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gJttemof 
(71 [ways wi[[ ambitious men in the s/iadow of a throne reach.for the power 

/"Lof the thronei as this was true for Cfuws, so it is for .91.mber. 'There are 
many paths to .91.mbeTJ andJ, 'Dworkin, kMw them af£. '.For Jam tlie Pat­

tern, and, it is the Pattern which casts the myriad s/iadows which surround 
.91.mber-.91.mbeTJ the one true worU created as the powers of Cfuws raged 
and cfespaired. 'Ifie immortaC chiMren of Oheron walk the sliadows at ~ 
hut_cfissatisjid return ever and aMn to .91.mber's gates. '.For they need to 

rule as fire needs aiJ:, and only in .91.mber wi[[ they find the challenge-and 
the power-they seek. 

'Tfiese are my Mtesi there are dark.er secrets tfian. those inscribed 
liere whichJ dare Mt entrust to paper. .9f.[{ arou~ me, tfie royaC sons and 
cfa.ugfiters of Oheron pfot and scfieme to pface tfremsdves nearest their father's 
throne, and in their fuuufs the kMwfedge J hear would sure9' open the gate 
to Cfuws, .the redm of ohuvi.on . . . . 

~ 

~fllm6er .. gofdm quan, wrested from Chaos with toil 
and hfood. 'Those who seek to rule you fiave 11lJ 

'!".·. understarufing of your nature,andJ fear for you 
· · in their fuuufs. 
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~ya[ {Qonfoct~ 

So tfie cfiildren of 06eron pfot far tfie throne . . . fet them pfot forever. 
'Their pfots are as tfie nipping of fWn cu!Js at their sire's fteeis, far none 

wil£ rule so fong as 06eron wears tfie crown. Stilf tfzey scfwne, waiting for 
tfie end of 06eron's day. 'Iftey make a[[i.an.ces in. an attempt to secure their 
positions. 'Ifie one wfw finaf£y sits on tfie throne wil£ come to it on tfie sfwul­
cfers of tfwse witli wfwm fie a{[i£s. 'But fie must tak.e care; many agree to join 
farces on!J' to 6etray an ally at their convenience. 

'J{gt a[[ are [ike tliis. Some are more fwnora6fe. tfian. otfiers-'Benedict 
is faitliful to .9lm6er afone, and wil£ protect it with. his fije. 'But Corwin and 
'Eric, it woufc{ seem, fiave d'.ec!.ared a 6food feud on one anotfz.er. 'Ifiere is 
more tfian. tfie throne 6etween them, tfwugn tfzey wil£ not admit it; neitfier 
one wil£ rest untif tfie otfier is dead or disgraced. 'Bfeys and 'Brand, tfwse of 
Cfarissa's fot, seem to fiave reacfied an agreement of some kind,· J do not trust 
ffin<e ,_,,_ -i--'-- .. C,,,.., ,_, __ _,,_ ----n- au.1sn nfnff,{,,, ,.,,, ... ,,,., ,..,.,[,, ir;,..,.,11 
...,......,..., t'WU 11u.f~ W/1-e,,1i.jUUU:U, UL. WflUIWI&. c;... VJ"""' WM.- ""v"""'"J v1"7" _I""''_. 

seems to 6ear any interest in tfie throne. .9ls far tfie rest, tfzey fa& eitfier tfie 

wil£ or tfie desire to tak.e tfie throne for themsefves; tfzey are content to ally 
with. tfie strongest candidate. 

.. 9U£ deali.ngs with. tfie off spring of 06eron are fiazardous, for each is 
dangerous after tfie manner of individuals. Secrets J might trust with. oneJ 
woufc{ never give to anotfier; J deaf with. each according to .his nature. 
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?!/J,tlis to ?/lmGer~ 
frven as a[[ roads fe.ad to .9lm6er, many patfz.s fe.ad to tfie throne. 'With. 
Leach cfecision made, some patfz.s wil£ open up, otfiers 6ecome forever 

seafd. Sfwufc{ two mem6ers of tfie royaf fwuse of .9lm6er meet, tfzey wil£ 
after tfie patfz.s to tfie throne irrevoca6[y; tfie fruit of tfz.at meeting may not 
6ecome clear untif tfie throne of .9lm6er is with.in. a prince's sigfit. Jn .9lm6er 
one can af w'9's return to a meeting and try to cfiange history; it may open 
up new, untraveffecf patfz.s . .9l princess, if spared, may return to W£ fier 
6rotfz.er. Jt is a wise prince wfw searches for di,ff erent afternatives. 

,. 
~ //X) 

~/fzysical'd/:)ip[omacy 
<Trze Politics of the Swora '1~ 

(71 [tfwugn tfie royaf si6fi.ngs may cfwose ver6af sparring with. each oth.er, 
/1.. tfzey do not hesitate to resort to pftysicaf persuasion as we££. 'l(andom 
and Julian., it seems, must 6e dragged apart near[y every day. 'This is poten­
tially deadly pfay, as tfie royafty of .9lm6er ft.as teamed wef£ fww to use a 
sword. .9{[[ fiave teamed tfie 6asic skiffs; some, fwwever, fiave gone 6eyond 
their masters . .9l prince of .9lm6er can protect himself-or avenge an insult. 

*Su functional ifocummto.tion for instructions. 3 
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~te of gfassage: 

'Walking tfze Pattern '1E 
(71 s each memfier of the royal fwuse of .!Am!Jer comes of age, fie must 

/1.. prove himseif to 6e a prince of the 6food 6y negotiating the Pattern. 
'Walking the Pattern is not a task. figfztfy taken., far once 6egun, evenJ am 
cfo naugfu 6ut continue forward to the finis!i, or face o6fivion. rr'fie Pattern 
gives the k.nowfedge tfiat a prince of .!Am!Jer must fiave to fal.filf fiis desti'9-'· 

Wfien a diilif of 06eron walks the Pattern, fie must pass tfirougfi the 
five veils. On{y tfien wi[[ fie stand at the center of the Pattern anti know wfiat 
it is to 6e a true prince of .!Am!Jer. 'Witfi each veif passetf, tfie Wty' 6ecomes 
more treacherous, 6ut the rewards greater; anti witfi the conquest of the final 
veil a prince of .!Am!Jer wi[[ know the secrets of 6otfi sfiacfow anti my gift, 
the rrrumps. 

'1E See functional aocummtation far instructions. 4 

f?pnguage of_ 
(71 rtfuI communication is of great importance in .!Am!Jer, anti the 'Tfiari 

../"tfanguage reflects tfiis, for fza1J of our ver6s are "communication" ver6s. 
rrfwugfi dialogue must 6e precise and sfwrt, 6y its nature it suggests a _qreat 
cfeaf more tfian is actually spoken. ~ 

':if_)workin 

.~ 
FORMULATING COMMANDS IN AMBER 

CONVERSING IN THARI 
When speaking in Thari, use short, concise sentences. 
For example: 

ALLY WITH DEIRDRE 
A.SK RANDOM ABOUT AMBER 
LEAVE 

PROPOSE ALLIANCE WITH ERIC 
AGREE 
TELL RANDOM ABOUT FLORA 

Objects are used in Amber, of course, but their importance has diminished over 
the centuries as communication has become more refined. When working with 
objects, the verb, directly followed by the object, will be best understood. 
For example: 

TAKE SWORD DROP SWORD 

In order to see something more closely, EXAMINE THE (object); to see what is 
being carried or worn, check the INVENTORY or INV. In order to clearly see 
who is nearby, one should LOOK. 

Sentences can be made more complex by combining up to three short phrases; 
to do this, the phrases must be separated by the word AND or THEN . 
For example: 

TAKE THE SyYORD THEN EXAMINE THE SWORD 
EXAMINE THE DESK AND OPEN THE DRAWERS 5 



THE ART OF COMMUNICATION 
As Thari has evolved, communication verbs have been split into several cate­
gories. These divisions reflect the type of verb: " hostile," "friendly," "neutral ," 
or "response." These verbs have been codified, in their categories, in the verb 
list. Action verbs, such as ATIACK, RETURN, or CALL are listed as well. 

SACRED COMMANDS OF THE ROYAL HOUSE OF AMBER 
Once a prince of Amber has completed walking the Pattern, he will have the 
knowledge he needs to use the tools that are his birthright. Several specialized 
verbs, used only by the royal blood of Amber, are listed below. 

CONTACT -contact using the trumps 
BREAK-cut contact using the trumps 

IMAGINE-cast mental images 
WALK SHADOW-traverse the shadows cast by Amber. 
NarE: one can only "walk shadow" to a person if his/her location is known. 

TRAVELLING THROUGH AMBER 
When travelling through Amber and the shadows it casts, one can move from 
one location to another by the use of the commands LEAVE, EXIT, or GO lO 
(place). One may also FOLLOW people who are going in a direction. 
For example: FOLLOW DEIRDRE. 

THE BASICS OF SWORD FIGHTING 
CUT -slashing at the opponent with the blade of the sword. 

THRUST -lunging at the opponent with the point of the sword. 
FEINT -pretending to attack one portion of the opponent's body in 

an attempt to force him to protect that spot, thereby leaving 
another area unprotected. 

PARRY -stopping an opponent's attack. 
HIGH/LOW-the direction of the movement. High is the head and heart; 

low, the abdomen and legs. 

These movements can be combined in the following ways: 
CUT FEINT PARRY CUT HIGH 
CUT HIGH FEINT HIGH PARRY CUT LOW 
CUT LOW FEINT LOW PARRY THRUST HIGH 
DODGE FEINT CUT HIGH PARRY THRUST LOW 
DUCK FEINT CUT LOW PARRY PARRY 
THRUST FEINT THRUST HIGH 
THRUST HIGH FEINT THRUST LOW 
THRUST LON JUMP 
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THE PATTERN 
When you have reached the Pattern, a screen with five stars will appear. You 
must create a path that crosses each in order to complete the Pattern. 
o play the Pattern game: 

1-Choose among the five pieces in the bottom left hand comer. They are 
numbered, from left to right, one through five. As a piece is chosen, a 
different piece will replace it. 

2-Create a path by connecting the pieces to the existing path, beginning in 
the bottom center of the screen, by choosing the number of the piece that 
will continue the path. 

3-To add additional branches, add a ''T" piece, and a differently e<>lored branch 
will form off the original path. As each new branch is made, a new color will 
appear at one end of the "T". The original color will continue at the other end. 
You may have up to four branches; the first is white, then red, blue and black. 
Paths can cross differently colored paths, but if you try to cross the same 
colored path you are on, you will lose the game. 

4-To place a piece on a particular path, type the number of the piece, followed 
by the color of the path, e.g. 1 WHITE, 5 RED, or 3 BLUE. 

5-Choosing a piece which does not fit the path you select will cause you to 
leave the Pattern and lose the game. 

I ~uct should fail to wo<1< for any reason whalsoeYer during the flrsl 30 dayl following purchase, 191um It to the dealer from 
whom It wu purchased for a free replacament If It should tail 10 wo<1< after the first 30 days, mall It to TELARIUM II the addresa 

I b91<>W. If It has been physlcally dam~. you will be ctwged five dollars for a replacement. 
TELARIUM CORP. •One Kendall Square• Combridge, MA 02139 • (617) 494-1224 
Tnls software product Is copyrighted and all rights ore reaervod by TELARIUM CORP. The distribution and sale al this product are 
k*ndod for the use al the original purchaser only and for use only on the computer system speciflod . Liwtul u""'" al this program 
ore herebyilcensod only 10 rvad the progr11m trom il1I medium into memory al a computer lorthe purpooe a1-cullng this program. 
Copying, duplicating, selling or otherwise distributing this product Is hereby np<eSSly forbidden . 

NINE PRINCES IN AMBER computer program Is a tr11demark al Telarium Corp. © 1985 Telanum Corp. All rights reseMld. Based 
on lhe boolcs Nine ..-1n ..._and rne a.-o1-.i, © 1970 and © 1972 _.;veiy, by Roger ZeloznY. By amingemern 
with Byron Press Video Productions. Tne adventure game Nine Prlnc:a In Amber was wrltlen in SAL by Telorium Corp. IN·AMB 
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HOW rro P.Lf4.Y 

g<{me?}Jrinas m?/lnWer 

TO LOAD THE GAME: 
Loading instructions for your ml\chine may be found on the enclosed insert. 

The following instructions will help you as you play NINE PRINCES IN AMBER. 
It is particularly important to make a Save Disk so that you can save your game. 
To do this, follow the instructions under "Create" as soon as you boot AMBER. 

NEWDATA 
Enter NEWDATA when you first load the game to obtain any instructions that 
may have changed since the publication of these notes. 

CREATE 
NOTE: The program will erase the contents of any disk created as a Save Disk. 
The create command will create a Save Disk, which will enable you to save at 
any point in the game. You must create a Save Disk before you can save a 
game. This should be done as soon as you boot NINE PRINCES IN AMBER. 
To do this: 
1-Enter CREATE. Follow all the instructions on the screen. 
2-The words "CREATE complete" will appear when the Save Disk is ready. 
3-Remove the Save Disk and replace the game disk in the drive. 
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SAVE 
NOTE: You cannot save or restore during a fencillQ match or in the Pattern Game. 
You can save at any point in the game, and restore back to that point later. 
There are two reasons in particular for saving: first, if you are in a life-threatening 
situation, and second, if you feel you might want to restore to that point in order 
to try a different path. To save a game: 
1-Enter SAVE. 
2-Follow all instructions on the screens (you can type up to 30 characters 

identifying your location when you save). 

When the save is complete, you will get a short description of your location 
followed by a cursor. You can continue your game after this. 

RESTORE 
You can restore to any point you have saved on the Save Disk at any time 
during the game. To do so: 
1-Enter RESTORE. 
2-Follow all instructions on the screens. 

AMBER will resume from the point you selected, and you can continue your 
game. 

If you have died during the course of the game and wish to restore, simply type 
"R" when the screen asks if you would like to play again. Follow the instructions 
on the screen; AMBER will resume from the point you selected, and you can 
continue your game. 
NOTE: II you change your mind after typing CREJUE, SAVE or RESTORE, type "*" to cancel the 
command. 

PAUSE 
When you have finished reading a paragraph, press the spacebar to continue. 

RESTART 
Enter RESfART any time you wish to return to the beginning of the game. 

QUIT 
Enter QUIT if you wish to end the game before completing it. 

PICTURESON/PICTURESOFF 
NINE PRINCES IN AMBER can be played without graphics. If you wish to play 
using text only, enter PICTURESOFF. You can recall the graphics to your screen 
at any time by entering PICTURESON. 
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