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Installing the Game

Please Note: Dark Age of Camelot: Platinum Edition contains the
original Dark Age of Camelot and all current retail expansions
including Trials of Atlantis. It also includes both optional expan-
sions: Foundations and New Frontiers. So, any documentation or
online content that refers to Trials of Atlantis (ToA), will apply to
the Platinum Edition.

Starting the Installer Application

Place the first CD in your CD-ROM drive. If you have auto-run
enabled you should see the Installer application start. If you do not
have auto-run enabled or the Installer application does not start, left-
click on the Start button on the Windows Desktop, then left-click on
"Run", then type D:\installer (where D is the drive letter for your
CD-ROM) and press the Enter key. With the Installer application run-
ning you can install DAoC.

Installing DirectX 9.0

DAOoC requires installation of DirectX 9.0 or higher. If you need to
update your version of DirectX, left-click on the "Install DirectX" but-
ton and follow the instructions provided.

Installing Dark Age of Camelot

To install DAoC, left-click on the "Install Game" button on the
Installer application. The game installer should start. If the game
installer does not start, left-click on the Start button on the Windows
Desktop, then left-click on "Run" then type D:\setup (where D is the
drive letter for your CD-ROM) and press the Enter key. When the
game installation program starts follow the instructions provided.

When swapping CDs during the install process, make sure that you
wait until your CD drive has "spun down" (usually the drive's activi-
ty light stops flashing and goes out) before pressing the eject button.

Otherwise you may experience disc contention issues. If you contin-
ue to have problems trying to install with your CDs, and you have
plenty of free space on your hard drive, you can try the following;:
Copy Setup.exe from CD #1 and Setup.W02 from CD #2 to the same
directory on your hard drive and then run Setup.exe from there.
Remember to delete these files after setup is complete.

Activating your DAoC Account

If you have an existing account, you can skip this section

After you install DAoC, run the game. Enter your orignal DAoC CD-
Key (from the original version of the game, not an expansion) in the
dialog and click the OK button. The game will patch itself and dis-
play the login screen. Click the "New Account" button and fill out the
displayed form completely. Please note that once again you need to
enter your original DAoC CD-Key. Make sure to double-check the
correctness of all your information before clicking the OK button.
Note that your CD-Key should be entered in all upper-case letters.
Click the OK button only once. In a short time, you should get a mes-
sage stating that your new account has been created. Even if you
don't get the message after a few minutes, your information may
have registered. Go back to login screen and try to login

Activating Expansions

Once you have created an account, you can enter your account name
and password into the login screen and proceed to the server select
screen. If you have an expansion that has not been activated, you
should see an "Activate Expansion" button on this screen. To activate
an expansion, click on the button and this time enter your expansion
CD-Key in the dialog and press the OK button. Please note that
expansions must be activated in the order of their release, for exam-
ple, Shrouded Isles must be activated before Trials of Atlantis. Also
note that the Gold Edition CD-Key activates the Shrouded Isles on
account creation.



= Wart One: Getting Started

Welcome to the Dark Times

Welcome, traveler. These are dark times, indeed. We invite you
to join us in bringing light back to our lands. Arthur is dead;
hordes of monsters and brigands, and worse, travel the land.
Our enemies gather to tear down what we have built. Join us
and protect the realm from its adversaries. It will be an adven-
ture worthy of song and verse, to be sure.

If you so choose, you may join the defenders of Albion, what
remains of Arthur’s realm, with fair Camelot at its center. Fight

with weapons and magic and rise among the ranks of protectors.

We are the protectors of the land of Arthur, the
greatest of kings. Ours is the fair land of
Albion, and none fairer do grace this earth.

We have need of strong arms and quick minds,
as we are ever vigilant against the black

hordes that spring up nearly everywhere, save
the halls of Camelot themselves. You may win
renown and great rewards from your efforts.
Come join those who
defend Albion!

By Thor’s Hammer and Odin’s Mighty Beard,
there are none love a good fight more than the
Vikings. And fight we shall, wherever our ene-

and wield your sword or hammer with us. None
can stand against our might, for we love battle
like none other. Be a mighty hero, even among
the greatest of us, and the skalds shall tell your
tale in ages to come.

mies may gather. Come to the land of the old gods

The others may tempt you with mighty deeds and
fine words, but in Hibernia we keep closest to the .
oldest of the spirits of the earth. Ours is the most g« 4|
mystical land, imbued with the spirit of ancient [V ,-5'
days and ancient powers. If you desire to fight i
with us against the encroachment of evil
and darkness, come to the most magical
land of all, Hibernia.

Whatever Realm you choose, you will find

compatriots ready to wield sword and axe, hammer and
spear...to cast mighty spells and to travel beside you. You will
have no dearth of enemies to vanquish. Are you ready, then?
As every journey must start somewhere, yours will start here!

ZLogging onto DAoC

To start the game, double-click on the Dark Age of Camelot
shortcut on your desktop or open it from the Start/Programs
menu.

% The first time you run Dark Age of Camelot, you will need to
enter the CD key number found on the front of the jewel case
manual. Enter the key number exactly as it’s written. Once
your CD key number is verified, you will not have to enter it
again unless you need to reinstall the game for some reason.

+» Click OK and the patcher utility will search for any updated
files, downloading them to your computer if necessary When
the patcher has completed its job, the Account Entry window
will appear.

< Enter an account name and password in the spaces provided.

« From the pull-down list, select an existing character to load the

game directly with that character, or select No Thank You to

load the Character Selection Screen.

For more information on logging on for the first time, see the
Installation Manual in the CD case.



4 the needs of all its players
but Dark Age of Camelot is

>4 arching story. Mythic
2} Entertainment is dedicated
| to making Dark Age of

Camelot meet the needs and

) desires of a wide base of

9] users. To make this happen,

_‘:?f DAoC will have many dif-
ferent types of servers avail-
able to its users. These server types will develop and evolve
based on the feedback of our players. Some servers will be dedi-
cated to the more casual gamer but others will be geared to
power gamers. Information about the servers that are currently
running can be found on the Server Window, where you will
find the following options:

You can play on any available server.
Check which type of server it is before
you begin.

+» Click a server and then click Play to enter the game,

RS

» Click Edit Account to modify your account information,

KD

% Click Edit Billing to modify your billing information,

2

% Click on Tech Support to open the DAoC support website,

KD

» Click Credits to view the game credits or

o

K2

.

%

+» Click Exit to close this window & return to your desktop.
The Server Window tells you the status of each server as well
as how many players are currently on it.

Characters created on a specific server are unique to that server. You
can create characters on other servers, as well. To play a charac-
ter, you must log onto the server where it was created.

Server Types

There are four types of servers available in the Dark Age of
Camelot and the expansion, Shrouded Isles:

Normal Server

On the normal servers, players are restricted to their individual
Realms. There is no player killing (PvP) other than in Realm vs.
Realm (RvR) combat in the battle zones and frontier areas. Relics
can be captured and maintained by each Realm, and the benefits
conveyed by captured Relics affect all Realm members.

PvP Server

On the PvP server, players may kill other players from any
realm including their own. They will receive experience points
and some coin for doing so. They cannot loot the bodies of the
player foes. Relics are captured and maintained by groups and
guilds and the benefits go to the members of the group or guild that
controls the Relic. Players under level 10 have a flag that protects
them from PvP attack. After level 10, any player can attack any other
player, other than those in your own group or guild. Cities are safe
zones. Also, on the PvP servers, players can collect loot from any
Realm; however the same restrictions on using items and skills apply.
So, even though a player may be able to equip an item from another
Realm, any magical benefits may not work.

Cooperative

The Cooperative servers (sometimes known as PvE) are for
those players who want to wander all three Realms, interacting
with all the races and classes in the game. On the Cooperative
servers, players can communicate, group and adventure with
characters from each of the Realms, and from each of the races
and classes. There is no RvR system, or any restrictions to open
play. Also, there is no player killing on the Cooperative servers.



Role-playing Servers
On the Roleplaying servers, the idea is to keep the game within
the appropriate context. This especially refers to naming charac-
ters, where only Realm appropriate names will be allowed. For
more information on rules for role-playing servers, please see
http//:support.darkageofcamelot.com

' % The Realims of DAC

Another one of the unique features of Dark Age of Camelot
(DA0C) is the Realm-versus-Realm conflict that is built into the
game. In DAoC, the focus is on Realm-based teamwork, where
all players that belong to your own Realm are your friends —
you cannot attack them, steal from them or in any way harm
them. You can understand and communicate with these mem-
bers whether or not you are members of the same race.

Conversely, all players from opposing Realms are your ene-
mies. You cannot communicate with them or trade with them.
You can, however, fight them.

Traditionally, there have been a host of problems with any
Player vs. Player (PvP) implementation, whether it is chaotic
free-for-all, or simply getting “ganked,” looted and then insult-
ed by other players. Here, PvP is team-based. Moreover, you
will be able to rise to medium-level without having to worry
about being marauded by high-level enemies. As you grow in
stature, you will be encouraged to protect your Realm from
enemy incursions, and even participate in group raids against
other Realms.

DAoC’s PvP system strongly guides you into conflict against mem-
bers of opposing Realms. The PvP system is an integral part of the
game itself and was designed to yield a balanced and enjoyable
experience for all players. Each character class has been designed
with PvP in mind, and each plays specific roles in PvP situations

In order to allow new players some time to gain experience in“
the game, each Realm has a series of keeps, guards and choke
points to limit an enemy’s access to the more secure parts of
the Realm. Before even reaching these, a raiding party will
have to pass through the dangerous frontiers.

Other special features contribute to the uniqueness of PvP in
DAoC:

+ Players of different Realms cannot communicate with each
other,

+* When a player dies in PvP combat, there is no experience
loss for that death,

¢ There is no looting of a player's body after he has been
killed,

+¢ Players will not gain experience from hunting and repetitively
killing a low level player,

+» When a member of another Realm gets too close to an NPC
from an opposing Realm, that NPC will automatically attack.

So, what does this all mean? Very simply, it means that PvP is
no longer something to be feared. We have taken the best
aspects of PvP (the challenge fighting other human players,
organizing and executing raids, reaping rewards) and remov-
ing its worst aspects.

Of course, PvP isn’t for everyone. Some players will want to
concentrate on playing against monsters and solving quests
that don’t involve going into enemy territory. There will be
plenty to do for players that prefer this more traditional
online RPG experience — Camelot offers all the quests, com-
munication, character advancement and role-playing of any
other online RPG, and can be enjoyed at that level —so long
as the player stays away from the far-flung frontier areas of
their Realm.



In addition to the three Realms, there are three main regions,
each with its own unique characteristics and opportunities - the
Mainland, the Shrouded Isles and Atlantis. When you create a
character, you will choose where that character's adventures
will begin: in the original Mainland realms or in the Shrouded
Isles. Then, once you have grown strong enough, you will be

>4 able to travel to the mystical world of Atlantis where great dan-

gers and even greater rewards await you.

You can move easily between these regions by visiting various
means. Here is a list of travel points:

To travel from the Mainland to the Shrouded Isles:
Hibernia: Across the river from Connla in Shannon Estuary
Midgard: Town of Nalliten in Gotar
Albion: Avalon Marsh dock

To travel from the Shrouded Isles to the Mainland:
Hibernia: Grove of Domnann
Midgard: Aegirhamn
Albion: Gothwaite Harbor

To travel from Shrouded Isles to Atlantis:

Albion: Caer Gothwaite dock
Midgard: Aegirhamn dock

Hibernia: Dock on the river at the base of the Grove of
Domnann

To return from Atlantis to the Shrouded Isles:

Ruins of Atlantis Dock in any realm, board the boat, Vision
of Atlantis, back to Caer Gothwaite, Aegirhamn or Domnann

Character: Select & Create

Once you've selected the Realm of your choice, you'll find
yourself at the character selection screen. The window on the
right of the screen shows your currently selected character.
Because you have not selected characters yet, this window will
be blank.

Select Character

The name of each
available character
will appear on a char-
acter select button. If
you have no character
in a particular slot,
the button will dis-
play “Create New
Character.” You can
create up to eight
characters in your
Realm of choice.

To create a new character in an empty slot, click the Create
New Character button. Character creation is covered in the
next section of this manual.

Play

Selecting the Play button will send you into the world. This
button will be darkened and unavailable until you create a
character.



Select Quit to disconnect from the game and return to the desk-

XY top. You will be asked to confirm this choice.

) Options

The Options button allows you to configure some aspects of

(&4 how the game looks and operates. When you click on the

Options button, you will see a small option menu:

! Configure Mouse
.’ Mouse [ON/OFF] - enables or disables the mouselook feature.

2 Mouselook [ON/OFF/REVERSE] - Mouselook allows you to

) enable or disable the use of the mouse for scrolling your view in
the game. Reverse allows you to reverse the scrolling.

Mouse Sensitivity [HIGH/MED/LOW] - sets the amount of
sensitivity on mouse movements.

Config Keyboard
The keyboard defaults to the settings listed on the next page;
however, you can change them to a configuration of your own.

To change a key setting, simply click on the setting you wish to
change and then press the key on your keyboard (or the
left/right mouse buttons) that you want to assign to that option.

Note that if you use a key that is already assigned, the command it
was previously assigned to will be “Unset” and will no longer have a
keyboard command associated with it.

Config Resolution

Several resolution options are currently available: 800x600
(default), 1024x768, 1152x864, 1280x1024, 1600x1200. Select the
resolution you prefer.

Note that most of the following options can affect system performance,
and that the higher settings affect performance most.

Config Performance
ClipPlane [NEAR/MEDIUM/FAR]- Basically, the distance at
which the program will draw detail in the world.

Figure LOD [OFF/NEAR/MEDIUM/FAR] The distance at
which details on figures will be filled in.

Config Shadows [HIGH/LOW /CLASSIC] - The level of detail
in shadows.

Other shadow options: [NO FIGURES/ ALL FIGURES/ONLY
PLAYER/NEAR 5 FIGURES/NEAR 10 FIGURES]

Config Water [REFLECTIVE WATER/CLASSIC WATER] -
How water is rendered in the game.

Quality Reflection [LOW/MEDIUM/HIGH] - Quality of reflec-
tions in water.

ReflectionUpdate: [SELDOM/OCCASIONAL/OFTEN] - How
often reflections are updated.

Display window [FULL SCREEN/WINDOWED MODE]

Warning: Windowed mode will not operate correctly on all systems,
and can cause poor performance or crashes. For more information, go
to support.darkageofcamelot.com.

Config Interface

[CLASSIC/TRANSPARENT/SHROUDED ISLES] - Basically,
three options for the appearance of the interface.

Chat Font [NORMAL/SMALL]
Config Sound

Sounds [OFF/1-9/FULL]

Music [OFF/1-9/FULL]

Ambient Sounds [OFF/1-9/FULL]
Ambient Music [OFF/1-9/FULL]



7" Create Character

You can have up to eight characters in a single Realm, and you may
only play from within one Realm per server. Select one of the eight
Create New Character buttons to progress to the character manager.

>4 The next screen contains all the options necessary to define a

new character for your Realm. In the center of this screen is a
full-body image of the character you are creating, with a rotat-
ing close-up of the face and head above it. Note that as you
move your mouse cursor around the screen, information about
each of the options there will display in the small text window
to the lower right. Use the following options to define your new
character and refer to the Realm-specific tables at the end of this
section for more information.

Choosing a Name

Give your character a name suitable for the world in which you
are playing. There is a name filter, so some names may be
rejected if they are already in use or are considered to be out of
the flavor of the game. If you have difficulty selecting a name,
click on the Generate button to create a randomly generated
name for your character.

Accepted names may still violate the Code of Conduct, and can be
changed by Customer Service Representatives at their discretion.

Choosing a Race

Select one of the six available races that inhabit the Realm you
have chosen. Note that, although there are 18 races available
within the game, only six are available in each Realm. As your
mouse passes over the race selections, a short description of each
race will appear in the dialog box at the bottom of the screen.

class, which defines your character’s general career path. There
are five or six classes available at this stage, depending on which
Realm you have chosen. Not all races have the option to play
every class, and some races may have more class options than
others. When you select a race, those classes in which you can
train will highlight. The others will be dark. Refer to the Realm-
specific tables on the next few pages for more information.

Choosing a Guild

When your character reaches 5th level, it will be time to choose
a guild. When you choose a guild, you receive the benefit of
special training in the career path you have selected. Even
though you can’t join a guild until later, you will want to know
the choices available to you. Note that not all race/class combina-
tions can train in all the guilds for that class. Refer to the Realm-
specific tables at the end of this section for more information. For
more information on guilds, see the section entitled “Guilds.”

Note that entries marked with * on the Realm Specific Tables (next 3
pages) are Shrouded Isles only.

Sex

Choose whether you want your character to be male or female.

Hair Color

Click on the + or - buttons to scroll through hair color options.
Note that your choices will be determined by your character’s
race. Trolls, who have no hair, may select variations of facial tat-
toos rather than hair color with the hair color selection.



Race Class

Briton Fighter

(human) Rogue
Elementalist
Mage
Acolyte
Disciple*

Highlander Fighter
(human) Rogue
Acolyte

Avalonian Fighter

(human) Elementalist
Mage
Acolyte

Saracen Fighter

(human) Rogue
Mage
Disciple*

Inconnu Fighter
Rogue
Mage
Disciple*

Half-Ogre  Fighter
Mage
Elementalist

Realm-Specific Tables

Albion: Races, Classes and Guilds

Guilds

Armsman, Mercenary, Paladin, Reaver
Scout, Minstrel, Infiltrator

Theurgist, Wizard

Sorcerer, Cabalist

Cleric, Friar

Necromancer

Armsman, Mercenary, Paladin
Scout, Minstrel
Cleric

Armsman, Paladin
Wizard, Theurgist
Sorcerer, Cabalist
Cleric

Armsman, Mercenary, Paladin, Reaver
Scout, Minstrel, Infiltrator

Sorcerer, Cabalist

Necromancer*

Armsman, Mercenary, Reaver
Scout, Infiltrator

Cabalist, Sorcerer
Necromancer

Armsman, Mercenary
Cabalist, Sorcerer
Wizard, Theurgist

Midgard: Races, Houses and Guilds

Race

Class

Norseman Viking

(human)

Kobold

Troll

Dwarf

Valkyn

Frostalf

Mystic
Rogue
Seer

Viking
Mystic
Rogue
Seer

Viking
Mystic
Seer

Viking
Mystic
Rogue
Seer

Viking

Mystic
Rogue
Viking

Mystic
Rogue
Seer

Guilds

Thane, Warrior, Skald, Berserker,
Savage

Runemaster, Spiritmaster
Shadowblade, Hunter

Healer

Warrior, Skald, Savage

Runemaster, Spiritmaster, Bonedancer
Shadowblade, Hunter

Shaman

Thane, Warrior, Berserker, Savage
Bonedancer
Shaman

Thane, Warrior, Skald, Berserker
Runemaster

Hunter

Healer

Warrior, Berserker, Savage
Bonedancer
Hunter, Shadowblade

Thane

Runemaster, Spiritmaster
Hunter

Healer, Shaman




Hibernia: Races, Ways and Guilds

Race Class Guilds
Celt Arms Hero, Champion, Blademaster
(human) Stealth Ranger
Nature Warden, Bard, Druid
Magic Mentalist
Grove Valewalker, Animist
Lurikeen  Arms Champion, Hero
Stealth Ranger, Nightshade
Magic Eldritch, Enchanter, Mentalist
Firbolg Arms Hero, Blademaster
Nature Warden, Bard, Druid
Grove Valewalker, Animist
Elf Arms Champion
Stealth Ranger, Nightshade
Magic Eldritch, Enchanter, Mentalist
Sylvan Arms Hero
Nature Warden, Druid
Grove Valewalker, Animist
Shar Arms Hero, Champion, Blademaster
Stealth Ranger, Nightshade
Magic Mentalist

Depending on your choice of guild at 5th level, certain attributes
may become more important and some less important than when
you initially create your character. If you know what guild you
will choose at 5th level, you may want to plan ahead by advanc-
ing those skills you know will be most important.

Face

Click on the + or - buttons to choose your character’s facial fea-
tures and hairstyle.

Height

To add a little more individuality to your character, you may
choose for your character to be short, average, or tall.

Attributes

Attributes determine the make-up, physically, spiritually, and
mentally, of your character. These attributes may affect how
well you perform in combat, your overall health, or how much
power you have. The attributes are Strength, Constitution,
Dexterity, Quickness, Intelligence, Piety, and Charisma. A brief
description of the attribute will be displayed in a window on the
lower right portion of the character manager screen as you pass
over each one with the mouse. Above the Attributes is a box
labeled “Points Left.” These are the points you can distribute to
the attributes (or “stats” as they are sometimes called) that you
wish to enhance. Click on the + or - buttons to add to or sub-
tract from individual attributes. Note that you cannot reduce
any attribute below its value, nor can any attribute be more than
100 or less than the base value for your race. Attributes that are
important to your class are highlighted in yellow. The yellow
stats will also increase as you develop your character. Those that
are in white do not increase as your character grows (though
they may be increased via items found in the game).

The Character Description Screen

You can continue to alter your character’s information until you
click on the Proceed button. Once you click Proceed, you will



move on to the Character Description screen. This screen
contains a description of your character and his or her guild
choices, based on race and class. It will also give you a very
brief summary of how effective your character is likely to be,
based on its race as well as what advanced classes your charac-
ter can become. At this point, you can click Cancel to stop cre-
ating a character; nothing will be saved and you will return to
the Character Selection screen. Or you can click Back to return
to the Character Creation screen and modify your character
some more.

The Starting Location Screen

If you are satisfied with your character, click Proceed a second
time. If you have the Shrouded Isles expansion installed, you
will sometimes have a choice whether to start your new charac-
ter in the original lands of DAoC or on one of the expansion
areas. After choosing a starting location, click Proceed again to
return to the Character Selection screen. Your character will be
saved.

Note that you cannot reenter the Character Creation screen for a
character you have fully created.

Deleting a Character

If you decide you no longer want a character you have created,
click on the Delete Character button. You will be asked to type
“YES” to confirm that you really do want to delete the charac-
ter, then click on the Delete button that appears, or click on
Cancel to back out of the deletion process.

Warning: Once you click on the Delete button, your character will be
gone... permanently! Be sure you really want to delete that character!

Shrouded Isles

If you have installed the Shrouded Isles expansion, you gain
access to a number of enhancements. For instance, Shrouded
Isles expands the territory of each Realm significantly by adding
new continents, new enemies, new dungeons and new quests. If
you create a new character from one of the new races (Inconnu,
Sylvan or Valkyn), your character will start out in one of the
expanded territories. However, if you create a new character
from one of the original races, or you want to take an existing
character to the new lands, you will need to find a portal that
takes you there. There is one portal in each Realm:

Hibernia: Across the river from Connla in Shannon Estuary
Midgard: Town of Nalliten in Gotar
Albion: Avalon Marsh dock

You can also portal back to your original Realm. Return portals
can be found at:

Hibernia: Grove of Domnann
Midgard: Aegirhamn
Albion: Gothwaite Harbor

it’s Time to 0lay!

Congratulations. You have created your first character in
Camelot! To enter your chosen Realm and begin your adventure
with your new character, click the Play button with that charac-
ter selected.



.\ Entering the Game

Once you have created your new character, you may enter the
%Y game. The first time you enter your Realm, you will find your-
self standing before a special NPC (Non-Player Character). This
&y is your class trainer, who will help you advance through the
first part of your character’s training and may, from time to

) time, have an errand for you.

If you venture a short distance from your starting town, you'll
Y find plenty of creatures safe for your early training. Fight them
to gain experience and return to your trainer each time you
gain a level.

Training Your Character

To talk to your class trainer, right-click on him or her. Each time
you gain a level, return to your trainer to apply the specializa-
tion points you've earned to your skills. You'll learn more about
skills later in this manual. For now, though, remember the loca-
tion of this person. Should you somehow lose your initial
weapon, your class trainer will provide you a new one for free.

Getting Help

There are several ways to get help in DAoC. They are all
explained in detail in the “How to Get Help” section on page 108.
However, the best place to begin is with the interactive help
system, which contains a wealth of information. Simply type in
/help to bring up the initial menu. You can then navigate
through the help system by following the links. Many of your
questions may be answered simply and quickly this way.

Moving Around in the Game

You may use the mouse or the keyboard to move within the
game.

Mouse

You may use the mouse to both control your pointer and to
change your point of view.Hitting the “M” key on your key-
board toggles between the “mouseview” mode, in which you
can use the mouse to change your character’s point of view,
and the normal mode, in which the mouse is used as a tool to
select objects in the world, initiate conversation with NPCs,
shop, visit trainers and target players, objects or monsters. You
can also toggle mouseview by holding down the Ctrl (or what-
ever key you have mapped to that function).

Note: You can configure the right and left mouse buttons to control
in-game actions using Config Keyboard.

Keyboard

The keyboard controls are designed
to complement the mouse controls or
can be used independently.

Camera Views

Use the F11 [default] key to toggle
the camera view. You can view your
character from first-person view or
third person. In third-person view,
one option follows your character
from close behind while the other
remains in a fixed position, even if




your character moves. (This is a handy mode to use if you
&4 are running away from something that wants to hurt you, and

down the Ctrl key and move the mouse. Or, in the follow mode,
) hold down the ~ key and use the left or right arrow keys to

=

y) iar with the screen layout, which consists of several key ele-

v ments: the control bar, chat window, effects window, Quick Bar,
the command button interface and summary window.
Additional windows are available, but will be closed when you
start a new character. You will learn about these windows later
in the manual. Also, when you first begin, a tips window will
appear. If you do not want the tips window to appear when you
enter the game, click on the checkbox in the lower left corner to
disable tips.

The control bar displays six icons in the upper right-hand cor-
ner of the screen. From left to right, the icons represent the
Player Sheet, Inventory, Abilities, Combat Styles, Spell Lists,
and Group Panel. To minimize any panel with the mouse, click
on the small close box on the upper right-hand corner of the
control bar. Click on any of the control bar icons to reveal the
appropriate display. Move the Control Bar by dragging it from
the upper left-hand corner.

You can change the position of interface elements on the screen.
To do so, hold down the Shift key, hold down the left mouse
button and drag the item you wish to move. You can also adjust
the “alpha level” of a window, which controls its transparency.

Interface Chart

Active Spells

Quick Bar

System
Messages
/ Mini
: Group
Panel

Summary Window
& Character Info

7
Friend Conc Chat
monitor panel Messages

To do so, right click on the desired element and adjust the scale
to your liking. To hide all screen elements from view at once,
press the Tab key.

Control Bar

Click on any of the
icons on the control bar to open or close the associated window.
Note that each of the six main windows accessible from the con-
trol bar has a keyboard equivalent, which you can modify by




selecting Options/Keyboard Config at the Character
Selection screen. Before we describe each of the windows asso-
ciated with the control bar, we will look at some other features
of the screen layout.

4 Text Window: Chat and Effects

The incoming text window serves two purposes. The chat
window on the bottom displays all incoming text, such as
messages from other players (whether public or private),
broadcast messages, and certain dialog from NPCs such as
shopkeepers. The top part of the window displays messages

>4 related to combat and spell casting.

Combat messages relating to the monster you are fighting will
display in orange text (default). However, if more than one
enemy is attacking you, combat messages relating to any oth-
ers will display in red, helping you keep track of what's going
on.

Note that you can customize the incoming chat and message colors.
For a complete description of chat options, see the “Chat” section
later in this manual.

Quick Bar

The Quick Bar is used to engage abilities, spells and combat
styles, and may have other uses as well. For instance,
Minstrels can use the Quick Bar to switch quickly between
holding an instrument or a weapon, and you can use the
/macro command to place text or commands in the Quick Bar.
There are ten separate Quick Bars, numbered 1 through 0.

Each Quick Bar has ten slots on it, which correspond to the
number keys on your keyboard. To use the Quick Bar, drag a
skill, spell, combat style or appropriate item onto one of the
slots, then press the corresponding number on your keyboard

or click on the icon in the Quick Bar. Note that the
skill, spell or combat style you have chosen may require
certain circumstances to activate. For instance, if you have
no enemy targeted, you will not be able to initiate a com-
bat style or combat spell. To switch quickly between
Quick Bars, hold down the Shift key and press the appro-
priate number (1 through 0). Or click on the arrows at the
top of the Quick Bar to scroll through them.

You can drag the Quick Bar to any position on the screen,
and also that its orientation can be either vertical (default)
or horizontal. 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, hold down
Shift and right-click on the item you want removed.

Summary Window

The summary window defaults to the lower
right-hand corner of the screen and displays a
few useful bits of information, including your
character’s current health (red), endurance cursed necyomancer-
Hit  aSpasipea
(green), power (yellow), and experience (blue),
as well as the name, approximate level and
health of your target. The long blue bar at the bottom represents
10% of the total amount of experience you need to advance to
the next level. The line of blue circles represents 100% of the
experience needed to reach the next level, which is divided into
10 bubble segments. The long blue bar represents one bubble.
When it is filled, the next bubble will become highlighted. Once
all ten bubbles are highlighted, your character will advance to
the next level.




The Command Button Interface

The Command Button Interface contains a
variety of useful commands, available with
the simple click of your mouse:

Attack - Toggles in and out of combat mode.
Sprint - Toggles in and out of Sprint mode.
Sit - Causes your character to sit.

| FRAY.
[RELEASE
[FONUSES
BIND

Follow - You'll follow the selected character or
creature from a distance away.

Stick - You'll stick close to the selected character or creature
wherever it goes.

Face - You'll face the selected character or creature.
Pray - You'll pray, assuming your gravestone is selected.

Release - Your dead character will release, returning to the bind-
stone.

Bonuses - Lists any current resistances or buffs.

Bind - Binds you to a stone, assuming one is nearby.
Keeps - Lists all keeps and which Realm controls them.
Relics - Lists all relics and which Realm controls them.
Tasks - Lists any current tasks.

Friends - Opens your Friends Monitor (see below).

Afk - Flags your character as afk (away from keyboard).
Compass - Toggles the compass open or closed.

Help - Opens the interactive help system.

Journal - Opens your quest journal.

Quit - Causes your character to log out of the game.
Keyboard - Lists the current keyboard configuration.

Control Bar Yanels
Player Sheet

To call up your player sheet, hit the
“p” key or click with your mouse on
the Player Sheet icon on the Control
Bar. The Player Sheet displays your
character’s name, class, level, guild
name, guild title, association, realm
title, realm points, skill (in your cur-
rent readied weapon), damage (with
the current readied weapon), armor
absorption, armor factor, attributes,
guild and Realm titles. Two buttons
appear at the bottom of the Player
Sheet: Options and Command.

Options
Clicking the Options button on

the Player Sheet opens a win- T

dow of settings.

Lvl 50 Rim Pis 4542

Briton
ass Elementalist
ion Wirard

Title Magess Prime
WeapSkill 381
WeapDam 1473 | ArmorFact 250

Hit Points 904

96 [Strength | 190 Intelligence
126 [Conat kution| 60 Empathy
168 Dexterity | 6o [Plety

75 [Quickness |80 Charisma

Additional Info [

| Profi The Academy

Level: Magess Prime
Order: Spelicrafters

Title: Grandmaster Spellcrafter

| Guild Venieance

Rank: God

Realm: Guardian

| Realm Rank 118

AN [OFTIONS

Game Options

= Colored

Display Hames
= Monsters / NPCs

Display Names st

= Your name

By selecting or unselecting an

option, you can change the dis-
play of names on monsters and
NPCs, gravestones, other play-

Sound Effects Volume

Sound Settings

The available sound settings
are exactly the same as those
available when you choose

Options at the Character Select Screen.

Music Volume
Ambient Sounds Volume
Ambient Music Yolume

Graphics Settings
Spell Effects
ers and/or your own name. L
Distant Figure LOD Range
Shadows

Sound Settings

Full
Full
Full
Full

Al
Far
Far

FYV® MWW

ANAE WANE

Hearest 10




Graphics Settings

The available graphics settings are exactly the same as those
available when you choose Options at the Character Select
Screen, except for Spell Effects. You can choose All to see all
effects, None to see no effects, or Self to see only the effects
originated from your character. You can also type /effects
[ALL/SELF/NONE] to accomplish the same thing.

Command

Clicking the Command button opens the Command Button
Interface (see page 28).

Inventory Panel

To call up the inventory window, hit the “i
key or click on the bag icon on the Control
Bar. The Inventory Panel displays a paper
doll image of your character as it currently
appears in the game, slots in which equip-
ment may be worn, a backpack and curren-
cy. You'll learn more about the items in your
inventory in later sections of the manual.

Abilities Panel

[W] sveie Armor Leqaings

The abilities window will display all the 7 sanorise
things that come naturally to your - il

character. For example, if the window dis-
plays “Armor Ability: Leather,” then your

character has the natural ability to wear armor made of leather

and there is no training required to be able to wear it.

Usable Abilities

Some abilities have an icon beside them, which indicates that
they can be used by dragging them onto your Quick Bar and

used. Sprint is one that currently comes
A with an icon as well as Stealth, Climb and a
few others. For all abilities that have icons,
you may select and drag the icon over to your
Quick Bar. Then select the corresponding
& numerical key to activate the skill. For

| instance, to use the Sprint ability, click on the
= appropriate numeric key and your character
Weapsary Sweres i)l will enter sprint mode and will run faster
el || v hile using endurance. Once you are out of
st || endurance, your character will return to its
normal running speed.

Combat Styles Panel

Just as all spell casters get spells, all melee classes receive com-
bat styles. These styles are based on the character’s skill special-
ization. Armsmen who use the polearm skill, for example, will
receive combat styles based on the polearm. The Armsmen will
still have natural skill in other weapons but may not have styles
if the weapon type is not specialized. If you
right-click on a combat style icon, your sum-
mary window (bottom right hand corner)
will display your opening which describes
the situation necessary to use the combat
style successfully. If the opening is “none,”
then the style can be used at any time. To use
combat styles, drag the icon from the combat
styles sheet to the Quick Bar. Clicking on the
icon (or the appropriate number on the key-
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Note that using combat styles will

deplete your character’s endurance.
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board) while it is in the Quick Bar will set the character into
=2¥ combat mode. Press shift-l for additional information about a
2}y combat style.

L’

_(g«}jl symbol from the control bar that resembles a
»‘JJ yin-yang symbol or hit the “U” key. In some
3 cases, spells are listed by different categories.
224 Click on the category name to expand the list
of spells your character has learned beneath
v it along with their spell level. Click again to
contract the list. To use spells, drag them
onto your Quick Bar. If you've grabbed a
spell that you didn’t mean to, you can right-
click anywhere on your screen to “drop” it
from the mouse pointer. Don’t worry, you
won’t actually drop the spell, but you will no |
longer be dragging it about.The spell list
panel also contains two additional buttons: Pet and Conc.

Pet Window
Some character classes can have pets, which fol- ZiREEIIEIZE.

low them around and follow their orders. To con- EEEERETZIEH
trol a pet, click the Pet button on the spell list o raE
window. If you have no pet, the window will dis- il
play no information. If you acquire a pet, the I f,;__]r;_fr RS

window will open automatically.

The pet window displays the name of your pet, its health and a
list of possible commands and behaviors you can give to your

pet. It shows any buffs or magical enhancements that you have
cast on your pet. You can have your pet act aggressively (attack

everything), defensively (attack only that which attacks its
master), or passively (attack nothing). You can have your pet
follow you, stay, come to you or go to a target location (current-
ly defined by a target creature or person). At the bottom of the
pet window are two more buttons. Attack will order your pet to
attack any enemy you currently have targeted. The Release but-
ton sets your pet free. Note that any command on the Pet Window
can be dragged to the Quick Bar and used from there.

Concentration Window
Clicking the button labeled CONC reveals

[6) Gicocyn you're the concentration window, which
~[) Atlan opens to the left side of the screen by default.
= | This window is used to display active spells
of a specific type that require concentration, for example, Cleric
protection spells. If you are playing a character that has concen-
tration-type spells, any active spells are displayed in this win-
dow. To remove any active spell from the window, shift and
right-click the spell icon.

%%, Gleocyn

5 3
@ Gleocyn

The Concentration Window shows not only which spells are cast
on which characters, but also how much remaining
concentration your character has. Because these
“buff” spells each require some concentration,
there is a limit to the number of such spells that can
be active at any given time. The Concentration
Window helps you track those spells.

Group Panel

The group panel allows you to see different
aspects of your current group, which may be com-
posed of up to eight party members. A person
may be added to the group by clicking the Invite
button with that person targeted, or by using the
/invite command. When you are a member of a




group, this panel will display each member’s name, class,
current level, health, power level and active spells affecting
their character. Other buttons are used to join a group, dis-
band a group or person, or display/hide your mini group win-
dow. You can click on a name in the group (or mini group)
panel to select that character in the game.

Mini Group

To open the mini group window, open the
group panel and click the Mini button. The
mini group window will open in the lower
left-hand corner of your screen. Like the other
displays, this window can also be moved around. This is a mini
version of your normal group window, displaying the names of
your party members, their health and approximate power. The
red bar represents health; the gold circle represents approxi-
mate power. The brighter the gold circle, the more power the
group member has. If the circle darkens, that party member is
out of the necessary power with which to cast spells.

@ === Praetorian
@ e Shinui

Looking for Group Display

If you are either looking to find a group to join or to add a
person to an existing party, the “Looking for Group” or LFG
feature is what you will want to use. More information about
this feature is available in the Groups section of this manual.

Items & Equipment

There are thousands of items in each Realm. Some are for sale
by shopkeepers and player craftsmen. Others are unique and
may only be obtained by completing quests or by killing mon-
sters. There are many different weapons and pieces of armor,
as well as items used for various purposes. Some items may
also have spells and modifications that can affect your charac-
ter when these items are used. And, depending on your class

and skills, you may or may not be able to use certain
items. Part of your character’s development will be the collect-
ing and implementation of these items.

Starting Equipment

Everyone begins the game with a single basic practice weapon
and possibly a shield at his or her disposal. The weapon you start ¥
with will depend on your character’s class. If you should lose or
accidentally sell your practice weapon (it is not worth anything,
but the vendor won't mind taking it off your hands), simply go
back to your trainer. He or she will be happy to give you another. {2
All classes come equipped with a five-pocket backpack, and each
pocket is capable of holding eight items. In the inventory win-
dow (“i” key), 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 denomi-
nations are copper, silver, gold, platinum, and mithril.

Money Denominations
100 copper = 1 silver

100 silver = 1 gold
1000 gold = 1 platinum
1000 platinum = 1 mithril

New Equipment

Weapons

Your character can carry weapons and shields in different
hands, depending on its class, level and trained skills. To see
your character’s equipped weapons, open the inventory panel



¥~ (“i” key) and look at the slots corresponding to right hand,
5] left hand, two hands or ranged. Initially, your character will
carry a weapon in the right-hand slot. Each slot represents where
your character will stow a weapon when you are not in

combat. To equip a weapon from inventory, select it and drag it
Y over the appropriate slot. Or, you can drag it over the paper doll

' (Y default slot for the type of item it is. If an item is already in that

Y When you obtain a piece of armor, you
can place it in the appropriate slot, or
simply drop it onto the paper doll. It
will drop into the appropriate position.
If a piece of armor is already in that slot,
it will exchange positions with the new
piece in the inventory.

There are different “sets” of each armor type, which, while
functionally similar, will differ in looks and possibly in stats
and price as well. You may choose to mix and match judicious-
ly based on your level and available cash.

Armor Factor and Absorption

Pieces of armor have two unique statistics: Armor Factor and
Absorption. Armor Factor describes the armor’s basic effective-
ness —it’s ability to protect you from being hit. The higher the
Armor Factor, the more protection it provides. Each piece of
armor you wear adds to your overall Armor Factor, which you
can read on the Player Sheet panel.

Armor Absorption describes the amount of damage a piece of armor
will absorb. So a piece of armor with an absorption of 20 would

absorb 20% of a blow. Each type of armor has an an absolute -
absorption: cloth is 0%, leather is 10%, studded is 19%, chain/scale is

27%, plate is 34%. Armor factors on the different types of armor vary \"/
depending on the armor’s material, quality, and condition. 2

Peripheral Equipment

Your character also has the option of wearing
other types of items, including a cloak, a neck-
piece, jewelry, a waist piece, up to two rings,
and up to two wrist pieces. These items do not
show up to other players on your character
(except the cloak), but they may have special
properties when worn.

Item Deterioration
In Dark Age of Camelot, weapons, armor, and magical jewelry
deteriorate as they are being used. The less skilled a character is at
using a particular type of weapon or armor, the faster it will dete-
riorate. Because of this, there are several different grades of equip-
ment, and the higher grades become available to you as your char-
acter advances. Each grade represents the general durability of the
item, and in some cases, the effectiveness. The more durable the
item, the more times it can be repaired. Over time, however, some
items may become too worn down to repair any further. Also,
each time an item is repaired, it becomes somewhat more prone to
wear, ultimately over time becoming essentially useless.

The different grades of armor and weapons, from the lowest to
highest are common monster loot, store bought items, player
crafted, rare item loot, and quest items. The rare item loot and
the quest items will generally have the same durability, but the
quest items may be slightly better in their effectiveness.

When you examine an item, you will see its condition (how
well repaired it is currently), its durability (how many times the
object can be repaired before becoming useless), and its quality
(how good an item it is). The quality of an item never changes.



Object Information
I Right-clicking on weapons and armor (in stores, in your inven-

24 tory, etc.) shows you additional information about the weapon:

| speed/damage for weapons, damage absorption for armor. The
2} name of the 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, but OK to use
Blue - Optimal

Yellow — You won'’t get full use of it, but can use it
Orange — Above skill level, degrades faster

Red - You'll harm this object quickly by using it.
Purple - Don’t even think about using it.

Press Shift-/ for additional information about an item. Some
items may have magical properties, including stat enhance-
ments, protection against certain types of attacks or even spells
that will cast automatically when the item is in use.

Armor Dyeing and Enameling

Armors have a base tint, but you can redye any piece of armor
by purchasing appropriate dyes or enamels from merchants
found throughout the realms. Dye merchants sell dye (for
cloth), leather dye (for leather), and enamel (for studded, chain,
and plate) and each piece of your armor may be tinted individ-
ually. Some dyes (the more desired or “special” colors, such as
black or purple) are very rare and aren’t sold in shops, but are
available through questing.

To dye an armor piece, purchase a dye pot from a merchant,
unequip the armor piece from your character into a normal
interface slot, then drop the dye pot onto the armor piece and
reequip it. Voila! That piece is tinted.

Please note that you can redye an armor piece as many times as you
want.

Loot!

During your sessions within Dark Age of Camelot, you will
encounter both friendly and nasty creatures and monsters.
Often when you kill one of these monsters, it will drop one or
more items on the ground. Monsters that appear as gray to you
will give you no experience and will drop no loot. To target a
dropped item, use F7 or your mouse pointer. Hit the “g” key or
click and hold on the item with your mouse pointer and drag it
into your inventory. Hitting the “g” key will automatically place
the targeted item into your backpack. Keep in mind, however,
that you can change the default settings of your keyboard con-
figuration to keys of your liking. You may come across some
weapons or armor that are described as “tattered” or

“pitted.” This means these items have come off of monsters
(who generally don’t take good of care of their items). You can
use weapons found when killing monsters, but they are usually
not as good as store bought or crafted (hence, the “tattered” and
“pitted” descriptions). However, some monster loot can be out-
standing to use, especially found on high-level monsters, and
may even include magic that will enhance your abilities.

Encumbrance

Your character’s ability to carry items is limited and is based on
its strength. Each item has a specific weight, which you can see
by examining the item. Your character can carry weight equiva-
lent to its strength plus 50. Thus, a Highlander or Firbolg with a
strength of 100 can carry 150 pounds before becoming encum-
bered, and an Avalonian or Kobold with a strength of 50 can
carry 100 pounds. Your character will start to slow down when
it hits its encumbrance limit, and will be slowed completely if it
is carrying its encumbrance limit times 1.5 (i.e., the Avalonian or
Kobold at 150 and the Highlander or Firbolg at 225).

Please note that some magical spells can temporarily raise (or lower)
your strength, and thus your encumbrance.



> The Commands

Dark Age of Camelot features many keyboard commands to
enhance your enjoyment of the world. These include quick
keys, slash commands and function keys.

Keyboard Configuration

Quick Keys are commands that are assigned to a single key on
your keyboard for quick access. You can configure these keys
by clicking the Options button and selecting Configure
Keyboard from the Character Selection screen. Note that there
are several basic configurations you can use to start, such as RPG or
EPS, or you can start with the default settings as listed below:

Move Forward .............. Right Button
Move Backward ............. Left Button
Move Forward .............. Up Arrow
Move Backward ............. Down Arrow
Turn Left: disi b S S Left Arrow
Tunm| Rig i st & ety Right Arrow
Strafe Toggle ............... Unset
Strafelieftin. .. .5 g AT S Q (2)
StrafeRightiig: " 8 S u S W (X)
JUMpP/CRRESESATT O S A (Space Bar)
DOWN PR SR Z (D)
Sit/Stamc PSS . . IR C (S)

WWELR 66 6 6 0ol SRR - o o oo o6 oo F (W)
ok DFERET " .y | S S (PgUp)
FooKDOWRE - | /xl: kH e X (PgDown)
ResetCamera ............... D (Home)
RanCameral . . .. . "R Tilde

RUNFOCKERMART 5 L
Select/Open . ...............
Sellltemse ... L
Destioydliempeasase. . . . .. 0.
WD 6 0.0 6% o 0.0 5 o S5 R
ToggleNames . ..............
Get ltem SN .. L
AttackMode . S .
Consideri  FRSa—_—"_ e .
Ground Target
Useltem] . NI
UseliemZ,. . SRS . o | (@8
Show Inventory
Show Status . ...............
Shew!Grolp AT SEaisis | S .
Show/Spellsiasmen | [ AR, |
Show SkillSERRREERIT, | o A
Show Combat . ..............
Nearest Enemy
Nearest Object
Nearest Friend
Nearest Loot . . ..............

Last/Attacker s A i s, e

Replylafs o 7 N . Ve

Chatillogging . . . EEES . L

Mouselook Toggle . .. ......... M

Mouselook ................. Ctrl

Target Group #1 . ............ Shift +F1 (F1)
Target Group #2 . ............ Shift +F2 (F2)

Target Group #3 ............. Shift +F3 (F3)



Target Group #4 . ... ....... Shift +F4 (F4) QUICKBINDING
Target Group #5 ............ Shift +F5 (F5)
Target Group #6 .. ........... Shift +F6 (F6) To allow players to better bind their keys to player abilities,

Target Group #7 . . ........... Shift +F7 (Shift +F1) we're introducing a system of 'Quickbinding'. This allows you to §
TAIGERGIOURIS . . ... . .. ... Shift +F8 (Shift +F2) bind any free keyboard key to a particular quick bar slot.

ChatPageUp............... PgUp To allow players to leave keys free to be used for quickbinding,
Chat Page Down . ........... PgDown you can now set keys in the Keyboard Config screen to 'No
S e (U A Shift +PgUp (Shift +Insert) Key'. Select the key, and press the '[Clear Key]' button that

: , appears. Previously, if you left a key as UNSET, a default key
Sys Page Down ............. Shift +PGDown (Shift +Delete) b Cildbe ol e L vas free.
HlElpamEtaeat e FR L. F1 (Shift +H)

These bind to a particular slot, so changing what is in the slot

Performance Meter ........... Sh?ft +P (Shift +X) will change what the keypress does. You may only assign quick-
Ersfifor it | TaEl e T Shift +C binds to keys which do not yet have any action mapped to them
Information/Delve . ........... Shift +1 (Shift +N) in the normal keyboard config screen. These quickbinds are
Command Window . .......... Colon (Y) saved on a per-character basis.

Followil: . .15 i 5 Sty e Shift +F

StCKERMPAL by (SRS . Shift +G To bind a new key

Facei Sl b ii i i i At Shift +H (Shlft +E) /qblﬂd bar# slot#

Craft/Salvage ............... Shift +R

Sprint; iR g TR b Vv 1 el

Right Hand Weapon . ......... { To get rid of a keybinding

Two Handed Weapon . ......... /qunbind bar# slot#

Ranged Weapon . . ........... B

To see all your current bindings
/qbind

For example, if you put Quickcast on page 10, slot #5 of your
quick bar, and wanted to bind a key to it, you would enter:
“/qbind 10 5”.

You will then be prompted to press the key you want to bind
this ability to.



The following are quick keys that are available but current-
52| ly cannot be assigned to other keys:

~ Pans your camera around when you are in 3rd person view.
- Takes a screenshot of the current scene (numeric pad only).
TAB Hides the interface displays.

ESC Removes the current target from your target panel.

Enter, ‘ or “ Initiates conversation.

Y The “/” (Slash) Commands

A

Qﬁ While some commands may be set up using quick keys (see

I Configure Keyboard), others require the use of “/” commands.
To use the following commands, simply type “/” in the com-

¥ mand line followed by the appropriate command: Note: Guild
related slash commands are listed in the “Player Guilds” section.

Chat Commands
/asend Send a message in alliance chat.

/broadcast or /br a message to everyone in a zone.

/chat or /ch Send a message to your current chat group.
/group or /g Sends a message only to members of your party.
/quild or /qu Send a message to everyone in your player

guild.
/ignore Causes selected player’s messages to be
ignored.
/osend Officer send - for guild officers.
Reply Just press R to reply to the last person to /tell you.
/rpfilter Replace [text] with an abbreviation [abbreviation].

Example:” /rpfilter LFG Looking for group” would
display “Looking for group” when you enter LFG.

Clears chat window every 90 seconds. Cleared
chat is still available by scrolling back up.

/scrollchat

Action Commands

/say or /s Sends a message to nearby players.

/send Sends a private messages to another person (i.e.,
/send john hi).

/tell or /t Same as /send.

fwhisper Same as /say, but other people in the area won't see it.

/yell Basically broadcasts a call for help and the direc-

tion the call came from to other nearby players.
/em or /emote Lists available in-game emotes.

/afk Flags your character as being away from the keyboard.

/anonymous or /anon  Prevents your character from showing up
in /who lists or friend monitor.

/autosplit [loot/coins]  In groups causes items or cash to be dis- ¥
tributed equally between all group members.

/bind Binds your character to a bind stone where it will
resurrect in the event of death.

/cancelstyle Cancels backup styles.
/clock Toggles a window showing real-world time.

/colornames  Toggles character names in colors related to their
status (i.e. your group).

/effects [all/self/ group/none] Spell effect settings.
ffilter Toggles the profanity filter on or off.

/follow Causes your character to follow a selected charac-
ter, keeping the same distance (see also /stick).

/formation [line/triangle/protect] Formations for Bonedancer pets.

/friend [add/remove] Add to friend list with /friend [name].
Remove with friend [name] remove. Also /friends.

/groundassist  Similar to /assist, but shares a ground target.
/hidenames Turns off display of names over players’ heads.



Toggles a hood on or off, if you are wearing one.

Used alone, will clear a last name. Used at the
Name Registrar and with a preferred name, will
set your last name.

/macro <text> Assigns <text> to the cursor. Click on an empty
slot on the Quick Bar to assign it to a hotkey.
Works with slash commands, too. See the sec-
tion on Macros (p. 60) for more information.

/mbuy Purchase multiple items from a merchant.

/nohelp Prevents someone outside your group from using
healing on you and leaching experience. Also turns
off effects of all healing spells, regen buffs, etc.

/noqueue Toggles spell queuing on or off.

/oldnamescolors Reverses the effect of /colornames.

/pray With your character’s gravestone targeted, /pray
allows you to recover some of the experience lost
due to a death.

/qbar [#]

/gbind Displays all your assigned key bindings. With
[bar#] [slot#], sets a new key bind.

/qunbind [bar#] [slot#] Gets rid of a keybinding.
/quiver Brings up the quiver window.

Switches to the specified Quick Bar.

/quiver dump  Drops all arrows in the quiver to the ground.

/quit or /q Quit the game.

/release In case of death, type /release to return to life

/repair Attempts to repair a selected item. Requires
appropriate craft skill.

/respec At levels 20 and 40, you have a one-time option

to change the way your skills are specialized.
Select your trainer and type /respec. Available
arguments are [all] [realm] or [spec line].

/rest or/r Rest is used to allow your character to sit
and heal. The rate of health regeneration is
approximately twice that of the standing rate.
/salvage Salvage raw goods... for crafters of sufficient skill.
/set [class/trade] Sets your name display in /who to show

either your class or trade.

/setwho [class/trade] Sets the display of /who commands to
show a characters class or trade specialization.

/shownames  Shows names. Available arguments are [all],
[self], [players], [monsters], [gravestones], [group-
mates], [guildmates], [enemies].

/sit Same as /rest.
/spacing [normal/big/huge] Sets spacing for Bonedancer pets.

/sshot [base name] Takes a screenshot and uses the specified
basename. For instance, /sshot Raid would take
screen shots such as Raid-01.jpg.

/stand Makes your character stand up. Or use forward or
backward arrows.

/trade Initiates trade with a selected character.

/ftransfer [keep name]  Transfers corpse in RVR to Corpse
Summoner at the specified keep name. Keep

names are case sensitive.
/upgrade Used to upgrade a keep.

/webdisplay nopoints Toggle to display Realm points on DAoC
website on or off.

/webdisplay trades Toggle to display your trade skills on the
DAoC website, on or off.
Fighting and Defense Commands
/assist Assists the target in battle.

/face Moves your character to face a selected character
or creature.

/faceloc [x] [y] Faces in the direction of the coordinates (x,y).



/protect

/stick

For some character types, causes them to
guard another character.

For some character types, allows them to offer
special protection to a selected character.

Causes your character to stay very close to a
creature or another character.

/duel challenge Challenges a selected character to a duel.

/duel accept
/duel decline

Accepts a challenge.
Declines a duel.

/duel surrender Give up.

Information Commands

/bonuses
/dir or /d

Displays the bonuses window.
Shows the direction you are facing.

/friends [name] Adds [name] to your friends list. Also opens the

/journal
/keyboard
/loc
/played

/quest

/setcamera
/resetcamera
/realm

/relic

ftask

/ftime

friends list panel. Lists friends online if no name
is specified.

Displays the journal window.
Lists your current keyboard configuration.
shows your current location in coordinates.

Lists the number of hours you have played the
current character.

Displays the details of the quests you are on
and/or have completed. Or click “Journal” on the
Command Button Interface for current quests.

Saves your current camera settings.
Restores the default camera settings.
Brings up the Realm status window.

Lists which Realms control specific relics.
Displays information about current tasks.
Shows the current game time.

/where <name> Ask a guard where another NPC is.

/who Lists the number of active players.

/who help Lists possible /who options.

/who all Lists all players in the game, their class, level
and location.

/who csr Lists all Customer Service Representatives cur-

rently online.
/who <name> Lists all players whose name starts with <name>.
/who <class> Lists all players of specified class.
/who <location> Lists all players in specified area.

/who level <#> Lists all players of specified level.

Group Commands
/invite Invites a targeted person into your group.

/disband Disbands a group or allows you to remove your-

self from a group.
/join Join a group.
Chat Group Commands
/cg invite <name> Invites a player to join a chat group.
/cg who Lists all members of the chat group.

/cg remove <name> Removes a player from the chat group.

/cg disband Disbands the chat group.

/cg leave Leave a chat group.

/cg listen Sets the group on listen-only mode. Only the
leader and moderator can speak.

lcg leader Declare someone the leader of the chat group.

/cg public Makes it so anyone can join the chat group.

/cg private People can only join by invitation or by password.

/cg join [moderator name] Join a public chat group.

/cg join [moderator name] [password] Join a private chat group
using the moderator’s name and the password.



/cg passwordDisplays the current password (moderator only).

/cg password clear Clears the current password (moderator
only).

/cg password [new password] Sets a new password.

/friend <chat> Sends messages to members of your chat group
(or use the Friends tab).

Battlegroup Commands

(Some commands can only be performed by the battlegroup leader and
those designated by the leader. Battlegroup commands can be written
out (/battlegroup) or abbreviated to /bg. Battlegroup chat can be
abbreviated as /bc.)

/be invite [playername] Invites the specified player.
/bc who Lists all members of the battlegroup.

Will display a group focused version of the /bat-
tlegroup who command. It will identify who is

grouped within the battlegroup, who is grouped
with people outside the group, and who is solo.

/bc groups

/be loot [treasurer/normal] Toggles the treasurer feature on/off.

/bc treasurer [battlegroup member name] Designates the speci-
fied player as the treasurer for the battlegroup.

/bc lootlevel [level] Sets a threshold for the level an item
must be to enter into this system.

/bc remove [playername] Removes the specified player
from the battlegroup.

/bc leave Remove oneself from the battlegroup.

/bc listen Puts the battlegroup on listen mode; only the
moderator and leaders can speak.

/bc leader Declare another member of the battlegroup as
leader; This player can invite other players into
the battlegroup and speak when the battlegroup
is on listen mode.

/bc public The battlegroup is public and anyone can join by

typing /cg join.

/bc private The battlegroup is invite or password-only.

/be join [moderator name] Join a public battlegroup by name of
the moderator.

/bc join [moderator name] [password] Join a private battlegroup
which has a password set.

/bc password  Display the current password for the battlegroup
(moderator only).

/bc password clear Clears the current password (moderator only).
/bc password [new password] Sets a new password.

Siege Weapon Commands

/aim Aims the weapon.

/arm Readies the weapon for firing.

/ffire Fires the weapon at the target.
/load Loads the weapon with ammunition.

Housing Commands

/boot [playername] Kicks a player out of your house.

/bountyrent [personal | guild] [amount] This will allow players to
directly pay for their house rent with bounty
points, rather than purchasing tokens which may
not be correct in value.

/housefriend [player|guild|guildlevel] [Player's or GuildRank's
Name] Adds a player, guild, or guildlevel to your
house friends list.

/housefriend all Allows everyone to enter the home.

/houseface [guildname]lot number] Points to the specified
guildhouse of the guild noted, or the lot number
noted in the command. /houseface alone will point

to one's personal home.
/househelp Brings up the housing manual in-game.

Jlistmerchant  Toggles whether or not your merchant's items are
included in the Player Market Database.



/stuck
/advisor

/advice

/appeal

/help

Help Commands

/cancelappeal

Relogs your character if you become stuck, and
moves you to the nearest valid position.

List yourself as an advisor. Must have at least 20
hours of play time.

Lists players who have signed up as advisors.

/advice <player> <question> Sends a query to the named advisor

with your question.

Sends a message to the in-game support staff
(during business hours) requesting help.

Cancels a pending appeal.
Displays the help window.

Card Game Commands

/deal <name> [U/D]

/discard
/held
/random <#>

/roll
/show
/shuffle <#>

Discard a card.
See what cards you are holding.

Used to generate a random number between 1
and <#>. For instance /random 100 will generate
a random number between 1 and 100.

Rolls imaginary dice.
Show your cards.

Shuffles imaginary decks of cards. <#> is the
number of decks shuffled.

PvP Server-Specific Commands
/gc enemyadd [guild] Adds a guild to the enemy guilds list.

/gc enemyremove [guild] Removes a guild from enemy guilds

/craft [realm]

list.

Allows a craftsman to switch to another realm's
corresponding set of recipes. For example, an
Albion tailor can switch to Midgard to tailor
Midgard recipes.

Deals a card to [name] face up or down.

Guild “/” (Slash) Commands

There are several commands that become available once you

have formed a guild:

Guild Chat Commands
Chats on the guild channel.

/gu <text>
/quild <text>
/osend <text>
/asend <text>

Guild Commands

All guild commands begin with /guild or /gc and are followed
by the specifics of the command.

/gc form <name>
/gc accept

/gc decline

/gc invite

/gc info

/gc cancel

/gc quit
/gc motd <text

/gc omotd
/gc promote/demote #

/gc remove

Chats on the guild channel.
Chats on the guild officer channel.
Chats with members of your guild’s alliance.

Forms a new guild if all members of a full ¥
group accept it.

Used by group members to accept the
formation of a guild.

Used by group members to decline
membership in a guild, cancels formation
of the guild.

Invites a targeted player into the guild.

Gives information about a player’s guild,
depending on player’s guild rank.

Cancels any previously executed guild
command such as /gc form or /gc invite.

Removes you from a guild.

Sets a special message-of-the-day for
the guild.

Sets the officer’'s message-of-the-day.

Promotes (demotes) the targeted player
to the rank (#) specified.

Removes the targeted person from guild.



Used by guild leader to set the emblem
style for the guild.

/gc who Used to see what guild members are
currently in the game.

/gc displayofficers Lists the guild’s officers.

/gc claim Used to claim a keep after defeating the
keep lord. Requires a full group of guild-
mates.

/gc autoremove Removes players who are off-line the

next time they log in.

/gc webpage <URL> Used to send the guild’s web address
for posting on the Camelot Herald.

/gc email <email> Used to post the guild’s email address
to the Camelot Herald.

Guild Structure Editing Commands
These commands are used only by the Guild Master, or someone
who has been granted appropriate privileges by the Guild Master.

/gc edit

This is the base edit command, used as a preface to all
other guild editing commands. If used alone, without an
argument, it will return the list of guild editing options.

/gc edit <#> title <text>

Sets the title for a specific rank <#> for this guild. For
instance, if you want someone of rank 5 to have the title
“Guild Protector” or something, you would type /gc edit 5
title Guild Protector.

/gc edit <#> ranklevel <setting>

Used to set the rank hierarchy. For instance, the Guild
Master might be rank level 0 while the main officers of the
guild would be rank level 1. Other guild members might be
rank level 2, and so forth.

/gc edit <rank> emblem

Used to edit the rank of members who are allowed to wear
the guild emblem on their cloak or shield.

/gc leader
Allows the guild leader to promote another player to leader.

Yes/No Edit Commands

The following commands use a yes or no argument. For
instance, /gc edit 4 gchear y would set members of rank 4 to be
able to hear guild chat. The command /gc edit 5 gchear n would
set members at rank 5 so that they would not be able to hear
guild chat:

/gc edit <ranknum> gchear <y/n>
Edits this rank to be able to hear guild chat.

/gc edit <ranknum> gcspeak <y/n>
Edits this rank to be able to speak in guild chat.

/gc edit <ranknum> ochear <y/n>
Edits this rank to be able to hear Officer chat.

/gc edit <ranknum> ocspeak<y/n>
Edits this rank to be able to speak in Officer chat.

/gc edit <ranknum> invite <y/n>
Edits this rank with the ability to invite members into the
guild (at guild rank 9).

/gc edit <ranknum> promote <y/n>

Edits this rank with the ability to promote/demote someone
lower in rank.

/gc edit <ranknum> remove <y/n>
Edits this rank with the ability to remove those lower in rank.
/gc edit <rank> emblem <y/n>
Used by leader to set which ranks can wear the guild
emblem.

/gc edit (ranknum) motd (y/n
Edits the rank of those who can write the motd.



. Alliance Commands Animated Emotes

/gc aaccept/adecline  Accept an alliance invitation. Certain emotes are treated as commands themselves and include
/gc adecline Decline an alliance invitation. special animations. Here is a partial list of animated emotes:
/gc ainvite Invite another guild to join your alliance.
/gc acancel Cancels any pending alliance command. /bang /dismiss /raise
/gc aremove Remove your guild from the alliance. /beckon /lex /rude
/gc aremove alliance [#] Removes specified guild from the /beg /hug /salute
gl /blush Jinduct /shrug
/gc aremove leader U;ed to remove the leader of an Vo s /slap
alliance. o P Jslit
charge au sli
/gc amotd [message] Used the create the alliance message- g g
of-the-day. /cheer /military /surrender
/gc edit (ranknum) alli (y/n) (i ke Az
Used to set rank numbers for alliance members. /ery /point victory
/curtsey /ponder /wave

Assigning a Slash Command to a Hotkey

You can assign any slash command to a hotkey by typing
/macro <slash command>, then dragging the cursor (which
now carries the command) over to an empty slot on the Quick

Bar. To execute that command again, simply press the associat- ‘tﬁe 5 unct'lou Ke?f’

ed number key or click on the icon.

/dance /present /yes

The following is a list of the current function key settings. Note that

Emotes these settings can be changed with other keyboard options:
Al o the_/ e commanditoidepict an action/or nor.1-chat F1 Calls up the internal help system. Not alterable.
description. For instance, to tell everyone you are smacking Derk the — By e e
Bold with a fish, you would type /emn Smacks Derk the Bold with a fish. ombatimoctdoniel,
F7 Target nearest option, select key again to cycle through
objects.
F8 Target nearest enemy, hit again to cycle, nearest to far-
thest.

F9 Target the nearest PC, starting with yourself. Press the
key again to cycle through other PCs.

F11 Change camera view.



Creating MWacros

Macros are great ways to automate many operations in the
game. In a way, they allow you to create your own commands.
The basic command for creating a macro is /macro. The syntax
is /macro <name> </command> where <name> is the name of the
macro and </command> is a slash command and associated
text. A common simple macro is one used to get a task from an
NPC. It would be written, /macro task /whisper task.

Once the macro has been written, it becomes an icon attached
to your cursor. Drag it up to a Quick Bar slot and press the
number of that slot when you want to use the macro.

Variables

Macros can be very versatile and can be used in a variety of
circumstances. For instance, many players who “pull” enemies
to a group will create a macro that says “Incoming <name of
monster>.” The way to create this is to use the %t variable,
which is replaced by the name of the targeted character, mon-
ster or item when the macro runs. The syntax for a macro
called “incoming” would be: /macro incoming /g Incoming %t. If
the selected monster was a decayed zombie, then implement-
ing the macro would result in “Incoming decayed zombie”
being sent to the group members. Macros can also be used to
invite members to groups, to have preset comments (such as,
“Aggro on the caster!”) and for many other uses.

Chat

Like any good role-playing game, social interaction is an inte-
gral part of Dark Age of Camelot. A large part of the social
interaction is the ability to chat with fellow players. The text
window is divided into two sections. The chat window on the
bottom displays all incoming text, such as messages from other
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Note: You can drag any Chat tab onto an empty
slot on the Quick Bar to assign it to a hotkey.
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players (whether public or private), broadcast messages, and
certain dialog from NPCs such as shopkeepers, etc. The top
part of the window displays messages related to the game
environment, combat and spell casting.

At the top of the chat window you'll find five tabs —Main,
Broad, Guild, Group and Friends. Each of these tabs can be
customized to allow you to receive or disable any of the eight
chat/message channels as well as set the colors for each type
of incoming message (see “Customizing Chat” below).

Say

There are several ways to speak to people nearby. This is the
most basic communication and you can initiate it by hitting
the “ or “ keys as well as /say, /s and pressing Enter. Say will
send a message to everyone in your immediate vicinity.

Private Send

To send a message privately to another person of your Realm,
use the /send command. For example, if you wanted to say
hello to Grond, you would type /send grond Hello!

Group Chat

To speak to everyone in your party of adventurers regardless
of their location, use the group send command /g. For exam-
ple, if you wanted to meet up at the guard tower with other
members of your group, you would type /g You guys run up
ahead, I'll meet up with you at the guard tower. Note that you can
make Group Chat the default by selecting the Group tab.



Guild Chat

2y Use Guild Chat to send messages privately to members of your

guild, if any. To send a message to all guild members currently
online, type /gu and enter the text of your message. For instance,
4 to call a guild meeting, you would type /gu Guild meeting at

>4 Howth in 15 minutes. If you select the Guild tab, then your

default messages (pressing Enter) will be to your guild members

>4 only. For a more complete list of guild commands, see the sec-
&4 tion titled “Player Guilds” later in the manual.

Broadcast Chat

Broadcast chat is used to speak with everyone in a zone or local
area. It is restricted to specific areas, such as Prydwen Keep,
Mularn, and Howth. You'll know when you are in such an area
when you see the tagline in your message box “You have entered
Prydwen Keep,” for instance. You will be able to communicate
with everyone in the current area using Broadcast Chat.

Friend Chat

Sometimes when you're playing, you may want to chat with a
group of people who are not in a group or guild with you. To do
so, you can form a chat group of up to 20 other players. Chat
groups function very much like regular groups, except that they
are only for chat. No experience or loot are shared. The leader of
the chat group uses the command /chatgroup invite <playername>
to invite people into the group. If the Chat Group leader leaves
the Chat Group, the next player on the list becomes the leader.

Alliance Chat

If you are a member of a player guild, your guild may have
formed alliances with other guilds. If this is so, you can chat with
members of each allied guild using the alliance chat mode.

o e Momitor % Friends Monitor

Use the Friends Monitor (click the Friends button
on the Command Button Interface) to determine
which of your friends are online.

Customizing Chat and Event Messages

You may adjust the length and width of the chat/effects win-
dow. You may also adjust the proportions of display between
the two windows by adjusting the horizontal border between
the chat and effects. If you wish this window to be completely
transparent and still be able to read the text clearly, move its
alpha level all the way to 0.

You can also customize the colors of incoming messages. To
customize incoming chat colors, right-click on the tab for the
specific chat channel you wish to change. To customize incom-
ing event messages, right-click in the upper window to display
the various system messages.

Once you have the correct window open, click on the message
type you want to change. Note that a line appears under the
selected message type. Then click on the arrows at the bottom
right of the window, where it says “Change Color.” The select-
ed message type will change color each time you click one of
the arrows. Click on Accept if you are satisfied with the changes
you have made. Or click on Cancel if you don’t want to keep
the changes. Clicking Cancel will leave everything the way it
was when you first opened the window.

Finally, you can enable or disable any of the eight types of
incoming chat messages for each of the five tabs individually.

To do so, right click on the tab, then click on the small box to the
left of each chat option to turn enable or disable it. Note that if you
disable a message type, you will not be able to see any messages of that
type that your character receives. Click on Accept if you are satisfied



¥~ with the changes you have made. Or click on Cancel if you
52¥ don’t want to keep the changes. Clicking Cancel will leave every-
thing the way it was when you first opened the window.

(=¥ With the onset of the Dark Ages, the once shining lands have
-dj become dangerous to those who travel. Sometimes, the best way to
¥ survive is to band together with others. Not only does this increase
I your chances of survival, but it also allows you to get to know oth-
& ers of your land and adds handsomely to the experience you gain
;3*‘ in battle thanks to special group bonuses. The more players there

are in the group, the higher the bonus. In addition, different classes
9 have their own ways of contributing to a group. Experiment often

with different class combinations to find out what works for you.

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 (“0” key). You immediately
become the leader of the group and have the ability to invite or
disband members, as you desire. If you leave the group, the sec-
ond 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 (“0” key)
to join up.

Disbanding

At any time, if you wish to leave a group, you may type /dis-
band or use the disband button on the group panel (“o” key).

Looking for Group

Mini Group

B wsVahli

@ —toms . g| I the group panel is too big for your liking
|8 s Intense

while interacting in the group, you may open
the mini group window by selecting the Mini
button on the group panel (“o” key).

|@ === Praetorian
| @ Shinui

There are many reasons for 3
joining a group. Solo play
can be dangerous or tiring.
It's more fun in a group.
And you can fight stronger |¢s
enemies, venture where
you dare not tread alone,
and, moreover, receive an
extra group experience and
money bonus when you
fight with your comrades. For fighting players from other
Realms, you'll almost certainly want to be in a strong group, as
well.

d Group Members

THHTH

SE5E

If you are looking to join a group, click the Looking For Group
box at the bottom of the Group Panel. If you are not looking for a
group, select Not Looking. Any group leader can click the Find
button to see what players are available for grouping within an
acceptable range of levels. If the list includes someone you would
like to invite to join your group, select their name from the list
and click on the Contact button, then send them a message. You
can also specify what kind of character your group is seeking. For
instance, if you have plenty of “tanks” (fighter types) and really
need a healer or a magic user, you can specify that as a part of the
Find dialog. You can select Looking for All, Looking For Fighters,
Looking for Mages, Looking for Healers and Not Looking.
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The trade window.

Any two players can trade items or money. To initiate a trade,
stand close to the person character you wish to trade with and
drag an item over their image. A trade win-
dow will appear. Add any items and wait
until they have put in whatever items or
money have been agreed upon. To transfer
money, click on the denomination you want
to trade, then use the slider to determine the
amount to transfer.

The trade will complete only when both players have clicked
the Accept button. The small light above the Accept button will
light up when you can finalize the trade. A timer restarts when-
ever an object is added or replaced, resetting the light. You can
click the Cancel button to back out of the trade.

Note: Because you can delve items in the trade window (using Shift-
1), you can show someone an item and its stats without actually giv-
ing it to them. Back out of the trade after they have seen it.

Money

You c