Larian LeQuella

<Armyn ab Treanid>

Presents

“Playing an Elven Ranger!”

How I Plan to Play, Copy if you Like
Abstract


Dark Age of Camelot (DAoC) is a game that allows you to create just about any type of character you desire.  I particularly desired to play an elf, and a ranger.  These ideas and discussions are only suggestions, and how I plan to play my character.  Even though this is meant as a guide for elves (Sidhe), all races can copy from it.  I can’t stress enough that this guide is not meant to be a bible, just a guide.  I would actually recommend against playing an elf, and even following my ideas and discussions to the letter.  With any guide, there are many subjective sections and even some out of date information.  I just want to write down my thoughts for reference, get some feedback, and try to help out the community.  Keep in mind, this guide was originally published in October 2001, a lot has changed, and I have attempted to keep up.
Outline

1. Introduction

1.1. Being an Elf (Stats)

2. General Skills

2.1. Weapon Skills

2.1.1. Celtic Dual

2.1.2. Pierce

2.1.3. Celtic Dual Discussion

2.1.4. Pierce Discussion

2.1.5. Archery Discussion

2.2. Utility Skills

2.2.1. Stealth

3. Specs
3.1. Alternate Specs
4. Realm Abilities

5. Master Levels

6. Champion Levels

7. PvE Discussion

8. RvR Discussion

9. Templates

10. Other Races

11. Hunting, Quests, and Tips Portion of my Guide

11.1. Hunting

11.2. Quests

11.3. Tips on Gameplay

11.4. Fletching

12. Fin

1.0  Introduction:


So, you want to play a ranger, and because you got spoiled by D&D, EQ, or Lord of the Rings, you just have to be an elf.  Well, here is my take on how I plan on doing it.


First, a couple of caveats.  Just because I put forth my ideas, doesn’t mean you have to follow them.  One of the great things Mythic has done with this game is get rid of the cookie cutter character.  I am just offering my opinion, and as everyone knows:  “Opinions are like @$$holes.  Everyone has one, and they all stink.”  Pick a style of play that you are comfortable with, and that you enjoy, and have fun.  That’s the whole idea of this, it’s a GAME.  (  Also, if you are reading this, then that means you are interested in playing a ranger, so I suggest you go to CritShot - The Archer’s Mark (http://www.critshot.com/forums/index.php) and ask them.  You can also go to Classes of Camelot (http://www.classesofcamelot.com/Classes.asp?class=Ranger ) and read up on rangers there.  Especially if you are interested in another race, or maybe a more melee focused spec.
1.1  Being an Elf (Stats)


Okay, first let’s look at being an elf.  From a statistical point of view, this is pretty much the worst race to pick, so you better have a compelling reason that you want to be an elf.  (I’ve been playing an elven ranger in one form or another since 1978!  That’s my reason.)  Again, I must stress that playing an elf is the worst race to be statistically.  Also, these elves aren’t the AD&D, EQ, Tolkien, or any other variety you may think you are familiar with, they are the Sidhe, read some ancient Irish folklore for more info.
  Here are the starting stats:

Starting Stats:

Race       STR CON DEX QUI INT PIE EMP CHA
Celt          60     60     60     60   60    60    60     60 

Elf            40     40     75     75   70    60    60     60 

Lurikeen   40     40     80     80   60    60    60     60 

Shar          60     80     50     50   60    60    60     60 

As you can see, elves have the same STR and CON as Lurikeen without the bonus to DEX or QUI (they gave us an extra 10 in INT, yeah.), or being small.  So what do you do?  First off, I am not going to get into a detailed discussion of what each stat does for you, I think Classes of Camelot, and everyone else, has done that enough.  Now, there are basically 2 schools of thought on placing your initial 30 points.  Put all the points into stats as to get a one for one ratio, or try to get a stat up sacrificing some points in the long run.  If you want max points, put 10 into STR, 10 into CON, and then the remaining 10 you put into DEX.  Why nothing into QUI?  Well, the game caps QUI at 250, and as a ranger, you will reach that quite easily with buffs and items.
2.0  General Skills


Okay, so now you created your elven Ranger, and you are about ready to step into the world of Hibernia.  What do you do?  Well, first of all, you need to get to level 5.  Just go out and kill stuff to get experience, or do that nifty beginner quest.  Before we get into a deep discussion on what to do with your training points, let me point you to this great utility:  Go to http://www.classesofcamelot.com/misc/charbuilder.asp and download the DAoC Character Builder.  This nice little utility will let you do “what if” scenarios until you are blue in the face.

The basic skills that rangers will want to concentrate on are of course the following:

Blades

Pierce

Archery
Stealth

Celtic Dual


A big choice right off is; do you go with Blades or Pierce as your weapon of choice?  Again, you decide based on your style of play.  Blades rely on STR as the primary stat for determining damage and such, so as an elf this is not the ideal choice for min/maxing a character, but again, you do what you want.  Pierce on the other hand depends on DEX and STR for determining damage/weaponskill.  I picked Pierce as my weapon of choice because I just liked that particular look and feel.  Having skill in a weapon type does two things for you.  First it lets you “decrease the variance” of the damage, and secondly it opens up different styles you can perform.  I personally advocate that you want to have a high skill in a weapon.  Many of the styles are great for us to have available, and can even be a life saver is some situations.  The biggest disadvantage to Pierce is the armour resist.  Also, generally your selection of weapons is a bit limited by pierce, especially if you want slower weapons.  But I’ll stick with Pierce for the Diamondback style (see below).

Now, since this is my guide, I only plan to highlight the skills and abilities that I plan to get.  I will bring a little discussion on other alternatives, but that’s not the purpose of this guide.


So what are the styles you get with each skill?  Well, here they are in a nice easy table format:

2.1  Weapon Skills


2.1.1  Celtic Dual

Celtic Dual

	Lv.
	Style Name:
	Fat.
	Dam.
	Atk.
	Def.
	Opening Requirement
	Special

	2
	Misty Gloom
	H
	L-
	-
	-
	Anytime
	-

	4
	Blinding Rain
	L
	M
	M
	-
	You Evade
	8 point Bleed

	6
	Squall
	M
	L
	L
	-M
	Anytime
	Taunt

	8
	Snow Shower
	M
	H
	M
	-
	In Front of Target
	16% Slow

	10
	Gale
	L
	M
	M
	-L
	After 'Snow Shower'
	14 point Bleed

	12
	Blizzard
	L
	H
	M
	-
	After 'Blinding Rain'
	21% Slowed

	15
	Thunderstorm
	L
	M
	M
	H
	Anytime
	Detaunt

	18
	Ice Storm
	H
	M
	-
	-
	Beside Target
	4 second Stun

	21
	Hurricane
	H
	M
	L
	-M
	Behind Target
	40% Snare, 19 seconds

	25
	Tornado
	L
	M
	H
	M
	You Evade
	AF Debuff

	29
	Tempest
	M
	M
	M
	-
	After 'Ice Storm'
	20 point Bleed

	34
	Meteor Shower
	M
	H
	M
	-
	Anytime
	-

	39
	Solar Flare
	M
	H
	L
	L
	Beside Target
	Snare, 23 seconds

	44
	Twin Star
	M
	H
	M
	-
	After 'Tornado'
	7 second Stun

	50
	Supernova
	M
	H
	H
	L
	After 'Hurricane'
	34% Slowed



2.1.2  Pierce

Piercing

	Lv.
	Style Name:
	Fat.
	Dam.
	Atk.
	Def.
	Opening Requirement
	Special

	1
	Dragonfly
	H
	L-
	-
	-
	Anytime
	-

	1
	Wildsting
	L
	H
	H
	-L
	From Stealth
	-

	2
	Hornet
	L
	H
	M
	-
	After 'Dragonfly'
	8 point Bleed

	4
	Wasp's Sting
	L
	M
	M
	-
	Behind Target
	8 point Bleed

	6
	Bumblebee's String
	M
	L
	M
	-H
	Anytime
	Taunt

	8
	Hornet's Sting
	M
	M
	M
	-
	After 'Wasp's Sting'
	Slowed

	10
	Scorpion
	M
	-
	-
	M
	Anytime
	Detaunt

	12
	Black Widow
	H
	M
	L
	-L
	Anytime
	-

	15
	Tarantula
	L
	M
	M
	L
	You Evade
	14 point Bleed

	18
	Sidewinder
	M
	H
	M
	-
	After 'Black Widow'
	-

	21
	Copperhead
	M
	M
	M
	-L
	Beside Target
	Hindered

	25
	Diamondback
	L
	M
	M
	M
	You Evade
	5 second Stun

	29
	Viper's Bite
	M
	H
	M
	M
	After 'Copperhead'
	-

	34
	Asp's Bite
	L
	M
	H+
	M
	After 'Sidewinder'
	Slowed

	39
	Cobra's Bite
	L
	H
	H
	L
	After 'Asp's Bite'
	-

	44
	Dragonspider
	M
	M
	M
	-
	After 'Diamondback'
	26 point Bleed

	50
	Wyvern's Bite
	M
	H
	H
	L
	After 'Dragonspider'
	32 point Bleed



Now a couple of things that I want to go over first before telling you what my plan is on this.  Anything that says High Fatigue cost, Attempt to Taunt target to attack you, or High penalty to defense isn’t all that desirable.  Not to say that these skills may not come in handy, but they wouldn’t be in my everyday bag of tricks.  So at what level are you going to stop spending points in Pierce and Celtic Dual?  Well, getting as close as you can to 50 with your realm ranks and spellcrafted suit is what you are really after.


2.1.3  Celtic Dual Discussion


A once popular spec out there, dubbed the “Wyrd Spec” advocates bringing your Celtic Dual (CD) up as high as you can.  Some even go so far as to say to spec to 50 in CD, and get as many plusses as you can to this skill.  While it does increase your damage potential, it is not my style of play.  I have elected to put as many points as possible into the skill though.  A couple of key features/skills I want to get out of my CD spec is the Ice Storm Style.  Also being able to follow up a diamondback with a Blinding Rain/Blizzard combo is pretty nice.

So why should you keep dumping points into CD?  Well, each spec level you increase your CD, increases your chance to dual swing by approximately 0.66%.  Unlike Left Axe in Midgard, CD styles don’t cause you to automatically dual swing, but rather you have a straight percentage based on your spec each round.  And the higher your chance of dual swinging, the more damage you do, especially if you have your damage add cast on yourself.


The recent “adjustment” to the CD skill, where it no longer halves defenses has hit rangers pretty hard.  Add in the fact that Pathfinding is now part of the Archery spec, and rangers have indeed fallen on hard times.  I hope the new Team Lead takes a good long hard look at all this.


2.1.4  Pierce Discussion

I already went over the reasons I decided to go with pierce over blades.  Of course, this is also coming from a guy that insists on using a “glowy” weapon over any other because it looks better, so take that for what it’s worth.  The primary reason to go with pierce is to get the Diamondback evade reactionary stun.  It’s a nice long 5 second stun at a relatively low spec.
Now, there are some drawbacks that I already touched on, such as the armour tables, but since it seems that so many people spec slash, they put their resists towards slash as well, hopefully allowing me to hit them at a weak spot.  Also, folks who wear chain armour tend to be weak to pierce, and I know a lot of healer types that wear that type of armour.  That will be one of my main targets to go after if I end up being in melee range, as long as I can keep the interrupted and not casting any of their spells.


2.1.5  Recurve Bow Discussion

Bows

	Standard Shot

	Level
	Name
	Target
	Cast
	Range
	Damage
	Cost

	1
	Standard Shot 1
	Enemy
	5.0s
	2100
	9 (Slash)
	

	7
	Standard Shot 2
	Enemy
	5.0s
	2100
	27 (Slash)
	

	13
	Standard Shot 3
	Enemy
	5.0s
	2100
	56 (Slash)
	

	19
	Standard Shot 4
	Enemy
	5.0s
	2100
	75 (Slash)
	

	25
	Standard Shot 5
	Enemy
	5.0s
	2100
	93 (Slash)
	

	31
	Standard Shot 6
	Enemy
	5.0s
	2100
	131 (Slash)
	

	37
	Standard Shot 7
	Enemy
	5.0s
	2100
	150 (Slash)
	

	43
	Standard Shot 8
	Enemy
	5.0s
	2100
	168 (Slash)
	

	49
	Standard Shot 9
	Enemy
	5.0s
	2100
	187 (Slash)
	


	Fire Shot

	Level
	Name
	Target
	Cast
	Range
	Damage
	Cost

	1
	Fire Shot 1
	Enemy
	7.0s
	2100
	12 (Heat)
	10% Fatigue

	7
	Fire Shot 2
	Enemy
	7.0s
	2100
	36 (Heat)
	10% Fatigue

	13
	Fire Shot 3
	Enemy
	7.0s
	2100
	75 (Heat)
	10% Fatigue

	19
	Fire Shot 4
	Enemy
	7.0s
	2100
	100 (Heat)
	10% Fatigue

	25
	Fire Shot 5
	Enemy
	7.0s
	2100
	125 (Heat)
	10% Fatigue

	31
	Fire Shot 6
	Enemy
	7.0s
	2100
	175 (Heat)
	10% Fatigue

	37
	Fire Shot 7
	Enemy
	7.0s
	2100
	200 (Heat)
	10% Fatigue

	43
	Fire Shot 8
	Enemy
	7.0s
	2100
	225 (Heat)
	10% Fatigue

	49
	Fire Shot 9
	Enemy
	7.0s
	2100
	250 (Heat)
	10% Fatigue


	Cold Shot

	Level
	Name
	Target
	Cast
	Range
	Damage
	Cost

	2
	Cold Shot 1
	Enemy
	7.0s
	2100
	12 (Cold)
	10% Fatigue

	8
	Cold Shot 2
	Enemy
	7.0s
	2100
	36 (Cold)
	10% Fatigue

	14
	Cold Shot 3
	Enemy
	7.0s
	2100
	75 (Cold)
	10% Fatigue

	20
	Cold Shot 4
	Enemy
	7.0s
	2100
	100 (Cold)
	10% Fatigue

	26
	Cold Shot 5
	Enemy
	7.0s
	2100
	125 (Cold)
	10% Fatigue

	32
	Cold Shot 6
	Enemy
	7.0s
	2100
	175 (Cold)
	10% Fatigue

	38
	Cold Shot 7
	Enemy
	7.0s
	2100
	200 (Cold)
	10% Fatigue

	44
	Cold Shot 8
	Enemy
	7.0s
	2100
	225 (Cold)
	10% Fatigue

	50
	Cold Shot 9
	Enemy
	7.0s
	2100
	250 (Cold)
	10% Fatigue


	Critical Shot

Notes: Can only be used from stealth. Bypasses but does not break defenses (bladeturn, brittle guard, guard, block, intercept).

After being hit with a Critical Shot, a target receives a buff that reduces damage from all critical and power shots by 50%. This effect lasts 10 seconds; during the last 5 seconds, damage will increase for each second up to full damage. Effect is specific to the target of the original critical shot, and applies to all critical and power shots that target is hit with while the effect is active, not just further shots from the original attacker. 

	Level
	Name
	Target
	Cast
	Range
	Damage
	Cost

	5
	Critical Shot 1
	Enemy
	5.0s
	2100
	15 (Slash)
	8% Fatigue

	11
	Critical Shot 2
	Enemy
	5.0s
	2100
	45 (Slash)
	8% Fatigue

	17
	Critical Shot 3
	Enemy
	5.0s
	2100
	93 (Slash)
	8% Fatigue

	23
	Critical Shot 4
	Enemy
	5.0s
	2100
	125 (Slash)
	8% Fatigue

	29
	Critical Shot 5
	Enemy
	5.0s
	2100
	156 (Slash)
	8% Fatigue

	35
	Critical Shot 6
	Enemy
	5.0s
	2100
	218 (Slash)
	8% Fatigue

	41
	Critical Shot 7
	Enemy
	5.0s
	2100
	250 (Slash)
	8% Fatigue

	47
	Critical Shot 8
	Enemy
	5.0s
	2100
	281 (Slash)
	8% Fatigue

	50
	Critical Shot 9
	Enemy
	5.0s
	2100
	312 (Slash)
	8% Fatigue


	Long Shot

	Level
	Name
	Target
	Cast
	Range
	Damage
	Cost

	2
	Long Shot 1
	Enemy
	5.0s
	2500
	6 (Slash)
	8% Fatigue

	8
	Long Shot 2
	Enemy
	5.0s
	2500
	18 (Slash)
	8% Fatigue

	14
	Long Shot 3
	Enemy
	5.0s
	2500
	37 (Slash)
	8% Fatigue

	20
	Long Shot 4
	Enemy
	5.0s
	2500
	50 (Slash)
	8% Fatigue

	26
	Long Shot 5
	Enemy
	5.0s
	2500
	62 (Slash)
	8% Fatigue

	32
	Long Shot 6
	Enemy
	5.0s
	2500
	87 (Slash)
	8% Fatigue

	38
	Long Shot 7
	Enemy
	5.0s
	2500
	100 (Slash)
	8% Fatigue

	44
	Long Shot 8
	Enemy
	5.0s
	2500
	112 (Slash)
	8% Fatigue


	Point Blank Shot

	Level
	Name
	Target
	Cast
	Range
	Damage
	Cost

	4
	Point Blank Shot 1
	Enemy
	4.0s
	1000
	12 (Slash)
	8% Fatigue

	10
	Point Blank Shot 2
	Enemy
	4.0s
	1000
	36 (Slash)
	8% Fatigue

	16
	Point Blank Shot 3
	Enemy
	4.0s
	1000
	75 (Slash)
	8% Fatigue

	22
	Point Blank Shot 4
	Enemy
	4.0s
	1000
	100 (Slash)
	8% Fatigue

	28
	Point Blank Shot 5
	Enemy
	4.0s
	1000
	125 (Slash)
	8% Fatigue

	34
	Point Blank Shot 6
	Enemy
	4.0s
	1000
	175 (Slash)
	8% Fatigue

	40
	Point Blank Shot 7
	Enemy
	4.0s
	1000
	200 (Slash)
	8% Fatigue

	46
	Point Blank Shot 8
	Enemy
	4.0s
	1000
	225 (Slash)
	8% Fatigue


	Power Shot

	Level
	Name
	Target
	Cast
	Range
	Damage
	Cost

	3
	Power Shot 1
	Enemy
	6.0s
	2100
	15 (Slash)
	8% Fatigue

	9
	Power Shot 2
	Enemy
	6.0s
	2100
	45 (Slash)
	8% Fatigue

	15
	Power Shot 3
	Enemy
	6.0s
	2100
	93 (Slash)
	8% Fatigue

	21
	Power Shot 4
	Enemy
	6.0s
	2100
	125 (Slash)
	8% Fatigue

	27
	Power Shot 5
	Enemy
	6.0s
	2100
	156 (Slash)
	8% Fatigue

	33
	Power Shot 6
	Enemy
	6.0s
	2100
	218 (Slash)
	8% Fatigue

	39
	Power Shot 7
	Enemy
	6.0s
	2100
	250 (Slash)
	8% Fatigue

	45
	Power Shot 8
	Enemy
	6.0s
	2100
	281 (Slash)
	8% Fatigue


	Siege Shot

	Level
	Name
	Target
	Cast/Recast
	Range
	Damage
	Cost

	6
	Siege Shot 1
	Siege Object
	7.0s/15s recast
	2100
	3 (Slash)
	10% Fatigue

	12
	Siege Shot 2
	Siege Object
	7.0s/15s recast
	2100
	9 (Slash)
	10% Fatigue

	18
	Siege Shot 3
	Siege Object
	7.0s/15s recast
	2100
	18 (Slash)
	10% Fatigue

	24
	Siege Shot 4
	Siege Object
	7.0s/15s recast
	2100
	25 (Slash)
	10% Fatigue

	30
	Siege Shot 5
	Siege Object
	7.0s/15s recast
	2100
	31 (Slash)
	10% Fatigue

	36
	Siege Shot 6
	Siege Object
	7.0s/15s recast
	2100
	43 (Slash)
	10% Fatigue

	42
	Siege Shot 7
	Siege Object
	7.0s/15s recast
	2100
	50 (Slash)
	10% Fatigue

	48
	Siege Shot 8
	Siege Object
	7.0s/15s recast
	2100
	56 (Slash)
	10% Fatigue


	Rapid Fire

	Level
	Name
	Target
	Cast
	Range
	Damage
	Cost

	6
	Rapid Fire 1
	Enemy
	3.0s
	2100
	3 (Slash)
	4% Fatigue

	12
	Rapid Fire 2
	Enemy
	3.0s
	2100
	9 (Slash)
	4% Fatigue

	18
	Rapid Fire 3
	Enemy
	3.0s
	2100
	18 (Slash)
	4% Fatigue

	24
	Rapid Fire 4
	Enemy
	3.0s
	2100
	25 (Slash)
	4% Fatigue

	30
	Rapid Fire 5
	Enemy
	3.0s
	2100
	31 (Slash)
	4% Fatigue

	36
	Rapid Fire 6
	Enemy
	3.0s
	2100
	43 (Slash)
	4% Fatigue

	42
	Rapid Fire 7
	Enemy
	3.0s
	2100
	50 (Slash)
	4% Fatigue

	48
	Rapid Fire 8
	Enemy
	3.0s
	2100
	56 (Slash)
	4% Fatigue


	Volley

Ground Targeted Area Effect archery shot that will hit up to a maximum number of targets. The maximum number of targets is 2 more than the number of the shot. IE: Volley 1 will hit three targets max, and Volley 8 will hit 10 targets max. 

	Level
	Name
	Target
	Cast/Recast
	Range/Radius
	Damage
	Cost

	5
	Volley 1
	Ground Target
	7.0s/30s recast
	2100 range/350 radius
	6 (Slash)
	10% Fatigue

	11
	Volley 2
	Ground Target
	7.0s/30s recast
	2100 range/350 radius
	18 (Slash)
	10% Fatigue

	17
	Volley 3
	Ground Target
	7.0s/30s recast
	2100 range/350 radius
	37 (Slash)
	10% Fatigue

	23
	Volley 4
	Ground Target
	7.0s/30s recast
	2100 range/350 radius
	50 (Slash)
	10% Fatigue

	29
	Volley 5
	Ground Target
	7.0s/30s recast
	2100 range/350 radius
	62 (Slash)
	10% Fatigue

	35
	Volley 6
	Ground Target
	7.0s/30s recast
	2100 range/350 radius
	87 (Slash)
	10% Fatigue

	41
	Volley 7
	Ground Target
	7.0s/30s recast
	2100 range/350 radius
	100 (Slash)
	10% Fatigue

	47
	Volley 8
	Ground Target
	7.0s/30s recast
	2100 range/350 radius
	112 (Slash)
	10% Fatigue


	Acid Shot

	Level
	Name
	Target
	Cast/Duration
	Range
	Damage
	Cost

	5
	Acid Shot 1
	Enemy
	7.0s/20s
	2100
	6/2 per tick (Matter)
	10% Fatigue

	10
	Acid Shot 2
	Enemy
	7.0s/20s
	2100
	18/4 per tick (Matter)
	10% Fatigue

	16
	Acid Shot 3
	Enemy
	7.0s/20s
	2100
	37/9 per tick (Matter)
	10% Fatigue

	22
	Acid Shot 4
	Enemy
	7.0s/20s
	2100
	50/16 per tick (Matter)
	10% Fatigue

	28
	Acid Shot 5
	Enemy
	7.0s/20s
	2100
	62/25 per tick (Matter)
	10% Fatigue

	34
	Acid Shot 6
	Enemy
	7.0s/20s
	2100
	87/36 per tick (Matter)
	10% Fatigue

	40
	Acid Shot 7
	Enemy
	7.0s/20s
	2100
	100/49 per tick (Matter)
	10% Fatigue

	46
	Acid Shot 8
	Enemy
	7.0s/20s
	2100
	112/64 per tick (Matter)
	10% Fatigue


	Poison Shot

	Level
	Name
	Target
	Cast/Duration
	Range
	Damage
	Cost

	3
	Poison Shot 1
	Enemy
	7.0s/20s
	2100
	6/2 per tick (Body)
	10% Fatigue

	9
	Poison Shot 2
	Enemy
	7.0s/20s
	2100
	18/4 per tick (Body)
	10% Fatigue

	15
	Poison Shot 3
	Enemy
	7.0s/20s
	2100
	37/9 per tick (Body)
	10% Fatigue

	21
	Poison Shot 4
	Enemy
	7.0s/20s
	2100
	50/16 per tick (Body)
	10% Fatigue

	27
	Poison Shot 5
	Enemy
	7.0s/20s
	2100
	62/25 per tick (Body)
	10% Fatigue

	33
	Poison Shot 6
	Enemy
	7.0s/20s
	2100
	87/36 per tick (Body)
	10% Fatigue

	39
	Poison Shot 7
	Enemy
	7.0s/20s
	2100
	100/49 per tick (Body)
	10% Fatigue

	45
	Poison Shot 8
	Enemy
	7.0s/20s
	2100
	112/64 per tick (Body)
	10% Fatigue


	Shield (AF)

Adds to the recipient's Armor Factor (AF), resulting in better protection against some forms of attack. It acts in addition to any armor the target is wearing. 

	Level
	Name
	Target
	Cast/Duration
	Value
	Cost
	

	2
	Determination
	Self
	3.0s/20 min
	12 AF
	6
	

	4
	Perseverance
	Self
	3.0s/20 min
	14 AF
	8
	

	8
	Self Control
	Self
	3.0s/20 min
	18 AF
	14
	

	11
	Iron Will
	Self
	3.0s/20 min
	24 AF
	18
	

	14
	Resolution
	Self
	3.0s/20 min
	31 AF
	22
	

	18
	Devotion
	Self
	3.0s/20 min
	35 AF
	30
	

	23
	Steel Mind
	Self
	3.0s/20 min
	40 AF
	38
	

	31
	Inner Strength
	Self
	3.0s/20 min
	50 AF
	50
	

	42
	Invincibility
	Self
	3.0s/20 min
	64 AF
	70
	


	Buff (Strength)

Increases the target's Strength, which will cause it to be able to carry more weight, do more damage and be more effective in melee combat. 

	Level
	Name
	Target
	Cast/Duration
	Value
	Cost
	

	3
	Vigorous Will
	Self
	3.0s/20 min
	12
	3
	

	7
	Strength of Will
	Self
	3.0s/20 min
	15
	6
	

	13
	Fortification of Will
	Self
	3.0s/20 min
	20
	11
	

	20
	Focus of Will
	Self
	3.0s/20 min
	26
	16
	

	30
	Power of Will
	Self
	3.0s/20 min
	34
	25
	

	39
	Force of Will
	Self
	3.0s/20 min
	41
	33
	

	50
	Sovereign Will
	Self
	3.0s/20 min
	50
	43
	


	Buff (Dexterity/Quickness)

Increases the target's Dexterity and Quickness, which will cause it to do more damage and be more effective in melee combat as well as cast spells faster. 

	Level
	Name
	Target
	Cast/Duration
	Value
	Cost
	

	12
	Keen Sight
	Self
	3.0s/20 min
	28
	20
	

	19
	Enhanced Senses
	Self
	3.0s/20 min
	37
	30
	

	29
	Honed Reflexes
	Self
	3.0s/20 min
	49
	48
	

	40
	Superior Coordination
	Self
	3.0s/20 min
	63
	68
	

	48
	Perfect Acuity
	Self
	3.0s/20 min
	72
	82
	


	Damage Add

Target's melee attacks do additional damage. 

	Level
	Name
	Target
	Cast/Duration
	Value
	Cost
	

	5
	Piercing Strike
	Self
	3.0s/20 min
	1.4
	5
	

	10
	Incisive Strike
	Self
	3.0s/20 min
	1.8
	8
	

	15
	Cutting Strike
	Self
	3.0s/20 min
	2.9
	12
	

	21
	Sharpened Strike
	Self
	3.0s/20 min
	4.2
	17
	

	27
	Precision Strike
	Self
	3.0s/20 min
	5.4
	22
	

	36
	Unerring Strike
	Self
	3.0s/20 min
	7.3
	30
	

	46
	Perfect Strike
	Self
	3.0s/20 min
	9.4
	39
	


	Speed Enhancement

The movement speed of the target is increased. 

	Level
	Name
	Target
	Cast/Duration/Recast
	Value
	Cost
	

	5
	Forest Shadow
	Self
	Instant/20s/10 min
	1
	16
	

	16
	Greater Forest Shadow
	Self
	Instant/25s/10 min
	2
	26
	

	25
	Forest Spirit
	Self
	Instant/35s/10 min
	3
	40
	

	34
	Greater Forest Spirit
	Self
	Instant/45s/10 min
	4
	56
	

	43
	Forest Phantom
	Self
	Instant/50s/10 min
	5
	72
	


	Melee Damage Type Change

Target's damage is of the given type for the duration of the spell, regardless of what weapon he or she has equipped. 

Notes: "Magical" shots (fire, cold, acid, poison) are not affected by this ability. 

	Level
	Name
	Target
	Cast/Recast
	Value
	
	

	1
	Blunt Arrows
	Self
	Instant/1s
	Crush
	
	

	2
	Thrusting Arrows
	Self
	Instant/1s
	Thrust
	
	

	3
	Slashing Arrows
	Self
	Instant/1s
	Slash
	
	



I am quite disappointed in many aspects of the archery changes that went in.  First of all, we are not casters, despite everything that Mythic seems to indicate…  Oh well, I suppose it may have opened up some templating choices.  I am also a bit upset that all archers now have the, albeit nearly worthless, pathfinding skill.  I speced to 50 in archery so that I would have all the archery toys available to me.  There are numerous things I would like to change in the archery line if I could, but sadly Mythic isn’t listening to me on these items (Siege Shot, Rapid Fire, Volley).
2.2  Utility Skills


So that leaves Pathfinding and Stealth.  This is probably one of the places where most of the arguments for how to place skill points comes from.

2.2.1  Stealth

Almost everyone will say that you need to get to a composite skill of 50 for stealth, and I will agree with them.  An essential skill to pair with Stealth is Mastery of Stealth so that I know they are coming for me.
My biggest problem with ranger stealth is that we don’t get any skills opened up to us based on stealth.  We recently got Safefall 1, but that was only in response to all other classes being able to get that through Champion Levels.  Otherwise, stealth is just a survival tool that really doesn’t add extra utility for specing in it.  So if you were ever able to reach Realm Rank 13, take stealth as low as it will go.
You may ask yourself why bother with stealth at all?  Well, rangers have a neat trick called Camouflage that allows us to get around nicely with stealth.  Combine stealth with using the terrain, and playing smart, and you can have yourself a great time.  Also, your chance to become unstealthed while lining up a shot is determined off your stealth spec compared to your level.  The freedom to wander around the frontiers more or less freely (although painfully slow) is very nice, especially if a teleport chain is cut off.
3.0  Specs
Okay, so I have finally finished talking about all the various skills, so how will your character look when you are done.  So here is my personal spec:

39 Pierce
50 Archery
33 Stealth
29 Celtic Dual
So what type of Ranger is this?  Well, I like to call it my general utility guy.  Sure, it’s heavily archery speced, but that gives me all the archery toys, plus in the field ghetto buffs should I need them.  My stealth is at a composite 50 at RR7.  As I gain Realm Ranks, I will continue to lower stealth and raise my main melee for increases to weapon skill.  Although I am not under the delusion that I am any sort of melee ranger!
One thing that you must keep in mind when looking at this specs is that you can modify it to what best suit your needs and style of play.  Also, as you are leveling up, you will probably be in a position where you have to save points to be able to raise the next skill to where you want it.  Use the DAoC Character Projection program to fine tune all the in between levels.  I could try to hold your hand and show you a spec for every level from 5 to 50, but that would make this document unbearably long, and my head would probably start to explode around level 41 or so.  Just keep in mind what your goals are and you should be fine.

3.1  Alternate Specs

If my spec isn’t to your liking, there are many places to go to find something different.  As usual, The Crit Shot (http://critshot.com/forums ) is probably the best place to get whatever information you want in the discussion forums and   from the folks there.  While I have a hard time stomaching the attitudes there, the folks over on the VN Forums, http://vnboards.ign.com/hibernia_stalker_professions/b20908/p1 do actually know quite a bit.

It also seems that the rangers of the Tintagel Cluster, and in particular the Guinevere server know their stuff.  Britomartis has been a great member of the community, and his guide is usually much more up to date than my guide.  Not only that, it is an online resource, so you don’t need to print it out like my guide.  http://www.diggink.com/ranger/ (Britomartis)

Another wonderful online guide from the community is Dacht.  These two guys discuss a lot more than just the way they play their ranger, so their guides are probably a lot more comprehensive than mine.  As a matter of fact, I do recommend these tow guides on my Ranger Team lead page.  http://www.mygeorgiamountains.com/daoc/ (Dacht)

For a more offensive minded ranger, and some spec and ideas, you can go to http://www.classesofcamelot.com/misc/ClassGuides/ranger1.asp and check out Mousemaster’s guide.

4.0 Realm Abilities

First lets just list out all the Realm abilities available, how much they cost, and what they do.

Realm Abilities

	Costs (Per Level/Cumulative):
	1 / 1
	3 / 4
	6 / 10
	10 / 20
	14 / 34

	Name:
	Description:
	Level 1 Effect:
	Level 2 Effect:
	Level 3 Effect:
	Level 4 Effect:
	Level 5 Effect:

	Augmented Strength
	Increases Strength by the listed amount per level.
	4
	12
	22
	34
	48

	Augmented Constitution
	Increases Constitution by the listed amount per level.
	4
	12
	22
	34
	48

	Augmented Dexterity
	Increases Dexterity by the listed amount per level.
	4
	12
	22
	34
	48

	Augmented Quickness
	Increases Quickness by the listed amount per level.
	4
	12
	22
	34
	48

	Augmented Acuity
	Increases primary casting stat by the listed amount per level.
	4
	12
	22
	34
	48

	Long Wind
	Increases the duration of sprint.
	1
	2
	3
	4
	5

	Serenity
	Increases the amount of power regenerated per tick.
	1
	2
	3
	5
	7

	Toughness
	Increases max hit points by the listed amount. Level 40 required.
	25
	75
	150
	250
	400

	Ethereal Bond
	Increases power pool by the listed amount
	15
	40
	75
	130
	200

	Lifter
	Increases carrying capacity by the listed percentage.
	10
	25
	45
	70
	95

	Veil Recovery
	Reduces the duration of resurrection sickness by the percentage listed.
	20
	40
	60
	80
	95

	Avoidance of Magic
	Reduces all magic damage taken by the listed percentage. This only works on damage. Does not work on disease, dots, or debuffs and does not affect the duration of crowd control spells.
	2
	5
	10
	15
	20

	Mastery of Magery
	Additional effectiveness of magical damage.
	2
	4
	7
	11
	15

	Mastery of Pain
	Increases chance to deal a critical hit in melee per listed percentage.
	3
	9
	17
	27
	39

	Wild Power
	Increases chance to deal a critical hit with all spells that do damage, including DoTs, by listed percentage. Passes on to Necro Pets.
	3
	9
	17
	27
	39

	Falcon's Eye
	Increases the change of dealing a critical hit with archery by the listed amount.
	3
	9
	17
	27
	39

	Mastery of Focus
	Increases the level of all spells cast by the listed amount for resistance purposes. Caps at level 50. Level 40 prerequisite.
	3
	9
	17
	27
	39

	Mastery of Stealth
	Modifies stealth detection and stealth movement. Camouflage counters the Mastery of Stealth bonus, allowing an archer to only be seen at the normal range. Doesn't affect detect hidden classes when they are detecting other detect hidden classes, meaning it has no affect on assassins detecting assassins.
	5% / 75
	10% / 175
	15% / 300
	20% / 450
	25% / 625

	Determination
	Reduces the duration of all crowd control spells by the listed percentage.
	4
	8
	20
	38
	55

							

	


	Costs (Per Level/Cumulative):
	 5 / 5
	10 / 15
	15 / 30

	Name:
	Description:
	Reuse Time:
	Level 1 Effect:
	Level 2 Effect:
	Level 3 Effect:

	Arrow Summoning
	Summons 30 mystical footed flight broadhead arrows: 10 barbed, 10 keen, 10 blunt into the user's inventory. The arrows are not tradable and will not disappear when a characters logs out of the game.
	See Effect
	900 sec
	300 sec
	5 sec

	First Aid
	Heal that grants health equal to the percentage listed. Cannot be used in combat.
	180
	25%
	60%
	100%

	Second Wind
	Grants 100% endurance recovery
	See Effect
	15 min
	5 min
	2 min

	Ignore Pain
	Heal that grants health equal to the percentage listed. Can be used when in combat.
	900
	20%
	50%
	80%

	Mastery of Concentration
	Grants a 100% bonus to avoid being interrupted by any form of attack when casting a spell. The effect of the spell cast will be reduced to the percentages listed. Necro version transfers to the pet. Lasts 30 seconds.
	600
	25%
	50%
	75%

	The Empty Mind
	Grants the user a 45 second bonus to resists against all magical damage. Resists are increased by the percentages listed. (This only works on damage and does not affect the duration of crowd control spells. Necro version transfers to the pet.)
	600
	10
	20
	30

	Mystic Crystal Lore
	Grants a refresh of power based on the percentages listed. Cannot be used when in combat.
	180
	25%
	60%
	100%

	Raging Power
	Grants a refresh of power based on the percentages listed. Can be used when in combat.
	600
	25%
	50%
	80%

	Purge
	Removes all negative effects but leaves any applicable immunity timers in place. Level 1 purge is on a 15 minute timer but has a 5 second delay. Level 2 is on the same timer but has no delay. Level 3 is on a 5 minute timer and has no delay.
	900
	5 sec delay
	No delay
	300 sec reuse

						

	


	Name:
	Description:
	Reuse Time:

	Desperate Bowman
	This ability is used with a bow. Does 300 damage and a 5 second (non resistible) stun. Bow and melee cannot be used for 15 seconds afterwards. 
	900


	



I know this is a rather long list of abilities available to us, but you’ll also notice that many of the abilities are rather useless, or serve absolutely no purpose.  I prefer to use passive Realm Abilities because it means less button pushing for me, however, there are some active abilities that are must haves, so I am listing the abilities in an order of must have, should have, and nice to have.  The loss of Physical Defense really upset me, but we’ll live I suppose.
My list of gotta have skills:

Augment Dexterity – This is a nice passive RA that will help increase your bow (and incidentally pierce) damage in the long run.  Looking at it from a mathematical point of view, since this is effective on all shots, it is actually a better investment than falcon eye.
Falcon’s Eye – This will let you get more criticals.  Anything that actually helps bow damage is good as far as I am concerned.  And once you have your Aug Dex up, this is a nice RA you can bump up at lower levels for less points than trying to get Aug Dex 4 or 5.
Mastery of Stealth – This is a must have strictly for the ability to see other stealthers as they come up to you.  The increased speed while stealthed is nice, but I hardly notice it.
Purge – This is one of the few active RAs that are a must have.  This is especially useful when an assassin jumps you and applies all sorts of poisons to you, or stuns you, or has that AoE Mezz poison, etc.  Also handy for when you get several bad spell effects on you that you need to get rid of.
Ignore Pain – Another one of the rare active must have RAs.  Again, this helps with healing up after getting jumped or just being in a particularly long battle.  While it is not as effective as it used to be, it is still quite worthwhile.
My list of skills I would like to get:

Toughness – Why not Aug Con?  Well, it has been mathematically shown that with the hit point tables we are on, it is more advantageous to get Toughness as opposed to Aug Con.
Second Wind – This is something that is quite handy to have when you can’t use a potion or the timer on your champion bow isn’t up.  Rangers live and die on endurance.

Avoidance of Magic – Casters are out of control in this game.  Although I list this as a skill I would like to get, I am not sure what good it will do to be able to live for 0.9 seconds longer, if that.  On paper I guess this sounds a lot nicer than it really is.  Keep in mind that your resist boost from this goes into “Bin B” of the resist tables.

Determination – While this is probably more appropriate in the nice to have column, I have such a hate for all those crowd control spells, this got moved up to the like list.  Will I ever get it?  Probably only if I make RR13.
My list of nice to have skills:

Augment Constitution – Once you have spent all the points you can on Toughness, then you can probably go and spend a few on this RA for a bit more survivability.
Long Wind – This is mostly handy for chasing someone down (or running away) considering we burn so much endurance using our bows.
Mastery of Pain – This is just one more tool to help with a bit of the melee encounters you have to deal with.  Anything to bring your enemy down quicker is a good thing.
I also left some skills off the list intentionally as well because they didn’t suit my style of play, or are outright worthless like Summon Arrow.  Also, the list of Realm Abilities for someone who decides to be strictly a bow user are terribly unimaginative.  Mythic hopefully will do something about that in the future.
Well, that’s my first stab at the realm abilities.  We’ll see where I go from here on this I suppose.  As always, feedback is appreciated.

5.0  Master Levels


Trials of Atlantis is probably the biggest mistake to happen to this game, ever.  The idea was cool, but the implementation of it was just horrid, and while Mythic is doing a lot to reduce the actual grind of ToA, there are still a lot of overpowered abilities and items as a result of this expansion.  Instead of getting into too may details on how much I hate ToA, Artifacts, the grind, etc, I’m just going to come right out and say that nearly 80% of all rangers select Sojouner as their Master level path.  I know I did.


Forceful Zephyr was adjusted recently.  It’s still quite useful, but not quite the “I Win” tool it once was.  Most of the abilities do serve a good purpose, and are just plain handy to have.  ML3 and 4 are basically useless, but I hope to see changes in them for the better.  One complaint that I have about the Sojouner line is that nearly every ability on the list has been given away to everyone else through some skill or item.  Oh well.

In case you are curious what you get for your Master level efforts, here is a table from Classes of Camelot.

Sojouner

	ML#:
	Ability:
	Description:
	Duration:
	Reuse Timer:
	Radius/ Range:

	1
	Unburdened Warrior
	Passive ability that increases maximum encumbrance by 25%.
	-
	-
	-

	2
	Unending Breath
	Spell which allows group members to swim at 100% of normal speed for 30 minutes. Has a cast time of 1 second, and can be cast as many times as necessary if group members lose the buff (after dying, for example), or new players join the group. Players keep the buff after leaving the group.
	1800
	-
	1500

	3
	Reveal Crystalseed
	Reveal all enemy runes around your ground target. 1 second cast time; unstealths user.
	-
	-
	500

	4
	Unmake Crystalseed
	Destroys targetted rune and runes within 1000 units of the targetted rune.
	-
	-
	1000

	5
	Ancient Transmuter
	Summons a merchant that sells arrows and poisons and will buy normal merchant-sellable loot.
	120
	1800
	-

	6
	Gateway
	Teleports the user to their current bind point. 20 second cast time, unusable in combat.
	-
	-
	-

	7
	Resistance of the Ancients
	Gives the user's group increased resistance to essence-based attacks, which most ML Abilities use.
	1200
	300
	2000

	8
	Forceful Zephyr
	Ground target summon that picks up one enemy player and carries them to the ground target. There is a range limit of 1000 units and the zephyr drags the player 100 units per second. Zephyr cannot be purged, attacked, resisted, or otherwise impeded. 
	10
	120
	-

	9
	Phase Shift
	Insta-cast buff that allows the user to become immune to damage, but cannot attack during that period.
	10
	900
	-

	10
	Mass Gateway
	Teleports the user's entire group to the user's last bind point (does not send individual group members to their own bind points). No group members can be in combat for the spell to work; ~20 second cast time.
	-
	-
	1000



If you need help on making your way through these trials, you can go to http://www.armynabtreanid.com/frakof and see what sort of information is there.
6.0  Champion Levels


Darkness Rising introduced yet another way to level your character, this time through Champion Levels.  These are not nearly as involved nor as overpowered as the Master Levels from Trials of Atlantis.  Not only that, you can earn these Champion Levels by just doing what you normally do.  No need to organize any big raids or complete complicated quests, although you can do the quest if you want.


Now, I am only going to list the primary Champion Level abilities that I think will help a ranger with my play stele.  Classes of Camelot does a nice job of giving you a rundown of all the other Champion Level abilities if you want to take a look at them.  For the most part, the ones that are the most attractive and useful to rangers, depending on their spec, would be the Way of Nature or the Way of Arms (for melee speced folks).  I personally went with the below listed Champion Abilities for my first four skills because of the resists.  These are also handy for your group if you don’t happen to have a class able to put those resist s on you.  I also employ the guardian buffs when I happen to get into melee just to help out my relatively weak melee ability.  And the damage add is nice since I didn’t spec my buf bot for that particular spell.

Anyway, here is the complete list of Champion Levels that I got:
Guardian:
Guardian

	Resilience

	Opening:
	Anytime

	End Cost:
	Medium

	Damage:
	Medium Bonus

	To-Hit:
	-

	Defense:
	-

	Effect:
	-


	 
	[image: image1.png]





	Soldier's Anticipation

	Function:
	Parry Buff

	Value:
	5%

	Target:
	Self

	Cast Time:
	Instant

	Recast Timer:
	5 min

	Cost:
	10p

	Duration:
	1 min
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	Surge of Chaos

	Function:
	Damage Add

	Value:
	5 DPS

	Target:
	Self

	Cast Time:
	Instant

	Recast Timer:
	5 min

	Cost:
	20p

	Duration:
	1 min
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	Damage Ward

	Function:
	Absorb Buff

	Value:
	5%

	Target:
	Self

	Cast Time:
	Instant

	Recast Timer:
	5 min

	Cost:
	30p

	Duration:
	1 min
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	Soldier's Retaliation

	Function:
	Parry Buff

	Value:
	11%

	Target:
	Self

	Cast Time:
	Instant

	Recast Timer:
	5 min

	Cost:
	15p

	Duration:
	1 min


Naturalist:
Naturalist

	Lesser Group Revigoration

	Function:
	Group Heal

	Value:
	60

	Target:
	Group

	Cast Time:
	2.6

	Cost:
	19

	Range:
	2000
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	Lesser Group Regrowth

	Function:
	Group Heal

	Value:
	75

	Target:
	Group

	Cast Time:
	2.6

	Cost:
	22

	Range:
	2000
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	Shield of the Soul

	Function:
	Resist Buff

	Value:
	10% B/S/E

	Target:
	Realm

	Cast Time:
	3.5

	Cost:
	24

	Range:
	1000

	Duration:
	10 min
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	Shield of the Elements

	Function:
	Resist Buff

	Value:
	10% H/C/M

	Target:
	Realm

	Cast Time:
	3.5

	Cost:
	24

	Range:
	1000

	Duration:
	10 min


Forester:

Forester

	Thorns of Vengeance

	Function:
	Damage Shield

	Value:
	2.4

	Target:
	Realm

	Cast Time:
	3

	Cost:
	12

	Range:
	1000

	Duration:
	10 min


Of course, this is also a personal choice, so make sure to do your research and get the skills you feel will help you the most.  For instance, there are some nice “spec” buffs in the Naturalist line that are really handy on the classic servers.
7.0  PvE Discussion

I just thought I would cover some basics as far as how I play my character.  Nothing cosmic or in-depth.  Basically I am also fishing for some feedback on this guide along with any hints and suggestions you all may have.

Since the AI in this game is much like any other AI, hunting the MOBs Mythic has made for us is pretty basic.  You will basically be under two different situations, solo or group.  Both scenarios are pretty much the same.  Solo, I would stick to pulling yellows and and oranges if you have a good template.  I always try to stay hidden if I am solo, just so other wandering nasties don’t get a jump on me.  Also, it builds a habit pattern that you will use in RvR.  Open up with a critical shot (of course.).  Try to get as many normal shots on the beast as it closes with you and then finish it off using melee.  Pretty basic for solo.  Rest, rinse, and repeat.

Some advanced strategies could be to let the MOB close with you, let it hit you once, then SPRINT away and try to get a couple more bow shots off on it as it chases you down.  This is a rather tricky technique since you don’t want to run away too far (otherwise the “anti-kiting” code kicks in).  Also, you may not end up getting far enough away, and all that happens is that the MOB just gets to beat on you for free.  Also, sprinting burns up valuable endurance, which you will need to fire your bow.

Grouping is when it gets fun.  Volunteer to be the puller, but don’t be hurt if they turn you down.  Archery, while it has range, just has so many other hindrances that they may opt for someone else to pull.  Again, you want to open up with the critical shot.  Now the big danger here is that you will be hunting reds (or even purples) and they can put the hurt on you fast.  Make sure that you have someone in the group that has plenty of taunt styles and they know how to use them.  Also, MOBs have an annoying tendency to move out of range as you line up your critical shot, or get right up in your face.  Just be ready for this and move around a lot.  Here you can use your stealth skill at least to get into a good position.
Once you get whatever you pulled back to your party (and the taunter gets it off you), line up behind it (or beside it) and use your styles to the max extent possible.  Once it is dead, rince and repeat.  Most folks will have a lot of endurance and power regeneration running, so you should rarely run out of those.  Of course, discuss with your group what you are doing, so you don’t over extend their capabilities to heal or whatnot.  I told you; pretty basic…
8.0  RvR Discussion

RvR is a blast!  Let me first off say that I HATED Ultima Online and the rampant PKing there.  I also played a blue server in EverQuest and never liked any of the PvP servers there (no matter what ruleset they put in with the possible exception of the RP server).  As a matter of fact, I was considering not even trying DAoC due to the RvR aspect.
If you build your character the way I plan to, you will have a couple of roles in RvR.  Basically you will be a “towerhumper”, scout, and information for your realm.  You can probably rack up some nice realm points with these skills, but also realize that quite often you will be out there alone.  So even though you can kill enemies, expect to die a lot too (at least you don’t lose XP or CON in RvR deaths. One of the things I really like.).  So, how do you make the most of your skills?

RvR can be both the most exhilarating and the most frustrating experience in the game of Dark Age of Camelot.  No one can put together a comprehensive guide of tactics that will guarantee you a million realm points in a night, or that you will never die to the enemy.  Your enemy is another human being, and they have a nasty tendency to come up with new and innovative ways of killing you.  So all I can do is offer a few tips, hints, and advice.  Using all of these together, it will not make you invulnerable, but it will help you in many circumstances.


One small caveat about the advice, this mostly works in small groups and solo.  When you get into taking keeps and having large-scale battles, all bets are off.  The fog of war gets too thick in large scale maneuvers, so the only advice I can give there is keep your mouth shut, keep your eyes open, and follow the designated leader.

Hunting on the Edge:


First of all, many people enjoy hunting for experience in the frontier, but then they are surprised when an enemy comes up and kills them.  Well, live with it.  As a matter of fact, the enemy may take the opportunity to kill you while you are weak, and even inflict an experience loss death on you.  It’s WAR.  However, there are a few things you can do to protect yourself if you must hunt out in the wilds of the frontier.


We are all used to leaving behind useless loot, the stuff that weighs a ton and is worth just a few coppers.  This is virtually a beacon to the enemy.  Quite often they can track you to your hunting spot just by following the little bags.  Take the few extra moments to pick up the items, and if they are useless, destroy them.  That way if they find you, it’s not due to your stupidity.
Basic Tips of a Killer!


There are a lot of basic tips that should also keep you alive in the frontier, whether you are hunting monsters, or better yet, hunting other players.  These tips are rather basic and generic, and have been mentioned in many places before, but are worth mentioning again.


Keep moving!  If you stay in one place, it just makes it easier for someone to track you down.  Especially if you are killing enemy players.  The enemy will get a nice message on their screen that you are plying your trade, they will most likely ask the recently deceased where they died, and come after you.  To die because you are in the same place seems silly to me.  Now if you are setting up an ambush, then you may want to stick around for a bit more fun, but remember it’s always harder to hit a moving target.


The sixth sense!  If you happen upon a large group of dead bodies, you may want to get out of there.  First of all, the dead people can still communicate with their friends and will often tell them you are there.  Also, the reason most people don’t release upon death is that they are waiting for friends to show up and resurrect them or avenge them.  Again, you can always set up an ambush for these people when they arrive.  Everyone likes a party, right?


Good company.  Just like in PvE, having more people out there to support you and compliment your skills, the more successful you’ll be.  Besides, if there are more of you than them, the odds are you’ll be the ones left standing.  Speaking of complimenting skills, try to scout out the area.  Send someone ahead to look for the enemy.  If you want to bait the enemy, send a lower level “soft target” out to scout.  If you want to intimidate them, send out the highest level person that presents the most difficult kill.  Also, having a group will definitely intimidate all those snipers and assassins.  Speaking of assassins, try to mix your group with stealth and non-stealth.  If you can hide your numbers from the enemy, they may be more tempted to attack you.  Almost a sort of “in plain sight” type ambush.


Computer Talk.  One aspect of this game is that when you come to an area with a lot of textures and polygons, it needs to access your hard drive.  Not only that, there can be lag spikes as well in your frame rate.  You normally expect this when entering a large city or going to an area with a lot of people.  Well, out in the frontier, if you experience this, it could very well mean a large enemy force about to crest that hill, or coming into your sight bubble range.  This could be a good time to run and hide for a bit.


I don’t think they are out to get me, I know they are out to get me!  That’s right, be paranoid.  It’s much more difficult to kill a prepared enemy than one who is lax or not thinking about getting killed.  If you are out in the frontier, watch groups as they hunt, they go through three distinct phases.  1.  Ultra paranoid.  They are constantly spinning around, looking for the enemy.  They pull conservatively.  2.  Guarded.  They are getting more comfortable, but they still remain on guard between pulls.  3.  The experience groove phase.  This is when they start to feel comfortable and may even sit between battles.  It is during this phase that you strike.  They will most likely be confused and caught off guard.  Speaking of sitting, just don’t do it unless you really MUST regain endurance, power, or health quickly.  Just those few extra keystrokes to get on your feet to fight for your life, can end up costing you your life.

A Few Styles of Combat


There are two things you can do to help you out in combat against your enemy.  Now these require a bit of dexterity and coordination.  They are basically what are called “dancing” and “ice skating” for reasons that will become obvious.


Fred Astaire.  Dancing is a very basic concept.  You stick your enemy and strafe left or right to get behind them.  The advantage is that they can’t attack you while you are behind them.  The biggest disadvantage is that your chances to hit them are lower while strafing.  If you run into someone that isn’t particularly experienced with PvP combat, this should work quite well.  Also, make sure you have weapons that strike quickly.  That way, while they spin around looking for you (or just stand there confused thinking you disappeared) you should be able to get a few good hits in.  Now if you notice that they continually face you as you spin around them, they have some experience and also are using /stick.


Tonya Harding.  If your enemy has a stick on you, then you start ice skating.  This is where you break your own /stick, run through them, quickly turn around, hit them, and repeat in a sort of figure eight pattern.  You can use /face to help you with this.  It takes a second for their /stick to catch up to you being behind them, so if you have fast weapons, you should be able to get some hits in on them as they are spinning around to face you.  Much like Sam did against the mountain troll.  And this works particularly well against the larger opponents since they will be getting the “Target not in view” message while you are under them.


The key to both of these techniques is to have fast weapons.  Since strafing and not facing your enemy will cause you to miss more often, having the fast weapons will allow you to “recycle” the timer on the weapons faster and thus get in those hits.


Know thy enemy.  Depending on the type of class you are fighting, you may want to try to take advantage of certain aspects of the way they fight to improve your odds.  For instance, tanks depend on their endurance a great deal to perform their styles.  If you can manage to sprint ahead of them and cause them to use up their endurance, you should only suffer from a few “style enhanced” strikes.  Also, if you see them using styles, you can start dancing and ice skating to hopefully get out of the way.  Also, if you do manage to wear down their endurance, you may be able to catch them sitting down, thereby giving you that extra half-second to get the upper hand.  One caveat with this tactic; many of the new realm abilities makes this dangerous, and not all that practical at the higher levels.  Pet classes have a distinct advantage against stealth classes.  Pets still go after stealthed people like a Doberman to a pork chop.  Not that I advocate using a flaw, but at this point it has become a widely recognized tactic.  If Mythic refuses to fix this, then use all the tools available to you.  Also, archers tend to use up most of their endurance shooting their bow, so you can often start at an advantage to them in that regard.  Casters are also easy, since if you have fast weapons, you will interrupt all their attempts to cast on you.  Again, all these minor tactics have the disadvantage that many realm abilities can be used to counter them, but when you do find someone who isn’t equipped to deal with them, you will be the victor.


Some other basic things to keep in mind.  Many people will tell you to use the terrain, and most people think that means using the trees to hide in and such, but also use hills.  Make random turns 90 degrees of your heading to keep your path unpredictable, and do this right after cresting a hill or getting into a deep valley.  This can also help you evade the enemy if they are chasing you, especially if the lose sight of you just a moment as you go over the hill and they are still on the other side.  This could even set up an opportunity for you to circle around and get them from behind.


The enemy of my enemy is a friend.  If you get into trouble, try to use hostile monsters in the area to take care of them.  If you have a good faction with a particular type of monster, try to always know where they are.  Imagine their surprise when they chase you right into a camp of these nasties and it wipes them out while you get to live.  While this may be seen as cowardly, and unsportsman-like, you are walking while they are eating dirt.  Simple as that.

Larian’s World


Now, since I am an archer class, I do have some specific hints and suggestions for being as effective as you can be.  Realize that these are mostly new strategies to me personally, but they are also the tried and tested ones.  Also, archers have been adjusted downward by a whole heck of a lot, so we aren’t out there making realm points like in the old days.  The basics for a good archer class:


Don’t hunt at the same spot all the time.  First of all, that violates just some of the basic rules I laid out earlier.  Also, everyone has a favorite spot because it offers many special advantages.  If you like this spot, you can bet that bad guys will find out about it and they may be waiting for you to show up to start your sniping.  Pick odd and unusual spots if you can, and then cycle through them.


Keep an eye on your prey.  Resist the urge to shoot right away.  Remember the three stages a group goes through that I mentioned earlier?  Well, it does you no good to attack someone expecting it, but rather wait until they are not ready for you, and then do what you do best.  Also watch out for the lone gray that may be sent out as the sacrificial lamb.  Just by watching and observing, you can pick out who is what and make the most of your attack.


The bane of all archers are other archers and assassins.  These two classes think the most like you, so they should know all your tricks.  That is why you can never be too unpredictable.  Also, if they do discover you, the best option is usually to just make tracks and find another place, or better yet, develop your own tactic (like setting up an ambush for them).


This is probably the most important bit of advice here: Be patient.  An impulsive archer is a dead archer.  Sure you may kill one person, but unless you are looking for a trip to your bind point, you will be dead soon.  Observe the entire situation if you can before acting.


Blinking.  Something that helps you get rid of the guy who is doggedly following you or has you targeted for ranged attacks is to stealth quickly and then unstealth.  This will cause them to break their “lock” on you.  This is mostly an emergency get a way maneuver, but it comes in handy.  Also, if you are attempting to stealth, and you can’t, yet you see no one close by, that means an enemy is stealthed near you.  You may want to think about moving away as fast as possible, and blink to break their lock if you can and to know when you are safer.  With mastery of Stealth and the 1 second delay in stealthing though, this is a desperation move more than anything else.

Speaking of stealth, stay stealthed as you travel, or more specifically camouflaged.  Resist the urge to run around with no stealth, even though it is painfully slow.  If you absolutely must break camouflage, blink as you run along as much as you can.  This may not save you from running headlong into a group of enemies, but at least it will keep that other archer from keeping you in his sights.  Also, don’t unstealth just for the heck of it.  All too often has my death been caused because I unstealthed to blow a kiss to a pretty gray minstrel or something.  (I’m a shameless flirt by the way.)  Also, use your stealth to your advantage, if you are being chased, and you manage to stealth, don’t keep going in a straight line.  Make a turn, even as far as to almost head back in nearly the same direction you came from (you don’t want to run into the guy chasing you, but try to lose him).  You’d be surprised at how many people just keep running in a straight line from the point you stealthed at.


Another thing to consider while traveling stealthed, try not to go down the middle of well-traveled areas.  If you get run over by an army, if they are right on top of you, someone is bound to uncover you and they will kill you.  Being in the middle of the road is just as bad as not even bothering to stealth, and it just took you longer to get to the spot where you will be eating dirt.

Some Courtesy


Well, I just got through telling you how to kill other people, which isn’t really a nice thing to do, but there are some things that gets you marked as immature, and in general just an ass.  Please don’t do these things.

Asshat!  You all know what that is.  If you do, you move up my list of people who will feel my wrath one way or another.  For that matter, don’t jump on someone’s corpse or repeatedly laugh at them.  One laugh of contempt is good, but to stand there like you are at the “Funny Bone” comedy club is just asinine.  Don’t repeatedly jump on their corpse to show contempt either.  Doing something a bit to get the message across is fine, but when it becomes obsessive/compulsive behaviour, you start looking like a childish moron.


If you feel the need to bow to your enemy or cry over them, by all means do so, but just like any other action, if overdone, you start to look like a moron.  Although, any pretty lasses out there that kill me, I appreciate every kiss, and you can never send too many of those to me.
The End


Well, there you have it.  Maybe you learned something, maybe I didn’t tell you anything you didn’t already know, but at least it’s all in one place.  Many classes have other tactics in RvR that are incredibly effective, but remember that nothing will make you invincible and that you will die.  No matter how skilled you are, there is someone out there that will manage to out skill you and out think you.  Not only that, no matter what the favoured class of the month happens to be due to the last patch, there will emerge a predator for you.  You will die, and die often, but until then, take as many of the enemy as you can with you.
9.0  Templates

I could easily list dozens and even hundreds of different templates in this guide, and still not cover all the possibilities and different ideas.  Instead, I want to point you to http://www.syntheticrealms.com/Loki/ as a good place to get the ever famous Loki Template Builder.  As for getting a list of all the items, http://www.ethinarg.com/ is a good place for that.  If you are in need of a template, and you just don’t know how to do it, feel free to visit the CritShot forums for advice, or you can even go over to the VN boards and ask folks there.

Enclosed is a copy of my template which is in desperate need of an update (with many thanks to Kilkenny).  My only gripe is that I couldn’t get all +11 to CD, up my CON and STR a bit more, I don’t have any sparkly weapons, and that my Spirit resist is below 20 (as soon as I have a new template, I will post it).  Anyway, enjoy what I have for now:

Larian’s Template:

Str: 79 


9 Celtic Dual 
Con: 75

11 Stealth 
Dex: 101

11 Piercing
Qui: 39

11 Recurve Bow (with Bow)
Hits: 288

Body: 25  Energy: 27     Crush: 30 (2) 
Cold: 26   Matter: 21      Thrust: 25 
Heat: 23   Spirit: 16 (5)   Slash: 25 (3) 

Cap Increases 
25 Dexterity 
84 Hits 
8 Strength 

Other Bonuses 
4 Style Damage 
40 AF 
7 Archery Speed [10 with Bow] 
6 Archery Damage [10 with Bow] 
14 Fatigue 
9 Melee Combat Speed 
9 Archery Range [10 with Bow]


Chest 
Name: Golden Scarab Vest 
Level: 51 Quality: 100 
AF: 102 Bonus: 35 
Effect 1: 15 Dexterity 
Effect 2: 6 Crush 
Effect 3: 6 Slash 
Effect 4: 6 Thrust 
Effect 5: 4 Archery Range 
Effect 6: 4 Archery Damage 
Utility: 46.00


Arms 
Imbue Points: 37.0 of 32 (100 Qual) Overcharge: 38% 
Gem 1: 25 Constitution - 99 Flawless Earthen Essence 
Gem 2: 7 Body - 99 Imperfect Dusty Shielding 
Gem 3: 2 Stealth - 99 Uncut Airy Battle Jewel 
Gem 4: 5 Celtic Dual - 99 Imperfect Icy War Spell Stone 
Utility: 65.67 

Head 
Name: The Winged Helm 
Level: 51 Quality: 100 
AF: 102 Bonus: 35 
Effect 1: 40 Hits 
Effect 2: 5 Fatigue 
Effect 3: 15 Dexterity 
Effect 4: 5 Spirit 
Effect 5: 15 Strength 
Effect 6: 5 Matter 
Effect 7: 10 AF  
Utility: 50.00


Legs 
Name: Astral Leggings of the Leech 
Level: 51 Quality: 100 
AF: 102 Bonus: 35 
Effect 1: 2 Piercing 
Effect 2: 44 Hits 
Effect 3: 22 Strength 
Effect 4: 7 Dexterity Cap Increase 
Effect 5: 21 Constitution 
Effect 6: 5 Fatigue  
Utility: 49.67 

Hands 
Name: Mariasha's Sharkskin Gloves 
Level: 51 Quality: 100 
AF: 102 Bonus: 35 
Effect 1: 3 Recurve Bow 
Effect 2: 4 Crush 
Effect 3: 4 Slash 
Effect 4: 4 Thrust 
Effect 5: 4 Heat 
Effect 6: 4 Cold 
Effect 7: 4 Energy 
Effect 8: 3 Archery Speed 
Effect 9: 3 Archery Range  
Utility: 63.00


Feet 
Imbue Points: 37.5 of 32 (100 Qual) Overcharge: 38% 
Gem 1: 9 Cold - 99 Polished Icy Shielding 
Gem 2: 4 Piercing - 99 Flawed Dusty War Spell Stone 
Gem 3: 60 Hits - 99 Precious Blood Essence 
Gem 4: 19 Constitution - 99 Faceted Earthen Essence 
Utility: 65.67 


Right Hand 
Name: Golden Spear 
Level: 51 Quality: 100 
DPS: 16.5 Bonus: 35 
Effect 1: 7 Crush 
Effect 2: 4 Style Damage 
Effect 3: 4 Melee Combat Speed 
Effect 4: 12 Strength 
Effect 5: 12 Dexterity 
Effect 6: 7 Thrust 
Effect 7: 7 Slash  
Utility: 58.00


Left Hand 
Imbue Points: 37.5 of 32 (100 Qual) Overcharge: 38% 
Gem 1: 5 Piercing - 99 Imperfect Dusty War Spell Stone 
Gem 2: 4 Celtic Dual - 99 Flawed Icy War Spell Stone 
Gem 3: 5 Heat - 99 Flawed Heated Shielding 
Gem 4: 7 Cold - 99 Imperfect Icy Shielding 
Utility: 69.00
Ranged 
Name: Ranger CW Bow 
Level: 51 Quality: 100 
DPS: 16.5 Bonus: 35 
Effect 1: 3 Archery Speed 
Effect 2: 9 Dexterity Cap Increase 
Effect 3: 15 Dexterity 
Effect 4: 4 Recurve Bow 
Effect 5: 3 Archery Range 
Effect 6: 3 Archery Damage 
Utility: 30.00 

Neck 
Name: Desmona's Necklace  
Effect 1: 2 Archery Speed 
Effect 2: 22 Dexterity 
Effect 3: 24 Quickness 
Effect 4: 3 Stealth 
Effect 5: 4 Recurve Bow 
Utility: 65.67 

Cloak 
Name: Shades of Mist  
Effect 1: 3 Stealth 
Effect 2: 5 Melee Combat Speed 
Effect 3: 15 Strength 
Effect 4: 15 Quickness 
Effect 5: 4 Fatigue 
Effect 6: 10 AF 
Utility: 35.00 

Jewel 
Name: Gem of Lost Memories - Bow  
Effect 1: 10 Constitution 
Effect 2: 24 Hits 
Effect 3: 4 Matter 
Effect 4: 4 Body 
Effect 5: 2 Recurve Bow 
Effect 6: 2 Archery Range 
Effect 7: 2 Archery Damage  
Utility: 38.67 

Belt 
Name: Kraken Tentacle Belt  
Effect 1: 44 Hits Cap Increase 
Effect 2: 8 Thrust 
Effect 3: 8 Energy 
Effect 4: 8 Heat 
Effect 5: 8 Body  
Utility: 64.00 

Right Ring 
Name: Zahur's Ring  
Effect 1: 6 Body 
Effect 2: 6 Spirit 
Effect 3: 6 Energy 
Effect 4: 6 Cold 
Effect 5: 6 Matter 
Effect 6: 60 Hits  
Utility: 75.00 

Left Ring 
Name: Ring of Dances  
Effect 1: 5 Crush 
Effect 2: 5 Slash 
Effect 3: 15 Dexterity 
Effect 4: 15 Strength 
Effect 5: 10 AF 
Effect 6: 3 Stealth  
Utility: 55.00 

Right Wrist 
Name: Shaitin's Wind Bracer  
Effect 1: 22 Dexterity 
Effect 2: 10 Dexterity Cap Increase 
Effect 3: 9 Energy 
Effect 4: 2 Archery Speed  
Utility: 32.67 

Left Wrist 
Name: Zahur's Bracer  
Effect 1: 60 Hits 
Effect 2: Empty 
Effect 3: 6 Matter 
Effect 4: 6 Crush 
Effect 5: 6 Heat 
Effect 6: 40 Hits Cap Increase 
Effect 7: 10 AF 
Utility: 51.00

As you can see, just a single listing takes up a few pages.  And this is a pretty hard to put together template in terms of rare items and the cost of them.
10.0  Other Races

Okay, so you don’t have a compelling reason to play an elf (remember, worst race to pick and not the elves you normally think of.
).  Is this guide still useful to you?  Heck yeah.  I think the only real difference should be in the initial point spread out..

As you saw in the starting stats table, if you pick a Celt you have pretty decent STR and CON stats, so you need to concentrate on DEX.  As I have said before, since there is a 250 quickness cap, you really don’t need to place  any points in that unless your template makes it impossible to be close to that cap.  As a Celt, you are pretty well set up to select blades as your weapon as well as go with the melee spec.
Shar fall into a very similar area for spec choices and where to start out with points as Celts do.  The only area that is really tricky is the fact that they start with the lowest DEX and QUI of all the ranger races.  These are the ideally suited melee rangers.  For starting points, this is the one race that may require putting a point or two into Quickness just to reach the 250 cap.

If you go with a Lurikeen, you are probably going for the max effectiveness with piercers and bows.  Also, most players choose the smallest model for Lurikeen because they are much harder to target from a distance.  Of course, you won’t be able to see over castle crenellations and any other short obstacles.  I would put my starting stats in the same places as if I were an elf for exactly the same reasons.  You just get a leg up on elves with the higher DEX and QUI.  Good for you.  Too bad you look so goofy.  (
11.0  Hunting, Quests, and Tips Portion of my Guide

This is just a very brief overview, nothing cosmic or in-depth.  If you want to see something added in this section, please send me an email with the actual text you would like to see.  I’ll footnote you and give you credit of course.  My email is Larian@LarianLeQuella.com and I try to answer every email I get.  Just try to make the added text flow with what I already have.  Thank you.

11.1  Hunting

With the introduction of instance dungeons, leveling in this game has become almost a joke.  Even someone who only plays casually like I do can level a character up relatively quickly.  Dedicated players can get to level 50 in an amazingly short time.  The tasks of gaining Master Levels and Champion Levels will take a bit longer, and of course, leveling any artifacts you may want.  Some of these can be done concurrently.
When doing the task dungeons, as a ranger you will of course want the long corridors.  While boring, the task dungeons are relatively quick and effective.

You can also do kill tasks, turn in Experience Items, do quests, and hunt solo for gaining experience.  Of course, my recommendation is to do as many of the quests as you can find, just to become familiar with the lay of the land.  The best thing to do though is to get a group, and join them in hunts throughout the realms.  With activities such as scroll farming, Master Levels, Artifact Hunts, and Champion Quests, you should be able to accomplish leveling with people.  If you want to see how old schoolers did it, feel free to look at this thread:  http://www.critshot.com/forums/showthread.php?s=383a14fe28245d36d3f92a8c09a8a1de&threadid=472 and marvel at how rangers ever reached 50 in those days.
11.2  Quests

I was planning on putting in a big long discussion on quests that are specific to Hibernian rangers here, but the game has been around too long to actually have a low down on all the possible quests and missions a Hibernian Ranger has open to them.  Besides, there are web sites and forums that have a whole lot more resources than I do already tracking this information, so I’ll refrain from re-inventing the wheel.  (  Just look for people in the world that have a yellow circle under their feet and click on them.
One major suggestion I have is to go to Tir Na Nog or Druim Ligen and find the Sergeant, Lieutenant, Captain, or Commander and get the quests they give.  They are usually pretty quick, give good XP, and easy.  The main benefit to these quests is that they usually have at least one kill task amongst them, and that should give you a good idea of places that you can go to keep killing for your level.
I’ll limit your quest search to just a couple of places.  First there is Camelot Warcry http://daoc.warcry.com/quests/ .  This is probably the best site out there for quests so far.  The database is searchable by realm, level, and class.  You can also check out Allakhazam’s Magical Realm, a great general information site.  He lists all his Hibernian quests at http://camelot.allakhazam.com/quests.html?realm=Hibernia  The comments people leave can be a bit juvenile, but all in all, an okay place to search too.  He also does a good job updating this site, so just look for that.  The only drawback to this site is the need to be a Premium Member to get access to everything.
Another place I would go of course is (you guessed it) CritShot - The Archer’s Mark.  People are quite often posting questions and answers about quests there, and it has the added benefit of mostly being about the ranger classes.  As I wrote earlier, CritShot - The Archer’s Mark is at http://www.critshot.com/forums/ .  Please let me know if you want me to go more into depth on this.

11.3  Tips on Gameplay

Like any game out there, there are certain things that the players sort of just find out on their own that can make your life a lot easier.
#1 Asked Question:  How do I fire my bow?  Well, you will eventually have several icons associated with your bow, but the very basic way is to put a bow in your inventory slot for the bow, then click your mouse cursor on it and drag that over to your hotbar.  At this point, you can also drag over other bow firing icons you may have and place them in an order that makes sense.  If at any time you don’t have your bow in your hands, you only need to press your button that has the bow icon to equip it.  Then when you want to do any shot, hit that icon (i.e. crit shot, standard shot, fire shot, etc.), and you shoot.  You can line up a follow up shot by hitting any other icon before the shot you are working on fires.  It’s much like casting (much to my dismay).  Also, don’t forget to select your damage type.  I have it bound to a keyboard key so I don’t have to look around for the icons on my already crowded hotbars.
Another great tip is MAPS.  Hey, we’re rangers, we’re never lost (exploring maybe, but not lost.).  The number one recommendation is to go get a custom User Interface that has maps.  I currently host a copy of Derida’s UI.  Just Google it and you’ll probably find a lot of other hosts.  Additionally, there are numerous other UIs and map plug in that give you a great layout of each zone.  Again, it’s okay to explore, but never say that you are lost.  You are a Ranger after all.

I mentioned the Derida interface.  I cannot recommend that enough.  Just go to http://derida.planet-multiplayer.de and download it.  The installer is pretty easy and basic, so you shouldn’t have any major problems.  My guild also maintains a thread where we have fixes and updates:  http://armynabtreanid.com/forums/index.php?showtopic=4684 so you can go there to find more info.
Customize your keyboard.  Set up your keyboard so that you don’t have to look down to do things, or try to click things that are hard to click.  With the ability to hotbind unused keys to your artifacts and having effects on the information window makes it easy to fill up your keyboard and hotbars, but in the end, you need to do what makes sense to you.

Stay with the startup guild as long as you can bear it unless you know a guild that you are going to for sure.  The start up guild has a permanent XP bonus attached to it, and while it is a rather annoying bunch, most of the folks are just doing the same thing you are.  Of course, better advice is to find a good and respectable guild to pledge your loyalty to.  There are numerous guilds with just as many “personalities” as there are people.  Make sure to do your research.

If you are a ranger on the Tintagel cluster, make use of the Ranger Haven at lot 3230 Sylaun in the Meath region on the Guinevere server.  You can get more info at this thread on the CritShot forums:  http://www.critshot.com/forums/showthread.php?s=1a5990a43856924ecc2024e3445d44c6&threadid=10151.

There is also a collection of “dirty Tricks” at the CritShot in this thread:  http://www.critshot.com/forums/showthread.php?s=1a5990a43856924ecc2024e3445d44c6&threadid=10943  While there, please add your own.
11.4  Fletching

I am including a section on fletching mostly as a result of feedback I have received.  I am not quite as familiar with tradeskills as I am with just being a ranger, but I think I have a few gems of research that I can offer:  DON’T BOTHER!
Okay, if you insist on crafting, then don’t take up fletching.  Here is a link to a nice basic overview:  http://cso.daoc.net/guides/tradeskill/.  The Herald also has some crafting info if you, but it’s rather basic.  For spellcrafting and alchemy, check out: http://www.camelotherald.com/documentation/spellcraft/index.html otherwise, the basics can be found at: http://www.camelotherald.com/article.php?id=67.  Even after the last “upgrade” to crafting, I am still just avoiding it as best as I can.
Now I know this is just a brief discussion, and it’s intentionally so since the websites I mentioned above are so much better at explaining it all that I could ever hope to be.  Besides, in most cases, I would rather stick flaming arrows into my eyeballs than craft.  It just isn’t for me.  Best of luck to you.

12.0  Fin

Well, that’s my guide.  I hope you enjoyed reading it as much as I enjoyed typing it.  I will most likely keep updating this and post it on my personal website http://larianlequella.com/daoc.html (just scroll down to My Ranger Guide, and check out Clamargh’s Campion Guide while you are there too) so feel free to visit the site and check back where you got this from.  I am also always open to suggestions, so you can always e-mail me at Larian@LarianLeQuella.com.  Thank you.
Larian LeQuella <Armyn ab Treanid>

Sidhe Ranger of Hibernia and ex-Ranger Team Lead
Guinevere Server

� Please download this and submit it to as many fan sites as you want.  All I ask is that you don’t edit it and try to submit it as your own work.  A special thanks goes to all the members of CritShot - The Archer’s Mark and the folks at Classes of Camelot!  (


� Elphin


� The Classes of Camelot at http://www.classesofcamelot.com/Classes.asp?class=Ranger


� http://www.classesofcamelot.com/Styles.asp?mode=byClass&class=Ranger


� http://www.classesofcamelot.com/Styles.asp?mode=byClass&class=Ranger


� http://www.classesofcamelot.com/Styles.asp?mode=byClass&class=Ranger


� http://www.classesofcamelot.com/RealmAbilities.asp?class=Ranger


� http://www.classesofcamelot.com/MLAbilities.asp?mode=byLine&line=Sojourner


� Elphin





