The Star (, The Moon (, and The Cross (

Trump Interpretations 
	0. The Fool Folly, mania, extravagance, intoxication, delirium, frenzy Reversed: negligence, absence, distribution, carelessness, apathy, nullity, vanity

 
	1. Magician Skill, diplomacy, address; sickness, pain, loss, disaster; self-confidence, will  Reversed: physician, magus, mental disease, disgrace, disquiet

	2. High Priestess Secrets, mystery, the unrevealed future, silence, tenacity, wisdom, science  Reversed: passion, moral or physical ardour, conceit, surface knowledge


	3. Empress Fruitfulness, action, initiative, length of days, the unknown, clandestine, difficulty, doubt, ignorance Reversed:  light, truth, the unraveling of involved matters, public rejoicings

	4. Emperor Stability, power, protection, a great person, aid, reason, conviction Reversed: benevolence, compassion, credit, obstruction, immaturity, confusion to enemies

	5. Hierophant Marriage alliance, captivity, servitude, Reversed: society, good understanding, concord, over-kindness, weakness


	6. The Lovers Attraction, love, beauty, trials overcome Reversed: failure, foolish designs


	7. Chariot Succour, providence, war, triumph, presumption, vengeance, trouble Reversed: riot, quarrel, dispute, litigation, defeat


	8. Justice Power, energy, action, courage, magnanimity Reversed: despotism, abuse of power , weakness, discord



	9. The Hermit Prudence, treason, dissimulation, roguery, corruption  Reversed: concealment, disguise, policy, fear, unreasoned caution


	10. Wheel of Fortune Destiny, fortune, success, luck, felicity  Reversed: Increase, abundance, superfluity


	11. Strength Equity, rightness, probity, executive  Reversed: law in all departments, bigotry, bias, excessive severity



	12. The Hanged Man Wisdom, circumspection, discernment, trials, sacrifice, intuition, divination, prophecy  Reversed: selfishness, the crowd, pody politic


	13. Death End, mortality, destruction, corruption  Reversed: inertia, sleep, lethargy, petrifaction, somnambulism


	14. Temperance Economy, moderation, frugality, management, accommodation  Reversed: Things connected with churches, religions, sects, the priesthood, disunion, unfortunate combinations, competing interests



	15. The Devil Ravage, violence, vehemence, extraordinary efforts, force, fatality, that which is predestined but not for this reason evil  Reversed: Evil fatality, weakness, pettiness, blindness


	16. The Tower Misery, distress, indigence, adversity, calamity , disgrace, deception, ruin  Reversed: the same in a lesser degree, oppression, imprisonment, tyranny


	17. The Star Loss, theft, privation, abandonment; another reading says—hope and bright prospects. Reversed: Arrogance, haughtiness, impotence


	18. The Moon Hidden enemies, danger, calumny, darkness, terror, deception, error Reversed: instability, inconstancy, silence, lesser degrees of deception and error


	19. The Sun Material happiness, fortunate marriage, contentment  Reversed: the same in a lesser sense


	20. Judgment  Change of position, renewal, outcome  Reversed: weakness, pusillanimity, simplicity, deliberation, decision, sentence



	21. The World Assured success, voyage, route, emigration, flight, change of place Reversed: inertia, fixity, stagnation, permanence


	 Suit Meanings  
  Swords ― Combat

  Cups ― Stealth

  Pentacles/Coins ― Psyche
  Wands/Batons/Staves ― Leadership
	Face Card Ranks  
  King ― 14
  Queen ― 13
  Knight ― 12
  Page ― 11


Player Turn Sequence
1.
Draw Cards
2.
Do Stuff

Quick Resolution (QR)
1.
Acting Player describes the action and stakes, and chooses the action type  
2.
GM sets the Type of Stakes:


•
Exposition: stakes of Exposition should not be 



used with Quick Resolution:  use Full Resolution or




none at all


•
Challenge: the action may or may not succeed, 


•
Stretch:  used only for “impossible” tasks.  As for 




Challenge, but the Stretch rules are used as well.  
3.
Draw Bonus/Penalty Cards (drawn face up)


•
Initiator and Opposition only
        •   Each Motivation worked toward allows you one face up card 


•
Each Motivation worked against annuls one bonus card, or 




causes one penalty card



•
Each active Background allows one face up card



•
When you play a face up card, narrate how the Background 



or Motivation came into play

4.
GM announces number of Challenge Cards 


•
Maximum is 3
5.
For each Challenge Card

A. GM sets Challenge Card


•
Chooses Rank and Suit of the challenge (no card played)

B. Acting Player plays a card



•
1 card only, from hand or Motivation cards


•
May elect not to play one


•
Trump ( Detailed Resolution



•
or, Trump ( +5 Rank to other card played

C. If player’s card < Challenge card, he takes 



 Concessions  or chooses to fail


•
must take concessions equal to difference in Rank


•
Each concession is 1 to 3 points


•
Concessions that are short-term cost cards equal to points; 




all others have permanent effects
6.
Results are narrated by active player, or 



roleplayed with the GM
Stretching  An attempted action which is beyond the character’s normal capacities but which he might attain with extraordinary effort is referred to as Stretching.   When a character attempts to stretch, the GM assigns a number of Stretch Cards.  The more difficult the stretch, the more Stretch Cards (generally 1 to 4).  The acting player must play and interpret one additional trump card for each Stretch Card.  For each point of active Motivation, he may discard one face card instead of a trump.  He must also draw from the top of the deck a number of cards equal to the Stretch Cards.  If any of these is a trump, he has failed catastrophically: use Detailed Resolution to interpret the Trump, and he must take his maximum number of allowed concessions (narrated after the Trump is interpreted).  


Full  Resolution (FR)
1.
Acting Player (Initiator) describes action, stakes 
2.
GM sets the Type of Stakes:


•
Exposition: the action succeeds: the Resolution simply




determines how well  it succeeds and the side effects


•
Challenge: the action may or may not succeed, at the 




discretion of the narrating player.  See step 10.  


•
Stretch:  used only for “impossible” tasks.  As for 




Challenge, but the Stretch rules are used as well.  

3.
GM sets difficulty [number of tricks, N] and any suit requirements (number of cards in specific suits that the Initiator must play – ie, 3 Wands and 1 Cups).  

N = 1, very easy    up to   N = 6, very difficult

4.
Play Background Tricks (GM sets number)



•
no Trick-taking


•
all cards drawn from shoe or kitty


•
typically used when N is 3 or less, to fill in details

5.
Draw Bonus/Penalty Cards 



•
Initiator and Opposition only


•
same number of cards as  3. in Simple Resolution.

6.
Play N  tricks of cards


•
Initiator leads the first trick, must be of the suit with the 

highest number of required cards (if tied, Initiator’s choice)


•
You cannot play a card from another suit if you have a card 

in the suit led – except you may always play from any suits
that have card requirements (counts as playing in suit)



•
Ties go to actual suit led, then to Lead, Initiator, Opposition 
(in that order).  Otherwise no one wins


•
Others generally play from the kitty, or their Reserve Hand, 




or by drawing the top card from the shoe



•
Active player plays from hand, others may do so



•
Leader, Initiator, Opposition must play on every trick. 

Others may pass



•
Highest in-suit card wins trick; winner leads next trick



•
Once during the resolution, the GM may redraw the kitty

8.
Determine the winner


•
Player with most tricks wins


•

All ties use Showdown


•

If a Supporting Player wins, the Initiator may offer him 





concessions in return for narration rights 
9.
Initiator takes concessions


•
Two concessions for each card requirement unmet
•
If the Opposition wins and the Stakes type is not 
Exposition, then the acting player must take 


Concessions equal to the difference in tricks won between 

himself and the Opposition.  


10.
Winner Narrates the Results
The Showdown

Each tied party draws a card, high card wins, regardless of suit.  If tied, ignore original cards and redraw.  Trumps lose.  
Activating Powers  Minor powers (or minor uses of a major power) may be activated with either a face card or a trump. Major uses of a major power must be activated with a trump.
Trumping the Action  One of the Supporting Players plays a trump from their hand and adds an event into the scene.  They may elect to become Gamemaster for the rest of the scene [draw 2 cards into Reserve Hand]. 

Stats

(Psyche, Combat, Stealth, Leadership)

	Cost
	Minimum
Cards
	Card
Range

	-4
	--
	up to 8

	-3
	--
	up to 9

	-2
	--
	up to 10

	-1
	--
	up to Page

	0
	1
	up to Page

	1
	1
	up to Knight

	2
	1
	up to Queen

	3
	1
	 any card

	4
	2
	any card

	5
	2
	2 and up

	6
	2
	3 and up

	7
	2
	4 and up

	8
	3
	4 and up

	9
	3
	5 and up

	10
	3
	6 and up

	11
	3
	7 and up

	12
	4
	7 and up

	+2
	+1
	+1


Endurance
	Cost
	Card Draw

Start of Turn*
	Card Draw

End of Turn**
	Max Concession
	Total Concessions

	-3
	1
	0
	3
	5

	0
	1
	1
	3
	5

	3
	2
	1
	3
	6

	6
	3
	1
	4
	7

	10
	3
	2
	5
	9


*May not draw more cards than necessary to bring you up to your Hand Size.  Exception:  you may always draw one card. 
**May not draw more cards than you played during the turn.  
Powers
	Power
	Surv
	Basic
	Standard
	Advanced

	Pattern
	
	3
	5
	+

	Logrus
	
	3†
	5‡
	+

	Shapeshift
	1
	2
	4
	+

	Trump Tricks
	
	1
	2
	NA

	Trump Artistry
	
	3*
	5
	+

	Sorcery
	
	1
	2
	+

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


†Requires survival shapeshifting.

‡Requires basic shapeshifting. 

*Basic Trump Artistry includes basic and standard Trump Tricks.  
Power Words are a form of Sorcery.  

Conjuration is a Pattern ability. 

Motivations
Motivations give you bonuses during play when they apply to the situation at hand (ie, you get extra cards when attempting tasks that the motivation helps you with).  
Family Motivations 

Each character begins with 4 active motivations.  Each of these must be a family relationship.  These can be a narrowly defined relationship with a number of people, or a broadly defined relationship with a single person.  For example, “Relationship: Gerard” is a valid motivation, and describes the character’s relationship to Gerard, which may be a complex one.  “Oneupsmanship with his brothers” is also valid, and describes a much more narrow relationship with a larger set of characters.  
Free Motivations

Every character begins with “Self-Preservation Instinct” with value 1.  

Motivation Pool

The Motivation Pool is used to generate other motivations.  Each character begins with 2 points in his Motivation Pool.  

Motivation Limits

The maximum number of points a character may place in a single motivation is known as his Motivation Cap  All characters begin with a Motivation Cap of 2.  

Buying Motivations 

For one character point, a character adds one to his Motivation Cap and adds one point of Motivation Pool.  

Using the Motivation Pool

At the beginning of a scene, a player may declare her intent to either create a new motivation for her character or deactivate an old one.  For scenes that create new motivations, a point is taken from the Motivation Pool.  That one point is either added to an existing motivation, or a new motivation is created with a value of one point.  For scenes that deactivate old motivations, one point is removed from the existing motivation and placed into the Motivation Pool.  

While playing such a scene, all players must respect the acting player’s intentions – ie, if the player has declared “My character Conrad gains a new relationship with his father Corwin”, then the play of the scene must support that.  
If the scene uses Detailed Resolution, then the acting player is awarded narration rights, no matter who takes the most tricks.  

Background Points
At the beginning of the game, the GM will allot a certain number (usually 5) of Background Points to each new character.  These Background Points can be spent during play to give the character minor possession, followers, or control of a shadow.  Spending a Background Point is much like spending a point from the Motivation Pool:  the player announces the item, follower, or shadow he wishes to obtain and the group plays out a scene describing how the character obtained it.  As with Motivations, the other players must respect the active player’s intentions and the acting player will always narrate.  
If the scene is a flashback scene, then all players play cards from the kitty.  
	Name

	Hand Size
	

	Character Pts Total
	

	Character Pts Available
	


Attributes

	
	Minimum

# of Cards
	Card

Range
	Character

Points

	Psyche [Coins]
	
	
	

	Stealth [Cups]
	
	
	

	Leadership [Wands]
	
	
	

	Combat [Swords]
	
	
	


Endurance
	Draw at

Start of Turn
	Draw at

End of Turn
	Max

Conc.
	Total

Conc.
	Character

Points

	
	
	
	
	


Powers
	
	Surv
	Basic
	Std
	Adv

	Sorcery
	NA
	1
	2
	+

	Shapeshift
	1
	2
	4
	+

	Logrus
	NA
	3†
	5‡
	+

	Pattern
	NA
	3
	5
	+

	Trump Tricks
	NA
	1
	2
	NA

	Trump Art
	NA
	3*
	4
	+


†Requires survival shapeshifting.

‡Requires basic shapeshifting. 

*Basic Trump Artistry includes basic and standard Trump Tricks.  

Motivations
	Char Points Spent
	

	 Motivation Pool
	

	Motivation Cap
	

	Relationship
	Value

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	Other Motivation
	Value

	Self-Preservation
	

	
	

	
	

	
	

	
	

	
	

	Age and Description

	Background Pts Unspent
	


Long-Term Concessions
	Description
	Value

	
	

	
	

	
	

	
	

	
	

	
	


Items
	Name/Description
	Cards
	Abilities

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


Shadows Travelled
	Name
	Investment
	Cards
	Description

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Characters & Creatures Known
	Name & Home
	Relation
	Cards
	Notes

	
	Father
	
	

	
	Mother
	
	

	
	
	
	

	
	
	
	

	
	
	
	


First Session Checklist
Player Preferences
· Acting Player Scene Definition 
Minimal …………………………Complete

Character Parameters

· Stuff




Pet Peeves

Things you like

Notes
The Pattern
Walking the Pattern is always difficulty 6.   When you walk the pattern for the first time, you get Basic Trump Tricks, Basic Pattern, and one discretionary character point.  

Trumping
You cannot initiate a Trump call unless you have Basic Trump Tricks.  You cannot receive a Trump call unless you have either a Psyche of at least zero (0), or the blood of Oberon.  

Non-active players in Detailed Resolution
Once per detailed resolution, each player other than the active player may play a card from their hand and draw a card from the shoe to replace that card.  To do so, you must either follow suit or play a Trump.  Normally, if the non-active players play cards from their hand during a detailed resolution, they do not get to replace those cards.  
The Kitty
At the beginning of each session, the shoe is shuffled and nine (9) cards are dealt face up.  These cards are the kitty.  Whenever a card is played from the kitty, it is immediately replace with a card drawn from the shoe.  
Marking:  you may use a Trump to mark an object as yours (Ie, you get to play that object as GM).  

Session End:  at the end of the session, draw cards to determine the seating order for next session.

Penalty Cards
Any time a player is forced to lose cards and has no more cards to lose, he must take Penalty Cards.  Penalty Cards are placed face down in front of the player.  When it is that player’s turn to draw, he places the penalty card in the kitty and takes the lowest numbered card in the kitty.  If multiple cards are tied for the lowest numbered card in the kitty, the player may choose among those cards.  

Average Stats
	Class
	Total

Points
	Average
Stat
	Hand

Size

	Weak Shadow
	-40
	0/→4
	3*

	Average Shadow
	-30
	0/→6
	4*

	Strong Shadow
	-20
	0/→8
	5*

	Golden Circle
	-10
	0/→10
	6

	Citizen of Amber
	0
	1/→Pg
	7

	Strong Amber Citizen
	5
	1/→Kn
	8

	Top Amber Citizen
	10
	1/→Qu
	9

	Pre-pattern Amberite
	10
	1/→Qu
	9

	Adolescent Amberite
	15
	NA
	10

	Young Amberite
	20
	NA
	11

	Adult Amberite
	25
	NA
	12

	Experienced Amberite
	30
	NA
	13

	Veteran Amberite
	35
	NA
	14

	Master Amberite
	40
	NA
	15


*All cards are drawn from the Shadow Deck [regular playing cards with no Kings or Queens, and 2 jokers as trumps].  This should be rare, as most shadow opposition should be treated as Passive Opposition for purposes of resolution.  

Drawing Cards
Refusing Cards

When a player draws a suited card and his Attribute rating for the associated Attribute is “4 and up”, then the player is eligible to refuse any card in that suit below the rank of 4.  When a player draws a suited card and his Attribute rating for the associated Attribute is “up to Knight”, then he must refuse any card in that suit over the rank of Knight.  
When a player draws a card he is eligible to refuse, he may immediately trade it in for any of the cards of the same suit in the kitty.  If he does not or cannot take this action, he must take the original card into his hand.  

When a player draws a card he must refuse, then he must choose one of the following options:  
 
●
He may replace the drawn card with any card of the same 

suit in the kitty.  This card need only be lower than the card 

that was drawn; it is not subject to the “must be refused” 

criteria. 


●
He may replace the card with any card from the kitty that 



is below the “must refuse” line for the suit originally drawn.



The card may be of any suit.  


●
He may draw the top card off of the shoe.  This card is not



subject to the normal refusal rules:  the player keeps this 



card unless it is a trump.  If it is a trump, he discards it and 



draws again until he draws a nontrump.   

Drawing a Specific Suit
When a player draws cards into his hand, he may have the option of specifying that card’s suit.  If he currently has fewer cards in his hand of any given suit than his character’s Minimum Cards rating in that suit, he may specify that the card drawn must be of that suit.  In that case, he must discard cards which he draws which are not of the suit specified.   When choosing to draw in a specific suit, you may keep a trump if it is the first card drawn.  If a player has drawn 3 additional cards and not found her suit, she must keep the third card drawn (whatever it is).  
Exchanging Trumps
Any time a player draws a trump, he may immediately exchange it with any trump in the kitty.  

Drawing Into a Full Hand
If you have a full hand and one or more penalty cards, you simply discard as many penalty cards as you would normally draw.  If you have a full and and no penalty cards, you may do one of the following actions:


●
exchange a trump from your hand for one from the kitty


●
exchange a trump from your hand for one drawn from 

the shoe (draw cards until you get a trump)

●
draw a card to place face up in your Reserve Hand 



(face up in front of you)


●
discard 2 cards from your Reserve Hand and draw a



card from the shoe into your hand

Buying Cards from the Kitty
Any time a player draws a card, he may elect to instead buy a card from the kitty.  He may simply take any eligible numbered card.  Buying an eligible face card or a nonelegible numbered card requires the player to take one (1) penalty card.  Buying any other card requires the player to take two (2) penalty cards.  A player who has penalty cards cannot buy a card from the kitty.  

Shadows Travelled
	Name
	Investment
	Cards
	Description

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	



Characters & Creatures Known
	Name & Home
	Relation
	Cards
	Notes

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Characters & Creatures Known (Cont)
	Name & Home
	Relation
	Cards
	Notes

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Characters & Creatures Known 
	Name & Home
	Relation
	Cards
	Notes

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


