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Premise
The players, generals brought in from shadow to lead the Amber armies, are surprised to find
themselves plummeting to the bottom of the Abyss, pushed over the edge during the conflict.
They awake on a ledge jutting out from the wall of the Abyss, their survival a mystery, how to get out
again... more so.
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Abyssal Shelf (Start)
Darkness... a faint whistling brushes the edge
of your perception... steel clashes against steel,
men cry out in anger and pain... a great host of
horned and armoured beasts, laying into your
men with such intense savagery, killing and
being killed with no regard...
It is clearer now – the whistling recedes into a
vacuumous wind. The great armies of Amber...
you had been brought in through shadow to
lead their troops in this war against Chaos...
and wage war you did... right before your lines
collapsed and your men were forced back,
back, back... and down. As the ground gave
way you realised too late that you had been
driven against the great gouge that persists
around the Courts of Chaos – the Abyss.
Your eyes open... you are on your back, great
walls of rock persist up into darkness where
they fade into black. You are alive... A slight
wind hits your face, stinging your eyes, and as
you look away, you notice that you are not
alone...
As soldiers, you have what you fell with –
whatever armour and weapons you had.

Room Purpose:
This room sets the scene for the players
entering the game. Simply this is the spawn
point, and the beginning of the adventure into
the Labyrinth of the Abyss.
When a player looks around:
The shelf you stand on... a great earthen
platform that juts out from the wall of the
Abyss. Embedded into the wall of the abyss is a
great stone archway that leads through a
tunnel into darkness
When a player looks down:
Your mind reels and you find yourself wobbling
for balance as your eyes and mind draw your
body toward the black oblivion below...
Players need to help, or have 10 Psyche.
...you stumble backward, freed from its terrible
grip... the Abyss must have some great
drawing power to keep anything from leaving
its depths. Below you was darkness, stretching
out into infinity.

When a player looks closer at the archway:
The arch isn’t carved out of the wall – it has
been made... somehow, someone or
something has brought great stones down
here and built a great arch our of grey
flagstones... and now you are this close to it,
the tunnel isn’t that of jagged rock – it is
smooth, carved stone.
As you continue to look down the tunnel,
torches spring into life, powered by some
ancient magic – they reveal the tunnel, leading
off deep into the earth of the Abyss.
If players look more closely at the tunnel:
The tunnel... is perfectly straight. Even as you
look at it, it remains perfectly in place, lines
leading off to some perfect vanishing point.
The tunnel itself doesn’t seem to change,
moving on and continuing beyond your vision
– despite the torches now illuminating it.

The First T-Junction
Walking down the tunnel... walking... walking...
torches pass either side as you continue your
venture down the tunnel. Despite the hard
walls surrounding you, your footsteps are
muffled, and don’t echo like you would expect
them to.
Looking back down the corridor from where
you came, you can no longer see the stone
arch or the Abyss where you awoke.
Suddenly a wall appears before you. It takes
two glances to confirm it, but mere paces
ahead of where you now stand, there is a wall
blocking your path where before there was
only tunnel... ahead now is a T-junction.

Room Purpose:
This is the first point at which players get to
make a choice, and for them to split off into
teams, or to stick as a group. The players can
progress either way, however it is less difficult
for them to split up into two teams.

If the players move off together:
Prompt any character with high warfare that
their tactical assessment is to split up – the
tunnel system is limited in its construction, and
the rooms will lead back to each other
eventually.

To the left is the Clock Puzzle.
To the right is the Swinging Pendulum.

If the players persist in their choice, follow the
alternate instructions provided for the room.

Player looks left:
You look down the tunnel, and it stretches on
perfectly straight as far as you can see. A
sound... is that... clockwork?
Player looks right:
Stretching straight to eternity, or so it
appears... a faint wind brushes against your
face, as if something were drawing the air back
and forth.
Player looks the way they came:
The tunnel that you came from... is gone. A
wall has taken its place. A moment of
disorientation sweeps over you as left
becomes right, and right becomes left...

The Pendulum Chamber
As you approach, the air movement feels
stronger... and is accompanied by a deep
whoosh, whoosh sound... the tunnel takes a
ninety degree turn... you halt suddenly as
before you a great disc of metal swings across
the tunnel!
Protruding from the wall, rising up and then
falling in rhythm, is what is best described as a
pendulum – the source of the noise and the
wind.
Room Purpose:
The Pendulum is linked to the clock puzzle, and
should be played out at the same time as the
clock puzzle.
Stopping the pendulum is the key to helping
the other team – however you require a strong
character – 10 Strength for a certain stop, 5
Strength for a shakier attempt.
If the players stuck together and came here,
then they will pass the pendulum with ease
and tackle the Serpent’s Den.

Looking at the Pendulum:
The pendulum is sticking horizontally from the
wall, effectively cutting the tunnel off whilst it
is still swinging.
The metal itself appears to be a soft, shining
brass, its yellow metal tinting the tunnel
around you gold.
Looking for a way around:
The pendulum effectively blocks off the entire
passageway as it moves... or does it... perhaps,
if you could get down near the base of the
arm, you could duck underneath whilst it is
raised.
Any strong player (+5 strength):
The arm swings with enough speed up and
down to greatly move the air... but at its
highest and lowest points, when it is stopped...
perhaps you could stop it.
Any psyche player (+5 psyche):
The pendulum connects deep into the wall...
you can see that, it almost seems too
transparent in your mind, the gear linkages
trailing off and beyond in the direction that
you came from.
You shake the vision from your head, and you
once again see the pendulum ahead of you.

On stopping the pendulum:
As the arm raises toward the roof of the
tunnel, you take your chance and swiftly duck
beneath the arm. As it reaches the peak of its
rotation, you raise your arms and brace
yourself against the downward force of the
metal.
The force hits you like a boulder being dropped
on your head... you repulse back against it –
the sound of machinery straining against your
efforts suddenly fills the chamber, metals
squeals in protest. For several long moments
this continues... man versus machine.
With a resounding bang, something gives. The
pendulum goes limp in your grasp, and the
squealing machinery is replaced by the sound
of falling chain, clanging metal, and the sound
of a rope being wound up.
You step to the other side of the pendulum,
and allow it to fall to the ground with a clank.
On evading it:
With careful timing, you easily step beneath
the pendulum as it rises to the other side.

The Clock Puzzle
The tunnel continues as the first one did... its
strange, perfect continuity making the tunnel
seem ever longer, and the distance travelled
greater. Then, the sound changes... an echo...
footsteps – coming from ahead of you... the
sound of your footsteps is echoing from
somewhere up ahead.
The tunnel ends abruptly, to reveal a huge
domed chamber. The walls reflect as if they
were made of glass, reflecting and refracting
the great structure ahead of you.
Built on two tiers, rises a great clock face. The
structure is made of brass rods with platforms
of glass. Between them... and on the highest
platform, a man in a dark robe, and he is
looking directly at you.
“Intruders? Here?”
He smiles darkly to himself.
“I must admit, it has been an endlessly long
time since anyone was foolish enough to find
their way here... but do not fear, I will shortly
be allowing you to continue your journey...
into the Abyss.”

Room Purpose:
This guardian is a valuable source of
information if the players can subdue him. This
combat encounter involves several clockwork
guardians against the players.
If the players split up, and the pendulum is
stopped, the guardians freeze and fall to the
ground – the man attempts to flee, but can be
caught easily.
Looking at the clock tower:
The great brass tower has a huge clock face on
it, the man in the robe is standing to one side
of it, twelve feet or so in the air. The clock
itself is a strange affair – whilst it is circular,
that is the only familiar thing about it. Several
great clock hands with twisting symbols orbit
the face... and one hand that now approaches
the 12 o’clock position, has the Pattern of
Amber engraved upon it.
Looking/Talking to the man:
His robes are long, neat and well kept - just like
he is. Despite the apparent age of this place,
he appears to be mid aged, his skin isn’t
drooped or wrinkled. That said, who knows
how chaosians age.

The man has been alone for a very long time,
and is very disjointed. He is open to discussion,
but will bore easily if the players are too
verbose or demanding.
The combat sequence:
With a flourish of his arms, the great hands of
the clock fly from the face and toward you.
Each hand with its great twisting symbol open
out to reveal long blades. The hands approach
you menacingly...
Higher warfare characters can deal with them
no problem – a 10+ warfare skill reveals the
possibility of breaking the clock.
There are twelve hands in total, and each must
be defeated. Once they are, the robed man
will fall through the glass shelves with
accompanying noise, and attempt to flee.
Unless the players let him go, he is easily
caught.
Before his clockwork mechanisms die, he says:
“The abomination... must not be... awo-k-en.”
And he collapses into a pile of cogs and gears
around an false skin.

Serpent’s Den
Beyond the pendulum the corridor continues
its path... but the ruler precise path begins to
warp and deform, twisting and rising and
falling. A cold chill raises the hairs on your
neck, as you realise that you have stumbled
upon the lair of... something powerful.

Room Purpose:
This manifestation of the Logrus is deadly
hostile to the Amber aligned players that are
swept into the chamber. After a brief dialogue
where the Serpent reveals a little about what
the Labyrinth actually is, it will attack as its
hunger stirs.

Psyche 5+
The Logrus... your knowledge of it is limited,
but you can taste it and know it for what it is...
ahead of you lies a powerful extension of the
twisting power.

After a few moments or when spoken to:
“What is this-s-s? The brood of the
abomination, here? It has-s been s-so long...”

Despite any effort to stop or turn, the very
pathway morphs and pushes you toward its
end – the floor becomes a slide that raises
behind you. Tumbling and slipping, you are
unceremoniously deposited in a black
chamber.
Dark veins run across the walls and floors of
the spherical room – and at the center of the
room lies a coiled serpent, its eyes boring into
you.

The serpent speaks to you, but the sound
seems to come from within your mind.
“What are you doing here, tas-sty mors-sels.
Did you come to try and reclaim it?”
“Yes-s... you probably did come for it... sseeking to reclaim the power, that we took
from you.”
The serpent seems to eye you for a moment.
“I dare s-say, I was-s expecting Dworkin to be
with you.”

The snake chuckles to itself, a dry menacing
laugh.
“Your ignorance is-s... delicious-s...”
The great serpent begins to uncoil itself, and
flashes a wide fanged smile at you.
Combat against the snake:
The snake is unbeatable, but the point here is
to return to order – away from chaos.
During the snakes attempts to eat the players,
another tunnel is visible to anyone looking for
it, across from the snake.
The snake does not make killing attacks, but
plays with its food, enjoying the experience.
Normal weapons cannot hurt the snake, but it
will cause it to recoil. A player with high
warfare can get the chance to lodge their
sword in its mouth – giving the players ample
time to escape.
The snake will not reinitialise dialogue.

“Do you have, any idea, what you have sstumbled upon? Truly, how your kind have ssurvived the waves-s of chaos-s for s-so long...”
“Did Dworkin never s-speak of what he did
here?”

Chaos Fountain
With the clock destroyed, a passage beneath it
is revealed – a long corridor, that unlike any

previous one, is shaped like a cog, leading off a
short distance into another, visible, chamber.

itself immediately, but the player will be aware
of it.

As you approach the end of the short tunnel,
you can hear the faint sound of water, and as
you enter the room ahead, you are stunned to
find a wide open sky above you – but not the
sky of Chaos, the blue sky of a summer’s day, a
few clouds hovering on the horizon.

Looking at the Garden:
The grass, the hedges... everything is
immaculate. Indeed, this place reminds you
more of a courtyard in Amber than of anything
you’ve seen in Chaos.
Despite the greenery all around, there don’t
seem to be any flowers or other plants.

You stand now within a lush garden, a carpet
of green grass surrounded by hedges, and
above that a short earthen wall reaching up
twelve feet around the perimeter. In the
center of the garden is a large fountain made
of a dark, almost black metal. Water spurts
from it in a constant shower to the base
beneath it.
On the opposite wall is another cog shaped
tunnel, this one however seems to lead on for
some distance.

Room Purpose:
The fountain is an imbue chance – a chance for
the players to claim a small amount of power
with the Logrus. This power does not manifest

Looking at the Fountain:
The dark metal gleams with strange twisting
engravings – swirls and loops dance across the
metal, and the more you look at it, you realise
that the engravings are moving.
High Psyche Player (5+):
The Logrus... or rather a manifestation of its
power. The metal writhes with its distinctive
energy.
Looking at the Water:
The water shines brightly under the clear sky –
it smells fresh and it looks pure.
Touching the Water:
Your hand dips into the water, and finds it to
be cool and pleasant – the water relieving the
dryness of your skin. A layer of dust from your
hand filters out into the water – but just as it

does, it seems to dissipate. As you remove
your hand, the water drips off cleanly back into
the pool.
Drinking the Water:
Your thirst is instantly quenched – the water is
crisp and smooth, intensely refreshing.
High Psyche Player (5+):
Something however stirs in your mind... you
can feel something that wasn’t there before.
As you try to focus on it, it twists away from
your perception.

Barring Gate
The serpent’s protests quickly die behind you –
and unlike the corridor that brought you here,
this corridor neither twists nor deforms. In
fact, it very quickly regains its perfectly straight
course once more, the perfect order of the lit
torches leading ever onward.
Onward, until you reach an obstruction. A
large perfectly formed wooden gate blocks the
path ahead, and hung from it is a sign.
“Turn Back”.

Room Purpose:
The sign simply warns the player of the danger
ahead, and the gate will prove little challenge
to the players.
Look at gate:
The wood looks to be fresh and a piece of fine
craftsmanship. Despite not being engraved or
adorned with patterns of symbols, it retains a
simple modesty to it.
The top of each door is open with bars,
allowing you to see a T-junction up ahead.
Look at sign:
The sign is everything that the gate is not. A
shoddy piece of wood that has had the words
“Turn Back” painted upon it in a scrawled
hand. It hangs from one of the bars on the gate
by a scraggly rope.

The gate will give easily under the efforts of
any of the players, and allow them to pass.

Corridor of Blades
If the players split up:
As you approach the junction, you hear the
sound of approaching footsteps...
...and nearly pounce upon your comrades!
(Chance for them to discuss their experience)
The cog shaped corridor continues onward as
you talk about what you have seen in this place
– it is only when one of you raises your hand to
silence the others... you slow to a stop and
listen... a faint whirring, growing in intensity as
you listen.
High Warfare (5+):
You catch a glimpse of something approaching
from down the corridor, something shiny –
metal... it gets closer, louder.. a metal disc,
spinning, taking up half the width of the
corridor!
Max Psyche/Fountain Drinkers:
Even as you see the metal blade heading
toward you, your eyes are distracted... and
drawn to a large purple cloud hovering... inside
the wall. It twists and looks at you – you are
forced to look away as the blade bears down
on you!

Room Purpose:
The players have to work together to defeat
the hovering eye of the Logrus, whilst ensuring
that they remain in one piece!
Look at the Corridor:
The cog shaped corridor is perfectly straight,
just like the other corridors in this place – a
quick glance backward...
You are alerted suddenly to a chill coming
down the corridor – the torches are going out
at the far end, one by one they are
extinguishing, and it is catching up with you as
you stand here!
Look at the Blade:
The blade is a whirring blur of deadly metal. It
seems to be following the groove of the cog
indents in the wall – if blades can come down
any of the indents...
Look at the Logrus Eye:
The dark cloud returns your stare – but even as
you look it seems to wince, and the more you
stare at it, the more it seems to waver.

Breaking contact with the eye:
As your vision is broken, the eye strengthens
again!
Whenever a player looks at the eye, send a
blade toward them. There should be two
players, and they must swap their staring to
wear down the eye.
If the players don’t get it:
High Psyche players, or an informed high
Warfare player can piece together the
strategy, feed it to them.
If there is only one player that can see the eye,
let someone else see it too.
When the eye is stared down:
The eye shimmers, and you feel a dark essence
press against you... but the force subsides and
the eye wavers and winks away.
The next blade is approaching fast... but even
as it closes on you, it slows, slows... and stops.
The tunnel returns to eerie silence.

Checkerbox Perspective Room:
You step forward to continue down the tunnel,
and jerk as you find yourself standing in a huge
cube shaped room – a room entirely decorated
in a black and white checkerbox pattern.
As you look around in surprise, you can’t see
any way back – the entrance to the tunnel you
were in is nowhere to be found.
The checkerbox pattern is interrupted in only
three places, three square doorways on the
other sides of the room...

Note:
As players move through the room, they
should be made aware of the great shifting
perspective – people at even short distances
appear huge or tiny as they move around.

Room Purpose:
The checkerbox room is a hub for the two
crystals and the psychic barrier.

None of the tunnels give any indication as to
their destination, and can be allocated to
various paths as needed.

To go through a door, the player has to be
seen by another player – a high psyche will
reveal this.

When going to a door whilst being watched by
another player from afar:
The door shrinks as before, until it is a tiny gap
in the wall...

Dependent on how much time is left in the
session, it may be wise to either expediate the
two crystal paths, or to make only one crystal
necessary.
Looking at the room:
The checkerbox pattern in continuous across
every surface of the cubed room – and it is in
fact the only way that you can tell that this
room is a perfect cube, as the pattern perfectly
tessellates.
Looking at any Door:
The doorway fits perfectly into a single square
of the wall pattern... but something is wrong.
As you approach the door, it shrinks before
you, until it is only half as high as your thigh!
Even a child would struggle to fit through that
gap.

... He walks toward the door, but stops half
way as if unsure. He glances in your direction,
uncertain of continuing.
You gingerly move forward, expecting at any
moment to contact a wall... but nothing – and
as you continue moving, the doorway begins to
grow larger again... this entire room is a huge
optical illusion after all...

Again, players may choose to group together
or to split up – and depending on the time
remaining, this may be encouraged or
discouraged as needed.

Pit of Sulphur
You step through the break in the checkerbox
wall. Your hand automatically grasps at the
doorway as your foot suddenly gives way
beneath you.
You gawp, as you see where you were about to
enter – a gargantuan chasm, probably twenty
meters wide – and at the bottom, a foul,
stinking river of yellow sulphurous liquid.
Stabilising yourself, you stand at the edge of
the chasm.

Room Purpose:
The chasm is another optical illusion – it is only
a few meters wide.
The solution is simple, throw something out
there, watch as it flies to the other bank, then
take the jump yourself.
Looking at the chasm:
The rock beneath you is the same as that
which made up the walls of the Abyss at the
entrance to this complex. There are no obvious
bridges, ways down to the river nor up to the
other side.
Looking at the River:
The liquid beneath roils and bubbles, giving off
the foul smell of rotten eggs. There is no doubt
in your mind that falling into that river would
be intensely unpleasant, if not fatal.
You feel woozy just inhaling the fumes from
the river.
High Psyche (+5):
Barely out of the previous chamber, the optical
effects of the previous room... perhaps there is
a connection?

Throwing an object across:
You toss it toward the other side, and you have
to marvel at your own strength as it soars and
rockets across the great chasm, passing the
other side and continuing on for a fair
distance, before landing on the other side.
Jumping across:
Your body rebels against your decision, but in
this case it really is mind over matter. Ignoring
the certainty that you will plummet into the
dank depths below, you leap...
You watch as he readies and jumps across the
chasm – leaping, soaring, rocketing! With a
leap that would surely have set any world
record, the chasm is crossed with ease, landing
on the other side and looking back...
You look back at the other side... and have
your plan confirmed. You are standing mere
meters away from where you were, if you
were to reach out, you are certain that you
could just grab the other side.

Ghost Pathway
You enter the gap in the checkerbox wall, and
immediately feel the temperature drop. The
stark contrasting walls have given way to a
large grey cavern – the most natural thing you
have seen in this place. The cavern ascends
high above your head, and after several feet
drops away.

flagstones. Beyond the chasm is a single
flagstone, off to one side and beyond that a
tunnel leading further into the complex.
Looking at the tunnel:
The tunnel is much like the first one you
entered, seemingly straight as a ruler,
horizontal walls with a rounded ceiling –
torches line the tunnel into the distance.

shelves carved into the rock, and on them is
something reflecting the light.
The trick to the puzzle:
Use the associated diagrams and activation
charts to represent the grid and the pedestal.

Ahead of you is a pedestal, bathed in an eerie
spotlight of unknown origin. On top of it is a
single gleaming silver cylinder, only just jutting
out half an inch from the pedestal.

Looking at the flagstones:
The stone is flat. Very flat, and perfectly
square.

Upon a player falling into the abyss:
The floor shimmers and the panels once again
disappear and reappear elsewhere... the world
suddenly tumbles beneath you, you phase and
fall through the platform, and your world
descends into black...

Beyond it are four large flagstones, beyond
that a great drop, and further beyond that on
the far wall, with only a small platform ahead
of it, a tunnel leading ahead.

Looking at the pedestal:
The pedestal is as straight and perfect as
everything else around here. Made of the
same light grey stone as the walls.

...which is abruptly interrupted as a cold stone
wall shimmers into existence in front of you.
The world reels and you feel the impact as you
land heavily beside the pedestal.

Room Purpose:
This obstacle is a puzzle. With each button
push, floor tiles will appear and disappear. One
person remains at the pedestal, whilst the
other navigates the maze – the danger of
falling should be a constant issue.

On top of the pedestal are five cylindrical
recesses, the middle of which has a silver
cylinder in it. The other four recesses are
empty.

Upon reaching the other side:
As you step onto the flagstone and off the
shimmering pathway, the room is bathed in a
radiant glow. Every square in this strange
causeway shimmers into being, opening a free
path across to the tunnel.

Looking at the Room:
The chamber simply ends after a few feet,
giving way to the chasm. On this side of it
before the lip of the chasm are four large

Looking at the button:
The cylinder extends only a thumbs width from
the top of the pedestal, the metal a dark grey
silver that dimly reflects the light.
Looking over the Abyss:
On either side of the drop, there seem to be

Floating Sword/Nexus Crystal
The dank chasm behind you now, you look out
onto a dark cave floor. The ceiling and walls
fade away into a distant haze. The cavern takes
on a low light, and as you look you see
something shiny protruding from the ground
up ahead, surrounded by columns.
As the players approach:
A sword. Jutting from the stone floor. In every
direction a dark haze now makes up the
horizon and sky.
The sword is embedded firmly in the rock, its
handle and blade standing like some antithesis
to the order all around you.
Surrounding the sword are five pillars with
sconces and banners hanging from them, the
banners are of a fine cloth, but bear no
symbol.
As any player approaches the sword:
“Ho, traveller!”
The voice calls out loudly from ahead... a figure
emerges from the haze – a ghostly man,
dressed in heavy chain maille and a long, fine
cloak. He approaches rapidly, but only appears
to be at walking pace. Within a few moments
he is standing a mere ten paces from you.

“So, a challenger from Order has finally come. I
had wondered if my servitude would have
been for nought.”
The ghost glances toward the sword.
“So, who will take up the challenge?”
Room Purpose:
This ghost guards the Nexus Crystal, one of the
two sealing components required to enter
through the Psychic Barrier.
The ghost is a manifestation of Order, and will
assist the players to a point, before demanding
the challenge be met.
Looking at the Sword:
It is of a fine craft, slightly broader than a
rapier, but very much the classic duelling
weapon.
Looking at the ghost:
Despite the ethereal nature of his being, this
man appears to be... alive. He is an older man,
a short beard and moustache adorning his
face, his entire body clad in Chain Maille, an
unmarked tabard over that. His eyes and
posture do not betray any sign of age or frailty.
He holds himself like a true warrior.

Talking to the ghost:
The ghost will only speak once he is bested and
has fulfilled his binding.
The ghost has no name, and is a construct. It
knows only who made him and why – he does
not know much about what he guards other
than that he has been holding it for thousands
of years.
The Challenge:
The ghost will wait for one of the characters to
draw the sword, at which point he will draw his
own.
“Come then, challenger. Best me if you can!”
The ghost lunges at you, and you wildly parry
and hop back a few steps. Even from that
single move, his speed and skill is evident.
Players can either fight in an extended conflict
directly and fairly, or they can cheat and tagteam him. His dialogue will change dependant
on how the players defeat him.
The ghosts weakness is the recovery time after
a lunge attack.

Bird Cage Orb/Boulder Chase
Having passed across the great chasm, you
enter through the arch. The first thing you
notice, is that the tunnel isn’t the same as the
other ones – this tunnel is perfectly round, and
it seems to be sloping upward. Continuing
onward, you stop as you see another pedestal
up ahead within the tunnel.
Room Purpose:
The bird cage holds the Psychic Orb within it,
however as soon as they take the orb, they will
be chased by a boulder. The problem is, the
tunnel keeps on changing as they attempt to
flee. Something is warping the tunnel.

drawing you toward it... unlike the other things
you have encountered in this place however,
the energy it emits does not seem to be of the
Logrus.
Looking at the cage:
The cage is of very simple construction with a
handle on the top. It looks like you should be
able to simply lift the cage.
Lifting the Cage:
You lift the cage off the pedestal... the orb is
clearly visible now... as is some form of
mechanism on the stone where it rests... your
best guess is some form of trigger.

Looking at the Pedestal:
You walk closer to it... the pedestal is the same
as the previous chamber, except in place of the
cylinders, there is a large wireframe cage atop
of it, and inside that is a softly glowing purple
orb.

Lifting the orb:
Regardless of whether the players weigh down
the pedestal or not, the mechanism triggers all
the same.

Looking at the Orb:
The orb looks like a simple glass sphere, except
inside of it there swirls a mass of purple
energy.

You hear a faint click as you turn away...
followed by a rumble and a large thud of stone
hitting stone! Glancing behind you, you turn
just in time to see a boulder the size of the
corridor collide with the floor behind the
pedestal, and begin slowly rolling toward you –
or rather, down the slope of the tunnel!

High Psyche Player (10+):
The orb pulls at the edge of your senses,

The orb is cool to the touch, and surprisingly
light... nothing happens.

Fleeing:
You run. Still clutching the orb you race back
the way you came. You hear the sound of a
certain pedestal being flattened, and the
boulder beings to pick up speed... and
suddenly the tunnel bears to the left... it was
perfectly straight when you came up it...
Keep Running:
The tunnel begins to twist and turn
uncontrollably – the ruler straightness of the
tunnel you came up in completely deserted.
High Psyche Player (5+) or Logrus Well:
Something... you feel something at work here.
The Logrus. Yes – its distinctive energy is all
around you, changing the path ahead and
behind you. The orb seems to pulse outward
around you...
Focusing on the Orb:
Focusing on the orb, you find yourself aware of
a source of power... it seems to respond to
your touch...
Players use the orb to straighten the tunnel
and escape, at which point the boulder collides
with the archway and stops, sealing that
tunnel.

Psychic Barrier
Re-entering the checkerbox room, you move
to the other doorway... and as you step near it,
you feel a wave of force form and discharge –
a great purple barrier of energy blocks the way
ahead.
High Psyche (10+):
As it formed, the barrier seemed to waver
slightly before you... a slight ripple. You move a
little closer... and it ripples once again as you
approach. You don’t sense that it is you doing
it however.

Room Purpose:
The psychic barrier is no obstacle when the
players have the orb. It may be worth playing
the barrier before they get the two crystals.
Looking at the Barrier:
The barrier is purple, wavy, and ethereal. You
can feel a slight hum in the air around it, and
as you move your hand closer you can feel it
repel against you.
Touching the Barrier (Without Crystals):
The barrier solidifies before you, and you feel a
great pulse of energy build. Before you can
react to it, the full force of it hits you in the
front.
High Endurance (10+):
You stagger backward, barely able to keep
your footing. Your senses flare and the world
becomes a blur, you feel it falling away... your
vision clears and you find yourself standing a
few paces back from the barrier.
Low Endurance:
The world flares before you, a stream of
colours and tastes assail you. A bright light
overwhelms your senses...
...you open your eyes... you are on your back a
few yards from the barrier.

Touching the Barrier (With Crystals):
The barrier seems to solidify as you approach,
and your skin tingles as it charges up a pulse of
energy... the expected resistance fails to
appear however – you push forward and you
pass through the purple skin to the other side,
entering another tunnel leading away into the
complex.

The crystals must be thrown back through the
field to allow the others to pass.

Chute of Hands
The tunnel leads on for ten yards or so...
before it abruptly stops. The tunnel ends at a
wall, and below that wall is a hole in the floor.
Look at Hole:
The hole goes down a great distance, the
tunnel descending beyond your vision... and
jutting from the walls of the pit, on every side
– are hands.
Room Description:
The chute of hands is a task of goading the
hands into actually being helpful through...
persuasive means.
Look at Hands:
The hands... they seem to be growing out of
the walls of the chute like ornaments. They are
spaced out in such a way that you could
probably use them to climb down.

Look at Walls:
The walls are unremarkable.
Start Climbing:
(Determine who is entering and who isn’t)
You step down onto the hands, and you begin
the decent of the shaft. Hand to hand, foot to
hand. Slowly you make your way down, down,
down... your progress is halted as your clothing
gets snapped on one of the hands.
No, not snagged. One of the hands has grasped
your clothing in one of its hands, and even as
you watch, the stone hands start to come to
life around you – and they begin to grasp at
your limbs!
Strength:
Even as they grasp you, you break their grip
with sheer force, and break their fingers in
turn.

The hands themselves are human, but with
variations – some have long nails, others are
aged and old. Some look female, others male.
The hands continue for as far as you can see.

Warfare:
Drawing your dagger in these close quarters,
you quickly set about removing the offending
appendages.

Look back down Tunnel:
The tunnel behind you is dark – the torches
have clearly extinguished behind you.

You are starting to fall without the support
from the other hands!

High Endurance:
Whilst the others are slipping and falling from
the grasp of the hands, you manage to hold on
– and from your stable perspective, you are
able to see that not all the hands are attacking
you – only the ones with long, evil looking nails
are grasping at you.
When the evil hands are dispatched:
You climb down further, the hands do not
bother you again. After a few minutes of
climbing, the hands end. The tunnel simply
stops and opens out into a black void below.
As they discuss what they are going to do:
The hands suddenly go limp. Without traction
you find yourself falling into the void...

Spider Web
You fall through the darkness, the tunnel you
fell from blipped out of sight within moments
of your descent, and the only thing you can see
are your fellow fallers... disorientation sets in –
even though you must surely be falling at a
great velocity there is no wind, no buffeting,
no resistance...

Attempt to move:
You go to move yourself, so that you can
survey the area better. As you try, you fail.
Your arms, legs and body are stuck. Pulling
hard yields only a little movement, and you are
quickly pulled back into position. The slight
movement causes you to bounce for a
moment uncontrollably.

With a triumphant rip, your arm suddenly
comes free, and you lurch wildly around as the
force of your pulling is released. Within
moments you settle once again.

...your conversation is abruptly ended as your
entire body impacts on something. Like a wire
or binding rope, you feel something around
you. Suddenly there is resistance, and a feeling
of momentum – you’ve been caught in a
bungee cord of some form. A noise like wild
whipping wire fills the now emerging chamber.

Look at Bindings:
Your eyes adjust to the light of the chamber,
and you can barely make out what is holding
you – and then only due to its colour, bright
white. Whatever it is that holds you is doing so
from contact only, as your hands and legs are
not bound, more stuck.

When one player is free:
Having freed yourself from the web, you are
about to move and free your companions,
when you are stopped in your tracks... you
heard something. A chittering noise.

The feeling of falling is reversed, confirmed as
you look at the others, bouncing up and down
slowly as the momentum of the fall is
absorbed. Eventually you cease to move, and
you simply lie for a moment.

Try to free yourself (Psy, War):
You pull against the webs, and try to reach for
your weapon, but to no avail. No matter how
hard you try, you eventually get wrenched
back into position.

Room Purpose:
This chamber is home to a large spider – the
players are trapped within its web. Strength
and Endurance players have an advantage here
– weapons are off limits until they are
unbound.

Try to free yourself (Str 10, End 10):
The webbing resists your efforts, contorting
and warping as you mightily strain against it.
You bounce around as you continue your
efforts, the web begins to shake beneath you.

Interestingly, the web does not seem to be
sticky as you brush it – perhaps the velocity of
the impact triggered something in the web?

Glancing down, a meagre ten feet below you is
a visible floor, and you can see two tunnel
entrances below – both spilling white light into
the cave. One is empty, the other is
silhouetting a huge menacing eight-legged
monster, and it is starting its way up the wall.
The players can free themselves and escape
directly before the spider gets them.

Painted Chasm
The spider’s web quickly gets left behind as
you proceed hurriedly down the tunnel. A faint
wind reaches you from somewhere up ahead,
and as you move further in you see the tunnel
open up into a wide area – back out over the
Abyss.
The tunnel ends with a small outcropping, only
a fraction of the size of the entrance, and
barely large enough for the four of you to
stand on. That same eerie combination of wind
and light plays across the area... but your
attention is quickly captivated by the swirling
mass of black tendrils hovering in the air six
feet ahead of you – and beyond it, another
tunnel leading on as a continuance to the
tunnel you just left.
“You know not what you seek, interlopers. But
the point is for naught – the Pattern has been
destroyed and Amber is lost. Throw yourself
into the Abyss, and save yourself my terrible
wrath.”
The sign of the Logrus pulses before you...

Room Purpose:
In this confrontation with the Logrus, the
player reveal something about the chamber
they are in – a painted chasm with a perfect
walkway running through it that is invisible
until you know it is there.

Throw the Nexus Crystal at the Logrus:
The Nexus Crystal flies and impacts, or rather is
absorbed into the Logrus.

High Psyche (10+) / Logrus Well:
The Nexus Crystal and the Psychic Orb... both
are teeming with energy – the psychic orb
especially seems to be demanding...
something.

Use the Psychic Orb again:
The Psychic Orb pulses, and you feel the Nexus
Crystal somewhere within the Logrus pulse.

Dialogue with the Logrus:
The Logrus will refuse to communicate, and
simply writhes with energy, that slowly builds
up in pressure.
Focus on the Psychic Orb:
That did something... the symbol of the Logrus
seemed to fluctuate for a moment. The Nexus
Crystal pulsed at the same time as you focused
on the Orb...


Focus on the Nexus Crystal:
Nothing, it still radiates a strange
coldness.

“What is this? You mean to undo me with such
petty artefacts – now I shall end you!”

“Wha-“
And with that, the Logrus folds in on itself and
dissipates. The Nexus Crystal falls from
somewhere within that mass and falls... but
not very far. The crystal hits something in the
middle of the chasm and stops – floating
perpetually mid-air... but not floating, more
like it is resting.
If the players don’t get the fact that there is a
walkway there, have one of them ‘accidentally’
tread on the very edge of the walkway.

Graveyard
The crossing takes but a few moments after
that revelation, and as you reach the other
side, the illusion comes undone – you were not
over the abyss... that chamber was merely an
illusion created to fool intruders.
The chamber you enter after that is dank. On
the bright side, this one has a clear ceiling.
Light grey stone walls arch round above and
back, disappearing into the thick fog that
blankets the entire of the floor. Jutting out
from the fog are twelve headstones, and just
visible on the far wall is a very familiar door.

Room Purpose:
Some final flavour material before the final
conclusion of the game. The far door leads to
the chamber of the Dead Pattern – Dworkin’s
own construct within Chaos.
Look at the Headstones:
They appear to be made of stone, but are not
decorative or marked in any way... their very
presence here is a mystery.
Look at the Door:
The chamber door... you remember it from the
tour you were given of the great castle Amber.
As one of their highest generals under Lord
Benedict, you were given the privilege of
viewing the Pattern chamber of Amber... and
this door... this door is that door.
From the carving in the wood, the small
window and down to the iron handle... it is a
perfect replica.
Look through the Window:
The chamber is dark, but you can see
something scored upon the floor on the other
side.

Open the Door:
You tug at the great iron handle, but the door
does not yield. Your attention is drawn to the
large lock above the handle.
Where is the key?:
The key is on a hook to the left of the door –
just like the one in Castle Amber. The players
only notice it when they start looking for it
specifically.
If the players don’t know what to look for and
are stuck, hint at their trip to the Pattern
Chamber.
Unlock the Door:
The great key fits in the lock and turns silently,
only the faintest click as the mechanism
unlocks.
Open the Door:
The door swings open without fuss, and you
enter the chamber beyond it...

Chamber of the Dead Pattern
You step through the door. You enter into a
very familiar chamber – this room is an exact
copy of the Pattern Chamber of Amber.
Everything is perfect, the only omission is the
huge glowing Pattern itself. This chamber only
seems to sport a dirt floor.

burnt, resulting in them being only a fraction
darker than the rest of the floor.

Room Purpose:
This is the final chamber. Here the players will
kick-start the dead, original Pattern and save
Amber.

Move close with Nexus Crystal:
As you hold the Nexus Crystal close to the
lines, you see them flicker briefly –a blue flame
erupts from the line suddenly, and fizzles out
and peters away...

Look at the Chamber:
It is perfect – worked stone walls, the door inset, sconces hanging from the pillars – the
floor is the only oddity.
Look at the Floor:
The floor, if dirt can be called a floor, is dirt.
From wall to wall the dirt is undisturbed, lying
in a thick layer... no... not undisturbed... as you
look at it, there is something... yes, a line is
drawn in it...
Look at the Floor Closer:
As you look closer, that line is not alone – you
couldn’t see it before, but there is an intricate
tracing of lines here... the lines seem to be

High Psyche (+10) / Logrus Well:
The Nexus Crystal... since you entered the
chamber its energy seems to be drawing
toward the burnt out lines in the floor.

“The mas-ster told me to find you... and now I
s-see why.”
You turn to see a great serpent entering from
the doorway. Moving away, it slithers part way
into the room and around the edge, before
stopping and regarding you.
“Do you know what it is-s that you do? You
threaten to undo the very balance of the
univers-se... do you yet know what you have
found?”
The small segment of line flickers back into life
briefly before once again going dark – the
serpent emits a sharp hiss

“No! I will not allow it!”
The serpent coils up, and glaring maliciously at
the Nexus Crystal, lunges for it!
The Serpent:
The players must use the Nexus crystal to
relight the Pattern – however the serpent will
attack anyone with the crystal. One player
must get to the start of the pattern, and in the
meantime another player must draw the
serpent away with the Nexus Crystal.
Once they have found the start of the Pattern,
the players must pass the crystal and begin
walking the Dead Pattern with the crystal. The
serpent will attempt to interrupt the walker,
and the other players must help fend off the
Serpent – the areas lit from the start remain lit
throughout.
Completion:
The serpent hisses in anger as you cross the
threshold of the center of the Pattern. The
room is entirely bathed in a strong blue glow,
and the Pattern once again shines in all its
intensity...

Conclusion:
The serpent rears its head, and flails against
the walls in protest – before your eyes its skin
begins to boil and writhe. It squeals in great
pain as, at last, the Serpent falls limp on the
floor...
... a light seems to emanate from the floor, and
you feel a sense of being lifted... a whiteness
begins to cover your vision, and much like
when you were falling from the chute of
hands, that same feeling of weightlessness
comes over you...
...and just as it took you, it leaves... you blink,
and find yourself sitting in a sunny grove. You
hear a strong hum, and behind you is another
Pattern. Your attention is drawn to a nearby
cave entrance, where an old man is
approaching you.
“You have done better than I even I could have
anticipated... especially for those not of the
blood. Tell me... what did you find in the
Labyrinth beneath the Abyss?”
“Oh, my manners... you would think that after
all this time, I would have realised that nobody
knows who I am any more... or that I still live...
I am Dworkin.”

“Ah yes, I had expected as much. I had
anticipated the destruction of this entire place,
but even as I felt the strings of reality come
undone, they began to tighten again.”
“It was long ago when I drew that first
Pattern... it was an experiment, before I had
the Eye of the Serpent – ah, I see you still have
the Nexus Crystal with you... there is much
power in that artefact now... it has had so
many years to gather energy, no wonder you
were able to temporarily fend off a
manifestation of the Logrus. Oh yes, I felt it
when you used the crystal against it.”
“You may not be fully aware of what has been
transpiring around you here. The great battle
at Chaos was a distraction, whilst my son
Oberon attempted to fix the Pattern here... he
failed. The Pattern was broken beyond repair,
and Oberon was simply destroyed by the
energies he attempted to wield... perhaps.”
“Your re-energising of that first Pattern that I
created – that gave the Pattern a new power, a
new image – you gave it enough life to reassert itself...”

“I would ask something of you, but asking
would represent some form of choice on your
part... Oberon may not be dead, destroyed by
the powers of the Jewel... I think he is merely
lost... between Shadow... you have proven
yourself capable of dealing with the intricacies
of the powers and shadow... you are to go and
find him, if he is there.”
“You have no choice – it is not my decision or
power that sends you.”
He points to the Pattern behind you.
“It is the will of the Pattern.”
And with that, you feel the world shift once
again, and the whiteness overcomes your
senses... who knows where the Pattern will
deposit you. Who knows where – or if Oberon
is. Who knows what the Pattern has in store
for you...

