




























































Chaptei:z 12 

CHAPTER 12: 

DEATH 

I t's said that the only things certain are death and taxes. In Ultima Online death is certain (or 
very close to it), but fortunately it's not permanent. (Only Lord British knows about the 

Britannia tax situation). 

When your character is killed in the game, you will become a ghost. As a ghost you can be 
resurrected without any loss to your statistics or skills by finding a healer, a shrine, or even a 
powerful player mage. 

Murderers who are killed automatically lose up to 20% of all stats and skills (the exact effect 
depends upon how often and how recently they've killed, and the penalty cannot reduce them 
below starting levels), as cosmic "payback" for their evil deeds. 

Be ing Deao 

A s a ghost, you leave most of your worldly possessions where you fall and wander as a 
spirit in search of resurrection (spell books, practice weapons and starting equipment will 

be with you when you resurrect). When your ghostly character gets to a shrine, a healer or a 
sufficiently powerful mage, you can be restored to file. 

Note that while shrines and healers will automatically resurrect any ghost in their immediate 
area, a PC mage has to know you're there, and it's his own choice whether to help or not. 

Shrines do you no good if you are a murderer. Shrines restore any other characters, but not 
murderers. (There are rumors of a so-caJJed "Chaos Shrine" at an unknown location, where 
murderers are raised). 

While you're dead you can pass invisibly, or you can "manifest" so that others can see you. 
Your ghostly character will be invisible if you're in Peace mode and visible in War mode. A 
ghost can pass through doors and certain other objects, but not through solid walls. If you try 
to communicate while in spirit form, anything you try to say will appear to the living as 
inarticulate wailing. Characters who possess the Spirit Speak skill can try to understand your 
moans. Ghosts cannot directly affect the physical world in any way. They cannot use any skills 
or attacks. Manifested ghosts do sometimes frighten NPCs. 
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Heale u s 
t...Jealers can resurrect you when you die. Most wear brown robes and you can find them in 
J J_Healer shops in town. When you enter, they will ask you if you wish to be healed or if you 
want to remain a ghost. Take your pick. If you are a criminal or a murderer, however, the healer 
rnaY refuse to help you. 

yVhen you're a new player you can also use healers to heal your non-fatal injuries. 

Wanoeuing Heale us 

S
ome healers wander the countryside, performing their good deeds in the manner of the 
more settled healers. 

Shuines 

You can find Shrines in most cities and towns. If you enter a Shine as a ghost you will 
automatically be resurrected. 
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CHAPTER 13: 

PARTIES 

This refers to informal collections of players who join with one another to perform tasks 
together during a play session. This can include hunting parties, or even mining parties. 

The idea is to establish mutual protection and support. 

Foum ing a pauty 

To form a party, a leader will need to be selected. The first person to invite other members 
into theiI party will be considered the leader. In order to bring up your Party menu, you 

will need to click on your character profile. You will be asked if you wish to view the Party 
menu, or edit your character profile. Select the Party menu option. When you wish to form a 
party, use the invite button to ask another player if they wish to join. If that person is not in 
another party, they will be able to join your group. Should they accept your offer, you will have 
formed an adventuring party. 

Leaving a pauty 

To leave a party press the Leave Party button on the Party menu. The leader of the party will 
also be able to dismiss party members. The Leave Party button will bring up a targeting 

cursor for the leader. By selecting the player, or theiI status bar in the Party menu, the leader 
will eject that person from the party. 

Communication UJithin the pauty 

I n order to facilitate good teamwork between members of the group, the party system will 
allow for communication within the party, even over long distances. By selecting the party 

tell button in the Party menu, members will be able to send out messages to all members in the 
group. Typing a "/" before speech will achieve the same results. 

Shauing Fame ano Kauma 

Players in a party will be able to share karmic and fame gains equally when a member of the 
party does something which would normally change theiI fame or karmic status. 

~, __ _ 
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spells 
eneficial spells will be able to be cast on party members within range by targeting their 

}3status gump in your Party menu. 

Looting 
ty members will have the ability to allow other party members to loot their corpses. To give 

P~~er members this option, click on the loot button next to theiI name in the Party menu. 
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CHAPTER 14: 

HIRELINGS AND PETS 

Brit~a is a land where it always pays to have a few friends at your side. If no friends are 
available when you need them, you can always buy some. 

Pets and hirelings can perform a wide variety of tasks, but they're most useful as guards. Th 
can guard ho.uses, s~ps or ~elongings you may have to leave exposed. They can also guard ey 
your possessions while you re dead and seeking resurrection. While you are in battle the 
fight by your side. ' Y can 

Hi~elings 

~Cs of the following types will sometimes consent to work for PCs: peasant, pirate, sailor, 
thief, bard, beggar, gambler, brigand, warrior, mercenary, magician servant, fighter, paladin and 
ranger. To offer an NPC employment, use the words "hire" "mercenary" "servant" or "w k" 
in conversation. ' ' ' or 

Hir.elings charge 10 to 80 gold pieces per day for their services, depending on how specialized 
theu skills are. Peasants and beggars c?me cheap; paladins and rangers don't. Pay hirelings by 
W:aggmg gold over them. The further m advance you pay your hirelings, the more Joyal they 
will be (and the longer they'll stick to their posts in your absence). 

Pets 

H~rses, dogs and cats (and so~etimes more exotic beasts) can be purchased. Many wild 
arumals can be caught and teamed. Most natura.l animals and even a few monsters can be 
trained, but some are much harder to train than others. Creatures can also be summoned. 
Summoned creatures assume the karma of the caster. 

Naming Pets 

J f you are the o~er of an ~al, you can give the animal a name. Just click on the pet and 
then d_rag ~ff of It to o~en up Its Character Window. Enter the name you choose in the 

appropnate field. An arumal must be given a name before it can obey commands. 
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(jiving Or.loer.ls 

Y
ou give a pet or hireling an order by saying its name, followed by the command. For 
example, "Fido come" or "Brutus attack".Pets and hirelings may refuse to attack creatures 

ch more powerfu.l than they.Also, NPCs of relatively law-abiding professions may refuse to 
::acl< PCs or NPCs un.less provoked first. Pets and hirelings respond to the following 
corrunands: 

Come 

Drop 

Fetch, Get, Bring 

Follow 

Friend 

Guard 

Kill, Attack 

Patrol 

Summons the pet or hireling to your location. 

Drops everything it's carrying to the ground. 

A targeting cursor will appear. The pet/hireling will bring 
you the object you click on. 

A targeting cursor will appear. You can click on yourself or 
someone else. The pet/hireling will follow the person or 
creature indicated. If you give the command "follow me" 
the pet or hireling will do so with no specific targeting 
necessary. 

A targeting cursor will appear. Click on the character you 
wish to mark as a friend . This character can then freely 
approach any object or area the pet/hireling is guarding, 
just as you could. Furthermore, the pet/hireling will 
follow all the friend's orders just as it would one of yours. 

A targeting cursor will appear, allowing you to click on the 
thing, place or person to be guarded. lf you give the 
command "guard me", the pet or hireling will do so with 
no specific targeting necessary. The pet/hireling will stay 
near its indicated assignment, warn off anybody who 
approaches, and attack anything or anybody that attacks 
or tries to use the guarded object. 

A targeting cursor will appear allowing you to indicate the 
creature to be attacked. Depending on the creature's 
toughness and the pet/hireling's loyalty, it may refuse to 
attack. 

If you have ordered a pet or hireling to guard two or more 
things, you can command it to "Patrol" between the places 
or objects. If one or more of the objects being guarded is 
mobile, it may be dropped out of the Patrol rotation if it 
moves too far from the others. 



Report 

Transfer 

Stop 
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Obviously, this command applies only to hirelings. 
Hirelings will report how they feel about their job, 
whether.they are following someone, and who, and a list 
of anything they may be guarding at the moment. (A 
successful use of the animal lore skill can give you an id 
of a pet's happiness and loyalty level.)Ranging from ea 
mu~o~s to faith'.111, the responses to the report command 
and mdications given by the animal lore skill are as 
follows: 

"confused" 

"extremely unhappy" 

"rather unhappy" 

"unhappy" 

"content, I suppose" 

"content" 

"happy" 

"rather happy" 

"very happy" 

"extremely happy" 

"wonderfully happy" 

A .targeting cursor will appear. Click on the character you 
wtsh to mark as the new owner. You wilt no longer have 
control of the pet. This is commonly used in the sale of 
pets to other players. 

Cancels any current orders to guard or follow. 
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Mounts 
t_Jorses, llamas and ostards are special types of pets. They provide another method of 
f .!transportation in Britannia.To ride a mount, simply double-click on the animal you've 
purd1ased or tamed. Be sure that you are not in "war-mode" or you will attack the mount 
iJ15tead of riding it. You will appear astride it and your normal walking/running movement 
will control that of your mount.The mount itself can get tired and run out of stamina. You will 
receive a message that your motmt is tired when this happens. Just get off and wait for it to 
rest, and week if it needs to be fed.When you wish to dismount, simply double-click the mow1t 
again, and you will appear standing beside the animal. Note that you must dismount in order 
to feed your mount.Motmts will buck you off if they lose all loyalty to their master. 

Pack Houses 

Certain horses can be bought to act as beasts of burden. Pack horses can extend the amount 
of weight you can safely carry and allow easier transportation of your hard earned goods. 

Stabling 

To stable a pet, find an animal trainer. If you say the word "stable" to the trainer, he will 
offer to keep the animal indefirtitely in exd1ange for a small fee withdrawn directly from 

your bank account. You can only stable animals and otl1er creatures - not hirelings, of course! 

A targeting cursor will come up and you will be able to target the pet. Once you target it, the 
fee will be withdrawn from your bartk account. lf you don't have enough money, the pet will 
not be stabled. You can hit ESC to cancel tl1e targeting cursor. 

When a pet is successfully stabled, it is kept safely off screen, and fed the entire time tl1at it is 
there, so it will not go wild. 

Stables can become so full tl1at they will take no further pets. 

To retrieve stabled pets, find the anin1al trainer witl1 which you left your animal. Then say 
"claim" to him. He will release all the pets tl1at you have left with him back into your custody. 
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Que stions about youn pets 
I logged out with my pet, but now it is gone. 

Even if you log out in a safe area, pets can and will wander off, or even be killed. (Unless you 
are on a mount.) To ensure that your pets will be there when you come back, visit an NPC 
animal handler or stable, and ask him to "stable" your pets. 

My pet is well fed and should be happy, but says it is annoyed. 

If a pet is in guard mode, and a human comes near the guarded object or attempts to use it, the 
pet will become annoyed in response to a potential threat. This does not mean that it is going 
wild or becoming disloyal. 

My pet sudden ly stopped responding. 

First, see if any commands will work for the pet. You should get some sound from the pet, even 
if it doesn't understand the command. If not, try having it follow you in the direction you came 
from. 

I tamed a creature, but it still attacked me. 

Some creatures, especially evil ones, can easily snap and turn on their masters. This change of 
loyalty can come at almost any time, so the best advice is be careful with your pet. 

Feeoing pets 

A nimals remain loyal if they 're kept well fed, and they also increase in loyalty each time you 
successfully command them to do something. Feed a pet by dragging food onto it. 

The best way to tell if your pet is well fed and happy is by using the animal lore skill. Your 
pet's loyalty is set to maximum every time you feed it. Feeding it lots at one time is not as 
beneficial as feeding it periodically over a long period of time. To feed your horse you must be 
dismounted. 

Selling Youn Pet 

W hen you type "[pet's name] transfer" a secure trading window pops up, and your cursor 
changes into a targeting circle. Place it over the buyer, and click on him or her. Your pet 

will be in the upper window. When the buyer has placed the agreed upon payment in the 
lower window, the parties agree to the deal by clicking on the blue gem next to their name, and 
the deal is done. 

--
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CHAPTER IS : 

HIRING VENDORS 

Hiaing Venoons 

T
avern keepers and innkeepers sell a docume~t called "a contract of employment." B.uy this 
item, take it near a house you own, and Use 1t, and a vendor will be placed at that site. 

V ndors charge an ongoing fee to remain active. The fee is a fixed amount, plus a percentage of 
t:e value of all the items in their stock. This fee comes out of the money you give the vendor, 
plus any money earned for you by selling items. If the money runs out, ~e v~dor ~if-destructs, 
leaving your items in the corpse. Note that if the corpse decays, everythmg 1t had is gone. 

Maintaining a Venoon 

To add an item to your vendor's stock, you simply drag it into your vendor's inventory. You 
will then be prompted to "enter a price, description." All items held by a Vendor must be 

priced for sale (the only exception is containers which contain items that are for sale). 

Lf you wanted to sell a full set of plate armour for 1000 gold, you could enter "1000, Quality 
plate: a full set at a GREAT price!" "1000, plate," or simply "1000." 

Owners can drag items around in a vendor's inventory at will. 

Since all players can open containers in a vendor for browsing purposes, the owner can use 
containers to categorize a vendor's inventory. 

If an owner gives gold directly to a vendor, the vendor will add it to his personal account. A 
vendor's personal account is checked first when collecting his daily bill, and is not included in 
the value of the shop when computing the daily cost of the shop. 

~1------
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CHAPTER 16: 

ADVANCED COMMUNICATION 

Communication Cr.lystaLs 

C~~unication crystals allow people to communicate over long distances. They have a 
limited number of charges, and can be recharged by using gemstones. Communications 

crystals are sold by jewelers, as are the gemstones used to recharge them. The online chat 
feature is more robust, and allows for better communication. 

Senoing Messages 
Each crystal can broadcast a message to several crystals. To link a crystal to another crystal, use 
the sender crystal and target the receiving crystal. Crystals can only be linked to other 
crystals.To activate a crystal, use the crystal and target it. It will turn red. Do the same thing to 
turn the crystal off (it will turn green again). When a crystal is on, it will send anything that is 
said around it to all crystals it is linked to. Each message sent to a crystal will cost a charge. For 
example, a crystal linked to three other crystals will use three charges each time something is 
spoken around it.If a crystal is on and inside a backpack or container, it will still send 
messages. 

Receiving Messages 
When someone sends a message, the receiver crystal will bark the sender's name and message 
if on the ground. If a player character carries the crystal, you will see the message at the bottom 
of your screen. Receiving a message does not use any charges on the receiving crystal. 
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cnat 
Joiriing Chat 
The first time you enter Chat on any given shard, you will be asked to supply an account name. 
Your account name must be unique - i1 someone is already using the name you want, you will 
be assigned a number. For example, i1 you're the fourth user on your shard to request the name 
Gandalf, you will get the name Gandalf4. You may accept this name or choose to submit a new 

one. 

once you have selected and confirmed an account name, you will be prompted to enter your 
narne each subsequent time you enter chat. 

Once you're logged on, you will be presented with a pull-down list of all currently active 
conferences. A conference is a "room" with up to 300 users. Click on the conference you wish to 
join, and you will be taken directly there, unless the conference is password protected (see 
below). If the conference requires a password, a window will appear in which you must enter 
the correct password to join. Once you are in a conference, you will be able to chat. 

Chatting 
Once you are in a chat conference, three fields will be visible. 

The Input Field is where you compose your messages to post to the chat. 

The Display Field is where the messages from all users are displayed (as well as any messages 
from the Chat system itself). This field can be scrolled back using the side scroll bar, to read 
earlier messages. 

The User List Field is a list of all users currently active in that conference. 

Resize Buttons are located at the center and bottom of the screen. The center button allows you 
to adjust the size of the Display Field, and the other fields will be automatically adjusted to 
conform. The bottom button allows you to adjust the size of the entire chat window, with the 
fie lds remaining in proportion to one another. 

The Minimize Button minimizes the Chat Window within the UO playing screen. 

The Close Button closes chat. 
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Comma nos 
The following commands are available to anyone in any conference. These commands can be 
entered from the Input Field, or selected from a pull down menu. 

Message to Conference. This is the default command, and requires no special code or 
command selection. Any message in the Input Field not recognized as a command wiij 
be posted to all users of the conference when e is pressed. 

Join Conference (/join confname or /join confname password, where confname is the name 
of the conference you wish to join, and password is the password for that conference). 
Removes you from your current conference and takes you to the conference indicated. 

Send a Private Message (/ msg name text, where name is the user name of the person 
receiving the message, and text is the text of the message). Sends a private message to 
another user that only that user can see. 

Ignore a Player (/ +ignore name, where name is the user name of the person to be ignored). 
Allows you to ignore another user. Neither private nor public messages from that user 
will be displayed to you . 

Remove Ignore (/-ignore name). Removes a person from your ignore list so you can see his 
messages. 

Toggle Ignore (/ignore name) . Begins ignoring a person not previously ignored, or ends 
ignoring a person you had been ignoring. 

Emote (/emote text, where text is the content of the emote). Displays a message as an 
•Emote•. 

Who is This Player? (/who is name, where name is someone's user name). Displays the 
name of the character currently being played by that user. The user may disable this 
information. 

Show My Character Name (/+showname). Allows other users to see the name of your 
current character by using Whois. This is the default status. 

Do Not Show My Character Name (/-showname). Disables other users to see the name of 
your current character by using Whois. 

Toggle Showing My Character Name (/showname). Disables Showname if it is currently 
enabled, and vice versa. 

Add Receive (/ +receive) Allows you to receive private messages from other users (does not 
apply to users currently being Ignored). This is the default state. 

Remove Receive (/-receive) Disables your ability to receive private messages from other 
users. 

Toggle Receiving Messages (/receive) Enables private messages if currently disabled, 
disables them if current enabled. 
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caeating ano Open.ating a Confen.ence 
AflY user can crea te a new conference. When you enter chat the first entry on the conference list 
. always "New Conference". When you click on this option you will be prompted to name the 
~onference, and set a password if one is desired. Once the new conference is created, you will 
be taken directly to it. 

You may also crea te a new conference from within an existing conference. 

Create a New Conference (/newconf name or /newconf name (password}), where name is the 
new conference name and password is its password. 

Mooen.ator:z Commanos 
The creator of a new conference automatically has moderator (ops) status within that 
conference. Moderator status allows access to the following commands. 

Change Conference Password (/pw password or / pw, where password is the new 
password for the conference). Changes the conference password as indicated. Using the 
command without specifying a password (/pw) will remove password protection from 
the conference. 

Kick Out of the Conference (/kick name, where name is a user currently in the conference). 
Kicks a user out of the conference entirely. The kicked user can re-enter, unless the 
password is changed. 

Grant Speaking Privileges (/+voice name, where name is a user currently in the 
conference). Gives a user the ability to post messages in the conference. Note that any 
time a user enters the conference, he has the ability to speak by default. 

Remove Speaking Privileges (/-voice name). Removes a user 's ability to post messages to 
the conference. 

Toggle Speaking Privileges (/voice name) . Removes a user's ability to post if he has it, 
adds it if he doesn ' t. 

Add Default Voice (/ +defaultvoice). Allows everyone entering the conference to post to the 
conference. As the name suggests, this is the default state for a new conference. 

Remove Default Voice (/-defaultvoice). Makes it so that no one entering the conference can 
post to the conference. 

Toggle Default Voice (/defaultvoice). Adds defaultvoice if it is disabled, removes it if it is 
enabled. 

Grant Moderator Status (/+ops name, where name is a user currently in the conference). 
Gives moderator status to another user. 

Remove Moderator Status (/-ops name). Removes moderator status from another user. 

Toggle Moderator Status (/ops name). Grants moderator status to a user who doesn't have 
it, or removes it from a user who does. 

Ban from the Conference (/ban name, where name is a user currently in the conference). 
Removes a user from the conference. 
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CHAPTER 17: 

HOUSES 

H ome,. sweet home ... h~uses are a great way to store your worldly possessions. They also 
provide a safe haven m the harsh UO wilderness. 

Types of Houses 

H ouses come in all shapes and sizes. The small, one-story houses come in five types: stone 
and plaster, wood and plaster, and wood with a thatd1 roof, brick, and fieldstone. All of 

these small-sized houses are the same size. However, the larger houses each have a unique size 
and style. Some are two-story brick houses with a large shop, fenced-in patio, a small stone 
keep, and a large tower. Castles are extremely expensive, and are more suited as the 
headquarters for a large guild than as a private residence. If you acquire the correct skills, you 
can crea~e add-ons for these homes.and decorate them. You can also create beds, tables, forges 
fro creating armour, looms for making cloth to sew, and many other things to make the home 
more practical and inviting. 

Puuchasing a House ou Castle 

A player can have only one house per account, per shard. Houses are usually purchased 
froman architect, but provisioners are also known to sell houses and ships of the smaller 

sorts. If you're buying a large house or castle on behalf of a guild or other group, first get the 
other members to transfer sufficient funds into your bank account to cover the purchase. 
Because of the large sums involved in real estate purchases, ardtitects can draw funds directly 
from ~our bank accoLmt. House deeds can not be stolen, and they will stay on your corpse if 
you die, unless you are a murderer. However, this also means that if you set them down in the 
open, meaning not inside of a container (chest, backpack, sack, pouch, etc.), they will decay 
almost instantly. 

Selling youu house to a buokeu 

W hen you trade with an ardtit~ct, a me~u of ~ouse types and prices appears. Once you 
make and pay for your selecbon, you 11 receive a deed for a house of that kind. If you 

wish to sell your house, you may find real estate brokers to buy your house deed from you. 

When you come near a broker, if you have a house deed in your backpack, the broker will offer 
to appraise it or buy it. 

lf you say "appraise" to tl1e broker, you will get a targeting cursor so you can target tl1e deed 
you want appraised. The ardtitect will tell you what price is fair for the deed . 

Dropping tl1e deed on the broker will sell the deed to him/her. The money you get will be 
placed in your barLk box automatically. 

Brokers may be found in the same places as carpenters and architects. 
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5elling youu house to anotheu playeu 

Using tl1e House menu, select Options, and Transfer a House to Another Player. This turns 
your cursor into an aiming circle. Next, target the person you wish to sell your house to, 

cJjck on tl1e person, and a Secure Trading window pops up. In tl1e upper portion of the window 
will be the deed, along with tl1e location and description of the house. The buyer tl1en places 
the agreed upon payment into the lower window. When both parties are satisfied tl1ey click on 
the blue gem next to tl1eir names, and it's a done deal. 

Builoing Youu House 

Once you have your deed, you'll need to select a site for your new domicile. Land outside of 
the cities in Britannia is free, as long as tl1e king's right-of-way is respected. That is, houses 

may be built in any unoccupied location outside a city, except over roads. 

To place a house, you must be sure you have a spot for your house free of obstructions -
including rocks, trees, and plants - throughout tl1e entire footprint of the house. There is also a 
'buffer zone' around the house of five tiles north and south and one tile east and west that 
cannot contain these objects, oilier houses, or other dynamic objects such as friends or pets. 
This buffer zone is to insure houses do not block passage tl1rough their placement. The ground 
where you wish to place your house must be flat, as uneven ground will usually prevent the 
placement of a house. Houses cannot be placed in a justice region, or any region tl1at is zoned 
for no housing. 

Once you've decided where you want your house to be located, double-click tl1e deed. A 
translucent outline of tl1e building's walls will appear on screen with a targeting cursor within 
it. Once you've got the outline situated where you want it, click and the house itself will 
appear. If you cannot place the house, you will get the message 'A house can not be created 
here'. Either something is blocking the house or part of the house would not be on valid 
terrain. 

When the house is created, make sure to lock the door(s). The key will appear in your backpack 
and a duplicate is placed in your safe deposit box. There will, of course, be no furniture (except 
for shops, which appear with the furnishing essential to their operation). Furnishings will have 
to be acquired and transported separately. 

When you double- click on the house sign of your house, you will have a list of options 
pertaining to your home. 
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Naming Youn house 

W hen you place your house, there will be a bronze plaque hanging on the front. Double­
click this sign to bring up your House Options menu. There is a check mark next to 

where it reads "Change this house's name!" When you click this, the menu will disappear and 
a message will appear on the lower left corner of your screen. The message will prompt you to 
type in a name you would like for your house. Once you type your name, hit enter and your 
name will appear on your house sign. 

Fnienos Menu 

A()()ing a f r:lie n() 
When you own a house, you may allow certain members to be friends of the house. Friends of 
the house highlight blue when in combat mode, and are allowed into "secure" containers. To 
add a friend to the house, click the check next to "Add a friend to the house". You will be given 
a targeting cursor. When you target a player and click your mouse, they will be added to the 
list of friends. 

Removing a f r:l ien() 
U you no longer wish for someone to be a friend of your home you can use the remove a friend 
option. Click the check mark next to this option and this will bring up a list of the current 
friends. Click the empty box next to their name and then click the Remove Now box to remove 
them from the list. 

C lear:l the fr:lien()s List 
This option allows you to erase all the friends that were added to a house. There is a window 
that will come up to confirm your decision to erase all friends from the house. 

List fr:lien()s 
This option will display a list of all current "friends" of your hourse. 
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c o-Ownen Menu 
a-ownership allows you to let trusted friends control some of the important functions in. 

( your house. Co-owners have access to all of the functions of a house, except for: re-deeding 

S
ferring the house adding the co-owners and changmg the house locks. You are allowed 

Mtt~ ' . ' b 
to designate up to eight charac.ters to be co-owners of your house. A character may ea co-
owner of only one house at a time. 

Aooing a co-owner:l 
To add a co-owner to a house, click the check mark next to : Add a co-owner to the ho~se' . Your 
cursor will turn to a targeting cursor. Target a player and click you mouse, and they will be 
added as a co-owner of the house. 

Remove a co-owner:l 
1i emove a character from your list of co-owners, click the check mark next to 'Remove co-
0:~er'. This will bring up a list of all current co-owners of your house. Click in the empty box 
next to their name and then click the box labeled 'remove now.' 

List co-owner:ls 
Clicking this box will list all of the current co-owners of your house, as well as whether they 
currently control a strongbox in the house. 

Ban someone fr:lom the house 
There may come a time when someone is no longer welcome in your.home. If this should ever 
occur, you will have the option to ban them from your house. This will keep the character that 
you have deemed no longer welcome from entering into your home. There are two ways that 
you can ban someone. You may click the option "ban someone from the house" and a targeting 
cursor will appear. Once you click on this person, they are automatically placed outside from 
your home and added to the unwelcome list (banned list) . 

You may also say the words "I ban thee" to remove them. This too will bring up a targeting 
cursor and eject the player from your domicile. 

Others that have been added to the list of friends of your house may also use this option. 

View List o f banne () p eople 
Using this option will bring up a menu of all the players that are no longer welcome in your 
home and carmot enter. 

Li.rt a ban 
This option is used in case you accidentally barmed a player, or that a player that was 
previously banned, can once again walk into your home. 

------~ 



ADVANCED CONCEPTS: Chaptei:z 17 

Eject someone p~om the house 
lf you want to kick someone out of your house, but not keep them from ever returning, you ca 
use this option. This option works the same as banning a player and will eject them to the fron~ 
door step. 

If you do not wish to use the house sign for this option, you can say the words "remove 
thyself" and then target the player. 

Others that have been added to the list of friends of your house may also use this option. 

Owners, friends and vendors cannot be ejected from the house, but NPCs (non-player 
characters), monsters and animals can be ejected. 

Options Menu If the house is Pr.livate 

Tr.zansfer.z owner.zship of the house 
This option must be used from outside of the house. When this option is used, it will bring up a 
targeting cursor. You may then target another player to transfer the ownership of the house to 
the player you select. 

You can only transfer ownership to players who do not own a house already. 

When you transfer a house, all the house keys that worked for the house no longer work, the 
locks are changed on the doors, and a new key is placed in the backpack and bank of the new 
owner. 

Demolish the house ec: get a oeeo back 
Using this option will bring up a window asking you if you are sure that wish to redeed the 
house. 

U you redeed the house, the house will delete itself and a deed for the house will be placed in 
your bank box. Even if your bank box is full, the deed will still be placed within it. 

lf you are a murderer, the house deed will be placed within your backpack. 

House deeds obtained from redeeding your house will be stealable or lootable off of your 
corpse. 

If there is a guild stone attached to your house, you will not be able to redeed the house. The 
guild stone will have to be disbanded or teleported to a new house. 

U there are any house add-ons, they will be deleted with the house. 

ADVANCED CONCEPTS: Chaptei:z 17 

CtJonge the house Locks 

der to use this option, you must be standing outside of the house. 
111 or 

·11 also have to have a key that currently works on your door within your backpack. 
)'OU WI 

. po· on will change the locks on the door, place a new key in your backpack, and place a 
'fh!S 0 

.. , one in your bank box. nevv 
Ail of the keys that used to work for the house door, will no longer work. 

oecLar.ze ;your.z builoing Public 
'[his option only appears on Private buildings. 

This option will allow for the owner and friends of the house to place vendors in the home. 

'[his option also makes the front doors unlockable. 

Options Menu If the house is Public 

Tr.zansfer.z owner.zship of the house 
Same as above 

Demolish the house ec: get a oeeo back 
Same as above with the exception. that the house may not be demolished while a vendor is 
working in the house. You will need to remove the vendor before the house can be turne.d back 
into a deed. Public houses are allowed vendors, but any vendor attached to the house will 
prevent demolishing of the house. 

Change the house sign 
Selecting this option will bring up a selection menu. In this menu will be all of the house signs 
in the game. The current house sign in use will have a check mark next to it. If you wish to 
change the house sign, all you have to do is check another one and click okay. 

If you make your house private, the sign will change back to the default house sign type. 

DecLar.ze this builoing to be pr.zivate 
This will allow the house to be lockable again. This option cannot be used if there are vendors 
attached to the house. 
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Home Secur.:zity 

Keys 

If your house is private: you can lock your h~use door(s) . If you want to give people access to 
your locked house, you 11 need to make duplicate keys. There is a chapter in this manual 
devoted to the subject of keys. More pertinent to keys and homes are the following points: 

To lock or unlock your door, you need only to double-dick your key and then target the door. 

If Y~W: door is locked, and you wish to. enter, you do not have to use the key in the door. If the 
key is ll1 yoW: pa~k, you can double- click the door to open it. The game w ill give you a 
message confirrrung you locked the door. The door will be locked when it shuts. 

Players can steal your key(s) and they can take them from your dead body. 

Hiooen PLayeRs in YouR House 
House owners and friends are able to instantly reveal anyone hidden in the house wi th the 
detect hidden skill regardless of skill level. 

Unwanteo lntRuoeRs 

If a pla~er st~ps into your house, and is not a friend of the house, they will be flagged criminal. 
If you kill this person, you will not receive a murder count. 

Friends of the house will appear blue to you. Friends too can kill others in your house without 
receiving a murder count. 

Locking Items Down 

[t is possible to lock a set number amount of items down in a house. The possible number of 
locked down items is listed on your house sign when you double- click it. 

Once an item is locked .down, it becomes too heavy for anyone to move it. This lets you 
decorate your house with the peace of mind that ruffians or petty chair thieves will not be able 
to wreck or steal your furniture. 

To Loe~ something down, say "I wish to lock this down". This will change your pointer into a 
targeting cursor. All you have to do is target the item and you will get the message tI1at it has 
been locked down. 

To unlock something, say "I wish to release tl1is". Items cannot be locked down in front of 
doors. 

ADVANCED CONCEPTS: Chapter:.z 17 

securie ContaineRs 
·s possible to make a set number amount of items secure in a house. The possible number of 

~ure containers is listed on your house sign when you double-click it. 

()flly containers can be made secure. 

When you secure an item, it locks it down. The item also is usable by all friends of the house. 
players who are not friends of the house are not allowed to open and use this item. 

To secure a container say, "I wish to secure tl1is" This will cause the item to be locked down 
and then made secure. 

To make a container no longer secure say, "I wish to unsecure tl1is." The item will no longer be 
secure, but will remain locked down. 

Limits on Lockeo Down Items ano SecuRe ContaineRs 
Each type of house has a maximum number of items you can lockdown, and a maximum 
number of secure containers allowed on the premises. 

House type Max Number of Max number of 
Lockdown Items Secure Containers 

Stone-and-plaster houses 425 3 

Field stone house 425 3 

Small brick house 425 3 

Wooden house 425 3 

Wood-and-plaster house 425 3 

TI1atched-roof cottage 425 3 

Brick house 1100 8 

Two-story wood-and-plaster 1370 10 

Two-story stone-and-plaster 1370 10 

Tower 2119 15 

Small stone keep 2675 18 

Castle 4076 28 

Blacksmith 's shop 425 3 

Clothier 's shop 425 3 

Miller 's shop 425 3 

Pickpocket's den 50 3 

Weapon training hut 50 3 

Large house with patio 100 8 

~ 
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H ome M a intenance 

W hen you have the key to your house in your backpack and double- click the door, this 
will refresh the house and all of it contents. 

Houses generally wilJ decay (delete themselves) if they have not been refreshed within 9-14 
days. The range is wide depending on where your house is placed. Some areas have elements 
that put more stress on your house and will cause it to decay at a faster rate. 

It is also advised that you not try and refresh your house once every nine days. It is possible 
that you may try and refresh your house before a server goes down for maintenance or for an 
other unexpected reasons. If this occurs, the server may not back up the information that the y 
house was refreshed and when you next log in, the house may have decayed. For th.is reason 
we suggest refreshing your house at least once every two days if your schedule will permit. ' 

T Rash Collection 

A portion of house maintenance is throwing out the unwanted trash. To place a trash container 
in your home say, "I wish to place a trash barrel". 

Adding items to a trash can past the container limit will cause the instant deletion of 
everything in the trash can. If you do not fill the container limit, the items will delete 
themselves within 5 minutes of when the last item was placed in the trash. 
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cHAPTER 18: 

SHIPS 

O
cean-going ships in Britannia are quite formidable. Even the smalJest will hold a few 
characters comfortably, while the largest sh ips can easily accommodate a dozen or more. 

Buying a ship 

Ships are bought and built much like houses. A ship is purchased from a shipwright, who 
gives you a deed that mu~t be used by ~e ocean_ shore to b~d the actual ship. Make sure 

that when you build your ship, you do so m a location from which you can actually reach the 
ocean! Ships cannot, for example, pass bridges.When your ship is created, the key will be 
placed in your Backpack and a duplicate placed in your s_afe deposit box for _safe~eeping. Yo~ 
can lock the gangplank to your ship.To come aboard or disembark from a ship, click on the side 
of the ship to extend the gangplank (you can retract the gangplank by clicking on it again). 
Double-click on the gangplank to come aboard, or just walk off it to go ashore.Any PC on 
board (see Navigation, below) can command ships, and they can be boarded from any other 
nearby ship; therefore it is vital for you to hire enough guards to protect your ship from 
strangers when you're not around.Ships can carry cargo. The cargo hold is a container, like a 
huge Backpack. You can put lots of stuff in a cargo hold, but you can't stay in it yourself. All 
characters on board a ship stay out on the decks for the duration of the trip. 

Types of Ships 
There are many ships available in UO. Some types of ships may be added to the ga me over 
time, and some may be removed. Please check the Playguide on the websi te (www.uo.com) for 
the latest update of available ships. 

Naming youR ship 
You can name your ship by telling your Tillerman "Set Name Text" where "Text" is the name 
you select. The Tillerman can also "Remove Name" or tell you the ship's nan1e if you say 
,, a.me". 

Navigation 

Your ship is steered by a Tillerman, an NPC who never leaves the ship's helm, and are 
known for their salty stories.Tillermen are not fighters, and will obey the orders of anyone 

better armed than they are (i.e., any PC on the ship). Specifically, the Tillerman wilJ respond to 
commands from the character (PC or NPC) closest to him. It is a good tactic in battle to station 
an NPC guard next to the Tillerman to prevent him from obeying orders shouted by passing 
enemies. 
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Comma nos 
The Tillerman will respond to the following commands: 

• Unfurl sail, forward (moves ship forward) (ALT 8). 

• 
• 
• 
• 
• 
• 
• 

• 
• 
• 

Furl sail, stop (stops current ship movement) (ALT 5) . 

Drop anchor (ALT 3) . 

Raise anchor (toggles ship movement on or off) (ALT 1). 

Tum left, port, left, drift left (left tum) (ALT 4) . 

Tum right, starboard, right, drift right (right turn) (ALT 6) . 

Backwards (ALT 2) . 

Forward left, forward right, backward left, backward right, back left, back right, 
backward, back (move as indicated). 

Tum around, come about (turn around and proceed) . 

Slow forward, slow left, slow right, slow backwards, slow back (move as indicated) . 

One forward, one left, one right, one backwards, one back (move slightly in the 
direction indicated, then stop). 

These commands are for close maneuvering, but for long voyages it's much easier and more 
efficient to chart out a course on a map.Some of the commands above have pre-programmed 
macros to save you typing time. These hot-key commands are indicated above. All the numbers 
listed for these macros apply only from the numeric keypad. 

Chanting A Counse 
A masterless ship faces a dark fate indeed. If all PCs on board log off in the middle of a ship 
voyage, and don't come back soon, their ship is in serious danger. If you planned ahead and set 
a good course that ends near a coastline, you'll be all right; the ship will probably complete its 
voyage safely, but you'll appear on the last land you touched before you began your 
voyage.However, if you didn' t leave orders that will take your ship near shore, your ship will 
founder and eventually sink if left unattended for severa l hours (real time) . In this case, the 
ship is lost with all cargo and NPCs, and all PCs that were aboard will appear back at the last 
land they set foot on the next time they log on. Yes, it's entirely possible to be "stranded on a 
desert island" with no way off except to wait for another ship to pass by. Even if left safely at 
anchor, a ship could well vanish without a trace if its master is gone for too long. This is very 
unlikely to happen in a crowded port, but much more common on wild stretches of coastline. It 
is not sufficient to simply leave a few NPC guards on duty (though this is a wise precaution to 
take for other reasons); an abandoned ship must be checked periodically by a PC (not 
necessarily the owner) to keep it from decaying away. 
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N10P Navigation . 
AflY rnap, including maps drawn by PCs with the cartography skill, can be used to navigate on 

body of water it shows.Each map has a button you can click on to chart a course. Once 
anY Ji k th · k " · " · · Th hi ill 're in navigational mode, you can c c on e map to stic pms m 1t. e s p w move 
You v " · " b clickin ·t d fr 

01 
one "pin" to the next, in tl1e order set. 1ou can remove a pm y g on 1 an 

d~agging it off the map, and the course will au~,o~a~~ally ~djust itself around the. change. T.he 
hip will move only in a straight line between pms. It will not automatically skirt a coastline -

5 

00 
must set a course that takes it around the coastline.If you try to chart a course that ends on 

iarid or passes over land, your ship will run aground and you will not be a~le to proceed any 
further on your charted course. You will need to plot a new course that av01ds the obstacle. 

Following a char:iteo counse 
Once you've charted the course, give the map to the Tillerman. He will immediately give it 
back. While on the voyage, he will respond to the following additional commands: 

Start (embark along the charted course and continue until finished or stopped). 

Continue (resume course after a stop). 

Goto # (where# is the number of one of the pins - the ship sails directly to that point, 
then continues on with the remainder of the plotted course). 

Single # (where# is the number of one of the pins - the ship sails directly to that point, 
then stops). 

• Nav (the Tillerman will tell you which pin on the map you are currently in route to, if 
any). 

Dr.zy Docking 

When you wish to leave your ship, you are encourage~ to take it ~ith you. If ~ou have the 
key to the ship, close any open planks and double-click on the tillerman while you are on 

shore. You will be asked if you wish to dry dock the ship. If you dry dock your ship, you will 
receive a miniature boat in your backpack. You may use this miniature boat as you would a 
boat deed and place the boat in the water when you are ready to use it again. 
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CHAPTER 19: 

KEYS 

The ~ecret to safely and profitably using your house, boa t or chest is properly managing 
their keys. 

Using key r:zings 
Key rings allow you_ to store many keys in one item, and prevent fumbling for a specific key 
among many - any time you use a key ring on a lock, it automatically tries every key it 
holds.To pu~ a key into a key ring, drag the key onto the key ring.To try to unlock something 
with a key nng, use the key ring and target the object to unlock. It will try every key on the ke 
rmg on the lock.To dump out all of the keys in a key ring into your Backpack, use the key rin/ 
and target the key ring itsell. 

Making ouplicate keys 
You can buy blank keys and key rings from a locksmith or provisioner. Use your original key 
on the blank to create a duplicate key. Making duplicate keys is an action based on the 
tinkering skill, so it's advisable to acquire a reasonable familiarity with tinkering before you 
plan on making extra keys. 
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CHAPTER 20: 

GUILDS 

Ultima Online encourages players who wish to work together. Player associations, or guilds, 
are broken up into two types. PCs can be in one professional guild and one PC guild. 

priofessional Guilos 
Each of the major towns in Britannia is home to one or more guild halls. To join a guild you 
must go to the guild hall, find the guild master, and pay him 500 gold for membership in the 
guild. You can only belong to one guild at a time.These Guilds are currently accepting new 
members: 

Guild of Arcane Arts 

Merchants' Association 

Bardic Collegium 

Society of Thieves 

Society of Clothiers 

League of Rangers 

Order of Engineers 

Mining Cooperative 

Guild of Healers 

Warrior's Guild 

Maritime Guild 

Fellowship of Blacksmiths 

Thieves' Guild 

Becoming a member of the thieves' guild has extra benefits to the thief PC. Only by joining the 
thieves' guild can a PC steal from other PCs. Thieves who are not members of the thieves' guild 
may only steal from NPCs, containers, monsters and certain animals. 

PLa;yer:z i:zun guilos 
There are also PC organizations called guilds. These are groups of PCs banded together for a 
common purpose, or for mutual protection. See "Guild Halls" on the web site 
(http:/ / town.uo.com /guilds /), for a complete list of currently active PC guilds and groups.To 
be recognized as a guild, you will need to purchase a guild stone in the game. 


























































































