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CREATING YOUR CHARACTER

This guide is geared toward the realm of Hibernia so all character, skills, and ability information pertains to that realm. In beta, you can have 4 characters per realm. Each race starts out with a certain number of stat points allocated in each stat. You get an additional 30 points to place into whatever stat you like. After you add 10 points to one stat, it costs 2 points to raise it up one; after adding 15, it costs 3 points to raise it up one. Also, as you level you get point raises in the primary stats depending on the class you choose.

Character Stats

Strength:  How strong you are. This will affect how much weight you can carry before becoming encumbered, as well as what armors you can wear. It will also determine the force behind the swing of your sword or hammer, thus affecting how much damage you do in melee combat. 

Constitution:  How healthy you are. Constitution is the basis for your hit points, and how well you resist poison and disease. 

Dexterity:  This is your manual dexterity and how good you are with your hands. This would affect how well you swing a sword, to how often you hit an opponent, missile damage (arrows, etc), as well as a good number of rogue skills such as pickpocketing. 

Quickness:  This is your reaction time. It will affect how easily you can dodge a blow, and will therefore affect your armor class. The higher your quickness, the faster you swing your weapon, fire a bow shot, etc.

 Intelligence:  How smart you are. For caster characters, this will heavily affect your power points. Intelligence will also determine how quickly you learn new skills. 

Piety:  This is how in tune you are with yourself and the gods, and how likely you are to make a leap of faith in the right direction. Its used for many detection and predictive skills. Its also used to determine the power points for priests as well as resisting their spells. 

Empathy:  This is how in tune you are with your surroundings, animals, people and the elements etc. It is used to provide power points for elemental casters and resisting their spells. 

Charisma:  Your character's natural likeability and persuasiveness. This may determine selling prices to vendors, as well as NPC reactions and possibly how well you can charm animals or people. Affects the success of songs, though the exact nature of this is uncertain

Base Statistics for Each Race

Celt


Lurikeen

Firbolg


Elf

60 strength

40 strength

90 strength

40 strength

60 constitution

40 constitution

60 constitution

40 constitution

60 dexterity

80 dexterity

40 dexterity

75 dexterity

60 quickness

80 quickness

40 quickness

75 quickness

60 intelligence

60 intelligence

60 intelligence

70 intelligence

60 piety

60 piety

60 piety

60 piety

60 empathy

60 empathy

70 empathy

60 empathy

60 charisma

60 charisma

60 charisma

60 charisma

Class and Career Paths
When you reach level five (5) you will need to select the career your character is going to follow. At this time, you will also begin to train at your trainer. All path trainers can be found in the capital city of Hibernia, Tir na Nog. There are other path trainers located in Howth, Connla, and Ardagh. Not all career paths are open to every race so you will need to plan for this when deciding which race you wish to play. The following list shows the starting class and available career paths for each class.

Stalker






Naturalist

Nightshade - Essence 



Bard - Essence

Ranger - Focus 




Druid - Harmony








Warden  -Focus

Magician





Guardian

Enchanter - Essence 




Champion - Guardian

Mentalist - Harmony 




Blademaster - Harmony

Eldritch - Focus 




Hero - Focus

Skills & Abilities

Overview:  Skills and abilties are very different in DAoC, but also very much the same. To be able to use something, you much have the ability or skill to use it. However, being able to use an item does not necessarily mean you can train or become better with that item. Every time you level up, you gain skill points based on your level. These skill points allow you to train in skills as explained under Trainers in Interacting with npcs.

Weapon Skills & Abilities:  Weapon skills and abilities allow a character to equip and use a weapon from it's weapon family. For example, having the Blades ability in Hibernia allows you to use short swords, scimitars and bastard swords. But remember, having the ability lets you use it, having the skill lets you train and become better at it!. Also, when training in weapon skills, different classes receive different weapon techniques, called Combat Styles. The more skill you have in a weapon, the more advanced Combat Styles you can perform.

- Staves - The ability to use staves of all kinds except quarterstaves. There is no Staves Skill. Every class has this ability.

- Short Bows - The ability to use short bows of all kinds. Training in the Short Bow Skill results in increased damage and accuracy.

- Blades - The ability to use one-handed bladed weapons of all kinds. Training in the Blade Skill results in increased damage and accuracy.

- Blunt - The ability to use one-handed blunt weapons of all kinds. Training in the Blunt Skill results in increased damage and accuracy.

- Piercing - The ability to use one-handed piercing weapons of all kinds. Training in the Piercing Skill results in increased damage and accuracy.

- Celtic Spears - The ability to use celtic spears of all kinds. Training in the Spear Skill results in increased damage and accuracy.

- Large Weapons - The ability to use two-handed weapons of all kinds, except celtic spears. Training in the Large Weapons Skill results in increased damage and accuracy.

- Recurved Bows - The ability to use recurved bows of all kinds. Training in the Recurved Bow Skill results in increased damage and accuracy.

Combat Skills & Abilities:  Combat skills are abilities which make your character more deadly when fighting, things such as the ability to wield two weapons at once, or parry.

- Parry - The ability to block a blow from your opponent using your weapon. This works best when you are not using a shield.

- Protect I - The ability for a tank class to guard a weaker class, reducing the enemy's likeliness to get a damaging blow on the weaker class. This skill only works if you are using a shield, unless you'd like to protect with your head.

- Protect II - Like Protect I, only your class is better at it.

- Protect III - The most efficient protection a tank class can offer.

Intercept - The ability to take blows for someone else. Your character literally throws himself/herself in front of another character, sheilding that character with your body. A shield is not required for this skill.

- Evade I - The ability to evade blows from your opponent. This ability is completely passive and will begin to work as soon as you acquire it.

- Evade II - Like Evade I, only you are better at it.

- Evade III - With this ability, you will dodge a very large percentage of blows that would normally connect.

- Celtic Wield - The ability to effectively use two weapons in combat instead of one. This works only with one-handed weapons.

Other Skills

- Stealth - The ability to hide yourself in the surrounding landscape. The better you are at this, the closer you can come to an enemy without it detecting your presence.

- Climb - The ability to climb walls and sheer rock faces. The better you are at this, the more vertical and slippery surfaces you can scale.

- Sprint Ability - The ability sprint, and for a short while, run faster than normal. This ability drains stamina very quickly. Every class in the game has this skill at level one, but each class also has varying degrees of stamina.

Armor Skills & Abilities:  Armor abilites allow a character to equip armor from a specific family or armors, like leather. There is actually only one armor skill - Shields - everything else is simply an ability.

- Cloth- The ability to wear Cloth armor.

- Leather - The ability to wear Leather armor.

- Reinforced - The ability to wear reinforced armor.

- Scale - the ability to wear scale armor.

- Small Shields - The ability to wield Small Shields.

- Medium Shields - The ability to wield Medium Shields.

- Large Shields - The ability to wield Large Shields.

Shields Skill- Specializing in Shields allows your character to become better at wielding shields of all types, and, depending on the class, grants shield combat styles.

Magic Skills:  Magic skills grant a character the ability to cast spells from that magic type. By putting specialization points into a magic skill you obtain more spells. Different classes that have the same magic skill do not necessarily get the same spells when specializing in that spell skill.

- Quickcast - The ability to cast a spell faster than normal for more mana than normal. All pure casters receive this ability at level 5.

- Valor - The Champion's spell skill dealing with debuffs.

- Light Magic - Hibernia's spell skill dealing with the powers of Light. It deals with direct damage and stuns. Available to Eldritches, Enchanters, and Mentalists. When specializing in this spell skill, Eldritches gain DDs and debuffs, Enchanters gain DDs and debuffs, and Mentalists gain DDs and crowd-control spells.

- Mana Magic - Hibernia's spell skill dealing with the powers of Mana. It deals with self buffs. Available to Eldritches, Enchanters, and Mentalists. When specializing in the spell skill, Eldritches gain speed reduction and area effect spells, Enchanters gain pet damage shields and area effect spells, and Mentalists gain DoTs and Regeneration spells.

- Void Magic - The Eldritches' spell skill dealing with pure, unbridled direct damage spells.


Void Mastery - When an Eldritch specialize in Void Magic, this skill is opened to him. It deals with 

bolt and area effect spells.

- Enchantment - The Enchanter's spell skill dealing with pet summoning and pet healing spells.


Enchantment Mastery - When an Enchanter specializes in Enchantments, this skill is opened to him. 

It deals with pet buffing spells.

- Mind Magic - The Mentalist's spell skill dealing with healing and DoTs.


Mind Mastery - When a Mentalist specializes in Mind Magic, this skill is opened to him. It deals with 

healing and confusion spells.

- Regrowth - Hibernia's spell skill dealing with healing. Available to Bards, Druids, and Wardens. When specializing in this spell skill, Bards gain more healing, group healing songs, and group regeneration songs, Druids get lots more healing, curing and resurrection spells, and Wardens get more healing and self-regeneration spells.

- Nurturing - Hibernia's spell skill dealing with buffing. Available to Bards, Druids, and Wardens. When specializing in this spell skill, Bards get speed songs and power regeneration songs, Druids get lots more buffs, and group buffs, and Wardens get self haste and stamina regeneration spells.

- Nature Affinity - The Druid's spell skill dealing with buffs, damage shields, and damage increasers. When specializing in this spell skill, Druids get DoTs and more buffs.

- Music - The Bard's spell skill dealing with songs of crowd-control. When specializing on this spell skill, Bards get confusion songs and direct damage shouts.

Beginning Play


You start out standing right next to your trainer. Remember who this is and where they are. You will be returning to this trainer as you gain levels until you reach level five (5). There are other trainers for each base class located throughout the realm that you will be able to use also, so look for them as you travel. 


Right click on the trainer and a training window will open up. You won’t have any specialization points at this time but this will give an idea of what you will see when you do reach a new level. A quest dialogue box should open up too. The quest system is discussed in another part of this guide. 


You will also be bound to the area where you start out at. To change your bind point, find a bindstone (usually a large rock with smaller rocks or mushrooms around it) and type /bind and this is where you will return when you release after a death. It is possible to bind in some towns once you get the message “You have entered (name of town).

CONFIGURING KEYBOARD AND OTHER SETTINGS

Once you have created your character, you will proceed to the character selection screen. On this screen you can select which character you wish to play and perform some game configurations. 


Click on options. You will see a basic menu with Config Settings (can set sound and music levels), Config Keyboard (set hotkeys and mouse buttons), and Config Resolution. To change keyboard configuration, click Config keyboard. If you would prefer different keys, change them but know that not all key combinations will work at this time. It may allow you to set certain keys as commands here that will not work in game.

The default keyboard settings are:

Move Forward: Right Mouse Button

Move Forward: Up Arrow

Move Backward: Down Arrow

Move Backward: Left Mouse Button

Turn Left: Left Arrow

Turn Right: Right Arrow

Strafe Left: q

Strafe Right: w

Jump/Up: a

Crawl/Down: z

Walk: f 

Look Up: s 

Look Down: x

Look Center: d

Run Lock: Num Lock

Select/Open object/door: Space

Quicksell item: j
Quick Destroy Item: unset

Torch: t

Toggle NPC/PC Names on/off: Shift-Enter

Get/Drop Item: g

Attack Mode: F6

Consider/examine person/object: n

Ground Target: F5

Show Inventory List: i

Show Stats List (Personal Info): p

Show Group List: o

Show Spells List: u

Show Skills List: [ 

Show Combat List: ]

Target Nearest Enemy: F8

Target Nearest Object: F7

Target Nearest Friend: F9

Reply: r 

Chat Log: L

Mouselook Toggle: m

Mouselook: Alt

Select Group Member 1: shift-F1

Select Group Member 2: shift-F2

Select Group Member 3: shift-F3

Select Group Member 4: shift-F4

Select Group Member 5: shift-F5

Select Group Member 6: shift-F6

Select Group Member 7: shift-F7

Select Group Member 8: shift-F8

Groups 


Looking for Group - If you are looking to join a group, click the "Looking" box at the bottom of the Group Panel.  If you are not looking, select "Not Looking."  If you wish to find someone to join your group, click on the FIND button. The system will display all those are in your area and are of your approximate level with whom you may wish to establish "contact."  If the person in the display matches your criteria, select their name and hit Contact button, which will generate a "/send” prompt in the chat window.

Creating - To start a new group, target the desired person you want in the group and type /invite. You may also invite them by using the invite button on the group panel ("o" key). You immediately become the leader of the group and have the ability to invite or disband members of your group. If you leave the group, the second person in the group list assumes the role of leader.


Joining - If another player invites you to join their group, you may type /join or use the join button on the group panel ("o" key) to join up.

GRAPHICAL USER INTERFACE

The interface consists of the control bar, chat window, effects window, quick bar, and summary window. To minimize any panel with the mouse, click on the small close box on the upper right hand corner of the control bar. Any of the interface elements may be moved around on your screen by left licking on the upper left corner and dragging the element to the position you wish. To adjust panel alpha levels, which controls the transparency of the windows, right click on the desired element and adjust the scale to your liking.

Control Bar - On the upper right hand corner of the screen is the “control bar.” The control bar displays 6 icons. From left to right, the icons represent the player sheet, inventory, abilities, combat styles, spell lists, and group panel. Click on one of the icons on the control bar or a particular letter associated with the desire information panel.


Player Sheet - "p" key or click with your mouse on the player sheet icon on the control bar. The sheet displays your characters name, class, level, guild name, guild title, association, realm title, realm points, skill (in your current readied weapon), damage (with the current readied weapon), armor absorption, armor factor, attributes, specialization points and skill levels.



Journal - Any quests that you may have pending will be listed in the Journal.



Resists - Not yet implemented


Inventory (bag icon)- "i" key or click on the bag icon on the control bar. The window displays a paper doll image of your character as they currently appear in the game, slots in which equipment may be worn, a backpack and currency. You can pick up an item and drop it on the "paper doll" of yourself to equip it, or you can put it directly into its box. If you click on an item, an icon of that object pops up onto your mouse cursor. 

        There are four slots available for carrying weapons when not in combat: left hand, right hand, two-hand, and ranged. You can drag icons of your weapons, shield, bow to the “quick bar” of hotkeys in the upper left hand corner of the screen. Now you can easily switch between bow, 2 one hand weapons, a 2 hand weapon, a shield, and an instrument, depending upon your class.


All classes come with a 5-pocket backpack, with each pocket capable of holding eight items. You may select which pocket to look in by clicking on the small sack icon to the right side of the inventory list. The active pocket becomes highlighted. Your character's money is displayed at the bottom of the inventory window. The denominations are copper, silver, gold, platinum, and mithril with each subsequent denomination being 100x the value of one before it.


Right-clicking on weapons and armor shows additional information about the weapon: speed/damage for weapons, absorption for armor. This can be done to items in your inventory, equipped items, and items on merchants. Name of item is color-coded, based your relative level to that of the object:

Gray - way too weak for you to be using

Green - Just below your level

Blue - optimal

Yellow - You won’t get full use of it, but can use it

Orange - A bit above your skills.

Red - You’ll harm this object by using it.


Abilities (hand icon)- will display what abilities come naturally to your character and that there is no training required to be able to use. It also tells what you have specialized in, what type of armor you may wear, what weapons and shield, trade skill abilities you have, and the sprint skill. 



Sprint - You may select and drag the icon over to your quick bar.  Selecting the numerical key that corresponds to the sprint icon in your quick bar, puts character in sprint mode which allows character to run a little bit faster than normal at the cost of endurance.  Once out of endurance, character will return to its normal running speed.


Combat Styles Sheet (sword icon) - The combat styles list tells your available styles, if you are a melee class. A style is a special combat move that uses up endurance. Right click on a combat style icon and summary window will display the "Opening" which is the circumstance in which this combat style can be used successfully.  If the opening is "none," then the style can be used at any time.  To use the combat styles, drag the icon from the  combat styles sheet to the quick bar.  Clicking on the icon or the appropriate number on the keyboard while it is in the quick bar will set the character in to combat mode and prepare to use the selected style.


Spell Lists - click on the symbol from the control bar that resembles a yin-yang symbol or hit the "U" key. The spell list names all available spells you have. Each list in this window can be expanded or contracted by clicking on the spell list name, or the little box beside the spell list. When expanded, spells available to you from that list and their level will be displayed. To ready a spell into your quick bar, select the spell you desire with the mouse and drag it over to where you want it on your quick bar. If you've grabbed a spell that you didn't mean to, you can right click anywhere on your screen to rid it from your mouse pointer. Also in this window is the pet button and the concentration button. These buttons are for mini windows that control pets or spells (buffs) that use up concentration. 



Pet Window - Select the one labeled PET to call up the pet window.  If you have no pet, it will be blank.  If you do have a pet, this window will open automatically but can be closed if desired.  The pet window will display the name of your pet, its health and a list of possible commands and behaviors you can give to your pet.  You can have your pet act aggressively (attack everything), defensively (attack only that which attacks its master), or passively (attacks nothing).  You can have your pet follow you, stay, or go to your target location (currently defined by a target monster).  You can select the attack button to have your pet attack your current target, and you can select the release button to release your pet from your command. These two buttons (attack and release) can be dragged to the quickbar.



Concentration Window - button labeled CONC will reveal a small window that pops up at the left side of the screen. If  a character has concentration-type spells, the active spells would be displayed in this window.  To remove a buff that is using up your concentration, shift and right click on it in the concentration window.


Group Panel - The group list has all group members, their level and class, power, hit points, and what buffs they have. There are buttons for invite, disband, and display mini group window. Also is the looking for group check box and the find button. If you are looking for a group, click on the find button and it will list everyone of the appropriate level who has marked themselves as looking for a group or additional group members. A group may be composed of up to eight party members.



Mini Group - open the mini group window by selecting the "mini" button on the group panel ("o" key). The mini bar will show the member name, their health (red bar) and member power (gold circle that represents approximate power which gets brighter as power is regenerated).

Incoming Text Window: Chat and Effects - You may adjust the length and width of this element. If you wish this window to be complete transparent and to be able to read the text clearly, move your alpha level all the way to 0. You can SHIFT-UP to repeat the last typed command. The page up and down keys are definable and are split into two sets for the chat window and the system window. 

Quick Bar - The quick bar allows you to assign your spells and skills to any number key from 1 to 8. You may also switch between 8 different quick bar settings by using shift plus a number from 1 to 8 (or the left and right arrows on the quick bar). To adjust the orientation, simply click on the little black square in the corner of the quick bar. To remove any hot key set up on the quick bar, SHIFT-RIGHTCLICK on the item you want removed.


Making Macros To assign a / command to a quick key on the quick bar:  In chat window, type /macro plus the slash command and press enter.  Examples: /macro /sit . A button will appear on your mouse pointer with the first part of the text and you can then place it on the hot bar. The button is small so only the first three letters will appear on it.

Summary Window - defaults to the lower right hand corner of the screen and displays character's current health (red), endurance (green), power (yellow), and experience (blue), as well as name, level and health of your target.  The long blue bar (bottom) represents 10% of the total amount of experience needed to advance to the next level.  The line of blue circles represents 100% of the experience needed to reach next level. Each time the long blue bar fills, one bubble will fill correspondingly.

EQUIPMENT


Your inventory is a 5 pocket backpack and each pocket can hold 8 items. You start out with a training weapon and if your class can use one, a training shield. Once you acquire some money, you can buy armor, better weapons and shields from a merchant, or a player craftsman. You may find some weapons and armor as loot from crits but they are usually of low quality and should be sold. Some quest will result in quest armor and weapons as well. Quest items are better than player made items which are better than merchant items. Quest items always have a quality of 100 percent, player-made range from 90 to 100 percent, and merchant is always 85 percent. 


Your equipment can deteriorate over time. If you begin to find yourself missing more or doing less damage, be sure to check the condition of your weapon. If you find yourself taking more damage then check your armor. If you right click on it, information showing the quality, condition, and durability will be shown. When an item’s condition is not 100%, you can have it repair for a small fee by an NPC smith or a player with high enough crafting skill can repair it. With each repair, an item will lose durability. Once an item loses a great deal of durability, it will not be able to be repaired to full condition.

Equipment is color-coded as to its usability to your level: 

gray is too weak for you to be using

green is just below your level

blue is optimal

yellow is a little above your level and you won’t get full use of it

orange is above your skills and will deteriorate quickly

red is far above your abilities and you will seriously harm it.


You can buy dye for your armor from dyemasters and dye merchants located in most villages. Place the piece of armor in your backpack; then pick up the dye and drop it on the armor. There is cloth dye, leather dye, and enamel for chain and plate armor. Bleach will return your armor to its original color, but there is no need to bleach before you re-dye something.


To trade items with another person, pick up the icon of an item and drop it on the person.  This will open up a trading window. You can right-click on items in the player trading window to see information about those items.  When the crystal above the accept command turns white, you can click on "accept" to trade.

GAME COMMANDS:
- 

(numeric keypad) Takes a screenshot of the current scene

TAB

Hides the interface displays.

ESC 

Removes the current target from your target panel and clears the text input box.

Pgup/down 
Scrolls up or down in chat window. With SHIFT scrolls effects windows.

‘ or “ or Enter: initiates conversation in your selected chat mode

shift and left click: removes a buff on your character or a hotkey from the quickbar

/commands
While some of these commands may be set up using quick keys (see Configuring Keyboard), others require the use of the / commands. To use these commands, simply type / in the command line followed by the appropriate command. Over time, these commands may be changed or modified, so be sure to note when changes are made.

/advice, /a: displays a list of all player characters who have flagged themselves as advisors; you may ask 
them any questions you have and they will try to answer them

/advisor: turns on or off the advisor flag on a character who has 15 hours of /played time

/appeal, /ap: initiates an appeal to a Customer Service Representative, which you should do if you encounter 
a bug or a gameplay problem

/assist: provides you with the target of the person you were targeting when this command was used

/autosplit coins: automatically splits all coin loot between those in the group--default is on

/autosplit objects: automatically splits all object loot between those in the group--default is on

/autosplit self: removes yourself from the item autosplit list if you want no more items, but items you loot 
will be distributed others

/bind, /bi: makes a particular bindstone the location of your return to life, if you are not near a bindstone, this 
command tells you where you are bound

/broadcast, /b: sends a message to everyone in your village (available only in certain villages, forts, and other 
locations)

/cg disband: used by a chat group leader to disband the chat group

/cg invite [playername]: used by a chat group leader to invite [player name] to join a chat group or start a 
chat group

/cg remove [playername]:  used by a chat group leader to remove someone from the chat group

/cg who: lists the chat group leader and the names of everyone who is in the chat group.

/dir, /d: Gives the direction the player is facing

/disband: Disbands a group or allows you to remove yourself from a group

/em: If you wish to perform an action that is not immediately available in the game, you may use /em or /emote: to display your desired text.


Animated emotes:


/bang (on shield)


/beckon


/blush


/bow


/cheer


/clap


/cry


/curtsey


/dance


/flex


/kiss


/laugh


/point


/salute


/victory


/wave

/follow: will autofollow person targeted 

/friend, /f: sends a message to a chat group that you have set up (see chat options below)

/gc: guild commands


/gc decline: Declines invitations into the guild or declines formation of the guild.


/gc invite [character name]: Invites [character name] into the guild. Must have the ability assigned.


/gc who – Who of the guild is online.

/group,  /g: Sends a message to just those in your group

/guild, /gu: sends a message to your guildmates on the guild chat channel

/help: displays the help system

/invite: Invites the targeted person into your group

/join: Join a group which has invited you—you cannot join if one of the group members is in combat

/lastname [LastName]: Once you are level 10, you may target the Name Registrar and use this command to 
receive a last name

/osend: sends a message to the guild officer chat channel; your guild leader must activate this channel for 
your guild rank to enable you to use it

/played: gives you the amount of time you played this character

/pray: targeted at a gravestone, it allows a player to recover some of his/her experience lost due to a death

/protect: allows you to protect vulnerable members of your group if you have this skill

/quest: Displays the details of the quests you are on and/or have completed.

/quit or /q: Quit the game (initiates a 20 second timer if you haven’t been in combat recently, or 60 second 
timer if you have)

/release: returns you to where you have last bound. Do not type this if you are in a group with a resurrecting 
class, or else you cannot be resurrected!!!

/repair: your character will attempt to repair the targeted item on the ground; if you have insufficient trade 
skill to make that item, you will be unsuccessful

/rest: Rest is used to allow a player to sit and heal. The rate of health regeneration is approximately twice that 
of when the player is standing

/salvage: your character will attempt to break down the targeted item on the ground into its component 
material based on your crafting skill

/say: Sends a message to those in the immediate vicinity.

/send: Sends private messages to another person 

/sit: Same as /rest; you also can use /s ;)

/stand: Makes your character stand up, though it is quicker to move forward so you automatically stand up

/stuck: sends you back to the last recorded legal spot for your character (if you get stuck in a wall, tree, or 
other object.)  You will sit and log off.  When you log back in,  you will be in your last valid position saved by the server.

/task: tells what task you have been given

/time: Shows the current game time

/trade: turns on or off all requests to trade with your character

/where [full name of a NPC]: use this command while targeting a nearby guard and if the guard knows the 
NPC, he or she will point in the direction of that NPC

/who: Lists all the players in the game, their general location, level, class, and guild affiliation; you may also 
append other commands to this command to narrow your search, like /who [character name]. To find 
out which Sacred Silver Blades are online, you can type /who Sacred (will give a list of all characters 
in guilds with the word Sacred in its title), /who Blades (will give a list of all characters with 
Blades in the guild name), etc.   Currently restricted to 25 name list.

The Function Keys

The following is a list of the default function key settings:

F6: Combat mode on/off

F7: Target nearest option, select key again to cycle through objects

F8: Target nearest PC, starting with yourself, select key again to cycle through other PCs.

F9: Target the nearest monster, select key again to cycle through monsters.

Shift/F1 thru Shift/F8:  Select group member

Camera keys

F11
change camera view from first person, third person, and third person detached.


Third person mode


~

Pans camera. Press key and then left of right arrows to pan left and right..


a

pan up


d

pan down


up arrow
zoom in


down arrow
zoom out 

THE CHAT SYSTEM

By default you have 5 tabs:  general, broadcast, group, guild and friends. You can configure the five tabs on chat window to filter various categories of messages that come from the server, such as; messages from other people, default chat channel, colors of messages. 

Configuring Chat - Right click on the main part of the chat window, to get a window that enables you to set text colors for different incoming and outgoing messages.

By right clicking on a tab, you can set which messages are sent to that tab. Click the small box next to the type messages you wish to show in the current window. You can set them up any way you like. By default, you will send to the group whose tab you are in. You can change this via the right-click configuration window. The item surrounded in a white box is your default destination.

Be sure to click ACCEPT after making any changes.

The chat commands are:

General Chat - /say, /s - sends message to those in the immediate area.

Broadcast Chat - /broadcast, /b - Certain "mini regions" in the game will have Broadcast Chat enabled - mainly the cities, towns and villages. While in these zone regions, you'll be able to /broadcast to others in the same zone region.

Group Chat - /group, /g - command to chat to your groupmates.

Guild Chat - /guild, /gu -Guild chat allows you to chat between your guild members.

Friend Chat -  /friend, /f - A chatgroup can have up to 20 people in it.  The chat group leader uses the command /chatgroup invite <playername>.  The invited player will get a dialog asking whether he wants to join the chatgroup leader's chatgroup.  Anyone in the chatgroup can use /chatgroup who to see who the group leader is and who is in the chatgroup.  The chatgroup leader can also use /chatgroup remove <playername>  to remove someone from the chatgroup or /chatgroup disband to disband the chatgroup. If the chat group leader exits the game, the next person in the chat group becomes the leader. To chat to people in your chatgroup, use /friend or /f. The /chatgroup command has a synonym /cg.   

Combat

Choosing a Target - You can either select on your target by using your mouse or by using F9 select the nearest target  When you select a target, your target panel will display the target's name, level according to the a color and symbol code, and health.

Target Color/Symbol Codes

purple +++
much higher than your level

red ++

far above your level

orange +
above your level

yellow 

same level or slightly above you, 50/50 chance of defeating

blue - 

slightly lower in level than you, should be able to solo

green -- 
quite a bit lower level than you, small amount of experience and loot

grey --- 
much lower level than you, give no experience or loot

You will probably not be able to kill just any blue, and certainly not every yellow, when soloing. This is something you will need to learn for yourself depending on your class. Each class has different abilities, weapons, and armor and this will affect what level crits you will be able to solo hunt.

Melee - approach the target, hit F6 to go into combat mode or the corresponding key if you changed keyboard configuration and you will be using the weapon you have chosen as your ready-weapon (defaulting to the weapon in your left belt slot). To disengage from combat mode at any time, simply hit the same key again. 


If you have a style, you may move the icon to your quickbar and use the icon of the style. Using a style will lower the amount of endurance that you have but you lose half the normal amount of endurance when you miss. If you strafe in combat, your to-hit roll is decreased by 50%. 


Specializing in a weapon increases the average damage you will do using that type of weapon and the number of times you will hit for max damage.  It does not increase the chance you will hit. The higher your weapons skill, the more styles you will have, which will give you more damage capability as well. 


Dual wielding system is designed for the dual-wielder to have two fast weapons, one in each hand.  If you use a slow weapon in your right hand and a faster weapon in your left, you will not be nearly as effective as a player using one weapon and a shield. If you use two fast weapons you will do much more damage and be more effective. Specialization in the Dual Wield skill determines how often you attack twice in the same round (i.e. once with each weapon).  Dual wield styles key off of the primary weapon's hit (not the secondary hit/miss). 

Ranged Combat - providing you are of a class that can use ranged weapons, ranged weapons currently include short bows, long bows, and crossbows.   To use a bow, one must put the bow in their ranged slot. Click on the bow and drag it over to one of the slots on the quick bar, then hitting the corresponding number  key will fire your bow. In order to use a bow effectively, one must have 'Fired' skill, which is a skill that's awarded at certain levels.  Without this skill, you will not be able to fire the bow 100% of the time. 


When preparing to fire if you try to fire before you can you will auto-fire. If you try to fire twice - you will auto-fire then auto-reload. Clicking again on critical shot while a shot is in process will return to normal shot. Use this if you want to get a shot off quickly and you have already initiated the CS process.  

Combat Magic - You can drag spell icons of a desired spell from the spell list to quick bar to have it combat ready. Caster must select his or her target. Then either left click spell icon on the quick bar or press the corresponding number key. Once hit, the target will advance upon the attacker. Once the monster engages in melee combat with the caster, the caster will become too distracted to continue casting and must resort to their weapon in hand. The yellow bar in the target panel represents power. 


Casters may quickcast while in battle if they have specialized in quickcast. A quickcast spell costs 2 to 4 times more power, but it takes half the time and is very, very hard to interrupt. Drag the quickcast icon from your skill sheet to your quick bar. When you wish to quickcast, click on the quickcast icon and then the spell icon. 


You can target areas on the ground with the GroundTarget cursor. In your keyboard config, set up your ground target key (defaults to F5). Hold down the F5 key and the ground target will appear. While you are holding the key, you can move the ground target around with the arrow keys or with the mouse if you are in mousemove mode. When you release F5, the target will flash and disappear - it has now set a ground target for your character. If you forgot where you set it, you can tap the F5 key to get it to flash to remind you where it was set. If you double-tap the F5 key it will remain on your screen persistently. You use the GroundTarget for certain spell types as well as certain special attacks (volley, longshot, and siege equipment). 


You can not mesmerize a monster that has been damaged more than 25% of its total hits. Mesmerize is intended to be a crowd-control measure at the beginning of the fight, not to affect monsters in the middle of a combat sequence. When a rooted or slowed monster is hit, the effect will vanish. It is meant as a way of taking a monster out of combat while other monsters are dealt with or for getting yourself out of a bad situation.

Combat Messages

Combat messages of the monster that you have targeted shows up in orange text in the chat window. The combat messages of all other monsters who are fighting you show up in red. This makes it easier for you to keep track of the monster you are fighting, and can more easily "pick up" their combat messages so you can perform you styles appropriately.

Health - indicated by the red bar. Your character may regenerate health over time.  Using the /rest or /sit command regenerates your health twice as fast as standing. Sitting down in combat (or when any member of your group is in combat) does not increase your power regeneration rate. You will regenerate power, just not at the "out of combat and sitting down" rate.

Death - It is inevitable that you will die. Once you die, you can type /release to return to where you bound yourself. If you do not release within a certain amount of time, you will automatically release. Also, if you go link dead before releasing, you will automatically release. Beginning at level 6, you will lose constitution and experience each time you die. The experience loss will never cause a level to be lost. To regain your constitution and get rid of resurrection sickness, visit an NPC healer. Healing the resurrection sickness is free and it does goes away on its own, but you must make a donation to regain constitution. You may regain some experience by returning to your gravestone and praying. (/pray). You may have only one gravestone at a time.  If you die while on your way back to your gravestone, the old gravestone will disappear and a new one will appear at the newer location of death.

Resurrection - A death occurring after 6th level gives a player two options.  They can /release, or they can be resurrected by a cleric. The death itself will incur the first half experience loss penalty, which if 5% of the total experience required to attain the current level.  If the player uses /release, then the second half of the experience penalty plus a three-point constitution loss will be applied.  The most experience a person can lose as the result of a single death is 10% of the total experience for that level.  After the person has typed /release, a grave stone is erected where they died.  If the player chooses to return to that site, they may type /pray while targeting their grave stone.  This will return to them the experience penalty they acquired as a result for using the /release command.  The original 5% experience loss for the death and the constitution loss will still exist.  A cleric may choose to perform a resurrection.  If the player is resurrected, they will be returned to the spot where they died and only have the first 5% experience penalty for dying.  A cleric's resurrection allows the player to avoid the second half of the experience penalty and the constitution penalty.  Death by players from other realms will NOT incur an experience loss, though players may still lose constitution if they are not resurrected by a cleric.

INTERACTING WITH NPCs

Under most NPCs' names is a description of what they do in brackets.

Merchants - may sell weapons, armor, or other items your character might need. Right click on the shopkeeper, a store window will open up. If you can use (equip) an item in a merchant's list of items, the item's name will be a brighter/bolder white. Right-clicking on weapons and armor shows additional information about the weapon: speed/damage for weapons, absorption for armor, quality of item. Name of item is color-coded, based your relative level to that of the object:

Gray - way too weak for you to be using

Green - Just below your level

Blue - optimal

Yellow - You won’t get full use of it, but can use it

Orange - A bit above your skills.

Red - You’ll harm this object by using it.

The rule of thumb for buying/using weapons and armor is: Buy yellow and keep until it turns green.

To buy an item, click on the item and hit the BUY button. To sell an item, select the item from your inventory and drag it over to the SELL button in the store window or press the quicksell key set up in the keyboard configuration (default is j). You can appraise items in stores by dropping the icon onto the APPRAISE button in the store window. Your current amount of coin is displayed both in the store window and in your inventory.

Trainers - Trainers work similar to shop keepers. If you right click on a trainer of your class, a training window will pop up. If you have sufficient skill points and wish to train in a skill, select the skill in which you wish to be trained and then hit the TRAIN button. Be careful, once you've selected to train in a skill, you cannot undo your selection. If the trainer is not of your class, a training window will not be available to you.

Enchanters: if you have higher level items, you may hand your item to an enchanter and for a fee, they will increase your ability to hit (for weapons), or increase your ability to avoid being hit (for armor.)

Smiths: if your armor is not 100% condition, you may hand it to a smith and for a fee, they will repair it.  Or find a player character with the appropriate crafting skill and they can repair it. Players may or may not charge you money for it.

Healers: right click on them and they will cure your resurrection sickness (free) or give back lost constitution points for a fee that increase per constitution point as your level increases.

QUESTING

Some NPCs will give you a quest if you right click on them. Your trainer will give class specific quests at certain levels also. A dialogue box will pop up with some words in brackets. Either click on the words in brackets or /say them. A confirmation box will come up and you can decide whether or not you wish to get the quest. Your journal will list quest name, step number, and information on what you need to do.  To learn about quests, visit the town crier or barkeeper. Right click on them and click on adventure. They will tell you about any nearby quests that you are eligible for; click on adventure repeatedly to scroll through all quests. Town criers can also give you directions on how to get to another village.  All characters in a group on a quest receive the quest items when they kill a monster.

You can also receive tasks from NPCs that give you a certain amount of cash and experience based upon your level. You may only receive a certain percentage of your experience each level from tasks. To receive a task, target an NPC and say "help" or "task." If the NPC has a task for you, you will be asked to carry an item to someone for them or to kill a certain monster and return for a reward. Named guards give kill tasks, other NPCs give delivery tasks. You have 2 hours to complete the task.  To see what your task is, type /task; this will tell you your current task and how much time you have remaining to complete the task. You can only do 1 task at a time. If you die while you have a task, the task is removed plus any items pertaining to that task.

Getting Help in Game
ADVICE SYSTEM

When you need a question answered, your first choice should be to use the advice system.  This system allows characters who have at least 15 hours of /played time to flag themselves as advisors by using the /advisor command. Players who type /advice will see a list of players in their realm who have flagged themselves as advisors, and can then use /advice [player name] to ask that player their question. This command works exactly like the send command, except has a [Advice] tag in front of the sends. This system provides an easy way for new players to contact the more experienced players of the game who like helping new players out. Players who have flagged themselves as advisors can turn this flag off at any time by typing /advisor again.  If you ask for advice from another character using the /advice [player name] command and receive inappropriate or rude responses, you may use /appeal and describe the problem with the advisor.

CUSTOMER SERVICE

When you see a character with a CSR after his name, he will be a customer service rep. If you wish to contact customer service about any problems with the game or other characters, type /appeal [problem description] and it will open a ticket in the appeal tracking database. If you have an Appeal already submitted, you can add more information by typing /appeal [more information] again, and it will append any added information into your current appeal. If you want to check on your status in the Appeal queue, just type /appeal. DO NOT report bugs through this command.

There are Customer Support Representatives (CSR) staffed on the Beta Server from 2pm EST - 2am EST, Monday - Sunday. These people can be identified by the [CSR] tag after their names. These CSR personnel may not be visible on a /who list, but they will be monitoring the ticketing queue. The intent is to test out the /appeal system and some of our new support tools, there will NOT be guaranteed support to anyone at this time. These appeals may be removed from the appeal tracking database at anytime while the systems are being developed.

Your appeal is still active if you log onto a different server/character.  If you log off, your appeal goes into an "inactive" pile. When you log back in, your appeal goes back into the active pile.

