Terms & Abbreviations
Some terms used in this book are probably strange to new role-players and need to be explained. Below follow brief definitions. Common abbreviations are given in parentheses.
Ability points — all players have 100 points to distrib​ute among the eight abilities. Every point raises the ability score by one, up to a maximum of 18. Above 18, every step costs three ability points.
Ability score — a number usually between 1 and 20, which shows how well developed an ability is. The higher, the better.
Ability throw — a die roll made to determine if the character succeeds with an action that depends on an ability (not a skill). The result must be lower than the character's ability score with a 20-sided die. 20 is always a failure, even for a character with a higher ability score than 20.
Ability — every character has eight basic abilities which denote how good he is in various fields of activity. They are Strength, Constitution, Agility, Comeliness, Ego, Perception, Charisma, and Education.
Academic skill — skill which requires a score of 13 or higher in the basic ability "Education".
Action — depending on the character's movement, he can perform a number of actions during one combat round. The more actions he has, the more he can accomplish.
Advantage — a trait in the character that makes his life easier. Advantages are acquired by expending skill points or points from disadvantages (q.v.). Advantages improve the character's mental balance.
Adventure — a plot and a series of events which the Gamemaster has devised, which the player characters live through and can affect.
Character sheet — a pre-printed form where you can write down a description of your character in the terms of the game.
Combat round (CR) — a combat round is five sec​onds of combat. A character can perform a limited number of actions during one combat round.
Conjurer — a person with skill in one or more magic lores.
Damage bonus (DB) — a bonus to the effect of hits which strong characters get in combat. They do more damage than others.
Damage capacity — a secondary ability which deter​mines how many wounds of a certain type the char​acter can take without losing consciousness or dying.
Dark Secret — an event in the character's past that has caused many of his or her advantages and disadvan​tages.
Disadvantage — a trait in the character that makes his life harder. Disadvantages give points which may be spent to acquire advantages. Disadvantages lower the character's mental balance.
Disaster — if the player rolls more than 1/10 of the character's chance to fail at using a skill, something bad will happen.
Effect — determines how well a character succeeds with an action he or she is performing. The effect is the difference between the skill throw and the skill or ability score in question. For weapon skills the effect is always a separate roll of another 20-sided die. The higher result you get, the better the action succeeds.
Endurance — the character's ability to endure pain and work. Will decrease if the character is subjected to long, hard work.
Experience points — all characters receive one expe​rience point after every successful adventure. The points are used to increase the character's ability or skill scores.
Five-sided die (d5) — the result of throwing a 10-sided die (d10), dividing the result with 2 and and rounding it up.
Gamemaster — the person who leads the game, knows the plot and plays the non-player characters.
General skill — a skill which all characters have with​out needing to use any skill points. The character's score in general skills is always 3.
Hero points — used to modify an effect in favor of the character or to detract from an enemy's effect. Normally used only in critical situations. All charac​ters have 10 hero points at the start of the game, and get more when they do something heroic.
Initiative — a die roll (1d10) which determines who acts first in combat. A movement of more than 12 gives a bonus to the initiative throw.
Lore rating — a number which determines if it is pos​sible for a character to learn a spell. The character's skill score within the magic lore must be equal to or higher than the spell's lore rating.
Magic Lore — a branch of magic. Every magic lore is a separate skill. A conjurer cannot learn spells with a higher lore value than his skill score in that magic lore.
Martial art maneuver — a special skill within a mar​tial art. Bought like an ordinary skill, but can only be acquired if you have a Martial art skill.
Martial art — a special skill at hand-to-hand combat, which costs a lump of skill points and gives several separate combat skills.
Mental balance — The character's advantages minus his disadvantages. Mental balance is a measurement of dark and light, good and evil, within the charac​ter's mind.
Movement — the maximum distance a character can move during one combat round (5 seconds).
Non-player character (NPC) — a person occurring in the game, played by the Gamemaster.
Parry — to block an attack with a weapon, shield, limb or something else.
Perfect throw — If the character gets a result of under one tenth of his chance to succeed with a skill, this indicates an unusually good result, and +10 is added to the effect.
Player character — the imaginary person you play in the game.
Player — a person who participates in playing this game.
Ritual — gestures, incantations and preparations which are necessary to perform a spell casting.
Secondary abilities — certain ability data calculated from the physical basic abilities.
Skill points — all players receive 150 skill points to distribute among the character's skills.
Skill score — a number, usually between 1 and 20, which indicates how good the character is at a skill. He must roll equal to or lower than his skill score to succeed in using the skill.
Skill — something the character knows how to do. A score, usually between 1 and 20, indicates how good the character is at doing it. The higher, the bet​ter.
Spell — a magical skill. All spells belong to one of sev​eral magical Lores. They are used with a skill score and an effect, just like other skills.

Ten-sided die (dl0) — if you don't have a 10-sided die, roll a 20-sided die and subtract 10 from results of 11 or more.
Terror throw — an ego throw which determines if the character is shocked or mentally knocked off bal​ance by a terrible situation.
Twenty-sided die (d20) — a die with 20 facets, num​bered from 1 to 20. Some dice are numbered from 0 to 9 twice, with the two series 1-10 and 11-20 distin​guished by different color. A "О" always means 10 or 20. This type of die can also be read as a 5- or 10-sided die.
Vehicle maneuver — a maneuver with a vehicle, which is so difficult that it requires a minimum effect to succeed.
Weapon maneuver — a special maneuver used in combat.
Weapon skill — the skill to handle a specific type of weapons. Every type of weapon is a separate skill.
