrating Blades

An original means of attack. It’s not likely to be lethal, and someone of Amber Rank in Warfare should be able to deflect most of the attack, but it is distracting.

Spell Type: Summoning.

Casting Time: Thirty Minutes.

Lynchpins: Additional five minutes casting time each.

Magic of Shadow, Name of Shadow Destination (Optional), Speed of Projectile Rotation (Optional), Density of Projectiles (Optional).

.

Hallucinogenic Injection

The spell causesa drug to be instantly inserted into the bloodstream of the target. It also allows for spiking a drink or lying about the contents of a pill.

Spell Type: Invasive.

Base Casting Time: Two Hours.

Lynchpins: Additional ten minutes of casting time each. 
Name/Description of Target, Magic of Shadow, Type of Drug (Optional-she can substitute other chemicals instead of LSD), Dosage (Optional-can range from a tiny amount to one fatal to those with Human Endurance).
Icy Path

The caster points in a line along the ground, and a sheen of slippery ice forms along that path.

Spell Type: Summoning.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes of casting time each. 
Directional Guide Word, Range Guide Word, Magic of Shadow, Dispel Word (Optional).

Illusionary Persona

The caster gestures at someone, and visualizes their desired appearance. At once, they appear in that fashion, and this will last for several days, unless cancelled. The spell can be cast on oneself, or on another person. It’s only an illusion.

Spell Type: Summoning.

Base Casting Time: Thirty Minutes

Lynchpins- Additional five minutes of casting time each. 
Name/Description of Target, Name/Description of New Appearance, Magic of Shadow, Duration (Optional), Dispel Word (Optional).
Imperatives

This spell produces an overriding desire in the target to follow a specified, simple, course of action, such as “See your brother. See your mother. Get crowned.” More complicated courses of action would require a different spell. In Prince of Chaos, such a spell is cast on the spikard Merlin is supposed to get; it is intended to affect the wearer.

Spell Type: Invasive.

Casting Time: Thirty Minutes

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow (Optional for Logrus Sorcery), Target (Optional for Logrus Sorcery), Dispel Word (Optional), Specific Imperatives (ten minutes per imperative).
Levitate

An extremely complex and difficult spell. Once the spell is released, the caster concentrates, and rises up into the air. It’s possible to fly forward, backward, bank and turn, etc. The only danger is, if the caster’s concentration slips, even for a moment, the spell is lost, and the caster will fall like a rock. This will almost certainly happen if anyone hits the caster, either physically or with a spell. Sometimes, just yelling at the caster will do it; anything that causes startlement. Even the impact of the caster hitting someone else can shatter the spell; it’s very hard to fight while levitating, and the use of any powers-even triggering a Trump-is impossible.

Levitate can be cast on someone else but it’s unlikely another person will know how to control the levitation. Unless one knows the spell, or has been “briefed” with a Psychic contact, nothing is likely to happen. However, the one who levitates can carry along anything or anyone he or she is able to lift. People who are carried don’t have to concentrate.

Spell Type: Invasive.

Base Casting Time: Three Hours.

Lynchpins: Additional ten minutes of casting time each.

Name/Description of Target (Optional), Magic of Shadow.

Light

There are a variety of light spells. These vary from simple, momentary flashes, to floating balls of light that follow the caster wherever he or she may go, anchored with a tether of magical force. Most mages have favorite light spells, often very distinctive.

Spell Type: Summoning.

Base Casting Time: Thirty Minutes.

Lynchpins: Additional five minutes of casting time each. 
Description of Target Location, Magic of Shadow, Duration, Constant Position Relative to Target Object (Optional), Color (Optional), Dispel Word (Optional).

Paralysis

A variant on the Basic Spell “Quell,” this spell locks the target’s voluntary muscles into spasm, preventing them from moving, casting spells, etc. (Since the spell doesn’t affect the involuntary muscles, the target continues to breathe, pump blood, or whatever life-sustaining activities are normal for it.)

Spell Type: Invasive.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow (Optional for Logrus Sorcery), Target (Optional for Logrus Sorcery), Dispel Word (Optional), Duration (Optional).

Sound Capture

Mandor uses this spell to capture a “recording” of sound within a precious stone, playing it back later by speaking a command word.

Spell Type: Summoning.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow (Optional for Logrus Sorcery), Trigger, Command to Stop Recording, Play+back Command.
Special Effects Teleport

Arrivals and departures are always exceptional, because the caster attempts to never appear or leave the same way twice. It's best to have at least a couple of these spells racked and ready to go at all times, with the special effects already defined, and with only the basic two location lynchpins required.

Spell Type: Summoning.

Casting Time: One Hour.

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow, Name of Destination, Type of Special Effect (Color, flame, Light, Mist, Cloud, Swirl, etc.), Transition Style (fade up, fade down, fade clockwise, dissipate, fold up, diminish, “pop” out, etc.), Sound Effect (Optional-boom, roar, whistle, whoosh, etc.), and After-Effect (OptionaLscent, temperature, electrical affect, or a physical token like leaves, confetti, etc.). She can also construct the spell so that the effects of departure and arrival are different, doubling the number of effects.
Spirit Split

When you get right down to it, people are walking bundles of conflicting impulses anyway. Fight, or run away? Fall in love, or go take a cold shower? Everyone lives in an ongoing tension, caught between courage and cowardice, generosity and greed, affection and anger, etc. Spirit Split divides the conflicting impulses into two separate personalities, while still forcing them to inhabit the same body. The target flickers back and forth between (for instance) his combative and his cowardly self on a second-by-second basis, and the result usually is that he can’t complete any action.
For example, the combative half takes over, and draws his sword; the cowardly half takes over, drops the sword, and turns to run; the combative half takes over, whirls and dives to grab the weapon again; the cowardly half takes over, screams, and crawls full-speed under a nearby table.

Spell Type: Invasive.

Casting Time: One Hour.

Lynchpins: Additional ten minutes casting time each.

Name/Description of Subject, Name of Caster’s Current Shadow location, Name of Subject’s location in Shadow, Duration (Optional), Dispel Word (Optional).
Trump Image Enhancement

The simplest form of Trump Enhancement merely provides extra energy for making a Trump contact. This is, in effect, a burst of Psvche. like the Power Word of the same name. It can also be useful for breaking a Trump contact, or defending oneself against psychic attack, including one which accompanies an invasive spell. 
Spell Type: Invasive.

Base Casting Time: Thirty Minutes.

Lynchpins: Additional five minutes of casting time each. 
Name/Description of Trump Subject, Magic of Shadow.

86.128.120.162
Twin Transmission

This is Merlin’s improvement over Julia’s Special Delivery spell (see Julia’s Book of Spells). As a piece of sorcerer’s bravado, Merlin took the original spell and improved upon it, increasing the volume of material summoned, and also doubling the effect, so that it works in two parts. 

Spell Type: Summoning.

Casting Time: Forty-Five Minutes.

Lynchpins: Additional five minutes casting time each.

Magic of Shadow, Name of Shadow Destination, First Component Type (Optional, unless specified the result will be a mixed bouquet), First Trigger Gesture, Second Component Type (Optional, unless specified the result will be a load of manure), Second Trigger Gesture,

Quantity (Optional). 

Unweaving

Most effective against Shape Shifters, the spell forcibly shoves the victim into component parts. It causes the body to fall apart into a number of simple organisms, each representing one of the Shape Shifter’s usual forms. Each of these sub-creatures is about a foot tall, and quite harmless. In fact, since none of them is much more intelligent than a rabbit, they aren’t likely to harm anybody. The more talented the affected Shape Shifter, the quicker they can grow back together; but more talented Shape Shifters will tend to have a lot more component creatures to reabsorb. Non-Shape Shifters will only feel confusion at the impulse to sub-divide.

Spell Type: Invasive.

Casting Time: One Hour.

Lynchpins: Additional fifteen minutes casting time each. 
Name/Description of Subject, Magic of Shadow, Reassembly Command (Optional).

.128.120.162
Well of Blackness

Blocks off all of the target’s senses, leaving them alone in blackness and utter silence. Targets with Human psyche may be driven insane if this spell is kept on them long enough; targets with higher psyche are merely inconvenienced (and may, in fact, be able to locate their opponents using other “senses”).

Spell Type: Summoning.

Casting Time: One Hour

Lynchpins: Additional ten minutes casting time each.

Magic of Shadow (Optional for Logrus Sorcery), Target (Optional for Logrus Sorcery), Dispel Word (Optional), Duration (Optional).

.

Building Custom Spells
Creating spells is just that, a creative process. Each spell is assembled from the four component spells listed below. No matter what you may wish to do, generating earthquakes or insects, requires assembly from the same set of "microspells." The amount of time it takes to cast a spell depends on the components used, combined with the time it takes to build in each lynchpin. Each spell takes as much time to cast as the total of all the micro-spells involved (30 minutes each), plus five minutes for each of the lynchpins built into the spell. Inventing new spells also takes time. A variation on a single micro-spell, like a Shadow Opening that releases an insect swarm, takes a week's worth of experimentation. 

Combining different types of micro-spells effectively acts to multiply the amount of time needed for research. For example, a spell to drain a victim's body of fluids would need two components, a Mind Touch and a Shadow Opening. Each Micro-Spell takes a week, adding up to two weeks, which is then multiplied by the number of different kinds (two), leaving a total of four weeks needed for experimentation. A triple micro-spell would take three times three, or nine weeks to perfect.

MAGIC RULE #I: 

NO spell can invoke a power, unless the caster of the spell actually possesses that power. Powers include, but are not limited to, Pattern, Logrus, Trump, and Shape Shift. For example, a sorcerer without the Blood of Amber can't create a spell that calls upon the power of the Pattern.

MAGIC RULE #2: 

Spells can only be combined with a power if the caster has an advanced version of the power. Powers include, but are not limited to, Pattern, Logrus, Trump, and Shape Shift. For example, a spell that combines its actions with a Logrus Tendril could only be created by an Advanced Logrus Master.
1. Micro-Spell: Shadow Opening 

The first basic spell of the Sorcerer is that of creating openings, or "gates" from one Shadow to another, or simply from one point to another within a Shadow. These gates are usually temporary, maintaining themselves just with the Psychic energy of the caster, for only an instant. The most common Shadow Opening spell is Teleportation, used by the caster to travel through Shadow. However, with the addition of magical energies, either from a Magical Energy spell, or from other tapped energies, the opening can be kept open longer. Given sufficient energy, a Shadow Opening can be maintained indefinitely.
Sometimes, as with the Pressurized Lava spell, a Shadow Opening spell is useful as a weapon. Similar gateways can be used to channel in water, wind, or other natural elements. The Lightning Bolt spell uses a Shadow Opening to gate in the lightning, but the area must first be prepared  with a Shadow Manipulation; otherwise the bolt would pass through the nearest object, namely the caster. 

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.

Name of Current Shadow, Name of Destination Shadow, Name of Destination Shadow Location, Duration (Optional), Dispel Word (Optional).

A spell to alter or change the stuff of Shadow can be used by itself. Shadow Manipulation can be used to change the form of a piece of Shadow stuff, like changing a steel door into one made of clear glass. In combination with a mind touch spell, Shadow Manipulation can be used against a person, inducing sleep, pain, or some kind of change in a victim. Shadow Manipulation can be prepared for the use of other magics.
2. Micro-Spell: Shadow Manipulation
Here are the possibilities:

Shape Shift Shadow Items. Objects can be changed in shape, size, mass or qualities. This is also what one would use to change a creature's body.
Prepare Item or Area for Magical Energy. Used to prepare objects that are to be powered by magic. Also used to prepare an item that can be used for hanging spells.
Define Channel for Magic Energy. Used for magic wards, circles, barriers, and other vectors.

Each change requires a separate Micro-Spell: Shadow Manipulation. For example, casting a single spell that turns a rock into an amulet (Shape Shift Shadow Item), and then preparing that amulet for storing magical energy (Prepare Item for Magical Energy), would require two Micro-Spells: Shadow Manipulation.

Base Casting Time: Thirty Minutes

linchpins: Additional five minutes casting time each.

Name of Current Shadow, Duration (Optional), Dispel Word (Optional).

3. Micro-Spell: Magical Energy 

This spell creates raw magical power. Limits of the energy that the spell can generate is more a matter of how much spells and objects can contain, rather than any innate shortage of magic. If a spell is to be maintained, it must have a "pool" of magic to work with. Objects are usually limited to an hour's worth of magic, and fields, such as magical walls, wards and so on, are usually limited to about twelve hours of power.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.

Name of Current Shadow, Duration (Optional), Dispel Word (Optional).

4. Micro-Spell Mind-Touch 

Opens a mind to mind link between the caster and a subject. This link works the same way as touch or a Trump contact, allowing the two minds to touch. Taken by itself, this spell simply creates a link. It is also the basic building block of any spell that can directly affect another creature. Overcoming the Psyche of the victim is always a consideration (unless the object of the spell opens their mind and becomes a willing subject). This means a Psyche superiority, where the caster dominates the victim, is usually needed.

Base Casting Time: Thirty Minutes

Lynchpins: Additional five minutes casting time each.

Name|Description of Subject(s), Name of Subject's Current Shadow location, Name of Subject's location in Shadow, Duration (Optional), Dispel Word (Optional).
Ask the GM if you have other personal spells you want to develop.
Compelling
Attribute Tips for Compelling
Psyche is absolutely crucial, especially when the character engages in the mind to mind contacts needed for conjuring mental adjustments and enhancements.
Compelling Abilities
The effectiveness of each Compelling depends on two factors. First, the more time spent issuing the Compelling the longer it’s likely to last. Second, the closer a Compelling is to the victim’s own mindset, the less chance that the victim will attempt to resist. All Compelling can be dispelled through magic, or by some drastic “resetting” like walking the Pattern. 

These are just a few of the many possibilities.  If you have other ideas, ask the GM
Geas
The victim is given an overwhelming desire to accomplish some task, or obey some leader. The more time put into inserting the Geas, the longer it is likely to last. Likewise, the closer the Geas to the victim’s own natural desires, the stronger the compulsion. For example, if you spend an hour weaving a Corwin-killing Geas into a manticore, a beast that lives for killing anyway, the Geas is likely to last indefinitely. The same Corwin-killing Geas inserted in five minutes in one of

Julian’s hellhounds might last a few days. A Corwin-killing Geas inserted into Corwin’s son Merlin wouldn’t last long, and would likely evaporate as soon as it was questioned.
On the other hand, the duration of an ice cream-eating Geas (“you like ice cream, you want ice cream”) put into Merlin would depend on how much time was spent with the Compelling.

False Memory
A memory, either created by the Conjurer, or taken from someone else through a Psychic impression, is inserted into the mind of the character. It’s also possible to lay a neutral or blank memory over an existing memory, effectively creating a temporary forgetfulness. The more remote the false memory, and the less it jars with the victim’s experiences and other memories, the more likely it is to last. For example, inserting a distant memory of childhood (being frightened by someone, or befriended by a particular creature), which would be foggy anyway, is a lot easier to pull off than trying to replace last night’s dinner conversation.
Artificial Personality
The Conjurer can “map” a new personality onto the body of the victim. While the personality can be a creation of the Conjurer, you can get a much more detailed personality if you base it on a Psychic impression from another mind. The closer the new personality is to the old, the more likely it is to last. For example, a Conjurer could get the Psychic impression of one of Florimel’s hounds, Blitzen, and then map that personality onto one of Jasra’s Netzach beasts, so the beast will think of itself as Blitzen and will respond to Flora’s whistle. This kind of match is nearly perfect, since both creatures have the same kind of self-image, and will likely last until it is magically dispelled. 
Conjuring Artifacts & Creatures with Compelling
Creating an artifact or creature designed to transmit Compelling is a way to assure long-term effectiveness. For example, a piece of jewelry might be set up with two Compellings, one that urges possession (“I’m an important necklace, you feel safe when I’m on your neck, when I’m not around your neck your life is in danger”), and a second that conveys the Conjurer’s wishes.
Mind Links and High Compelling
As with Sorcery’s invasive spells, inserting the mental modifications of High Compelling into a victim requires some form of mind to mind Psychic link. The mental link can be achieved in the usual ways; by a physical touch, by a Trump contact, by a Logrus Tendril, etc.

Combining High Compelling with Spell Casting
Since Compelling takes a long time, it’s a lot faster to create invasive spells that will instantly transmit a Compelling. Such spells will be based on lynchpins that name the target and name the Compelling. See Mandor’s “Imperatives” spell for an example. 

Pattern or Logrus Sorcery
The spells are powered by Pattern or Logrus energy, which mean they will punch through most defences, and considering the amount of power to draw on can do fairly serious things The character is the conduit for this so it could be a little like powering a bulb by putting it in your mouth and grabbing hold of a live electricity cable.  If you don't have a fairly high level of Logrus or Pattern Power to back this up, it could prove nasty.
Shapeshift

Shapeshifting is a power which does not have to be taught (though it is much easier to learn that way). Instead simply a great desire for it, or at least for something which the subconscious could interpret as it can bring it on; this is probably a holdover from the origin of humanity in Chaos. Because of this, although it does not have as much active power as Pattern or Logrus, it is just as 'real' a power as either of them.

Clearly shapeshifting is one of the fully Real powers. It works throughout shadow and, as Dara demonstrated, works even on the Pattern. However, the stress of walking the Pattern made Dara's shapeshifting work without her conscious control, and others of Amber blood who are shapeshifters will almost certainly show similar effects when walking the Pattern.

The most important statistics for shapeshifting are Psyche and Endurance. Psyche governs the maximum rate at which changes can be safely made (if shifting is done at a faster rate there is the risk of injuring oneself, or even worse of inducing Chaos Cancer into oneself), while Endurance governs both how long one can keep shifting shape, and also how long a form can be maintained once it is achieved. Because of this a typical Chaosite, with both of these statistics at roughly Chaos ranked, even if they are a full shapeshifter will be both slow at shifting shape and unable to maintain any form other than their Avatar or Demon form for very long.

Shapeshifting comes in two basic levels of knowledge, the basic and the advanced. However, the advanced knowledge divides further into three branches which are essentially independent of one another. These are :


 general enhancements 


 shapeshifting matter apart from ones own body 


 moulding ones spirit and powers 

Each of the basic forms requires greater definition of the advantages, disadvantages, and expectations of that form.

With basic shapeshifting one's clothes do not change with you (that requires the Mould Matter portion of Advanced Shapeshifting); however, in Chaos, at least, it is common to have clothing which shifts to accommodate the changes in ones body.

Also, pregnancy has effects on a shapeshifter's abilities. The growing baby somehow inhibits the power where it would affect them - that is, shifting the womb and other essential areas. Only a shapeshifter with the advanced ability Mould Living Non-Self Matter can overcome this limitation. Even then it is not considered something which is good for the child.

Depending on one's heredity (for example the amount of demonic blood one has) it may be impossible for one to shapeshift into a fully human-seeming form. This was the case with (for example) Dara's mother. A character with this problem does not suffer any other limitations on their power, but it does have an effect in Chaos society, where they will be looked down upon for having too many 'demons in the woodpile'.
Known/Basic Forms come in 3 versions 

1)
HUMAN/ DEMON FORM

This form is the standard / default form for the character. This form is expected to be humanoid. The humanoid form sets the character apart from the lower creatures of Chaos, who for one reason or another find it difficult to maintain a form of this complexity and exactness. Though this form can have demonic, animalistic, or other qualities making each character's unique, this form has no real advantages or disadvantages. Unless you have the Demonic Bloodline disadvantage the default is human.

2)
AVATAR or DEMON FORM - 

the most basic shapeshifting powers, bringing out the basic alternate forms. These can be larger or smaller than basic human form, the extra mass generally being gained or lost from the air (with a rush of wind). The amount by which these forms can be larger or smaller is dependant on Endurance. The demon (or combat, or war) form has intrinsic Extra Hard claws, teeth etc., and intrinsic armour equivalent to Resistant to Normal Weapons. These forms are much easier to maintain than any other forms the shapeshifter may know. The Avatar form allows Pattern Initiates to return to their form much faster (and to a degree automatically which makes it more difficult to enforce shape shift on them ), but in turn they do not acquire a demon form and shifting away from the Avatar form is much slower. The Avatar for Pattern types is also their Human form.

3)
CHAOS Survival FORM

This form is used mainly for two purposes: for combat and for surviving in hostile shadow environments (of which Chaos has many). Chaos forms often have more demonic features such as claws, spines, scaled or armoured skin, and other protective / adaptive features. The energy and concentration required to maintain this form are higher than those required to maintain the human form. The Chaos form seeks to utilise every available survival / combat option , according to the skill the user.

For how many extra points you can spend use the table below 

	Shapeshifting Power
	Points than can be spent 

	0
	0

	1
	5

	2
	15

	3
	20

	4
	25

	5
	30

	6
	35

	7
	40

	8
	45

	9
	50

	10
	whatever


At level 0, you have:

Inherent Crisis Management

This level of shapeshift is the most basic, and the user has no control over their ability whatsoever. However, it will ensure survival of injuries and hostile environments, with the proviso that it takes about 1 minute for this to kick in and work. So you need to avoid situations which will get you dead faster than that, or you will still die.
Abilities available with 1 or better Shapshifting Power 

	Cost
	Name
	Note 
	Required

	5
	Basic Shifting To Known/Basic Forms
	See below
	Inherent Crisis Management


Abilities available with 2 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	5
	Shift Wounds
	See below
	Basic Shifting To Known/Basic Forms


Abilities available with 3 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	5
	Berserker
	See below
	Shift Wounds

	5
	Shift Face And Body
	See below
	Basic Shifting To Known/Basic Forms

	5
	Shape Body Parts
	See below
	Basic Shifting To Known/Basic Forms


Abilities available with 4 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	5
	Animal Abilities
	See below aka Shape Shift Others 
	Shape Body Parts

	5
	Mould Living Non-Self Matter
	See below
	Either Shift Face And Body and Shape Body Parts 


Abilities available with 5 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	5
	Mould Unliving Non-Self Matter
	See below
	Mould Living Non-Self Matter

	5
	Absorb & Eject Mass 
	See below
	Shape Body Parts


Abilities available with 6 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	5
	Shift Anatomy And Structure, Acquire Forms Abilities
	See below
	Animal Abilities


Abilities available with 7 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	5
	Creatures Of Blood
	See below
	Shift Anatomy And Structure, Acquire Forms Abilities & Mould Living Non-Self Matter

	5
	Non-organic Forms
	See below
	Shift Anatomy And Structure, Acquire Forms Abilities

	5
	Energy Forms
	See below
	Shift Anatomy And Structure, Acquire Forms Abilities


Abilities available with 8 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	10
	Fluid Flesh
	See below
	Creatures Of Blood

	5
	Shift Persona
	See below
	Basic Shifting To Known/Basic Forms


Abilities available with 9 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	10
	Exalted Persona Shapeshift
	See below
	Shift Persona

	5
	Shift Aura
	See below
	Shift Persona


Abilities available with 10 or better Shapshifting Power
	Cost
	Name
	Note 
	Required

	5
	Selected Directional Multiple Psyche Emulation
	See below
	Shift Aura

	5
	Lynchpin Avoidance
	See below
	Shift Aura

	5
	Total Aura Cloak
	See below
	Shift Aura


Inherent Crisis Management
This level of shapeshift is the most basic, and the user has no control over their ability whatsoever. However, it will ensure survival of injuries and hostile environments, with the proviso that it takes about 1 minute for this to kick in and work. So you need to avoid situations which will get you dead faster than that, or you will still die.
Basic Shifting To Known/Basic Forms
The basic starting position from which controlled shapeshift develops. This lets the user switch between his human, animal, demon, and elemental forms, and provides the auto-shapeshift ability for coping with rapidly changing environmental conditions (or injuries). Remember Auto-shapeshifting is not a conscious thing. You just let go, and hope for the best.
Shift Wounds
This lets free a small part of your automatic shape shifting ability in order to heal wounds. Minor cuts and scratches tend to heal almost instantly, open wounds close quickly, even during combat. More serious wounds like deep flesh wounds, or broken bones take a much longer time. Wounds heal much slower when the character not in a Basic Form. The shapeshifter must be conscious to select what wounds to heal, if unconscious the body (or unconscious mind  prioritises in the following order (survival (what do I need to live in this environment, what wound is killing me etc) flight (If I'm unconscious they must have knocked the stuffing out of me run away!) fight (I'll knock the stuffing out of them) and consciousness (I need to think about this) 
Berserker
A shapeshift-enhanced ability to just Keep Going, with a process similar to automatic shapeshift, but geared to fighting rather than self-preservation, primarily by overriding the normal 'cut-offs'. Everything is seen as a matter of combat. This will kick in when shapeshifter is hurt and generally runs until everyone else has fallen down or run away. A wound has no effect unless it is enough to kill the Berserker at a stroke; other than this it will heal essentially instantly. Chopping off parts of the Berserker deprives the Berserker of that part until it grows a new one (which will not take very long); merely cutting deep into it won't even reduce its co-ordination, as the Berserker is running on shapeshift, rather than its nervous system. However, chopping off parts does allow the Berserker to be 'whittled away'. Endurance has some effect on when one stops, but if there are still things to hit, the Berserker will probably push themselves until they fall unconscious. Note that berserk combat style is not at all geared to self-preservation; the Berserker will generally fight in fully offensive mode at all times. Their ability to distinguish anything other than 'target' is limited, especially as they are under the control of their unconscious, not conscious, minds. Stuff is relevant here, but the character is generally out of the player's hands while using this ability... 

Shift Face And Body
This power includes the ability to permanently change ones appearance, slowly (over months) and with some effort of constant concentration You can only accurately substitute yourself for another person if you've had close contact and the opportunity to practice. Partial shifting of features, like moving your facial proportions around so that you are no longer recognisable, is easy. However, doing this analytically, for example, trying to turn your hair red by picturing the colour you want, doesn't work. Instead, you should try imagining some other red-headed character, someone you know well, concentrate on their hair, and then imitate the person. Alternatively, characters may choose specific parts of their body to shift until it is done. It also allows faster changes which wear off if the user sleeps, falls unconscious, or otherwise stops maintaining them. This ability does allow a shapeshifter to mimic the appearance of others (with study) but only physically - there is no imitation of mind or psyche. 

Shape Body Parts

This could allow them to grow an extra finger, claws, toughen their skin, or even sprout a pair of wings. However, simply adding a feature to the body does not give them the ability to use it. So a character who grows a set of wings would still not be able to fly, conversely, using a simple feature such as an extra finger is a simple matter. 

Animal Abilities
Like shift face and body, these changes wear off unless maintained or unless months are taken to make the changes permanent. 

Mould Living Non-Self Matter

Shapechange others, essentially. Requires a Psyche advantage to use against an unwilling target. Includes the ability to form Blood Creatures from another's blood (if the shapechanger has that part of Shapeshifting, and to heal the wounds of others (if they have Shift wounds). 

Mould Unliving Non-Self Matter

On touch the shapeshifter extends their shapeshifting to inorganic and unliving matter, changing it to their will. This takes considerable concentration. They can only change the shape of a thing, not its molecular composition. This part of the power allows ones clothes to change with them. (yes it allows you to make a gun say from a lump of iron but where's the bullets coming from?)

Absorb & Eject Mass 

Many forms cannot be adequately done with the mass possessed by a Human sized character. It is for this reason that a character with Shape Shift can use his/her power to absorb mundane Shadow Material into him/herself to take on sufficient mass for the desired form. For example, when the Demon Servant, Gryll, came to Merlin to take him back to the Courts he lacked sufficient mass and size to carry Merlin on his back. Gryll then proceeded to absorb some furniture from Merlin's room in order to gain the desired size and mass.

The Shadow Material which the character absorbs cannot be living material, nor can it be magical. It must be considered generally mundane in the Shadow in which the material exists in order for the Shape Shifter to be able to assimilate it into themselves. This process increases the time required to Shape Shift greatly, adding up to 15 minutes, and if the Shape Shifter wishes to then go to a form with less mass/size he or she will have to expel the absorbed matter first, which will take twice as long as absorbing it. (apart from being pretty gross to watch) Note that the character may not decrease their mass less than their smallest Basic Form's original starting total.

Shift Anatomy And Structure, Acquire Forms Abilities
Instead of having to shift into animal form to gain the animal's ability, you can simply change your own form to add the ability. For example, you can have your character sprout wings like a bird or a bat, or develop claws or armoured scales. In addition, you can move around, change, duplicate, and augment the body's internal organs. Aside from the obvious benefits of generating two hearts, or a sub-brain, you can use this ability to regenerate lost body parts, which takes about a week of total concentration.
Creatures Of Blood
The blood of such an individual possessing this Power has very special properties. Cut yourself, bleed out a few drops, and you can Shape the blood into a creature of your desire. This creature will have a measure of your own powers. So, for example, if you have the Blood of Amber, your blood creature will have a bit of power over Pattern as well.

Corwin's 'blood bird' is a prime example of a creature made of Shape Shifted blood. In this case the bird has the power to fly through Shadow and has an innate "homing" connection to Corwin. It's also important to note that the blood bird is a non-player character. It operated independently of Corwin, delivering Oberon's package, then leaving, then returning to rescue Corwin at that moment when his life was in grave danger.

Non-organic Forms
Allows you to shapeshift into unliving beings or items (such as a sword, water, diamond...). Specifics are somewhat messy: Turning yourself into stone is not smart, for example, since it has a significantly higher density than you do in your human form, so you'd end up smaller. You'd also have a lot of problems moving. If you shapeshift to a rigid or immovable form you're still just as rigid. BTW, your face usually appears somewhere in the new form, but it doesn't have to. Thus if you were willing to lose the mobility and size you could turn yourself into a rock, indistinguishable from any other rock by normal means. However you wouldn't be able to see or hear...you'd be limited to your natural psychic sense and whatever senses rocks have...Be careful to the risks of loss of identity linked to the shapeshifting into a creature too far from the human (or Chaosian, or whatever...) form. You can’t shapeshift into fire or energy. For this, you must have the "Energy Forms" ability

Energy Forms
You can shapeshift into elemental or energy beings, and product energy (such as light, lightning, fire....) directly from your body. All through Prince of Chaos Mandor and Dara use this, going around as pillars of flame, storms, and so on. The size of the forms you can assume is related to your mass. Now, while you could use this power to give yourself natural attacks, like lightning bolts from a storm, there are a lot of simpler ways to do this. For one thing learning to create such attacks would take a lot of practice in each form. For another, projecting energy is VERY tiring. Amber rank endurance would be prostrated after two or three such bolts (this counts as one hour of heavy exertion per bolt). Chaos rank endurance would last for maybe one. As an aside or two, you can't do this to only part of your body, unlike most forms of shapeshifting. It's either all or nothing. You can't just turn your left arm into flame. Another thing is that your new form tends to be cohesive. Someone with a sword could damage you in an elemental form (for lack of a better term; the forms don't have to be elemental) by swinging it through you. The presence of a foreign object would disrupt your body and injure you, albeit probably not as much as if you were in human form. If someone managed to detach part of your body, you'd lose that portion of your body mass. And if, for example, you get extinguished while in a fire form you're in real trouble. If your form is totally destroyed you're dead. So sticking in a fire form around a water mage is probably a dumb thing to do. You can use this power to make yourself less vulnerable to certain dangers, but there are usually concurrent risks from the form itself.

Note that this also gives you the ability to produce magical energy from your body, which may be useful in conjunction with Magic.

Fluid Flesh

Faster and easier shifting; more drastic changes for the same effort, or much easier shifting into learned or easy forms. Only with this enhancement can shapeshifting be controllably used in combat. It also allows the shapeshifter to make essentially permanent changes much faster than normal, and heal wounds at a greatly increased rate. 

Shift Persona

Part of the problem with trying to imitate someone else, regardless of whether you look, sound, smell and feel like them, is that you can still give yourself away by not acting like them. Shape Shift Persona lets you change your personality so even slight, subtle mannerisms can be imitated. There are dangers to Shape Shifting Persona. If you attempt to Shape Shift into the personality of a particularly powerful mind, you run the risk of it overwhelming you. In essence, you actually become that person, and may totally lose control over your character. Usually this ends with sleep or unconsciousness, when your own natural Persona will come back into existence.

Exalted Persona Shapeshift
You have mastered the art of the shape shift to such an extend than you can have two minds: you take on the personality of who you impersonate, all the while keeping your own thoughts and secrets. You can perfectly imitate any Amberite or Chaos lord, so long as you’ve had a psychic contact with him.

Shift Aura
This shifts the mind's Mental Structure so it takes on a completely different Psychic aura. Note that it doesn't change the ability, the Psyche, or anything else. It just changes the appearance of the mind, so that a Psychic touch will not detect the difference. Some of the possible auras include that of a plant or animal, the lesser Psyche of a normal human, or the imitation of any person's Psyche known to your character. This power can also be used to cloak the presence of the Logrus or Pattern in a person, or to make either of them appear in a greater/lesser magnitude than is truly the case. This process usually takes several days. To enact this change requires a ritual meditation of up to an hour for oneself and up to a day for another. It deflects trumps, temporarily de-attunes stuff.

Selected Directional Multiple Psyche Emulation
Using multiple psychic signatures and power taints emulated at one time, you can present a different type of Psychic aura to different sorts of detection such as trump scanning, pattern lens, pattern sense, Logrus sight, Logrus scanning, magical vision, or another scanning method available.

Lynchpin Avoidance
This is the ability to evade intrusive spells, either by changing your psychic aura after the target was named, or by making yourself “invisible” to these spells. It must be implemented before the spell is completely cast or as the last linchpin is put into place, and is less effective against spells which works with “line-of-sight” type of target identification..

Total Aura Cloak
The ability to completely nullify the character's psyche signature and taints, making oneself immune to all kind of psychic detection. One must concentrate to keep up the shield, and only simple actions can be performed while this power is in operation.
Power Words

As per the rulebook
Conjuration
Doesn't exist. What you are trying to make depends on your other powers.

For example: 

Deadly damage sword (Sorcery + a mundane skill in making swords) 
Seek in shadow deadly damage tap-dancing lemmings (er ... depending on how you want the deadly damage probably Sorcery or Shape-shift, for the seek in shadow, you'll need sorcery or some other move through shadow power.  As to the tap-dancing, you'll need skills in choreography, teaching and talking to lemmings (at least). 
Mundane Skills

A PC can buy one or more skill for 1pt per skill. The benefit this gives is that they will be exceptionally good at a particular skill or in a particular field. Had they been trained in Shadow, they would probably be considered the best on the Shadow at what they do. Within Amber, taking a skill means that you have studied that skill to the highest level available, and that you are considered enough of an expert that if people find out about your ability, they may wish for your advice and assistance in that field.
Suggestions for skills include: medicine, investigation, tracking, weapons-smithing, acting, administration, gambling, business knowledge, diplomat, xenobiology, etc. 
Powers-related skills such as magic or a specific Pattern ability cannot be bought as skills in this way.

Items
Don't go too overboard.  Most minor items I'll probably let you have for free anyhow & the price of other things will probably get lopped anyhow depending on how appropriate I think they are for that character. Expect a price surcharge for munchkinny items.

PS a five card (genuine Dworkin surplus) Trump deck is free - as long as you explain how and why you come to have these trumps.  E.g. as a member of the Resistance, you might have a trump of Caine, or Julian, or both - + a couple of 'safe houses'.  Or trees. You can buy extra Trumps at 1pt per trump - as long as you have a good explanation as to why you have that trump.
