




















































REPUTATION 

These are some of the actions that will lower your Karma. 

• Being reported as a Murderer 

• Killing good NPCs 

• Killing dogs, cats, dolphins, horses, pack horses or pack llamas 

• Chopping up corpses (Yes, this does apply to chopping up Murderer corpses 
in order to retrieve a head for a bounty. You might be famous but your pro­
fession is generally frowned upon.) 

• Casting helpful spells on monsters or evil NPCs 

• Summoning Daemons 

• Stealing 

• Snooping 

• Using the Poisoning skill 

FAME 
Like Karma, Fame is acquired on a sliding scale. When you are already famous, 
you're expected to do more heroic (or villainous) deeds than normal folk. 

These are some of the. actions that will raise your Fame: 

• Killing PCs who have higher Fame than you 

• Killing NPCs who have higher Fame than you 

• Killing monsters that have higher Fame than you 

• Killing animals that have higher Fame than you 

• Completing NPC escort quests 

• Rescuing prisoners 

• Generously giving gold and items away to good NPCs 

These are some of the actions that will lower your Fame. 

• Using the begging skill 

•Dying 

• Fame decays with time (fame is fickle). 

REPUTATION 

RULES OF ENGAGEMENT 
The main purpose of the Reputation system is to regulate combat between PCs, 
so that a player will think twice before attempting to kill or rob an inexperi­
enced or law-abiding character. 

Note that none of the caveats below apply to members of two adventuring 
guilds at war. 

COLOR CODING 
If your heart is true, don't kill blue! 

As involved as the Reputation system is, it all comes down to the statement above. 

Characters (including NPCs, monsters and creatures) are all color-coded 
according to their moral standing. This color can be seen in the characters' 
names, and when you're in War mode the characters themselves will appear as 
this color when you pass your cursor over them. 

Blue characters are Innocent. Attacking blue characters will have a negative 
·effect on your Karma. 

Gray characters are Criminals or Aggressors. Attacking gray characters will have 
no effect on your Karma. 

Murderers and aggressive monsters are red characters. Dispatching them can do 
nothing but improve your Karma. 

Guildmates are green. 

Members of enemy guilds are orange. 

All of these colors are customizable in the Options Menu (see Interface 
Options: Reputation System, p. 65). 

MURDERERS 
Anyone who attacks a Blue character is guilty of attempted murder. If the victim 
dies before the damage from a murderous attack is healed, his attacker is guilty of 
murder, regardless of whether he actually administered the killing blow. This 
includes damage inflicted by pets, magic, or as a direct result of bardic abilities. 

A murdered character can elect to report his murderer(s), and can also apply 
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personal funds to a bounty on their heads (literally). 

If you are reported in five or more successive murders, you are considered to be 
a murderer, and you will highlight red to other players. Also, those viewing your 
name will see it as, "The Murderer John Doe." The Murderer title replaces any 
other title you may have earned. 

If a murderer is caught and killed, his head can be taken by using a knife or blad­
ed weapon on the corpse. The head can then be delivered to any town guard for 
any reward that may be due (just drag the head onto the guard). 

Murderers will be killed instantly by town guards if they try to enter town. Also, 
any character who dies a murderer is assessed a substantial loss to stats and skills. 

For every eight hours of in-game time that pass without attacking an innocent, 
the murderer's "murder count" is decreased by one. When the "murder count" 
drops below five, the murderer is no longer a red character. Be warned, players 
who continually murder will become known as long time murderers and will 
never be able to revert back to being blue. 

CRIMINALS 
Citizens of Britannia can defend themselves from criminals. Criminal actions 
include thievery and assault against a blue PC or NPC (including hirelings and 
pets of blue PCs). Looting a dead body is also considered a criminal action, 
unless the body belonged to a criminal, murderer or member of an enemy guild. 

If you are flagged as a criminal, you highlight gray. Any town guard will kill you 
on sight, and blue characters can attack you without penalty to Karma. For some 
criminal actions the criminal flag lasts only a short while. If you loot a body, or 
launch a non-lethal attack on an innocent, your criminal flag will last only a few 
minutes. However, if you steal from another PC, you will remain a criminal to 
that PC until the next time you die. 

AGGRESSORS 
Although it is not illegal to attack criminals and murderers, it is also not illegal for 
unsavory types to defend themselves against unprovoked attacks. The first person to 
land a blow in combat is considered the aggressor in that combat, and any attacked 
party can defend themselves against any aggressor without fear of Karma repercus­
sions. Thus, if you are attacked by Sheila the Murderer and she kills you, her Karma 
falls, and you can report your murder. However, if you attack her hoping for a boun-
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ty and she kills you, you cannot report the murder, because you were the · aggressor. 

A combat is considered to last until one of the opponents dies, or until about 
two minutes after the last blow. If you break off combat for more than two min­
utes, neither party will be considered the aggressor until one or the other 
launches a new attack. 

MORE INFORMATION 
More information on the Reputation system, including numerous specific exam­
ples, can be found on the web site at http://update.uo.com/repfaq/index.html. 

UPGRADING YOUR EQUIPMENT 
Once you have a few coins in your pack, you can start getting some basic adven­
turing equipment. You'll want to buy some footwear and probably some leather 
armor. You'll probably want a better weapon than your "prac;tice weapon." If you 
want to specialize in magic you'll need a spellbook (if you didn't start with one) 
and some reagents. 

·Arms Lore and Item Identification are useful skills in determining the relative 
value of items you have in your possession. 

INTERFACE OPTIONS 
This screen allows you to set how your speech will appear to others, personalize 
the game's sound settings and affect how you perceive your surroundings. 

FLEXIBLE WINDOW 
Anytime you set a resolution for UO that causes the play area to be smaller than 
the screen area you're using to play the game, the remainder of the screen area 
is black. You can then move any of the smaller movable windows (for example, 
your Character Window or the small overhead map) to the black area, so that 
they don't overlap the play area. 

How do you set this up? To change the resolution for UO, see Display, p. 64. 
Since the UO play area can be up to 800 x 600, any resolution that is larger than 
800 x 600 (i.e., 1024 x 768) fills the remaining UO screen area with black. This 
is possible both when running in full-screen mode (Use full screen display tog­
gle on the Display screen) or when running with a window that is larger than 
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640 x 480. (To make the UO screen area window larger or smaller, click-and­
drag its lower right comer, just as you would resize any other window.) 

To move the play area around within a larger screen area, click-and-drag the 
gold braid border in the direction you want to move the play area. 

COMMON BUTTONS 
Using the Options button on your Character Window can access important 
game options. There are many different screens you can access. Each of the con­
figuration screens has the following buttons: 

CANCEL. Cancels all changes made on the screen since it was opened or saved. 

APPLY. Saves all changes for the duration of the current play session. 

DEFAULT. Erases all previous changes, returning the screen to its pre-set default 
values. 

OKAY. Saves all changes made on the screen since it was last opened or saved. 

COLOR 
Several of the options below allow you to set the color of text, windows or other 
features. In all cases, selecting this option will present you with a color grid and 
a brightness bar. Click the color you want on the color grid, then slide the 
brightness bar to set the intensity of the color. Left is darker, right is brighter. A 
sample will change color to allow you to check your selection. Click okay to set 
your choices; right-click to exit this screen without any changes. 

Mus1c/SouNo 
These options allow you to configure the sounds in the game. 

Sound On/Off is a toggle that you can set depending on whether or not you 
wish to hear sound effects. A Volume bar beneath it can be set by sliding. 

Music On/Off allows you to toggle music on or off. A Volume bar beneath it can 
be set by sliding. 

Play footstep sounds is a toggle that you can set depending on whether or not 
you wish to hear your own footsteps when you move. 

Reverse Speakers reverses the sounds coming from your left and right speakers. 

INTERFACE OPTIONS 

HELP 
These options allow you to configure the game's pop-up help feature. 

Help On/Off toggles the help feature on or off. 

Predelay controls how quickly a help box will pop up under your mouse cursor. 

Text color. Clicking on the colored box allows you to change the color of your 
help text. See Color (above) for more details. 

Text Font lets you choose the font you want for help text. Click on your choice. 

Sticky (toggle) means that the help box always appears in the same spot. (Move any 
help box to the desired spot, and subsequent boxes will appear in the same spot.) 

Persistent (toggle) means that the help box will stay on the screen until you 
close it. You must close the help box before you can get help for a new object. 

To close a help box when Persistent is On, remove your cursor from the box. To 
see additional text within the help box, click on the up and down arrows at the 
left of the box. 

LANGUAGE 
These options allow you to enable non-English-language support for tool-tips. 
(Tool-tips are similar to pop-up help, but they describe buttons, rather than 
items in the game.) 

A second set of options allows you to translate foreign speech that appears dur­
ing the game (see Autotranslation, below). 

Language allows you to select the language you wish supported (English, 
German or Japanese). This will cause tool-tips to appear in a pop-up window in 
the selected language. Note that you must exit and re-enter the game to change 
the language being used. 

Use Unicode Speech is a toggle that allows you to use Unicode fonts that sup­
port foreign characters. 

Font lets you choose the font you want for tool-tips. Click on your choice. 

Sensitivity of Mouse Hover controls how quickly translation boxes will pop up. 
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Sensitivity of Window Timeout controls how long the tool-tip will stay on 
your screen. 

Color of Translation Text allows you to set the color of the text in translation 
boxes. See Color (above) for more details. 

AUTOTRANSLATION 
You can configure UO to automatically translate foreign speech (both in the 
game and while chatting). 

Autotranslation On/Off toggles this feature on or off. 

Auto/When Clicked toggles between two translation options. Auto automati­
cally translates everything foreign that appears, into the specified language. If 
When Clicked is the option you select, speech will be translated only when you 
click on it. Note that neither of these options will function unless you have 
Autotranslation Turned On (see previous button) . 

Destination Language is a list of possible languages into which UO can translate 
speech. Select the language into which you want foreign text to be translated. 

Color of Translation Text allows you to set the color of any speech that is trans­
lated. See Color (above) for more details. 

CHAT 
Color. The first Chat icon opens a list of different entries that appear when you 
are in Chat. For each entry, clicking on the colored box allows you to set the color 
and brightness of that type of entry. You will need to close and reopen the Chat 
Window for these changes to take effect. 

Input text is text in the bottom window that you have typed but haven't yet 
posted to the conference. 

Menu options are the entries in the pull-down menus. 

Ignored players are those players whose comments you have chosen not to 
receive. 

Player color in member list is the color of your name in the right hand list of 
players in the conference. 

Chat text is the text that other players have posted to the conference. 

INTERFACE OPTIONS 

Players without speaking privileges are those players present at the conference 
whom the moderator is not allowing to post messages. 

Muted text is any message you send just to a few members of the conference. 

Moderator is the person running the conference. 

Moderator text is all text by the channel moderator. 

My name is your name. 

My text is text that you have posted to the conference. 

System message is any message signaling arrival of new players to the confer­
ence, departure, and so forth. 

Chat Font lets you choose the font you want for chatting. Click on your choice. 

Background colors . You may select the color and brightness of the background 
in each box on the chat screen. See Color (above) for more details. 

Text Output is the large window on the left that shows all posts to the conference. 

Text Input· is the window at the bottom that shows text you are typing but have 
not yet posted. 

User List is the large window on the right that shows all players currently in the 
conference. 

Conference List is the bar at the top left that shows your current conference, 
with a pull-down menu that shows the conferences you can select. 

Command List is the bar at the top right which has a pull-down menu showing 
the commands you can select. 
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MACROS 
Macros are an important feature of the game that allow you to fully customize 
your interface. Macros let you string together complex command combinations 
to fit any circumstance that you think may arise. You can have as many Macros 
as you like (at least until you run out of keyboard commands), and a Macro can 
contain as many actions as you wish (of course, the more actions a Macro has, 
the less likely it is to be useful on a regular basis during play). 

You can scroll through your current list of Macros using the previous and next 
buttons on the Macro screen. 

To enter a new Macro, click on the add button for an empty command field. 
Enter the key you want to use to trigger the new Macro (numbers, letters and 
punctuation may be used) . You may also toggle the rm, I Ctrl I or I Shift) keys on or 
off, so, for example, if you wanted to enter four Macros for use in battle, they 
could be triggered by [ID, ICtrl I+ [ID, rm+ [ID and rm+ !Shift)+ [ID. (Note that 
Macro commands using only letters, or !Shift)+ letters, may be unintentionally 
triggered during normal text exchanges.) 

Once you've selected the trigger, enter the commands that will make up the 
Macro itself, in the field below the command field. Click on the field to see a 
list of available options. Each time you set an option, a new command field will 
open up for any further commands you wish to apply to your Macro. When your 
Macro is done, just stop adding commands and click OK to save. 

You can delete an existing Macro by putting it up in the window and clicking 
the delete button, then ok. 

Note that any changes to your Macros will be applied to all characters on your 
account, not just the one currently in play. 

The following commands are available in the Macro window: 

Say. Selecting this command will open a text window where you can enter a line 
of dialog that your character will speak when the Macro is used. 

Emote. As Say, but may be a different text color than normal speech (see 
"Change Emote Color" above). Also, any Emote text will be placed between 
two asterisks, for example *grin* or *Broods darkly* . The traditional function of 
emote text is to convey actions, attitudes or emotions rather than simple speech. 

Whisper. As Say, but whispered text (e.g., "Psst, wanna buy a chicken?") can 
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only be "heard" by characters immediately adjacent to you. 

Yell. As Say, but yelled text (e.g., "HELP!") can be "heard" by any character up 
to a screen and a half away. 

Walk. Using this menu causes your character to face and take a step in the 
selected direction. 

War/Peace. Toggles you between War mode and Peace mode. Seep. 36 for an 
explanation of War and Peace modes. 

Paste. Pastes text from your Windows clipboard into a book or speech. Text 
length is limited. Speech can be only a few words, while books can receive a 
few sentences. 

Open. Opens one of your informational windows. Selecting this option will pre­
sent you with a list of windows from which to select. (Note that your Character 
Window is listed as "Paperdoll" and your Options screen as "Configuration.") 

Close. Closes the window you specify. 

Minimize. Minimizes all open windows. 

Maximize. Fully opens all minimized windows on screen. 

Open Door. Opens any door within reach. 

Use Skill. Presents you with a list of all applicable skills, from which to select 
the specific skill you want to try to Use when you trigger this Macro. This com­
mand can only be used to initiate those skills that are normally begun from the 
skill list in your Character Window. It does not apply to skills that are initiated 
by using a specific item or taking a certain action. 

Last Skill. Attempts to again Use the last skill you Used. 

Cast Spell. Presents you with a list of all the spells in the game, from which you 
must select the specific spell you want to cast. It's up to you to ensure that the 
spell you select is, in fact, one that you actually know how to cast. 

Last Spell. Attempts to recast the last spell you cast. 

Last Object. Attempt to again Use the last item you Used. 

Bow. Your character will bow from the waist. 
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Salute. Your character will perform a military salute. 

Quit Game. Disconnects you and closes the game. 

All names. Displays the names of every creature and character currently on screen. 

Last Target. This will enable you to select the last target for a command. This 
is especially useful when stringing together commands. For instance, a thief who 
wants to attempt to steal the same item would be able to add UseLastSkill in 
association with Last Target. It is important to note that you cannot target some­
thing which is not within four tiles of your character. 

Target Self. This will enable you to target yourself. Much the same as last tar­
get, this command is best used in conjunction with other commands. 

Arm/Disarm. This will allow you to disarm your current weapon, spellbook, or 
other item. You will need to specify from which hand you wish to remove the 
item. Once you have disarmed the item, you can re-arm it with the same key­
stroke. This acts as a toggle. 

Use Last Target. This is useful for multiple use items such as magical wands, 
staves, or even more mundane objects. This does exactly what you would expect. 
It used the last thing you targeted. 

Wait For Target Cursor. This allows you to wait for the targeting cursor to 
appear before it executes the next command. 

Target Next Mobile. This is a handy feature. When a mobile, any moving thing, 
comes onto your screen you can target it. This will simply target a mobile on 
your screen. If there is more than one, you can use this keystroke again and it 
will target the next. 

Attack Last Target. This will allow you to attack the last mobile you had targeted. 

Delay. Pauses macro execution for a specified amount of time. An open box will 
appear to the right. Select a number which pauses for your desired amount of time. 

Circle Transparency. This will toggle the circle of transparency feature on and off. 

Close Gumps. This will close all the open GUMPs on the screen. 
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PRESET MACROS 
The following Macros have been pre-set, and can be used immediately upon 
entering the game. If you don't like the way a pre-set Macro is set up, you can 
change it at any time. 

@[] + [§) ___ Open Status window 

@[] + ffil __ Open Spellbook 

@[]+[TI ___ Toggle between War/Peace modes 

@[] + @) ___ Open Character Window 

@[] + [KJ __ Open Skills 

@[] + QJ ___ Open Journal 

@D + ITJ ___ Open Backpack 

@[] + (ffi ___ Open Overhead View 

@[] + (Q] ___ Open Options window 

@D + 0 ___ Quit game 

lctrl I+@ __ Bow 

I Ctrl ) + [§) ___ Salute 

INTERFACE 
These options affect your interface controls. 

Run mouse in a separate thread is a toggle that affects the way your mouse 
tracks on screen. This should be necessary only in very rare cases, as advised by 
Product Support. 

Enable pathfinding with double-right-click (toggle) allows you to turn pathfind­
ing on or off. 

Combat Tab Key allows you to toggle between holding down the 1.'.!hli:J key to remain 
in War Mode or tapping the !Tab) key to toggle yourself in and out of War Mode. 

Offset interface windows is a toggle that allows you to choose whether new inter­
face windows will open directly over older ones, or be offset elsewhere on the screen. 

Automatically arrange minimized windows is a toggle that allows you to turn 
automatic arrangement of minimized windows on or off. 

Assume "Play As Ghost" is a toggle that disables instant resurrection. 
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DISPLAY 
These options affect the visual presentation of the game. 

Enable page flipping is a toggle that may be necessary with certain video cards. 
It affects the way the game buffers art as it appears on the screen. 

Use GDI in full screen display (toggle) . Select this option if your video card has 
problems with DirectX drivers. 

Use full screen display is a toggle that allows you to switch from a window to a 
full-screen display. 

Full screen resolution includes three buttons that allow you to set the resolution 
of your game window: 

640 x 480 
800 x 600 
1024 x 768 

Game Play Window Size includes two buttons that allow you to set the resolu­
tion of the UO game play window: 

640 x 480 
800 x 600 

Switch to 565 color mode is a check box that can put the game into 565 color 
mode. This option may be necessary on systems running certain video cards 
under Windows NT. 

Adjust how long speech remains on screen is a slider that allows you to set how 
long speech remains displayed on your screen. 

Scale speech is a toggle that (when On) leaves longer speech on the screen for 
a longer time than shorter speech. 

Enable frame skipping is an option that may improve game response time on 
some slow systems, at the cost of some visual realism. 

Speech color allows you to set the color in which your words will appear when 
you speak. See Color (above) for more details. 

Emote color allows you to display pre-set text in a second color. You can switch 
from your speech color to your emote color using a Macro (see above) or the 
colon text flag (seep. 24 ). See Color (above) for more details. 

INTERFACE OPTIONS 

Combat Cursor Color allows you to set the color in which your targeting cursor 
will appear while you are in War Mode. See Color (above) for more details . 

REPUTATION SYSTEM 
These options have to do with the Reputation system color coding which helps 
you defend yourself against anti-social behavior. 

Query (at the bottom of the list) is a toggle that allows you to tum on or off a 
warning window that will pop up any time you try to target something that 
would lower your Karma to attack. With Query on, you will have to confirm that 
any such attack is intentional. 

The remaining options allow you to adjust the color of highlighting used to dis­
tinguish characters. 

Innocent 
Friendly guild 
Someone that can be attacked 
Criminal 
.Enemy Guildmember 
Murderer 

See Color (p. 56) for more details. 

MISCELLANEOUS 
Show the intro movie on launch is a toggle that (when On) shows the intro 
movie at the start of the game. 

Order disk cache is a toggle that (when On) allows the game to automatically 
arrange your disk cache for maximum efficiency. 

Chest animation is a toggle that (when On) shows the chest animation upon 
entering the game. 

Save text log file is a toggle that allows you to save all journal text to a text file 
on your system. 

Log File Path allows you to enter a file name where your Journal will be stored. 

Save log file in unicode format is a toggle that allows you to store your Login 
Unicode text. 
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Use circle of transparency is a toggle that makes solid objects like walls in the 
foreground of your screen appear translucent. 

Set radius of transparency circle is a slider that allows you to control the size of 
your area of transparency. 

Speech font lets you choose the font you want for speech. Click on your choice. 

FILTERS 
These parental control options allow you to screen out objectionable speech by 
other players. 

Filter Obscenity. Clicking on this option will cause the game to render most 
common vulgar words as random strings of punctuation, i.e., comic-strip style 
"swearing." Click again to toggle the filter off. 

Ignore Players. When a character's name is added to this list, that character's 
speech will no longer be visible to you. 

Click to Edit Profanity List. Gives you access to the list of filtered expressions, 
from which you may add or remove words or phrases. 

Password Protect. This option allows the primary user of the game to set a pass­
word to lock other users out of this screen. For example, it allows you to keep a 
child from turning off the obscenity filter or viewing the profanity list. 

Change Password. Click here to pick a new password to this screen. 

NEW FEATURES WITH THIS RELEASE: 
800x600 play area 
This option changes the play area from a 640x480 display to an 800x600 display, 
allowing you to see a few steps farther in every direction. This option should 
only be used if you are running the game at a total resolution of 800x600 or 
higher. Note that this places a heavier load on your system. 

Colored lighting 
This option enables colored lighting effects. While we hope you enjoy the qual­
ity they add to your play experience, be advised that they place a heavier 
demand on your system. 

' I 

NEW FEATURES WITH THIS RELEASE 

Text shading 
This option enables shading on text in the game. It can be disabled if you want 
to maximize client performance. 

Circle of transparency option 
This is a new macro option for toggling the circle of transparency around your figure. 

Outline or solid highlight targeting 
This option sets whether you wish targeting highlights to color the entire figure 
targeted, or just put an outline around them. 

Show incoming names 
This option allows you to see automatically the names of people who appear on 
the edge of the screen as they approach. 

Show skill increment messages 
This option sets whether you wish to receive text messages in the lower left cor­
ner whenever your level advances in any skill. 

Display of target health bars 
This option sets whether you wish to have miniature health bars displayed at the 
feet of targets. 

New Macros (configurable) with this release: 
• The Last Target macro can be used any time you have a targeting cursor up. 

It will target whomever you have the target highlight on. 

• The Target Self macro can be used any time you have a targeting cursor up. 
It will target your own character. 

• The Next Target macro will move your current target highlight to the next 
creature or player on screen. You can use this to tab quickly through all tar­
gets on screen. This can be very handy in combat! 

• The Arm/Disarm macros allow you to wield and quickly remove items in your 
hands with a single keystroke. Note: You must be equipped to set it up the first time 
you use it; thereafter, it will remember which item you last had equipped in that 
hand. You can assign both of these to one key if you need a Disarm All macro. 

• Open Messenger. This macro opens up your Messenger window. 
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GLOSSARY OF COMMONLY AND 
UNCOMMONLY USED TERMS 
:) or AA: 

A happy face . An emoticon used to show happiness or pleasure. 

: ( 
An unhappy face. An emoticon used to show sadness or displeasure. 

AFK 
Abbreviation. Away from keyboard. 

Bardy 
Abbreviation/slang for Bardiche 

BRB 
Abbreviation. Be right back. 

BS 
In UO, used as an abbreviation for Blade Spirit. 

Click 
A press of the mouse button. When left-click or right-click is not specified, assume left-click. 

Client 
A client is a program which is used to communicate specifically with a server. Unlike many 
stand alone games, a client needs the server to be able to tell it what is on the screen and where. 

Double-click 
Two quick presses of the left mouse button. 

Duel 
Players who battle solely to see who is better. Usually done between guild members. 

Dynamic 
An object in the game which can be manipulated. 

Emote 
A way to communicate strong or implied feeling. It is usually the same as normal text, 
but will appear with asterisks to either side. 

GLOSSARY 

Emoticon 
A pair or series of symbols used to express emotion. 

EV 
Abbreviation for the spell Energy Vortex. 

GM 
1. Gamemaster ( referring to an OSI representative ) 

2. Guildmaster ( referring to leader of a player guild ) 

3. Grandmaster ( referring to skill proficiency ) 

GUMP 
Graphical user menu pop-up. Basically a graphic menu which can be closed and opened. 

Hally 
Abbreviation for a halberd 

House · 
Commonly used to describe any type of player built domicile. Examples include a brick 
house, a tower, a castle, etc .. 

Jumper (Blade, Field) 
Used in reference to players who jump into mages Blade Spirits or Field spells for the pur­
pose of flagging the caster as a criminal. This allows them to attack the caster. Some will 
simply commit suicide so they can report the mage as a murderer. 

Kewl dOOd or K3wL D3wD 
(cool dude) Someone who generally uses computer slang by replacing proper alphabeti­
cal spelling with symbols, similar sounding letters, and numbers. 

133+ 
Slang. Someone who knows what is cool, at least . . . they think so. l=L 3=E +=T. Short 
for elite. 

Lol 
Abbreviation for Laughing out loud. 

Looser 
Slang. An insulting title given to people by rude players. Commonly thought to be a mis­
spelled version of the word loser. 
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Macro 
An action or series of actions assigned to a simple keystroke to ease in the use of these 
actions. 

Manifest 
To become visible as a ghost. 

Messenger 
The in-game system in Ultima Online which allows you to send messages to player5 both 
online and offline. Very similar to e-mail. 

MiB 
Abbreviation for Message in a bottle 

Mobile 
Anything which moves in the game, of it's own accord. 

Monster 
Usually a hostile NPC which is not human. 

Mount 
Any animal you can ride. More than horses are available . . . 

Newbie 
Abbreviated or slang term for a new player. 

NPC 
Non-player Character. A character in the world controlled by the computer. 

ooc 
Abbreviation for Out of Character. When a player says something they know will be 
about the everyday world, sometimes they will say OOC as a warning. 

Paperdoll 
In UO, the representation of your character in your character menu. 

PC 
Player Character. A character in the world who is controlled by a player. 

PK 
Abbreviation for Player Killer. A player who plays the game to murder other players. 

GLOSSARY 

PVP 
Abbreviation for Player versus Player. 

Regs 
Slang for reagents. 

ROFL 
Abbreviation for Rolling On Floor Laughing. 

RP 
Role player. A person who plays the game and tries to stay "in-character" at all times. 

Ruin 
A recall rune. 

Server 
Where the action happens. A server takes input from various client programs, and sends 
out appropriate responses. A server handles requests from clients, and sends back to the 
client whether the request was valid. Think of the server as the head of a game of 
"Mother, May I?" The client program will ask to move one step forward, the server will 
respond that this is impossible because there is another person already in that spot, or 
maybe that the way is clear .. . so the move is valid. 

Spar 
To exchange weapon or magic attacks with another player without intent to cause harm, 
but merely to practice. 

Static 
An object in the game which can not be manipulated. 

Tank Mage 
A magic using PC who is proficient in melee combat as well. 

Twink also Twinking 
When a new character enters the game, some older players will offer them high-level 
equipment to make the new character more powerful than they normally would or should 
be. They will often help them win fights they could not normally win by standing back 
and healing them. The new character is then known as a Twink. 

Xroad 
Crossroads. 
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