- Character Generation & Game Mechanics -

Promenade is a Corwin Chronicles cannon game starting one year after the end of Zelazny's first pentalogy.  Events, names and persons from the Merlin Saga may be used at the GM's discretion but shouldn't be counted on appearing as they do in the books.  Character backgrounds should not be based on the Merlin Saga.

Characters for Promenade should have some reason for accepting an assignment from King Random to travel around the Golden Circle.  Overly dark, violent or loner characters are not appropriate for Promenade.

Points - Characters will be based on 200 points and created from Phage Press' ADRPG Rules.  (Note - Rules from Phase Press' Shadow Knight will be used only on an exception basis and should be discussed with the GM first.)
Parentage - Characters should be Amberite grandchildren of Oberon who are aware that they are of the Blood of Amber.  Other possibilities will be considered only on an exception basis.  It is up to the player whether the character knows who their parent is (or vice versa), but the player knows and must decide and convey this to the GM.

Characters should be adults under 500 years of age.  (Note - Children of Finndo or Osric must therefore necessarily have experienced some form of time dilation in order to qualify.)
Rules Limits -

· Selling Attributes down to Chaos or Human Rank is NOT recommended


· No Exalted Powers

· Good Stuff / Bad Stuff - 5 point maximum

· Artifact/Creature abilities are limited to the Artifacts/Creatures section of the Rulebook

Attribute Scales - 


All Characters and NPCs in this game will be on the same Attribute scale.  Elder Amberites will be built on more points than Characters based upon their age, but never more than double Character starting points.  (Note - A very limited number of beings are essentially so powerful as to be 'pointless.'  These include Dworkin, the Unicorn and the Serpent.)

Most Shadow beings will be Human-ranked or less, with most Chaosians being Chaos-ranked or less.  Very few beings in the game other than the Royal Family of Amber will be Amber-ranked or better.

Contributions -


Player contributions are always welcome.  Extra points will be awarded at character creation based on the table below.  However, if a contribution is agreed upon and then not met, Bad Stuff will be assigned to the appropriate character at the rate of 1 point for every five contributions missed.

No more than 20 points worth of contributions will be assigned to any one player.  More than one player may sign up for the same contribution, with the exception of Post-game Cleanup.

· Character Diary - 10 points

· Character Stories - 10 points

· Game Log - 10 points

· Trumps - 10 points

· Web-site (created & maintained) - 10 points

· Background Music - 5 points (bringing appropriate music and manning stereo during the length of the game.  Note - the Lightfoot's upstairs stereo does not play MP3s.)
· NPC gifs/jpegs - 5 points (finding and emailing to the GM appropriate images based on NPC casting.)
· Quotes - 5 points

· Post-game Cleanup - 5 points

· Other - varies (the GM is very willing to discuss player ideas for contributions)

Experience Points -

(Note - The following rules apply *only* to experience point situations, not to initial character creation.)
Experience points will be awarded based on quality and effectiveness of role-play during the course of the game.  One to five XP will be awarded following the Prologue and after each Chapter of the game.  Players can spend XP following the Prologue or after each Chapter of the game, but not mid-Chapter.  XP expenditures should be rational within game context - i.e. something the character has gained or an ability the character has been working on improving.
Spending XP

XP are spent differently in this game.  Please read the following section carefully and feel free to ask any questions you need to.  XP cannot be spent to add to Attributes, buy new Powers or buy new Abilities.  Instead, XP can be spent in three different ways.

1)  Shifting Points - 


XP can be used to shift points between Attributes, Abilities and Powers, with the exception of Initiate Powers, on a 1-for-1 basis for each XP spent.  

Initiate Powers are Pattern, Logrus and Jewel of Judgment Initiation.  Non-Initiate Powers are Trump Artistry and Shapeshifting.  Abilities are Power Words, Sorcery and Conjuration.  Attributes are the standard Psyche, Strength, Endurance and Warfare. 

Thus, a player may spend 3 XP to lower their Psyche by 3 and increase their Warfare by 3.  Or a player may spend 5 XP to lower their Sorcery by 5 and increase their Trump Artistry by 5.  Or a player may spend 1 XP to lower their Endurance by 1 and increase their Shapeshifting by 1.

(Note - A player may not spend 2 XP to lower their Pattern.  Pattern is an Initiate Power and cannot be changed during the course of the game.  Only non-Initiate Powers can be raised or lowered during the course of the game.)

The above assumes the use of Partial Powers / Partial Abilities.  The starting cost of a Power or Ability (e.g., 45 points for Trump) indicates full proficiency in that Power or Ability.  If a Power or Ability is bought down below this cost through the expenditure of XP, the player and GM will determine how much of the Power or Ability is still useable.  If a Power or Ability is bought above this cost through the expenditure of XP, the player and GM will determine what additional expertise or abilities have been acquired.

2) Buying/Improving Artifacts, Shadows or Allies -
XP can be spent to buy Artifacts, Shadows or Allies per the appropriate rules in the Phage Press ADRPG rulebook on a 1-for-1 basis for each XP spent.  XP can also be spent to improve existing Artifacts, Shadows or Allies.

Thus, a player may spend 4 points to build a Shadow of the Realm with restricted access for their private use.  Or a player may spend 2 points to add a Deadly Damage sword found in Shadow to their permanent personal arsenal.  Or a player may spend 1 XP to increase an Ally in Amber to a Family Friend.

3)  Buying Stuff

XP can be spent to buy Stuff on a 1-for-5 basis.


Thus, a player may buy 1 point of Good Stuff for each 5 XP spent.  Or a player may spend 5 XP to buy off a point of Bad Stuff.  (Note - A player cannot 'buy' 5 XP by taking a point of Bad Stuff.)
For further information concerning various specific world effects, see FAQ.

Appendix - 

Conjuration Clarification -


This is, as best as I can determine, how Conjuration works.  The Conjuration times listed below are additive.

1)  Conjuring an Item or Creature -

· Single-Shadow Item or Creature (Note - If removed from Shadow of creation, a Single-Shadow Item or Creature will remain contiguous / functioning for 6 hours after removal) -


1 hour

· (Note - One cannot Conjure an Item or Creature that can travel across Shadow permanently.  One must locate an existing Creature or locate/make/build/forge/construct a natural Item, and subsequently empower it to do so.)
2)  Empowering an Item or Creature -
· Conjured Item or Creature - 

Single-Shadow Item or Creature (Note - If removed from Shadow of creation, a Single-Shadow Item or Creature will remain contiguous / functioning for 6 hours after removal) -



1 minute per point in Qualities



1 minute per point in Powers

· Natural Item or Creature -


Preparing / infusing Item or Creature - ½ hour (required)

Single-Shadow Empowerment of Item or Creature (Note - If removed from Shadow of creation, a Single-Shadow Item or Creature's empowerment will last for 6 hours after removal) -


10 minutes per point in Qualities


1 hour per point in Powers

Cross-Shadow Empowerment of Item or Creature (Note - these are permanent empowerments) -

100 minutes per point in Qualities

10 hours per point in Powers

