BLOOD ON THE CARPET

AN AMBER THRONE WAR
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QUICK START SECTION
- read me first

This is to give any prospective players a quick idea of the game and what will happen next, so here’s the two hundred word synopsis:

Synopsis

Amber is a feudal monarchy that has for time immemorial been ruled by King Oberon, it is also the most powerful Kingdom in its region. Oberon has had a succession of wives and a large number of children. All the wives have been killed, died or fled to exile. Of the children some have died and some have left of their own accord, most though are alive and active. 

Within the bounds of the realm of Amber there are 3 Patterns – these are artifacts that once walked by those of the blood, grant supernatural powers, most significant of which is the ability to alter reality to the will of the user – control of these has allowed Amber to expand with an aggressive foreign policy. 

Some decades ago Oberon’s favourite - Corwin - went missing, many presumed his elder brother Eric had finally killed him and left him in Shadow. Oberon made the family search for Corwin. Years passed and Corwin has yet to be found. Oberon left Amber some 3 years ago and has not been seen or contacted since. The feeling is that someone is going to seize the throne in his absence, it could be you.

That’s the synopsis, the game is about taking and keeping the Throne of Amber, either as part of a Cabal or as an individual. From here on in please read through the rest of this background document and if you have any questions don’t hesitate to email the StoryTellers (STs) at the following address blood.on.the.carpet@gmail.com
What Happens Next

As you know Game slots open on the 2nd of August and our intent is to ask that any players fill out and return a casting form to us by midnight on 31st of August, we’ll post a link to the forms on the 2nd of August on the Consequences website. We will respond to all players who have filled out their casting forms by midnight on the 3rd of September with character details. Any late entries we will fill as best we can, obviously we will attempt to match everyone’s casting wishes as accurately as possible, but we honestly say that we will not get a perfect fit. That said we believe there is enough leeway in both the game and the players to make this a negligible concern. 

You should then receive your character, as well as a background, some plot and some assets for your character’s disposal. Also at this point you will be sent a section about game mechanics - extremely light and for dueling and armies only - some maps of the region and a detailed brief of the city and castle, which may or may not be of use to you, we think they will. Additionally you will be invited to take part in a blind, sealed bid, on line auction – you don’t have to. We don’t want to say too much about this other than the auction will allow players to tweak their characters and add more options to their character. Finally, some of the characters will have a pre-game setup in addition to their background – this allows us to set the game in a state that when we get to play in November 2010 all players will be involved or about to get involved in something which can be best described as imminent.

Anyway we hope you enjoy the background and would love to see you at Consequences 2010.

Frequently Asked Questions.
Why bother with a casting sheet?

Firstly, it gives us an idea of your playing style. Even though it’s just a one off game, we want to get pre-game some information from you so that we can better judge what as players you want and what you enjoy the most - there is no point in us handing out a gruff military character to a player who seeks angst and romance.

Speaking of romance and doom - if you expect the former, this is probably the wrong sort of game for you: please don’t ask for romance on your character sheets, it really won’t be there. The STs have enough difficulty in their real lives with romance and feel they are poorly suited to writing fictional romances let alone running them. As for the latter - you can count on your character having bad things happen to them: this is a Throne War and people will have their characters killed, their characters crippled, their characters’ special abilities taken from them and, all in all, the other Players will be going out of their way to be on the winning team or the winner. All of these things will happen and often for the most unexpected reasons.

Secondly, the game has a pre-game section with an auction and some actions prior to set up, so we really need to know which players are willing and able to email accurately and effectively. You must have email so we can send stuff to you - we will not be sending by post. Some characters will need more pre-game work than others for their set ups - so please be honest about your email access when asked. Other than that there will be copies of everything we send to you provided at the game.

Costume:

The STs more than understand the results of nice clobber, it really can help people get in character...so if you've got it and want to wear it, do so; if not then don’t - either way you will be gladly received. It would be an advantage if you could find something that at least approximates your character’s colours, but it won’t be the end of the world if you don’t. There is no specific “appropriate dress in Amber”, since the setting allows people to come from anywhere in reality anyway - but for the sake of your STs and fellow players, however medieval your costume and attitudes IC, please keep the OOC personal hygiene to a modern standard, and do wear clothes of some description!

Background info:

Yes, the background document is rather large - it is intended to give you some immersion into the realm and some idea of what the World is about. Skim read it at your leisure - our advice is to read the stuff on the City and the Palace, get a handle on what the map looks like, read about the peoples of Amber - and if you think it's likely you'll be involved in PvP combat, read the duelling rules. If something is mentioned on your character sheet it is probably there for a reason - so it may be worth your while to read up on it in more detail.

NB: there is a very fine line between a Player asking an ST the question “what would my character know about…” and being answered and the ST directing a Player, we’ll answer questions but we will not advise actions.

Regular time outs:

The game is based around 4 phases of play or in game terms day, night, day, night. At the end of these phases things involving some players’ assets may come into effect. The STs need time to manage this, also as STs we need a chance to catch our breaths and find out what is going on and if we have anything major going wrong try and fix it. Oh, prior warning, under no circumstance should you attempt to interact with Dave C if he is trying to light a cigarette, bad things happen, once lit it is quite safe to approach. We hope that the time outs will last about 10 minutes.

Character death:

As we've said, character death can and will occur - past experience says it will: we even had to write a mechanic for it so people can duel and stuff. As a rough guide expect 20-40% character mortality, and similar levels of being hacked up but still moving.

If your character dies, come chat to an ST; we are here to help you have fun and not sit and do nothing. We have prepared another batch of characters for such eventualities, they will not be as detailed as your initial character but they will have enough about them to play a significant role in the game. These new characters will be issued on the simple expedient of what the STs think will best make the game run – which will include what the players prefer to play. Obviously if we are towards the bottom of the barrel then choice will be more limited, so either die really early on or right at the end.

There seems to be some confusion over the names of major characters?

Yes, every major character has both a male and female name. The reason for this is that the STs have no idea how many men and how many women intend to sign up for the game. This being the case, we reserve the right to balance things out as the players come in and state their preferences on the casting sheet. In game terms all that will happen is that Prince Benedict may become Princess Bernadette – the stats and backdrop for the character will be identical with the exception of pronouns, or Princess Llewella would become Prince Llywelyn with exactly the same stats and backdrop. 
Finally - is there a collective noun for Amberites?

Not sure, but there is a counting scheme that has proven to be painfully accurate over the years:

A lone Amberite is a faction;

Two Amberites are a plot;

Three Amberites are a cabal;

Four Amberites are a cabal with a traitor in it;

Five Amberites is a crime scene waiting to happen.

A brief description of the geography of the Realm of Amber.
Amber itself as a realm can be readily split into three major sections; the Castle, the City and the Vale of Garnath.

The Castle sits atop the plateau of Kolvir, the highest point of a mountain range and has two direct land routes. Firstly the stairway that leads down to the city and secondly the narrow winding stair to the south-west which leads into the road to Arden. The city stairway is capable of accepting three horses abreast whilst the south-west stair is passable only for a single man. Both terminate at the castle walls and gatehouses. The walls stand 50’ high and are manned by the palace guard, a two hundred strong unit of troops loyal to Oberon. Within the outer wall the courtyard houses stables and a barracks leaving enough room to form an effective kill zone from the inner walls and the palace proper should any try and storm the palace. The palace itself is a mixture of architectural styles from Gothic to Middle-Eastern. Containing around 150 rooms it is spacious and luxurious in its style. Key areas include the Throne Room, the library, the family’s private rooms, the armouries and within the bowels of the castle the Pattern Room. The walls of the Palace are said to be a maze of tunnels and secret corridors; these are oddly enough, not shown on any map. Diplomatic envoys from the outlying shadow realms are now often seen within the palace. Encompassed within the walls is a small garden area used for formal functions and relaxation by the family.

Outlying and behind the palace are a set of gardens of a larger nature and a winding path leading up to the ridge of Kolvir. Upon the highest point of Kolvir and a good 2000 yards from the gardens are three stone steps carved out of the rock. Under moonlight these steps form the base for a spectral staircase that leads into the sky woven from strands of moonlight to the City of Tir Na Nog’th, a strange reflection of the city and castle Amber. The city itself floats over the sea some 2000’ above sea level. One of the blood may ascend the steps and enter this realm where ghostly reflections of Amber carry out some eldritch function. Visions are often seen here and although they may be of some import the interpretation of such things is open. More importantly perhaps is that within this reflected city and castle is a Pattern that functions as the pattern within Amber castle.

The city of Amber is a large mercantile expanse walled and housing some 60,000 inhabitants. Roads lead from the city to both the docks and out into the Vale of Garnath and of course to the castle. The city no longer has a dock as such, although the nobility and some small traders still berth at the wharves. The main docks being the Royal Docks which were built further south along the coast and have a much greater availability of berthing and a much deeper draft for deep sea vessels. Split into several quarters the city is walled both externally and internally and designed to cause any besiegers as much difficulty as possible, made up of blind alleys, looping roads and other constructions. It is administered at a local level by both the Master of the Guard who is in charge of the city guard, the Chancellor who has jurisdiction over legal proceedings, and the Civil Service that administers to the city and outlying lands. The docks are large enough to cope with Amber's fleet and trading concerns. A walled harbour with its own detachment of the city guard an uneasy truce over control rests between the Harbour Master, the Chancellery and the Master of the Guard. 

The Vale of Garnath is almost 200 miles north to south and 60 miles east west. To the north it is bounded by a ridge of mountains through which one of two land routes into Amber lies. Garnath pass and the Keep built there houses a large detachment of troops of the army of Amber. To the West and South the Vale is bounded by the Vale of Arden that leads into the great Forest of Arden. The forest which forms the basis of the only other land route into Amber. Some 30 miles down the coast to the South from the city of Amber are a series of steps leading into the sea and the Realm of Rebma. This is again another almost reflection of Amber however unlike Tir Na Nog’th this is populated by an aquatic race of uncertain origins. Here is another Pattern this however is guarded and permission is required to gain access to it from the Monarch of that realm. 
The Golden Circle Kingdoms and the associated states of Amber.

The treaties binding the four nation states of the Golden Circle follow a generalised format. Each treaty is initially drawn up between Amber and the relevant state and then a secondary and in realpolitik terms a lesser treaty is drawn up between all member states. 

The terms of the treaties always include mutual defence and trade agreements as the largest sections. The GCKs themselves arrange rounds of diplomatic meetings on a half yearly basis, and every three years a major meeting is held (including a member of the Amber Royal family), being hosted by one of the member states. It is at these tri-annual meetings that new members are brought into the GCK and any amendments can be made to the treaties signed between the relevant signatories, a requirement of a simple majority is needed, however each state generates votes based on a complex formula including their GDP, population, shipping and several other variables. The presiding nation is unable to vote but holds the casting vote in the eventuality of a tie. The four member states are: Amber; Begma; Kashfa and the Fire Isles. Rebma holds a non-voting place at the table and currently the kingdoms of Eregnor and Karm are petitioning for access to the GCK. Both of the latter two kingdoms have signed primary trade treaties with Amber, however only Eregnor has a mutual defence treaty with Amber at the moment.

Rebma

The underwater realm of Rebma expands over the sea floor South and East of Amber; it’s boundaries unlike the realm above the water are less obvious. The main city however is a fair simulacrum for Amber itself. Surrounding the main city are large areas of seaweed farms, or at least that is what the Rebmans claim. Those who have visited the realm speak of the strangeness of breathing underwater and the alterations of colours. 


Within the walls of the city a perverse form of natural laws exist, gravity behaves as it should, inertia and momentum exist as if under the strictures of a denser medium, most significantly of all light behaves as it would above the water. Once a visitor departs the city a slow sensation of pressure is detectable which becomes more noticeable the further one departs the walls. In addition the colours perceivable quickly filter to blues and greens, often causing problems for those wearing reds and yellows. 

Access to Rebma itself is generally through a stairway that follows from a promontory of rocks in a cove some 30 miles south of Amber. The stairs follow a winding course for some 600 metres before the first gatehouse is met: at this point the depth below the surface is around 100 metres. Whilst upon the stairwell the traveller is able to breathe normally and move with minor inconvenience due to some curious magic. At 50 metre intervals a pair of brass and crystal lamps containing a phosphorescent liquid mark the path. The first gatehouse is usually manned by 20 or so Rebman warriors who determine the validity of the visitor. On the whole those who are not accepted are merely turned back, those who choose to push the matter tend to be found with the early tide washed ashore with signs of having been eaten upon by some swarm of small but viciously toothed fish.

Rebma itself has little interest in trade with the other nations nearby, it is self sufficient in most resources and whilst the occasional noble has at times toyed with heavily enamelled metal products eschewing the usual coral, bone and stone that is generally used, this is a rarity. Visitors often petition for access to the Rebman library as this is renowned for its large collection of histories and curios. Many texts have been salvaged from ships that have foundered upon rocks or had some other incident at sea. 

The Lady Moiré (Queen) is considered by some to have access to powers usually ascribed to those of the Royal house of Amber. Many legends abound of the Mirror of Llyr and the Watchers in the water, to date no reliable witness has been found substantiate these rumours. 

Rebma herself is still a vassal kingdom to Amber and each decade a formal gift is made by the monarch of Rebma to Oberon. Somewhere within the archives of Amber the original treaty resides which details the particulars of the settlement reached. 

Finally and of most significance to those of the blood of Amber is the Pattern of Rebma. This Pattern is an exact copy of that which resides beneath Kolvir in Amber itself, whilst the Amber pattern is bounded by walls of stone the Rebma pattern is housed within an undersea cave barred by vast imposing bronze gates uncorroded with the passage of time. The only key known to exist is held by the Lady Moiré and those wishing to access the pattern must first gain her acquiescence. 

Begma

The earliest signatory with Amber, Begma lays some 15 days travel by boat to the North and East of Amber. The winds and currents along the route often confuse and befuddle those who sail and many ships have been lost over the years. The enforcement by Oberon of Prince Caine to manage the sea routes has in recent times made the journey less risky. That said, ships with poor charts or inept captains still go awry and at best arrive late in port.

Begma itself is around five times the size of Amber and has several regional capitals. In the past 400 years several new cities have arisen along the coast line to take advantage of increased naval trade. These new cities are something of a major issue within the internal politics of Begma. Most of the lands around them are owned by what were minor noble families and who are now wishing to exert more influence in court – much to the annoyance of the more established families.

The river Tarn runs the length of Begma and has formed the basis of its civilisation. The major cities of Begma arose along the river, allowing irrigation for the land either side of it and transport along its length. The modern capital is some 300 miles in land from the coast and was located there during the first republic and not moved following the restitution of the monarchy. To the southern border of Begma is the now separate kingdom of Eregnor and further south the old enemy of Kashfa. To the North and East forest and mountains arc around forming an almost impenetrable barrier, occasionally land travellers arrive from distant lands however this is a rarity. The Tarn River arises in a mountain gorge to the East of Begma and shows the remains of an earlier civilization. Other similar locations having been expunged by the Senate during the era of the Republic.

The monarchy of Begma is little more than a puppet of Oberon, his family having been placed in charge after the Senate reneged on trade agreements with Amber. Oberon dispatched Princes Eric, Corwin, Caine and Bleys to the region with a punitive force. The entire campaign lasting 4 years and bringing Begma financially almost to its knees. This allowed for the creation of the buffer state of Eregnor who gained a mutual defence treaty with Amber almost immediately. 

Begma itself is the bread basket of the Golden circle and her fleet plies the waters with seasonal regularity. Other than food Begma has started a national drive towards exploiting the mineral resources in the mountains surrounding the country. Mining had previously been the purview of the noble families alone however the current dynasty it would appear would prefer to be able to arm their own troops themselves and has issued compulsory purchase orders on several large tracts of land.

As a whole Begma is a stable if somewhat corrupt state. Internally, dissent is usually kept to the murder of political opponents and the game of courts. External politics is managed solely by trading families and some of the older noble families, both are under no illusion as to the limit of protection their state would provide should they embarrass the monarchy. Amongst both these groups there are some who harbour ambitions towards a “Greater Begma” however these are usually the drunken railings of second sons in foreign bars.

Kashfa

Whilst Begma is charted and known, the state of Kashfa is virtually boundless. To the North the previous border with Begma is now formed by Eregnor along with deep forest and hill. To the East and South Kashfa forms into large desert and jungle, her coastline is almost 1000 miles in length and along this line the vast majority of the population live. The current state is based on 8 city states that were united in the past under an Over king. Over the years the 8 great cities have expanded and in places their outlying villages have meshed forming a seamless single entity. Kashfa itself is around 20 days East of Amber and like Begma suffers from the occasional missing trade ship.

The ruling family signed up with Amber several decades after Begma and has managed a balance between a relatively xenophobic population and the needs of increased trade. Indeed an apocryphal story tells of the amazement at one of the God King’s personal guards’ blades being sheared following a hard beat from a Prince of Amber. As unlikely as this story is the underlying truth of the advantage of steel over bronze is self evident. 

Kashfa although relatively rich in gold and copper is somewhat sparsely gifted in iron ore. The mining colonies in the deserts generally draw gemstones and heavy metals for sale and trade. The common metals of choice are bronze, copper, lead and tin. These are refined within the cities of the coast and prepared for trade after having spent several months as part of a caravan. Their crop production is from intensive farming along the coastline, with regular tithes being extracted to central depots.

Along with these resources a small but financially significant trade in medicinal plants is beginning to make its presence known. The more exclusive traders from various member states are now plying the waters with tinctures and salves. A more concerning aspect to this trade has been the growth in various sedatives, addictive substances and poisons. Some speculation has been made that the death of several members of the Begman court in quite colourful manners could have been linked to the settlement of old scores from previous campaigns.

The internal politics of Kashfa is something of a confusing mess. Each of the major cities has a Potentate who answers to the God King alone but is also charged with holding the peace and upholding whatever laws they see as significant. This would normally require that an arrangement be made with one individual. Unfortunately the God King’s family which could be politely described as large (around 20,000) are above all local laws and again answer only to the God King. This leads to fairly obvious problems when attempting to negotiate settlements. In the early days of the treaty several traders from Amber appeared to fall afoul of local nuances and were executed. 

After commentary was passed onto Oberon through diplomatic channels the response from Amber was direct. In the first instance the ambassador to Kashfa was recalled and exiled along with his inability to apprise Oberon of the situation. The foreign office still views this as something of a black day as several major bureaucrats were removed from office and exiled. Subsequently Princes Gerard and Bleys landed forces on the coast whilst Prince Benedict and Princess Deirdre lead land forces through Begma. Cities and populations were ignored barring those of the Imperial family who were marshalled in chains. Naturally those foolish enough to attempt resistance were put to the blade. Upon reaching the Imperial family some 8000 prisoners had been chained. Oberon’s final order was relayed by Princess Deirdre in person. This being that for every Amberite killed then 20 of the God King’s family would be put to the blade. Princes Bleys and Gerard absented themselves at this time and this abject lesson was performed by Prince Benedict’s and Princess Deirdre’s troops. To this day certain families still hold a black and gold dagger in their family crest.

From that point on Amberite traders although not exempted from laws were dealt with in a far more circumspect manner to all other traders. Some are still arrested however at worst their goods are seized and split equally between Amber and Kashfa. This has allowed for an uneasy peace to hold, balanced on one side by greed and the other fear of retribution.

Currently with Oberon’s disappearance Kashfa is pushing for less restrictive trade agreements, so far they have managed to be rebuffed. Although with their growing census and fleet size their voting bloc will be far greater than before.              

Fire Isles

The furthest away from Amber of all the original signatories to the GCK treaties. The Fire Isles is a vast archipelago spanning something over 1000 islands of which 300 or so are habitable by sizeable populations (200 - 3000) the remaining islands are either uneconomical for various reasons or submerged for lengths of time. The route from Amber is some 40 days due South along the coastline of Amber for the first 2 and then into the deep sea.

These lands are little charted except for the major settlements and safe routes between islands. The various islands are banded into a parliament of sorts with common laws being arbitrated by “lawyers” and common agreement. It was from this communal parliament that several individuals were sent to agree the details of the treaties with Amber and the other GCK states. 

Most of the islanders live a subsistence lifestyle, moving around several islands on decade long cycles to allow renewal of land and fish stocks. The only real items of value amongst the Fire Isles are pearls, corals, spices and hard woods. These are being traded for fashioned metals, glassware and textiles. Most trade is done on an island by island basis and usually from ships boats. The deep drafted vessels of Amber’s trading fleet often have to drop anchor a mile or further from shore to guarantee safety from damage.

Vast storms rage across the archipelago during a 3 month period that is regular enough to allow for most sane traders to avoid. That said the lure to some of being the first to market with luxury goods is too much and most years several ships are lost to these storms. The islanders themselves tend to head to high points after shoring their own vessels in safer harbours. 

Prince Gerard has over the years spent considerable time in these waters, enjoying the challenge of difficult waters and the use of smaller lighter vessels. Over this time he has gained something of a reputation amongst the islanders as something akin to a demigod. This has been reinforced by Princess Fiona who regularly returns to these isles – her mother having come from them. 

The most interesting thing to note about the Fire Islands has been the radical alteration to her trading fleet. From their first encounter with Amber’s fleets they have shown a keen interest in the deep water vessels owned by Amber. This interest was noted by Prince Gerard and an arrangement was made that the older of Amber’s ships would be sold to the Fire Islands. This has allowed a realm of little technology to rapidly advance, the social implications for the Fire Isles could be extreme. Some of the more scholarly members of various realms are expecting something of a civil war to break out, this naturally has many merchants excited. To counter this threat both Prince Gerard and Princess Fiona are believed to be advising various groups with the Isles of the long term effects of technology that is entering into the Isles. 

Eregnor

This was formed from the Southern Duchy of Begma and large tracts of Northern Kashfa by Amber after the suppression of the Begma Senate. The current realm of Eregnor has a coastline of just over 100 miles and then runs deep inland to the junction of forests, hills and jungle between Begma and Kashfa. The realm itself is 15 days travel East and North of Amber. Land routes link between Begma and Kashfa making Eregnor a significant trading point.

Rather than instituting a monarchy, there being little in the way of surviving nobility in that region. Oberon drew on merchant families and surviving local aldermen to form a republic. Guaranteeing a defence pact with this nascent state has halted the possible predations of its neighbours. Over the past few centuries the stability of the realm has grown and it is expected that within the next decade or so it will be acknowledged as a full member of the GCKs. 

The kingdom itself exports everything from mineral ores and prepared metals to woods and some luxury wines and spirits. Usually at prices slightly beneath any other nation and this undercutting of markets has caused considerable consternation and conflict over the years. There is some legitimacy to rumours of pirate fleets and wreckers organised out of Eregnor and this if shown may halt their acceptance into the GCKs. 

Currently Prince Caine is known to have considerable sway in local politics although Princess Flora is also rumoured to be linked. Caine having direct troops on the ground through his naval activities, and Flora from her alleged recent interest in diplomatic matters. 

Otherwise there is little to mention of Eregnor, her army is the smallest although possibly the best equipped and drilled outside of Amber. Her population again is small by comparison to her neighbours and this has caused the Senate to make immigration attractive - sections of land are to be offered to those who reach her borders along with a governmental loan to set up in trade. 

These immigration options have caused some consternation, especially from Begma as it has been suggested that some skilled artisans have been wooed into leaving. This influx of skilled labour has caused something of a renaissance in the region and the latest fashions are frequently drawn from Eregnor.

Karm

Since Prince Osric’s vendetta against the ruling family some 1000 years ago the relations between Karm and Amber have been tense. At that time Osric butchered the monarch and all of his direct family guaranteeing an alteration in the ruling dynasty. What triggered this sudden and absolute response is open to speculation. Within Karm itself there are rumours of infidelities between Osric and a leading lady at court, other rumours whisper of necromancy and child sacrifice whilst a third string of rumours suggest that all of this was done at the behest of Oberon. Whichever is true, Osric took his view to the grave and those records available in Amber would suggest that whatever the cause, Oberon was less than impressed with his son’s actions. The resultant death of Prince Osric mollified Karm although no-one was foolish enough to mention this openly.

Karm is the closest to an absolute feudal monarchy amongst the GCK states. Whereas there are dissenting groups in all the other states within Karm no-one speaks out more than once. An effective and brutal state sponsored intelligence service ensures the obedience of the population. These individuals and groups are empowered to kill any but the monarch and visiting dignitaries ascribed protection without recourse to an open court. 

The current ruling family is a cadet branch of that destroyed by Osric and has held power through ruthless use of military power and considerable political skill. Being a considerable distance from the other GCKs Karm is still petitioning for full status. On several occasions Amber has blocked their accession into the GCK although over the past two centuries this stance has been modified to a less obstinate one. 

Karm is a single large island/ small continent some 30 days travel to the South and West of Amber. Relatively few traders head that far often citing the lack of good quality charts and the difficulty of trading as reasons for not bothering. Karm’s goods are practical if perhaps a lower quality than most other nations they are equally cheaper. The low labour costs of bonded serfs have enabled a small but affluent merchant caste to exist. These families are those pushing most for increased trade however with little political power and the constant threat of being taken in the night they have as yet to succeed.

Those of the blood have commented on an odd feeling whenever they have visited. Although precisely what is the cause is open to speculation, none of the family seem to enjoy their time within Karm. It would appear that within the next decade or so Karm will join the GCKs and as such their diplomats and traders will become more common amongst docks of Amber.

Folklore and artifacts of Amber

Jewel of Judgment.

This forms the centre piece of the regalia of the crown of Amber. A large uncut ruby held by a heavy gold linked necklace. Totalling perhaps 50 carats in gemstone alone and several stones in weight in the links of the chain, it is unsurprising that on the few occasions that Oberon was seen wearing this object he appeared weary by the end of the event. Worn usually at the annual festival of the Unicorn and at diplomatic functions of exceptional importance, sighting this item is a rarity and leaves a lasting impression. Curiously for an uncut gem it has remarkable refraction qualities and appears to have an inner fire only seen in the finest of cut gems. Indeed in candle and lamp light the Jewel seems to actively radiate light.

The Eye of Llyr.

Often described as the Rebman version of the Jewel of Judgment, a large, deeply coloured, finely cut emerald hung upon a finely wrought chain of white metal. The Eye forms a part of the Rebman royal regalia and is frequently worn by Lady Moiré.  Observers have commented on the calming effect this object has on the waters around Rebma when it is produced at state functions. That said this is little more than educated guesswork. The Eye has been part of Rebman folk tale since pre-history and forms the basis of many of the creation myths of the Rebman peoples. In more recent history Oberon returned the Eye as part of the peace process between Amber and Rebma after the uprising. Although little is known about how he gained access to the object in the first place. The belief of many of the Rebmans is that should the Eye leave the waters then as before, terrible, potentially cataclysmic consequences will ensue.

Staff of Arden

Sometimes known as the Branch of Spring or the Limb of Animals by the populace of Arden.  The staff itself has various descriptions, from a 6’ piece of oak with a chain of flowers wrapped around it to a simple shillelagh. As part of the folklore of the Arden peoples it is believed to be part of an early rural religion, much based upon a Druidic concept. It is believed to be usable only by someone who has been chosen by the Forest to protect it from the ravages of fate: fires; storms; pestilence etc. The Staff is said to be able to allow the bearer to talk with the plant and animal life of the Forest and utilise them as messengers and eyes/ ears in distant parts of the forest. On a darker side one of the less popular stories has the Staff as being part of a gibbet used to hang one of the earlier Defenders of Arden, although this though has fallen out of retelling in the past century or so.

The Cripple of Garnath

The Cripple of Garnath appears as a large hunchbacked man swathed in slowly rotting robes of fine silk and ermine.  Atop his head is a simple crown of rusting iron and he carries a sceptre made of some dark stone. Think about Father Jack and add a dose of steroids over a long time and then add parasitic infestation and alopecia along with only washing when it rains and you’re about there.  The cripple is a common folk tale and is akin to a red cap, mothers chastising their children to be quiet otherwise he’ll come and take them away to work in the dark mines of Garnath. Some tales describe him as Oberon’s brother gone mad and escaped from a deep dungeon within Amber. Others link him to a people before the founding of Amber and have him as the King who refused to leave. Again further tales keep him as some demonic figure sent to chastise those who offend the Unicorn.

Smith of the Cloud City

Again one of the folk tales of Amber, since the founding of the City, the Ghost City of Tir Na Nogth has existed, seen frequently by the populace of Amber although few have ever returned from attempting entry. The cloud city is known as Tir by the population at large and a now ancient statute considers it high treason for any not of the blood royal to even attempt entry. That said, tales have grown up around the City, the most popular being that of the Smith of Silver. Variations of this story have been turned into ballads and even a saga has been constructed around the matter.

The Smith is said to be a cripple although of a more benign nature than that of Garnath. Some of the tales would have him the other brother of Oberon others his cousin, more commonly though he is one of the magical folk who are said to have existed before Amber was founded. An old variation (dating 500 – 600 years old) has him as Oberon’s first son who was bound to servitude when he attempted to usurp the throne. Whatever the variation the smith is said to be the finest artisan and to be capable of creating magical items. Certain highly intricate mechanical items are attributed to him, including a clockwork nightingale of which Dworkin is extremely fond. Many of the apprentice artisans make a pilgrimage to the three steps at the top of Kolvir once a year leaving gifts at the steps in honour of someone they believe to be the finest artisan of their art.

One of the more recent legends attributes the construction of the Century Blade of Garnath Pass to the Smith. Generally though the he is seen as a servitor to the royal family having supposedly been involved in the making of the Sceptre of Amber and to have instructed Oberon in the construction of his crown. The price the smith exacts for his produce is invariably high and he is said to refuse any but the finest of materials (hence linking of legend with the Cripple of Garnath). According to almost all the variants he refuses to work in steel or iron although many of his attributed items have these materials in their construction.

The Watcher in the Woods

A spirit of the Forest of Arden and the outlying “wild lands”, said to know all of the paths and trails within the Forest even those leading to other lands. The Watcher in the Woods has no simple description, usually referred to as a voice in the wind and a feeling that affects those that meet him.  Many of the legends surrounding him link him to the Staff of Arden and the King in Brown, citing the King in Brown as an enemy of the Forest.

The Watcher has several small shrines dotted around Forest Arden; usually in the more out of the way parts of the Forest, Oberon seemed to be less than happy with the legend. These shrines are simple things that are housed beneath the branches of a large tree, into whose bark a pair of eyes have been carved and the rough outline of a face. The few offering that are made are that of simple people: corn; cloth; minor trinkets and a few coins. Generally speaking only the Rangers of Arden and a few villagers pay these shrines any attention.

In one of the tales the Watcher is said to have been a huntsman in the Forest who sought out the Unicorn. Letting his family and life go to ruin as this obsession took over his life. In the final stages of the tale the hunter wounds the Unicorn and is cursed to watch over the woods until the time that Kolvir falls into the sea. In an alternate ending he finds himself incapable of killing the Unicorn and now an old and dying man is said to have been given life as a guardian spirit of the Grove of the Unicorn and the Forest in general. Both have similar cores and as such the variants seem to be later additions rather than original versions.

Now formed into a spirit the Watcher is said to have battled the King in Brown over entry to Amber with his land army. Summoning the forces of the Forest to assist him and deny access by the main route through Arden into Amber. This partly explains some of the devastated areas of Arden (but equally so do flash floods, forest fires etc) and also underlines the lack of direwolves in the forest. They were all said to have been slaughtered during the battle. Needless to say the King in Brown was denied access to Amber and the Forest was left in a damaged state. The King in Brown was said to have left the Forest swearing his vengeance and headed off to his land of origin.

Interestingly enough none of the tales include the Staff of Arden, although more modern variants have started to bring this item into the tale.

Major players in the realm of Amber.

Oberon, father to all the Amberites. Standing at 6’4” and red haired Oberon has always been an imposing figure. Perhaps the only member of the family to truly understand the nature of Shadow and the Pattern he has always been both elusive and evasive on such matters. A brilliant strategist and combatant, there is little that Oberon is incapable of. In recent years he has left much of the teaching of the Pattern to Dworkin the court historian and a mage of considerable power in his own right.

Dworkin, the court historian who appears to have been around Amber for as long as Oberon has been monarch. There is little in the way of history and the law of Amber that he does not understand. Instructor to most of Oberon’s children in the ways of the Pattern and sorceries Dworkin like his master is elusive and difficult to track down at times. Rumour has it that Oberon challenged him in his home shadow and won binding him to service in exchange for some unknown price.

Lord Corble/ Lady Corble, Court steward. Corble organises and runs the palace with military efficiency. His presence alone is enough to send most of the servants into a panic of work. Appearing in his late fifties with greying hair and a well trimmed beard he liaises with most of the diplomats from other realms and works with the Lord Chancellor to maintain Amber’s status.

Lord Tantorn, Lord Chancellor of Amber. Tantorn is in charge of the civil service of Amber and also runs the court of nobles. Now in his second century he has the bureaucracy running almost to his satisfaction often claiming that this time next year he will step down.
Baron Seraf, one of the major nobles in Amber he owns large tracts of land in the vale of Garnath which produce much of the wine in Amber. He has three sons, Torence, Jeffrey and Daniel all of whom spend most of their time either on his lands or whoring in Amber itself.

Baron Constansius, again another major noble of Amber. Constansius’s merchant fleet is a major trading concern in its own right as such his voice and opinions have considerable weight around the court. His wife Eleanor died several years ago whilst riding, since then the Baron has become one of the most eligible bachelors in Amber. His two sons Marcus and Paul and his daughter Jennifer are frequently at court functions although his sons are now becoming more involved with the business.

Baron Kalamar, although having only recently (22 years ago) come into his inheritance this scholarly man has moved his House’s status upwards through business acumen and political competence. House Kalamar forms the final part of the three great Houses of Amber along with Seraf and Constansius. His numerous children seem to constantly be involved in either court intrigues or trade at the docks. A pleasant and polite man it would appear that he has no other interest than whoever is talking to at the time. Certainly someone to watch.
Lord Edmund of Garnath/ Lady Edyth of Garnath, General of the Northern Army of Amber. Lord Edmund now into his fourth century has served Oberon all his life and been promoted through the ranks to having been elevated to the nobility. His current posting gives jurisdiction over Garnath pass and the security of the vale of Garnath. Just under 6” in height the years have left him scarred and with a noticeable limp rarely seen at court, he is taciturn in the extreme, and will not suffer fools.
Lord Magnus of Dorton, Captain of the Palace Guards. Magnus seems to be a fixture within the Palace, usually seen wandering the corridors in search of slacking in his troops. Magnus would appear to the records to have been elevated to the rank with Oberon’s accession to the throne, his name being listed in documents before the Battle of Broken Spears against the Spotted Men of Gamherry. Although a militarist he is known to enjoy palace functions were he usually gets drunk and recounts old stories to any audience he can find.
In addition to those mentioned above the Royal Court has perhaps a hundred and fifty other nobility of various levels all of which come from around twenty families.

The children of Oberon

Finndo


Green and gold

Keep surmounted by a crown
Oberon’s first acknowledged and recorded child Finndo died at the battle of Broken Spears with his brother Osric. His tomb is sited in the barrow lands to the Northwest of Amber. Little is recorded of him bar his military record.

Osric

 

Red and silver


Two Keeps
Oberon’s second acknowledged and recorded child Osric died at the battle of Broken Spears with his brother Finndo. His tomb is sited in the barrow lands to the Northwest of Amber. Little is recorded of him bar his military record.

Benedict/ Bernadette 
Brown, orange and yellow
Chrysanthemum bloom on a brown field


Oberon’s oldest surviving child. Prince Benedict has not resided within Amber permanently for well over 800 years. He returns every few decades to attend Court or when summoned by Oberon. Considered the master of arms of Amber and the least politically active. He is known to be on good terms with his younger brother Gerard.

The children of Faiella and Oberon

Eric/ Erica


Red and black


Crossed sabres on a black field

Eric is possibly second only to Benedict in his mastery of the arts of war. A capable militarist backed by charm and political acumen. He has little time for either of his younger brothers – Caine and Corwin - and the animosity between him and Corwin has come to blows on many occasions. 

Corwin/ Caroline

Black and silver

Silver rose on a black field

Something of a dreamer at times Prince Corwin is like all his siblings, capable in military matters and held the title of Warden of the Northern marches for several decades. He has not been seen within Amber for many years now and some have come to murmur that his elder brother Eric may have finally finished the years old disagreement.

Caine/ Kally


Black and green

Albatross on a black field

Master of the Northern fleet, Caine is in all things competent. He spends much of his time at sea and maintains a superb collection of maps and knowledge of all the ports that Amber trades with. He is considered to be on reasonable terms with his elder brother Eric and viewed as a close friend to his younger brother Julian.

Deidre
/ Dirk


Black and silver

Crescent moon on a black field

The dark haired star of the Court of Amber. Princess Deidre runs in constant conflict with her younger sister Florimel for the attentions of the Court. Where Florimel is somewhat more refined, Deidre has ventured forth on many occasions with her siblings enforcing Ambers rule with the blade. Deidre has been absenting herself in recent years, mainly in the search for her brother Corwin. 
The children of Clarissa and Oberon

Fiona/ Francis

Green, lavender and purple
White pentagram on a green field

Like all the redheads Fiona travels through shadow constantly and is as often missing from the Court as she is in attendance. She is extremely close to her brothers and is rarely seen in Court out of their company. Fiona was Dworkin’s most preferred student and he still comments on the lack of capacity that the next generation has shown.

Bleys/ Blythe


Red and orange

Open book on a red field

Everyone’s friend, a roguish wink or a quiet word. Bleys is popular with all and almost impossible to dislike. Again he travels extensively however he maintains strong links with Amber and especially with sections of the nobility.

Brand/ Bronwyn

Green



Comet on a green field
Where his older brother is directly charming, Brand grows on his associates through quiet association. Rarely seen in Amber over the past decades he has left many promises incomplete. Although never directly hostile it is known that he views both Caine and Eric with considerable distrust.
The child of Moins and Oberon

Llewella/ Llywelyn

Green, lavender and gray
Dolphin on a blue field

Regent to the throne of Rebma, Lady Llewella is always within the boundaries of Amber although usually beneath the waters. She remains determinedly away from any politics and refuses to be drawn on such matters.
The child of Dybele and Oberon

Florimel/ Frederick

Green and gray

Orchid on a grey field

Florimel is rarely out of Amber. The social whirl of the court is her one abiding passion along with the gossip and hedonism. Florimel holds many of the nobility with her looks and words.

The children of Rilga and Oberon

Julian/ Juliette

White and black

Hunting falcon on a black field

Master of the Forest Arden, Prince Julian maintains his lands in preparation against all land assaults. A frequent visitor to the Court he is viewed with an ambiguity by most. Dry and acerbic as his manner is he is almost impossible to taunt, his calm exterior it would appear is not merely a façade. His dislike of his older brother Corwin is almost as great as Eric’s.
Gerard/ Gertrude

Blue and gray


Gold chalice on a blue field

Master of the Southern fleet and the child built most like his father. Gerard is widely viewed as a fine Prince. Few in the family have anything bad to say of him and he is perhaps the most trusted of all. Less frequently seen in Court as he is determined to complete the mapping of the southern waters this century. 
The children of Harla and Oberon

Delwin/ Divine

Brown and black

Harp and unicorn (renounced)


Sand/ Dusty


Pale tan and dark brown
Harp and star (renounced)

Both children left Amber over two centuries ago and renounced all links by blood with the family. All mention bar their births and departures have been expunged from the official records. Believed dead.
The children of Paulette and Oberon

Random/ Random

Orange, red and brown
Drum set on a red field

The youngest remaining child of Oberon. Random is rarely seen in Court and when he is there he is either drunk or getting drunk. Outspoken and with a vicious sense of humour few view him as little other than a pain. Court gossip would have it that he is in some disgrace within the Court of Rebma.
Mirelle/ Michael

Red and yellow

Nightingale


Missing presumed dead.

Senior Foreign dignitaries to the Court of Oberon

Moiré Queen of Rebma/ Medraut King of Rebma
Lady Moiré has ruled Rebma since records began, Rebma’s relationship with Amber as a client state has been the cause of some friction over the years. This along with Moiré’s personal relationship with Oberon being best described as rocky have led to icy periods of entente, still Rebma and Amber have never fought openly. There is much discussion as to certain details of the treaty between Rebma and Amber that only Oberon and Moiré are aware of, particularly as Oberon has been away for some time. Moiré, like her nation is something of a mystery to any but those few who visit and stay.
His Grace Charles DeVray Ambassador from the Court of King Edmund of Begma/ Her Grace Charlotte DeVray Ambassador from the Court of King Edmund of Begma
DeVray was famously described as being a wolf in a weasel’s skin by a Kashfan delegate some 30 years ago. The Kashfan delegate was later found floating face down in an irrigation channel. Whether DeVray had any part in this tragic accident is open to interpretation. DeVray however is quick witted and capable and considered the key to the Begman throne. His cousin King Edmund, whilst his significant elder has always trusted his cousin since childhood and the adage goes that “that which is suggested by DeVray is commanded by Begma.” Known to be on good terms with Princess Deidre, he has a passing interest in the functions of Court but attends what he considers the tedium of dance and dining with good humour and sarcasm.
His Grace Alshalla Chief Eunuch from the Court of the God King Anhotep of Kashfa 
Alshalla has spoken for his God King for the best part of 3 centuries and in that entire time has managed to always inform the Court of Amber of the wishes of his God King whilst at no point ever directly contradicting King Oberon’s statements. Alshalla is a pragmatic functionary who frequently complains of the coldness of Amber, although he has yet to return to his beloved Kashfa since his appointment. It is believed that the Alshalla has been in the process of buying up large chunks of the free merchants within the GCK in an attempt to increase the importation of iron into Kashfa although precisely from where is open to debate. Begma having added such high tariffs to all exports to Kashfa of iron that it became infeasible for Kashfa to import.
Alderman Daniel Blackstone speaker for the Parliament of the Peoples of Eregnor/ Alderwoman Denise Blackstone speaker for the Parliament of the Peoples of Eregnor
Appointed barely twelve years ago Alderman Blackstone has yet to find his feet on the diplomatic circle. The general belief is that he is far too honest for his own good, having on several occasions passed on concessions to other members for far less than they are worth, but which he describes as a “fair price”. Blackstone is one of only four delegates from Ergenor and it is rumoured that to reduce costs he sleeps in his offices, he has however recently become somewhat enamoured by Princess Florimel and has been seen sporting a rather novel garb known as a “pinstripe” brought back from shadow.
Duke Uther of Karm cultural attaché to the court of Karm/ Her Pureness Ethna of Karm
Uther was sent forty years ago to Amber and since then has been actively trying to get Karm’s foot in the door. Whilst on the one hand it is an open secret that Karm desperately needs the trade, on the other, the ruling family refuses to relinquish any control over decisions, all such all drafts must be sent back to Karm for ratification before progressing to the next step. Indeed working with Karm is like pulling teeth with rusty pliers – drawn out and painful. Uther himself is a member of a militant order of knights and is rarely seen out of mail and is known to rise before the sun and “purify” himself in mock battle. In recent years he has become more moderate in his treatment of women and has finally started acknowledging the relative positions of the ladies of the Court of Amber.  
Armed forces of Amber.

Palace Guard

The prime posting within the armed forces of Amber, no other unit holds the same kudos or difficulty in attaining entry. The Palace guard numbers two hundred front line troops and a further hundred or so logistical supporting staff. The Guard draws troops from all other arms of the Amber armed forces and civilian population. Every five years, all but the officer corps, are required to be reassessed for their suitability. The public sections of this trial form part of a week long festival for the populace of the city of Amber as the trials are held outside the city walls to the west of the city. 

The guard are the only troops allowed within the confines of the palace except on formal occasions when visiting dignitaries are entitled to a formal honour guard alone. The guard functions on a six hour shifting pattern with one quarter being on guard at any one time and the remaining three quarters either training or resting. 

The current commander of the palace guard is Lord Magnus of Dorton. Magnus seems to be a fixture within the Palace, usually seen wandering the corridors in search of slacking in his troops. Magnus would appear, according to the records to have been elevated to the rank with Oberon’s accession to the throne, his name being listed in documents before the Battle of Broken Spears against the Spotted Men of Gamherry. Although a militarist he is known to enjoy palace functions were he usually gets drunk and recounts old stories to any audience he can find.

The guard itself is uniformly armoured with a heavy mail hauberk, helm and wall shield. Armed dependent on their duty with either a halberd, broadsword or crossbow in addition to a stiletto dagger. All wear a green tabard with a rampant white unicorn. 

Keep of Garnath Pass

The Keep of Garnath is second only to the Palace Guard for it’s stature of importance and funding available. The majority of the land army will at some point rotate through this garrison. Although a few of the older troops request a permanent position within the garrison many of the younger troops prefer rotations through the Vale of Garnath and of course the city of Amber itself. The Garnath Pass garrison at all times comprises of 400 troops. Of these 400 between a quarter and a third are cavalry and these are often sent on patrol of the outlying areas. 

The current commander of the Keep is, Lord Edmund of Garnath, General of the Northern Army of Amber. Lord Edmund now into his fourth century has served Oberon all his life and been promoted through the ranks to having been elevated to the nobility. His current posting gives him jurisdiction over Garnath pass and the security of the Vale of Garnath. Just under 6” in height the years have left him scarred and with a noticeable limp rarely seen at court he is taciturn in the extreme and will not suffer fools. 
Arden Rangers

Prince Julian’s troops are seen throughout the pathways of Arden forest. Although their numbers are not recorded anywhere, private estimations of the size is around 2000 troops. Julian’s rangers are required to guard the land route through Arden to Amber and their jurisdiction ends at the edge of the forest. On occasion this legal nicety has caused some friction between Prince Julian and the commander of the Land Armies of Amber. Generally however the rangers stay within the boundaries of the forest and maintain their vigil against shadow encroachments.

The rangers are drawn usually from those families to the edge of the Vale of Garnath nearest the forest itself and from the small woodsman communities within the forest. Although an effective skirmish force they have generally done poorly during the wargames organised within the Amber military, especially when placed in pitched battles.

The current commander of the Arden Rangers is Prince Julian of Amber. 

Royal Cavalry

Drawn almost entirely from the nobility of Amber the Royal Cavalry is based within the city of Amber. Over the years the role of the Royal Cavalry has changed from that of domestic protection to enforcement of foreign policy. Along with the marines of the Northern and Southern fleets they are the first to land during any military campaign executed by Amber abroad. Each member must provide tack and harness along with two horses to claim their salary. The Royal Cavalry has 800 members and over 2000 horses

Generally members are the younger sons of the nobility and as such are more disposable than their elder siblings. The Royal Cavalry has over the years been commanded by the largest number of leaders within the Armed forces of Amber. A mixture of death in battle and a desire to retire are the main reason for the high turn-over of command staff. Often seen as a networking opportunity for the nobility, many long term family deals have been brokered during stints within this force.

The current commander of the Royal Cavalry is, Lord Charles Williams. Lord Williams has held the post for almost two decades now and brought about several radical reviews of the unit. Under his insistence each member regardless of rank (military or noble) is now required to maintain their own horses personally and any that fail to manage this are initially flogged and on repeat offences dishonourably discharged and their mounts forfeited. 

Lord Williams, manages to maintain an uneasy truce with the more well connected troops under his command via his long term friendship with Prince Bleys. It has been suggested that on several occasions Prince Bleys has expressed his disappointment with various noble families who have felt that their children have been poorly treated. 

In other respects Lord Williams appears of average height and build and rarely appears at Court functions preferring the Brazen Strumpet bar off Vine Street in the city of Amber. He is known to have a soft spot for some of the more exotic spirits that are produced within the Fire Islands.

Army of the Vale of Garnath

The largest individual force within the armed forces of Amber, the army of the Vale of Garnath musters to around 5000 men, most of whom are on garrison duties across the Vale. At any one time around a fifth will be on active exercises, a second fifth on leave with the remaining three fifths on garrison duty.

The army is mainly light infantry, armed with light mail and spears. It has a small section of siege engineers who are generally viewed by all as the lowest form of soldier within Amber.

The current commander is Lord Fallon. Fallon has commanded the force for over a century now and refuses to stand down. In his current aged state he finds a march of more than 5 miles potentially fatal and reviews his troops from horse back or at worst from an armoured carriage. Fallon although incapable of physical exertion is respected by several of the Princes for his strategic capacity and his ability to bluff Prince Random during card games. Fallon always attends court functions in his capacity as senior commander and insists on wearing his full regalia.

Army of the Vale of Arden

At one time this army was considered second only in importance to the Keep of Garnath. With the construction of the Arden Rangers however its role has diminished over time. Mustering at barely 1500 men the key role the army provides is that of local garrisoning and watch over the barrow lands to the Northern area of the Vale.

The current commander is, Colonel Madog ap Cynan. Ap Cynan is considered a sound if somewhat pedestrian military thinker. He has held his position for barely two decades and constantly battles with various members of the treasury for funding for his troops. A common visitor to the Court more junior members of the nobility have been known to mock him for his family origins. Generally Madog ignores these minor slights and carries on regardless; however in the past three years he has fought and won six duels of honour.

Militia 
Not so much an armed force as a mixture of a constabulary and local defence force. Every burgh or larger habitation is required by law to maintain a local militia. The quality of its members varies from place to place. The militia of the city of Amber is a well armed and paid constabulary force that works within the bureaucracy of Amber. The militia out in the sticks of the Vale of Arden are less organised to say the least.

The militia is technically a part of the civil bureaucracy and therefore should ultimately answer to the Lord Chancellor, however in actuality local nobility have far more say in matters. 
Northern Fleet
One third of the fleet of Amber is allocated to the Northern waters. Linking Amber’s mercantile needs with the Golden Circle Kingdoms of Kashfa and Begma particularly, the Northern fleet maintains around 150 ships of the line and another 30 or so troop transports. The fleet itself comprises around 4000 in all including various marine detachments.

The current commander of the Northern fleet is Prince Caine. 
Southern Fleet
One third of the fleet of Amber is allocated to the Southern waters. Linking Amber’s mercantile needs with the Golden Circle Kingdom of the Fire Islands particularly, the Southern fleet maintains around 150 ships of the line and another 30 or so troop transports. The fleet itself comprises around 4000 in all including various marine detachments.

The current commander of the Southern fleet is Prince Gerard. 
The messy stuff – Powers and Statistics

This is the bit that will always be moderated by an ST so understanding it all inside out isn’t entirely necessary, having a working understanding should be sufficient for most players.

All characters are built around 5 segments: 

Statistics 

(Psyche, Strength, Endurance and Warfare), 
Powers 

(Pattern Sorcery and Trump Artistry)
Influences 

(Assets and Armies)

Socials 

(Cabal rating)

Auction phase 
(Pre-game email see attached document called Auction phase)

The first four of these (Statistics, Powers, Influences and Socials) are defined by your choices on the casting form. Once the STs have these decisions in then we can allocate the most appropriate Character from the pre-prepared Characters. For those of you with a mathematical bent you will have realised that a game for 25 players is several players more than the total number of scions of Amber, even if you include the dead and the missing, simply put not everyone will be a child of Oberon. Whilst it could be argued that non Amberites are at a disadvantage we don’t believe this be the case. Generally speaking the build sequence for Amberites more heavily allots points to the Characteristics and Powers sections of their sheets. Non-Amberites will make up for this in several ways, however not wanting to spoil too much all we can ask is that you wait and watch. 

The final section (Auction phase) is an option for you to take the pre-built Characters and modify them slightly, and more importantly add a random element to the game. When we asked you in the Casting form about email access this is specifically what we were concerned about. The pre-game auction and pre-game setup section will require some email exchanges between some players and all players will need to send and receive emails with the STs. Please note we have put a deadline on the initial response from players for the casting details – midnight 31st of August, it may seem brief to some players but we will be adhering to it strictly. If you have problems don’t hesitate to email the STs at blood.on.the.carpet@gmail.com with anything, we will endeavour to be as helpful and reasonable as possible. 

Statistics

Psyche, is a combination of intelligence, willpower and latent magical capacity. Without Psyche to power it any (sorceries especially) of the powers will not be as effective. Psyche on its own however won’t carry you through in a long term conflict; a large and healthy dollop of Endurance will keep your batteries running longer. 

Strength, anything that involves melee is going to require some. Simply said the bigger you are the more damage you are going to do and the easier it will be to block and beat aside the opposition’s blade. Added to this a high Strength will make you innately more resistant to damage, muscle bulk has a rather useful impact resistance. 

Endurance, the choice of statistic for the discerning player, what does it do? What doesn’t it do? Whatever you are doing this will mean you can do it longer, added to that a high Endurance will increase your heal up time.  

Warfare, anything you do that is in any way martial you are going to need this. This is a catch all statistic that covers the finer points of chess through to the movement and usage of armies. More frequently though it is used for knifing your siblings. A high warfare is wonderful; mix it with a respectable Strength and some Endurance for the longer lasting death machine. You are going to need this. Then again you are going to need all of them
Powers

Pattern 

This power is latent in all with a blood tie to the Royal House of Amber, the more tenuous the link the lesser the power. The latency becomes awakened on the first walking of one of the three true Patterns, being: Tir Na N’ogth, Pattern of Amber and the Pattern of Rebma. In some manner the trial alters the individual on both a physical and a mental level. Curiously the closer those who have walked a Pattern are to Amber the less they can use their powers granted by the Patterns. So much so that once an Amberite has entered Amber they cannot use the Pattern at all. 
The prime power of pattern is the ability to mould shadow and walk across the universe. Although shadow shifting is a cognitive function there is a great amount of intuition involved. Hence although an Amberite may desire to walk to a specific shadow that he has constructed mentally, the actual process of movement to that shadow is primarily governed in an intuitive manner. This is not to say that there is no conscious control over the movement, naturally if shadow should for some reason become blocked or difficult to pass through, then an Amberite is able to manipulate shadow to allow an easier route.

The most simplistic attitude to have towards Pattern in its understanding of function is that it is an ability to manipulate probability. It is considered by most that the universe is infinite, hence within this infinite area any possibility must exist somewhere. Via the use of Pattern the user is able to access these areas of possibility. On the most basic level a manipulator of shadow is capable of affecting outcomes, a dice under scrutiny would roll the desired number an infinite number of times assuming that there were no other factors affecting the manipulation of shadow.  Following from this; imagine walking down a country lane it is not unlikely that around the corner there will probably be a clump of flowers in a rather tasteful shade of blue. If one were to continue along this same lane then it would not again be unreasonable to find a small rise to one’s left. Then perhaps the skyline might alter slightly, perhaps taking on a tinge of green, or perhaps some storm clouds could start to form as a pressure change occurs within the area. In this manner an Amberite can completely change his surroundings to that which he desires. This is of course a two way function and can be influenced by other manipulators of shadow. 

On a baser level, the walking of one of the true Patterns appears to enhance the physical nature of an Amberite, increasing the individual’s regenerative capacity to that of virtual immortality. Over time most organs will repair themselves, although the more complex the structure and more complete the damage the longer the time taken. Whilst this is akin to virtual immortality, a death stroke would still kill an Amberite, as would any excessive trauma. The difference being the level of trauma required. Most diseases seem not to affect Amberites the bubonic plague for instance would perhaps lay an Amberite low for a week or two at most assuming they were in pretty rough shape to begin with. On peak form it is unlikely to even affect an Amberite. Added to this regenerative package is an increased physical power; Amberites are strong, even the weakest amongst them would have little difficulty pulling a Mercedes and between two, said Mercedes could be parked by lifting and carrying to the required location.

At greater degrees of expertise Pattern allows the user to comprehend and understand the structure of the universe. With this knowledge greater actions may be attempted although the nature of these actions is uncertain as none of the family appears willing to comment on this matter. 

Sorceries

The manipulation of eldritch forces to cause various affects. Sorcery can be broken down into the following key areas: Abjuration; Divination; Conjuration and Artificing. All forms of sorcery require considerable time and invariably ritual to channel the forces correctly. Power must be taken from somewhere and here lies the main misunderstanding of magic, unless the individual can find a source then the power must come from the individual. This can prove to be extremely fatiguing hence the use of ritual to tap into other sources of power. Overstretching oneself has on occasion caused fatalities in casters. Sorcery itself is variable throughout shadow, hence that which will work in one shadow will probably loose its dweomer in another shadow. Generally the caster can take into account the variability of shadow and with minor alterations to ritual, sorcery can work in almost all shadows to some extent. The only exception to this rule is within the true realm of Amber, where the enforcement of stability and reality is so heavily made by the Patterns that almost nothing can be done using Sorcery. Some practitioners have theorised that with the loss of one or more of the Patterns then Amber would become more amenable to Sorcery. 
Although all who are capable of this power are adept in all four schools it is generally the case that an individual invariably excels at one of the four usually to the detriment of the other three. As with the other powers there is something of an intuitive nature to this power and the individual finds their calling.
Abjuration is the ability to summon, banish or bind entities whether of a magical or mundane nature.

Divination is the ability to scry across shadow and to assess both items and areas for magical or mundane evidence. It may be used as precognitive or postcognitive.

Conjuration is the ability to manipulate raw energy and utilise it, often considered the most basic of all sorcery. Often used to convey the individual across shadows.

Artificing is the ability to empower items or creatures with power takes a long time (decades generally).

Necromancy is the ability to consort with those who have departed the living world. Banned by edict of King Oberon several centuries past. Those found in possession of these skills or any associated texts or paraphernalia are to be executed on sight by any of the blood of Amber.

Trump Artistry

This is the ability to create and use Trumps. Trumps appear to be nothing more than an exotic set of Tarot cards. The Trumps allow the owner to not only communicate with but also transport themselves to the location of the image on the Trump. In effect they are both a telephone and a means of shadow shifting. At lower levels this power heightens the sensitivity of the user to the use of trumps whilst at higher levels the creation of trumps and trump effects is possible. Trump usage is tiring and more importantly can be actively resisted by the person being trumped. In this instance it may be possible for the “Trumper” (person trumping) to force their will in the “Trumpee” (person being trumped), this can be used to hold someone in place as they are forced into a psychic duel (see later). One of the more curious results of movement through trump is that an increase in speed radically alters the angle of arrival, or to put into game terms it is impossible to shoot or stab someone through a trump, unless you do it extremely slowly and people may notice that.
A more detailed Amber chronology.
D’l 1280


Oberon crowned King in Amber.

D’l 1281


Oberon marries Cymnea.

D’l 1283


Finndo born, Oberon declares a day of celebration.

D’l 1292 

Osric born.

D’l 1303


Benedict born.

D’l 1791


Oberon annuls marriage to Cymnea, Cymnea sent into exile.
D’l 1792


Spotted men from Gamherry start assault on Golden Circle kingdoms. 

Finndo sent to attack Spotted men from Gamherry.

Osric claims code duello against House Karm and slays young Princes.

Osric absolved by Oberon.

Finndo and Osric slain on The Fields of the Broken Spears.*1
Army from Gamherry looses cohesion and returns to shadow. 

D’l 1992 Oberon marries Faiella.

D’l 1995


Eric born.

D’l 1997


Corwin born.

D’l 2011


Caine born.

D’l 2015


Faiella dies giving birth to Deidre.

D’l 2016


Oberon leaves for shadow following Faiella’s death.

D’l 2022


Oberon returns.

D’l 2036

Corwin starts to lay down shadow sea routes with Caine, connecting the Golden Circle more directly to Amber.

D’l 2042

Benedict returns from shadow briefly to assist Oberon in some matter. Both Oberon and Benedict seen bloodied one evening, neither comments on cause.

D’l 2050


Oberon marries Clarissa.

Fiona born late in the year.

D’l 2052


Bleys born.

D’l 2057


Clarissa sent to the Isles of the Sun by Oberon.

D’l 2060


Llewella born to Moins in Rebma, Oberon officially recognises her and invites her to Amber.

D’l 2074


Clarissa returns to Amber with Oberon.

D’l 2075


Jewel of Judgement flares of its own accord at New Year festival, Oberon takes this as a good sign. Dworkin seen to leave shaking his head.

Brand born.

D’l 2099


Oberon leaves Benedict as acting steward and walks into shadow.

D’l 2101


Oberon returns with Dybele.

Oberon marries Dybele.

Clarissa returns to the Isles of the Sun.

D’l 2115


Dybele dies giving birth to Florimel.

D’l 2117


Oberon bans Necromancy after the Day of Darkness incident in Kashfa. All practitioners hunted down and killed, all texts burnt. Princes Eric and Corwin sent in charge of the purge.*2
D’l 2129

Eric named Captain of the Royal Guard.

Corwin named Warden of the Northern Marches.

Caine named Admiral of the fleet.

D’l 2183


Oberon marries Rilga.

Julian born.

D’l 2185


Gerard born.
D’l 2204

Amber free merchants executed in Kashfa, two armies sent to rebuke Kashfa

D’l 2205

Prince Benedict and Princess Deidre’s troops execute members of Kashfan Royal family in public, Kashfa sues for peace and agrees tariffs at Begman prices for iron.
D’l 2210


Oberon annuls marriage to Rilga and brings Harla to Amber.

Julian named Lord of Arden.

Gerard named Admiral of the Southern Fleet.

D’l 2219

Corwin and Gerard continue laying down of shadow routes for trade.
D’l 2227


Delwin and Sand born.

D’l 2233


Harla exiled to shadow for adultery.

D’l 2451


Oberon marries Paullette.

D’l 2453


Random born.

D’l 2456


Paullette dies giving birth to Mirelle.

D’l 2474 

Mirelle taken on the Pattern.*3
Oberon organises searches in shadow for Mirelle.

Random departs for shadow with Gerard.

D’l 2541


Moonriders from Ghenesh start to harry Golden Circle kingdoms.

D’l 2544


Benedict, Bleys and Corwin sent to deal with Moonriders.

D’l 2546


Battle of Jones Falls, Moonriders annihilated.*4
D’l 2552

Deela the Desatrix begin assaults on Temples of the Unicorn in and around the Golden Circle.*5
Bleys and Benedict sent to destroy them.

D’l 2690

Corwin and Eric go hunting, Eric claims Corwin departs into shadow angry.

D’l 2705

First search for Corwin begins.

D’l 2741

Oberon departs into shadow.
D’l 2744

Here and now
*1 A History of the Armies of Amber.

Prince Finndo had been sent out into shadow by Oberon with the field army, to deal with the Spotted Men from Gamherry. Although Finndo was a competent and able man, his army was one fifth the size of the attacking force. Hence he was forced to take on a guerrilla strategy to compensate. This worked well for almost five months until his forces were finally forced to a plain battle. Finndo requested from Oberon more forces however this was denied as other forces were besieging Amber at the time, instead Oberon sent Prince Osric and his personal guard to assist Finndo. With this paltry bolstering Finndo was forced to fight at the Fields of the Broken Spears. The battle had a handful of survivors from whose reports we can gather that Finndo employed a wide skirmish line with flanking cavalry. Relying heavily on the ability for his force to move quickly and accurately to exploit any change in his opposition. Being as short numbered as he was Finndo, was forced to fight amongst the front lines of his troops. Although this had a remarkable effect on the morale of troops it has always been deemed a dangerous strategy primarily for the chance of stray assaults. Hence Finndo was slain with spears hurled at his front line. 

Osric apparently seeing this became enraged and led a counter attack with the remains of the force that had such ferocity that it was able to destroy what cohesion the Gamherry force had. Unfortunately whilst leading one of several charges Osric himself was cut down by spears. The battle was won thanks mainly to the bravery of these two sons of Oberon. 
To this day the battlefield bears their graves and markers to the battle fought there. The plain can be found 180 miles Northwest of Amber itself and to this day remains a somewhat barren plain. Originally it had been a fertile part of Prince Finndo’s lands. The markers left there include a small shrine to the Unicorn and the tombs commemorating Princes Finndo and Osric. The tombs themselves are a simple affair comprising only two chambers and an entrance hall bearing the Princes standards.

*2 The Golden Circle, Amber’s policies and their causes.

With respect to the various edicts issued by the Court of Amber and the provision of treaty stipulations between itself and other realms, few occurrences have had as radical an effect as the Day of Darkness in Kashfa. Since this incident Amber has always stipulated that any realm that knowingly allows Necromancy or any variance of this art to be practiced within its borders shall be subject to the full wrath of the Armies of Amber. In addition to this it has become a standard clause in all treaties between Amber and other realms that said realms should assist the effort to deal with any actions taken by Amber in attempts to enforce this. Only on three occasions has this stipulation been required since the Kashfan incident. On all these later occasions individual Princes have burdened the expense of the various operations required to deal with the matters at hand.  

As can be seen from the following source (a Kashfan internal Government document) the resident Government took the incident with grave seriousness and fear. The document itself is part of the national register of documents and can be found as a copy in any of the major libraries of Kashfa. 
 “It was found that within the Northern village of Anhaptet that an individual of the name Hamesh was found to be consorting with the dead. With the assistance and conspiracy of several others of poor reputation he did willfully and maliciously attempt to pervert the natural order. In this matter Princes Eric and Corwin of the Crown of Amber came and rightfully sought return to balance. In this manner they brought an army of 2000 from the Realm of Amber and upon landing did muster an additional 3500 from the Kashfan military. With this combined army they went and waged a bloody vengeance upon the village of Anhaptet. Such was their vengeance that nothing remains of the village and all its inhabitants lay slain and burnt within.”

Reports from individuals that took part in the purging in Kashfa state, that upon reaching the village a “taint of evil was evident” and that Prince Eric ordered the entire village to brought out and inspected. Whilst this was occurring Prince Corwin was leading an encircling force to isolate the village and had sent scouts out to inspect the neighbouring lands. The villagers it would appear put up considerable resistance, although the commentator of the incident refused to expand in any detail as to what took place, the records for the day show that 2387 men died that day and a further 2181 were listed as wounded. Whatever the Princes found in the village it can be speculated that it was not merely villagers with pitchforks. A census three years before show the village to contain just 347 souls. Once the village had been taken the entire area and the lands for 3 miles around were first burnt and then the lands were sown with salt and lime. To this day little grows in this area and all the roads leading to the village have been left in a state of disrepair making travel difficult.

*3 Taken from a conversation with Prince Bleys.

  “Of course it was a great tragedy, Mirelle was the most delightful child. I can remember it still as if it were only yesterday, Dad had called us all together, even Benedict came in from shadow. He had been out sulking for almost fifty years at this point, anyway, Dad ordered us all back and back we came. There was something about his summons that has always worried me, at the time I thought nothing of it. Of course that was probably his intention all along. 

  Dad had made quite a thing of  Mirelle’s essaying of the Pattern. Then again Dad had always doted on her, unsurprising really all things considered. You know, she was so pretty and well mannered; that and Paullettes death. Well, what else do you expect? Thinking on it, not one of us really wished her any ill will, indeed I think after it happened it was the first time we came together as a family. Even Eric and Corwin worked together.

  We all took part in the search itself, myself and Fiona went out towards the deep shadows and searched that area off from the Land of Ten Temples and Stone Gods. I believe Corwin, Eric and Caine searched the Golden Circle realms. Flora and Llewella headed off into shadow as did Gerard and Random. Julian was the only one who didn’t really go that far. However he did search through countless shades of Arden, so you could say he did search. Nothing was found of course but that is hardly surprising after all.”

*4 From the chronicles of Prince Corwin Vol.I.

I felt kind of sorry for the way that I had treated him earlier, what with the way he had dug my stuff, so I forced the Fake graces upon him and also made him a passable sabre man. I’d never regretted it, and I guess he didn’t either. Before long, he became minstrel to the court of Amber. I had called him my page all that while, and when the wars beckoned, against the dark things out of Shadow called Weirmonken, I made him my squire and we had ridden of to the wars together. I knighted him upon the battlefield at Jones Falls, and he had deserved it. After that, he had gone on to become my better when it came to the ways of words and music. His colours were crimson and his words golden. I loved as one of my two or three friends in Amber.

*5 From “The Blood of Amber - a commentary by the Princes of the Immortal City.”.

 “She’d raided a lot in Begma and they couldn’t handle her by themselves. They finally reminded us of the protection alliance we have with almost all the Golden Circle Kingdoms - and Dad (Oberon) decided to go in personally and teach her a lesson. She’d burned one Unicorn shrine too many. He took a small force, defeated her troops, took her prisoner and hanged a bunch of her men. She escaped, though, and a couple of years later when she was all but forgotten she came back with a fresh force and started the same crap all over again. Begma screamed again, but Dad was busy. He sent Bleys in with a larger force. There were several inconclusive engagements - they were raiders, not a regular army - but Bleys finally cornered them and wiped them out. She died that day leading her troops.” - Prince Random.
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