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--------------------------------------------------------------------- 

1. Your Character 

A. Stats: 
• Strength(Str): Gives higher physical damage and more health. 
• Intelligence(Int): Gives higher magic damage and more mana. 

• Each level you get you gain 5 stats. 2 are distributed automatically, 1 into str and 1 into int. The other 3 stats can be distributed manually. 

B. There're five classes of weapons: 
• Swords: can equip shields, mental based, double attack 
• Daggers: can equip shields, physical based, double attack, lower critical 
• Spears: two-handed, highest mental power, higher critical 
• Big-swords: two-handed, highest physical power, Slow weapon 
• Bows: two-handed, long range, fast attack, relative low physical/mental power 

C. There're three classes of body equipment: 
• Armor: high physical defense, low mental defense. 
• Garment: high mental defense, low physical defense. 
• protector: balance in physical and mental defense. 

Armor set bonuses: 
• Full armor set: No bonus. 
• Full protector set: -10% mp usage, +10% moving speed. 
• Full garment set: -20% mp usage, +20% moving speed. 

D. Set Item Mods: 
• Degree: Used to determine what degree lucky power to use for alchemy. 
• Phy. Damage: The Phy. damage range for the weapon. 
• Mag. Damage: The Mag. damage range for the weapon. 
• Parry: Causes the damage to be minimal from the base damage of the other player or monster. For example if a weapon has a damage range of 100-150 and you have high parry the damage will be closer to the 100 damage range then 150. 
• Attack Rating: Opposite of parry the higher your attack rating the better chance of hitting the maximum on your weapons damage range over the enemys parry ratio. 
• Block: The higher the better chance you have of blocking an attack. 
• Durability: Durability is how long your weapon/armor can last before breaking and needing to be repaired. 
• Critical: The chance of hitting a critical hit with your weapon. 
• Attack Distance: How close/far your character has be to attack the enemy. 
• Phy. Absorb: The percentage of how much physical damage you will absorb rather then take. 
• Mag. Absorb: The percentage of how much magical damage you will absorb rather then take. 
• Phy. Reinforce: The higher the percent of phy. reinforce the better the physical damage will increase after a successful alchemy/enchant 
• Mag. Reinforce: The higher the percent of mag. reinforce the better the magical damage will increase after a successful alchemy/enchant 

Blue Item mods: 
• Str x Increase: adds +x amount to Strength. 
• Int x Increase: adds +x amount to Intelligence. 
• Reduce status: reduce the duration of a status by a percentage. 
• Immortal: If upgrade fails prevents equipments from breaking(losing the item). 
• Steady: If upgrade fails it prevents equipments from losing durability. 
• Lucky: Increase chance of successful upgrade. 
• Repair Invalid: Cannot be repaired, durability is much higher than normal. 
Immortal, steady and lucky has a number of times use, and when the number reach zero the stat is gone. For Example: Steady(2Time/Times) it would last for 2 alchemy fails. 

E. Status Effects: 
• Burn: You lose some hp every few seconds. 
• Darkness: Half’s the effect of mana potions for example if your mana pots usually give you 1000 mana back it will only give 500 with the darkness state. 
• Electric shock: Lowers parry rate, thus increasing the chance of doing higher damage. 
• Freezing: It renders you immobile. IS NOT THE SAME AS STUN. 
• Frostbite: Slows you down and decreases your attack speed. 
• Poison: Same as burn but damage taken is constant. 
• Stun: It renders you immobile and disables the use of items. Level 14 glaive skill has this. 
• Zombie: When any hp skills or potion is used, hp is decreased instead of healing you. 

F. Elements: 
• Cold: Lowest damaging element yet most effective cold can cause frostbite and freezing. 
• Lightning: Medium damage it can increase the speed of attacks or your character. 
• Fire: Highest damaging element can cause burn which does some damage over time. 
• Force: Force is just healing and protection for you and others. 

G. Skill Points and Experience: 
• Skill Point Experience: Every time the yellow bar above your experience bar fills you gain 1 skill point. 
• Experience: The green bar under your skill point experience bar when it reaches 100% you gain a level for your character. 

H. Damage: 
• White Numbers: This is showing the amount of damage you are giving to the enemy. 
• Red Numbers: This is showing the amount of damage you are taking. 
• Orange Number: this is showing damage being taken by fire status. 
• Greenish Yellow Numbers: This is showing the damage being taken by poison status. 
• Block: This shows that the damage was totally negated. Only characters with shields can block. 

--------------------------------------------------------------------- 
2. Quests 

Edited: Please see our quests guide:http://sro.mmosite.com/database/quests.shtml

--------------------------------------------------------------------- 

3. Alchemy 

What is alchemy? 
Alchemy is enchanting you weapon, armor, or accessory. 

What does alchemy do? 
If you have ever seen a weapon, armor, or accessory with a (+1), or (+2) etc. after the item name, this is what alchemy does. 

How many +# can I have on an item? 
You can have up to a +9 from my understanding although I’ve yet to see any this high. The highest I have seen is a +7. The +# on weapons also gives different color glows depending on how many +s you have. For example a + 3 weapon would give just a nice shiny glow to your weapon. 

What does the +# after the item name mean? 
This basically means that the item is 1, 2, or 3 etc. levels higher then its current level although it is not as good as an item actually that level would be. 

What do I need to do alchemy? 
An item, elixir, and a lucky powder are the only things needed. The lucky powder isn’t necessarily needed but it is recommended because it seems to give a much better chance of a successful enchant. 

Tips for better success in enchanting: 
Lucky powders: Increases the chances of the alchemy succeeding. 
Mods- 
Steady: If enchanting fails it prevents equipments from losing durability. 
Immortal: If upgrade fails prevents equipments from breaking(losing the item). 
Lucky: Increase chance of successful upgrade. 

Now let’s learn how to use alchemy on an item. Let’s say you want to enchant your level 24 bow. Lets say your bow has 4th degree on it so go to the grocery store in Donwhang and buy a 4th degree lucky powder. Once you buy the lucky powder you need to find or buy a weapon elixir since a bow is a weapon, once you got all of that press “A” and right click the alchemy action; it looks like an open scroll. This will bring up a new box with an empty square this is where you place your bow, so put it in there now. When you place your box in the empty box 2 other boxes will open up this is where you place your weapon elixir and lucky powder. Go ahead and do that, once you have press the Joint button. In the chat window it will let you know if the alchemy succeeded or failed. 
If you had +2, +3 etc. and the enchant fails you will loose those +s, durability and even possibly loose the item, I haven’t lost the item yet from a failed enchant so it’s a low percentage to loose the item. That’s about it on enchanting an item, good luck. 

--------------------------------------------------------------------- 

5. Tips & Tricks 

Buy stuff in a batch. 
Don’t want to drag arrows into your inventory and type 250 or drag potions to your inventory and type 50. Just hold ctrl and left click on the item and it will buy a stack for you. 

Protectors. 
Supposed to be used to kill botters but you can also have some fun with them, now this is mean but funny. Buy a protector at the general store and cast one outside of Jangan and watch for the first person to attack it. Have fun. 

Extra Experience Gain Per kill. 
Join respective parties, full parties (4 people) give 10% experience gain per kill. 

Skill point farming. 
Skill point farming is basically gaining skill points faster then experience. Skill point gain is determined by the difference of your highest mastery level to you characters level. The bigger the difference the more skill point experience you will gain and the lower your experience gain will be. The biggest difference is a 9 level difference, for example Bicheon Mastery level 5 and your character level 14 that is the highest level difference and the fastest skill point gain in Silkroad. 

Giants for Newbies

Author: Dieppe 
Credit to Dieppe, thanks very much for giving us permission to put this guide on our site.
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Giants! If you've been around SilkRoad Online long enough you're sure to encounter a few of them in your time. What are they all about and what is a polite way to handle them?

First off Giants, much like Champions, are larger and stronger versions of the regular monsters you're killing. They spawn less often than Champions, but often enough that if you're questing in some areas you're sure to see one. Some creatures never spawn giants, such as Black Yeowas or Small Red Scorpions, but usually most monsters do.

Usually the first giant you see will be a bandit or a tiger. And for every newbie to SRO, you'll be saying to yourself "Wow, that's one big tiger!" Suddenly you find yourself face to face and dying quite rapidly... if you're unlucky that is.

Giants though, if you are lucky enough to have done a majority of the damage, will often drop much better items than regular monsters. (It's all very random though.) If you're unlucky a few piles of gold, if you're lucky an elixir or even a good weapon or armor! You are definitely certain to get more experience back from a giant than you will a regular monster. Usually on the order of about 10x, give or take. A champion will give you on the average about twice the experience of the regular monster.


So why do people go after giants? Well, duh! They want more experience and a chance at better drops! But here's some things you might want to know.


1: In some areas everyone goes after the giants, especially newbie areas or high risk areas. In other areas, people are best left alone to kill giants on their own. To attack a giant that is already "taken" without asking if they need help in these situations is rude at best, and total jerk taking their loot and experience at worse. 

So how to tell the difference? Well, just be aware of the types of creatures you are killing. 

When you're in your teens fighting tigers and bandits, those giants can really kill and swarm and there's no easy way to keep away the smaller creatures (not a lot of people have figured out harmony therapy yet (those glowing orange circles)). So the best thing to do is to just jump into the fray! When the giant drops, even if smaller creatures are killing you, start grabbing away before the item timer expires and before other people or monkeys can get your drops!

Later, once more players have harmony you'll notice a lot more people soloing a giant, and if you're polite you'll leave them alone or first ask if they need help. Usually if they have it they'll say they're okay. (Though some people are rude, but only because they're so used to people jumping in and kill stealing.)

Higher levels have monsters that tend to swarm, poison, attack quickly, and generally make your fighting a giant a living hell without a harmony circle. If you see someone fighting a giant and they have 1-5 or more scorpions or other nastys around them... GET IN THERE! Chances are they're madly fighting for their life and don't have the time to type out "HELP!" in the chat window! 

2: Bezerk is your friend! Unless you're doing PVP or runs or something else, save your bezerk for the giants. Usually if you're questing you'll kill enough inbetween seeing a giant to rebuild that back up. Which leads to...

3: Harmony Therapy (those glowing orange circles) are your friend! Make sure you have it high enough level to keep out the regular creatures in the area you are fighting, otherwise it's almost worthless. If you're using glavie or sword, get face to face to the giant as soon as you can and drop that circle! Get a few good chops in (with ice, if you have it to slow it down), hit that TAB key, and start using your best moves! DDR this isn't, but while you're bezerking you want to hit as hard as you can before someone comes along to "help" you out.

4: If you do come across someone peacefully (!) killing a giant, inside a circle, and they've got bezerk going---don't just jump in. They've got a pretty good thing going, and appreciate if you stand back and maybe kill the regular monsters that might wander by. If you're a healer, and you can select the player, throw a heal or a poison cure their way as they need it. 

Yeah, they aren't probably going to give you money, but they'll appreciate it and down the road may return the favor when another giant pops up for you! 

5: Autopotions. Make sure you have enough health potions in your inventory before taking on a giant, or just run the hell away! Be sure you've turned down the potion use delay to .5 seconds, and if you're in a dangerous area don't be afraid to crank it up to 80%. Trust me, when you die at higher levels and risk losing 58k experience, or 100k experience, you start to be a little more paranoid. 

6: If you're in a tricky area, maybe where the regular monsters are high (orange or red) for your level, don't be afraid to ask for help! Usually someone is around who won't mind taking on a giant with you. If you really just want to peacefully quest, getting a giant killed and out of the way so you can get back to questing might really be what you want rather than watching over your shoulder the whole time worrying that it'll suddenly start running your direction and notice you.

7: If you're fighting a giant and you have it, quickly type out a message letting people who run up know that you have it okay. That isn't to say that you couldn't suddenly get swarmed by some champions and you don't want them to hang out to help. Just politely ask if they wouldn't mind letting you kill it on your own.

Easier said than done, huh? 

8: Lag. If you're lagging and you sde a giant... just log off. 10 second lag is long enough that you can be killed before any potions can take effect. 

9: If you do die while killing a giant, don't click to go back quite yet. If someone else kills it you'll at least get experience for the damage you did. (Even if you do go back to the city and aren't resurrected I believe you still get experience... still revenge on the giant is sweet...)

--------------------------------------------------------------------------------------------------

To summarize, when you're questing or grinding in an area for long enough to understand how the creatures fight; whether they are slow, fast, swarming, fast respawn, etc., you'll have a better idea whether you should jump in and start attacking that giant, whether you can solo it, leave the giant alone, or whether to flee. 

You'll still encounter people who will jump in on you, make the killing blow, and steal the loot. Nothing can be done, but at least the more people learn to be polite to others, then hopefully that can spread. Everyone remembers the time they first killed a giant on their own without an army of players around, so help others learn as well.

Disclaimer: Does not apply to Uniques, or to players in Ohio or United States Territories. Your mileage may vary. Politeness is its own reward, but you may be paid back someday by someone returning the kindness.
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Shummie’s Guide to Skill Points 

Version 0.1 

Hi all, 

This guide is intended to help clarify the issues and any misconceptions about how the skill point system works in SRO. I hope to keep this an evolving article with the contributions of everyone on the forum. It’s taken a few weeks of research but I think I’ve finally gotten a good grasp on how the skill point system works in SRO. Let me know if anything needs more clarification. 

Background Information 

1. Skill point requirements. 

The link below takes you to a chart that describes how many skill points you need to go up to the next skill mastery level. Note, that this these values are for skill masteries only, not actual skill levels. That is, they are for the Bicheon, Heuksal, Pacheon, Cold, Fire, Lightning, and Force mastery levels only. In order to determine the amount of skill points needed to level up a skill, take the required mastery level, add one, then look it up on the table. 

http://srodatabank.incarnum.com/index.php?title=Mastery_Skill_Points 

An example: You are currently Lightning Skill Mastery 11. To level up to Skill Mastery 12, look up 12 in the table. From the table you need 12 skill points. Now, that you meet the requirements for Wind Walk level 1, you want to get it. Since you needed a skill mastery of 12, add one to it to get 13, then look up that value in the chart. For skill mastery level of 13, you need 15 skill points. Therefore, Wind Walk level 1 requires 15 skill points. 

Note that 400 SXP (skill experience points) is equal to 1 SP (skill point) and this remains constant across all levels. 

2. Skill mastery cap 

There is a fixed cap of a total of 300 mastery levels. What this means is between your 7 main masteries, you can distribute however you want, 300 levels between them. This affects only skill mastery levels and not the skills within each mastery. You can have as many skills (given enough skill points and skill mastery requirements). Note that although the level cap is currently 70, there may be plans to raise this level cap. As the level caps are raised, the skill mastery caps are not raised as well. Keep this in mind when planning your character. 

3. Skill resuscitation quest 

At level 20, you are given the ability to undertake a quest that makes you collect “curst hearts” (cursed hearts). For every 10 that you collect, you can turn it in for a skill resuscitation potion. This potion allows you to remove a skill level or mastery that you have placed somewhere and returns 80% of the needed SP to get that skill. In addition to needing the potion, each skill you remove will also cost a significant amount of gold. (I have no idea how much it costs, any help would be appreciated). 

An example: After getting Heuksal mastery, you want to change to Pacheon mastery, so you want to remove all your Heuksal mastery points. Your Heuksal mastery is 11 and you have 1 level in Cheolsam Force. You can reduce your Heuksal mastery as low as you want as long as you do not reduce it below any skill’s required mastery level. Therefore, you can reduce it to level 10 since Cheolsam requires a skill level of 10. In order to reduce your Heuksal mastery to 0, you need to remove the Cheolsam mastery first. 

4. Skill mastery gap 

Having a skill mastery gap means that you keep your highest skill mastery level below your character level. 

Example: You are level 25. You have 10 levels in Heuksal, 15 levels in cold, and 25 levels in force. Your skill mastery gap is 0. 
Example 2: You are level 25. You have 22 levels in Bicheon, 22 levels in Fire, 22 levels in Lightning, 22 levels in Bicheon, 22 levels in Force. Your skill mastery gap is 3. 

How many skill masteries you have do not matter. It is only the highest skill mastery that determines your skill mastery gap. 

5. Skill point farming 

Skill point farming often refers to having a skill mastery gap of 7-9 at a low level killing over and over again to obtain many skill points. The magic number appears to be 20-30k by level 20. There are other more detailed articles on skill farming that this article is not intended to address at this point. 

The Meat of the Article 

Introduction 

Now that I’ve gotten all the basic material out of the way. The age old question is. How many skill points do I need for my build and given that I know, what skill mastery do I need. What is SP farming and how much of it do I need? 

The answer? It depends. There are three main factors that determine what skill mastery gap you need and how much skill point farming you need to do. They are: 
1. The number of skill points you need for your build 
2. The amount of patience you have 
3. How quickly you want your skills. 

This article is intended to address the first point. The last two will vary from individual to individual. If you are someone with a lot of patience, skill farming early can mean an easier time down the road where you have your skill mastery equal to your character level, thus sp farming may be your thing. If you want to get all your skills quickly then perhaps leaving a gap of 1 or 2 and not skill farming may be the most fun for you. 

XP/SP Ratios 

Earlier I talked about skill mastery gaps, but what does this really mean? As your skill mastery gap (smg) increases, you gain more skill points and less experience per kill. The amount of sxp and xp you gain vary with the gap, but it is not a 1:1 ratio. 

Example: With a skill mastery gap of 0, you get 800 xp / 120 sxp per kill. With a skill mastery gap of 5, you may get 300 xp / 150 sxp per kill. Note: These values are made up. 

The XP/SXP ratio stays constant if your character level and smg stays the same. So that means regardless of the mob you kill, you will get the same ratio of sxp and xp per kill. This rule breaks down when you fight mobs who are much lower level than you due to how rounding works in this game. 

I’ve requested data from the community and received a decent amount of support. All the data has been compiled into XP/SXP ratios found here: http://srodatabank.incarnum.com/index.php?title=XP_to_SP_Ratio 

The table above shows the xp/sxp ratios at each level and each mastery gap. Note that many values are interpolated because I do not have data for it. Anything you can contribute would be greatly appreciated. 

I’ve been able to establish a very loose relationship for how increasing character levels and skill mastery gaps influence your sp/xp ratio. This is described in the next section. 

Relationships between Character Level and Skill Mastery Gaps 
Disclaimer: I take no blame for anyone’s head who gets hurt by this section. This is intended to be a “mathy” section, but really only requires arithmetic. If you do not care for the relationships, go ahead and skip to the next section. 
Disclaimer #2: All values in this section are approximations. Due to rounding errors and lack of data, I am unable to perfectly replicate the actual values involved in the calculations. 

From what I’ve been able to observe, it appears that the % change of the XP/SXP ratios when you increase or decrease your smg is fairly consistent across all character levels (Levels 1-30 only due to lack of data). The table below shows the factor that’s applied when you increase your skill mastery gap. 

Code: 

0-1          1-2        2-3            3-4        4-5         5-6       6-7        7-8          8-9 
0.8197  0.8197  0.8000   0.8000   0.7813  0.7519   0.7077   0.6270    0.4608 



On a cumulative basis and setting Skill Mastery Gap 9 as 1.000, the following are SP/XP ratios. 

Code: 

0             1           2         3        4        5         6        7        8        9 
19.36  15.87   13.01  10.41  8.33   6.50   4.89   3.46   2.17  1.00 



What does the table above mean? It puts everything on a relative basis. As a few examples, it appears that having a smg of 0, vs 19 means that you’d gain experience about 19 times faster than if you were smg 9. What this also means is you would gain 19 times less skill points than if you were smg 9. 

Looking at smg’s 0-7, for every additional 3 smg, you gain about 2x the number of skill points (or 1/2 the experience). These values increase dramatically as you approach smg 8 and 9. This makes leveling at smg 8 and 9 very painful and long (which may be what you want). 

Now, remember, the values above are relative values, they are not the actual xp/sxp ratios. It just shows the effects of increasing or decreasing your skill mastery by a single level. 

Looking downwards, that is keeping smg constant and increasing character level, there is much more of a fuzzy line here. It appears that there is anywhere from a 5-7% increase in the XP/SXP ratio for each level you increase. This value is much less important however and is used only for extrapolation purposes. 

What this means 

Alright, so I’ve given you all this information, but what does it mean and how does it affect me? I’m getting to it, keep patient . People are often saying that keeping a skill mastery gap to increase your SP gain is what’s important. Well, that is true, but it’s a very minor factor in the bigger picture. The difference between a smg 0 and smg 3 is about 15 skill points. However, looking at the table in the previous section, we’ll estimate that the XP/SXP ratios are 20, 10, and 1 for smg 0 and 3 and 9 respectively. Now, let’s use a few simple examples… 

Example: You need 100,000 xp to level. Your XP/SXP at smg 0 is 3.5 
Example 1: With a smg of 0, you will gain 100,000 / (3.5 * 20 / 20) = 28571 sxp or 71.43 skill points. 
Example 2: With a smg of 3, you will gain 100,000 / (3.5* 10 / 20) = 57143 sxp or 142.86 skill points. 
Example 3: With a smg of 9, you will gain 100,000 / (3.5 * 1 / 20) = 571,429 sxp or 1428.57 skill points. 

So, as the xp/sxp ratios had told us, we gain 2x as much SP at smg 3 than 0, and 20 times as much sp at smg 9 than 0. But what causes this? To a small effect it is the extra sxp that you gain per kill, but to a much much greater effect, it is the reduced amount of experience you get per kill. Let’s go back to an earlier example… 

Example: With a skill mastery gap of 0, you get 800 xp / 120 sxp per kill. With a skill mastery gap of 5, you may get 300 xp / 150 sxp per kill. Note: These values are made up. 
If you needed 100,000 xp to level up, you get 100,000 / 800 = 125 kills at smg 0 but you get 333 kills at smg 5. The increased # of kills combined with the increase in sxp is what allows you to gain so much skill points. 

Adding in Character Level 

We’re almost there… now that we have our xp/sp ratios, we can estimate the number of skill points that we gain each level. If we take our needed experience and divide it by the xp/sxp ratio, we will get the amount of skill experience points we would receive at each level. Divide this number by 400 and we will get the number of skill points we get at each level. This is exactly like we did in an earlier example, but just extending it to every possible value. I will have a table up for this soon and will edit this to include the link. 

This allows us to then trace a path to calculate the skill mastery gap that we would require in order to obtain the number of skill points we need. I’ve done the hard work for you below. 

Conclusions 

The below shows the amount of sp that you will gain at certain levels if you keep your skill mastery gap constant at every level. 
Code: 

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	30
	3911
	4769
	5845
	7267
	9122
	11660
	15500
	21828
	34759
	75074

	45
	15141
	18469
	22687
	28330
	35451
	45362
	60323
	85163
	135779
	294286

	60
	38789
	48232
	59296
	72602
	92652 
	118579
	157702
	222760
	355245
	770528




These values are potentially +/- 10% especially at 45 and 60 because I have no data whatsoever and are extrapolated. 

So, let’s say you need 92000 SP for your build by level 60. There are many options you can take to obtain that amount of SP, but here are two sample ones. You can either leave a gap of 4 your entire career, or you can SP farm about 20k in the first 20 levels, then leave it at a gap of 3 for the rest of your career. 

Note that these assumptions do not take into consideration quests you complete and deaths. Each death essentially gives you an additional 2% worth of skill points in that level. This is an alternative to SP farming, albeit a bit slower and annoying since you need to go out and die to reduce your XP to increase the amount of SP you gain at each level. Also, quests give out a fixed amount of XP and SP, so this disrupts the ratio quite a bit. 

Moogie's General Tips and Hints
Author: Moogie 
Credit to Moogie, thanks very much for giving us permission to put this guide on our site.
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#1. Quests. 

Complete every single quest you find. You may or may not notice, but after leveling your character, a small icon will appear as a golden 'scroll' underneath your radar (top right corner of the screen). Clicking this will give you the names of the NPCs which, at this level, can offer you a quest. 

Use your map to find NPCs. As a newbie, you won't know who the NPCs are and where you can find them. Your map will help. Press M. You can click and drag to move the map view around, and click on the name of a town to zoom in and view that town's details. That little icon I mentioned will usually tell the NPC's job, if he has one, such as "Herbalist" or "Weaponsmith". Using your map, you can tell where to find these stores. 

Quest NPCs are easy to spot. When you do find an NPC who is offering a quest, you'll see a golden scroll floating above his head. Now, here's some good info: Golden scrolls mean a quest you havn't yet taken is available there. A white scroll means this NPC has given you a quest, and you're still in the progress of completing it. A bronze scroll means you've completed a quest, and this NPC will give you the reward. 

Once you complete a quest, collect the reward. Press Q to bring up your Quests list after you've picked some up. If you click on a quest you've completed but not yet collected the reward for, your radar will point a large yellow dot in the direction of the NPC you need to find. This dot also appears on your map (M). Useful if you forget who you need to collect your reward from. 

Linking quests require you to complete a crap quest first. Some quests may not be available to you, even though you're the correct level to receive them. Why is this? They are called Linking Quests. This means there is an initial quest, usually with a very pointless, measly reward, that you must complete first. They may not seem worth it, but trust me, get them out of the way and then you can pick up far better Linking Quests afterwards. 

You can view the rewards before you finish a quest. If you go into your Quests window (Q) and click on the small scroll beside a particular quest, you'll bring up even more information, including what the NPC initially told you, what you need to do/find/kill/collect, and the rewards you will receive. A note on rewards: Both xp and sp mentioned are experience amounts. By 200000sp, it doesn't literally mean it will give you 200k skill points, just skill point experience. 

Item Collection Quests Cheat. You'll come across some quests where the items you need to collect off monsters can be shared with other people, dropped, put in storage or sold. Most quests won't allow you to get rid of your quest items at all. When you're collecting these 'shareable' items, you may wish to save some time or make a heap of money by doing the following. Take the Devil Bug Eggs quest as an example. Now, this quest is repeatable, meaning that once you complete the quest, you can talk to the NPC again and pick it back up (but this is limited- usually twice or three times more). Collect 200 bug eggs and go back to town, but do not talk to the NPC yet. Go to your storage. Deposit all 200 eggs into storage, and then go to the NPC. Woohoo, he'll let you complete your quest even though you're not holding the eggs! And you know what? You won't even have to go back out killing Devil Bugs, because you -still- have 200 eggs in storage! So pick up the quest again. Go to your storage. Get all 200 eggs, and do not miss this next step: drop one, pick it back up, put all the eggs back in storage. Your quest counter will now show as Completed, and you can go talk to the quest NPC and complete the quest again! Isn't this great? And the best part is, once you're done repeating this, put your 200 bug eggs in a store and sell them for like 200k or more. 




#2. Leveling. 

Fight monsters close to your level. It seems obvious, but try to fight monsters slightly above, or at your level. Lower level monsters give gradually less xp as you grow. 

Parties are good- never decline 'Each Gain XP' party requests! There are two types of party: 'Share XP', and 'Each Gain XP'. Share XP parties require all members to stick near eachother and all contribute to killing mobs in order to gain maximum xp. This type of party generally sucks. Each Gain XP, on the other hand, is fantastic. Whilst you can only have 4 people in this type of party (as opposed to a max of 8 in Share parties), it's far superior to Share XP in two important ways: Firstly, you don't have to stick together. The extra XP will apply even if you're on opposite sides of the world. The second difference is that you gain your own XP, but the XP that you gain from every mob you kill is increased up to approximately 15% in a full party. Everyone kills their own mobs, gets their own XP, and enjoys the benefits without the annoyance of sticking close and moving as a group. Never decline an Each Gain XP party request. If you do, you're an idiot. 

Quests = Leveling. A huge part of leveling, especially as you move into your 20's and 30's levels, will be quests. Leveling becomes slower as your character grows in most any RPG game, but in Silkroad, if you ignore your quests, you will spend weeks pointlessly killing mobs with no real goal to it. Quests become samey and even annoying at times, but they really do help to break up the monotony of levelgrinding, and give a purpose to it all. Quests help, period. And the rewards you get will range from 5% to 50% of your required XP. It's worth it, no matter what. 



#3. Jobs. 

Traders. 

First, a simple fact: Camels hold more goods for less stars, and move slower. Horses hold less goods for more stars, and move faster. Camels have about twice as much HP as horses. Which should you use? Camels. Always. Let me explain why. They move slower, yes, but the benefits outweigh this small difference in speed. As you're filling up your trade animal with goods, eventually your rating will rise from 1 star to 2 stars and more. You can see this at the bottom of your animal's inventory window. With a camel, the amount of goods you can fill up before moving to 2 star ranking will be more than a horse can hold at 1 star. Try it, you'll see. This means you'll get more profit, more trader xp, at no extra risk. 

Traders gain job XP by successfully transporting goods from one town and selling them in another. Buy blocks of 10 goods and carry as much as a 1 star rating will allow. The amount you can fit in a 1 star will differ depending on your trader level and xp amount. Watch the market prices as you trade- they should be at 387% profit most of the time, but if many people are trading those goods, that value will decrease significantly- and so will the XP and gold you gain. 

Stick to 1 star trades as much as possible, especially if you're under level 30. On higher stars, more NPC thieves spawn. Those NPCs are stronger. Player thieves can attack you and rob you of your goods. If you're 1 star you'll get one NPC thief spawn every now and then, and no player thieves can attack you. 

If you do try 2+ star trades, hire many high level hunters to help you. 

Carry recovery kits (trade animal potions) with you while you're trading. If you run into trouble you can just spam these potions untill you reach safety. Carry extra trade animal scrolls also, just incase. 


Hunters. 

Hunters gain XP by killing NPC thieves and player thieves. 

You should wait untill lv30+ before becoming a dedicated Hunter. There will be many high level thieves prowling around, and you'll get chased and killed on sight most of the time. 

There's a good way to tell the level of any particular thief you come across, and judge whether it's worth taking them on or fleeing. Look at their weapon. Learn the appearance and level requirement of people's weapons to tell, roughly, their character's level. Someone weilding a halbert may be anywhere from lv32 to 42. Some high level thieves hold newbie weapons to throw Hunters off guard, so be careful. 


Thieves. 

I've no special information on this job, having never tried it. I know only that they can only attack traders who are trading at 2 stars and above. They kill hunters and traders for XP. 


#4. Skills. 

There's some useless skills that serve little use and are a waste to level. Everything else is your choice, but please, for your own sake, avoid the following. 

Swords: Castle Shield. All you can do is stand there and take hits, no attacking allowed. If that's all you can do, this skill is worthless- kill the mobs instead of standing there and dying slowly. 

Spears: Wolf Bite Spear. Soul Spear Move is much more powerful than this and it also stuns your enemy. This skill does nothing special and it's damage is weak. 

Spears: Bloody Fan Storm. Same as Castle Shield- you can't do anything while performing this skill. It's a constant drain on MP, and leaves you standing there, immobile and vulnerable. 

Cold: Cold Wave Arrest. At most, get 1 level of this skill, and then avoid it like the plague. This skill does 1 point of damage to any mob, slows them down, and attracts them to you. Fairly useful for drawing mobs towards you, but don't waste skillpoints leveling it any further, because it doesn't do anything else. 

Cold: Crystal Wall. This is only useful for Archers really. It makes you immobile, but if something is in your attacking range, you can still attack it. It's okay for archers, since their attacks are ranged, but if you're a melee attacker you'll have to wait for things to get near you. It's an MP drain, you have to toggle it off before you can do anything, and it's generally a waste of skillpoints. 

Cold: Frost Nova Wind. Does no damage, costs even more mp than Ice River Force which has a chance to do exactly the same as what this skill does- slow or freeze. 

Lightning: Concentration. Parry doesn't appear to be implemented at this stage. And if it is, it hardly makes any difference at all to whether a monster hits you or not. Keep an eye on this skill for the future, but right now, it'd be a waste to use it. 

Fire: Fire Wall Tower. Same as Castle Shield and Crystal Wall. 

Force: Self Breathe Heal. Pointless, weak, costly. Heal-Medicine Hand works perfectly well to heal yourself, and by the time you max it's first book, it's healing power already exceeds Self Breathe Heal's second book. Avoid like the plague. 

Vital Spot Muscle. Really... when do you ever see a monster dodge your attacks? I'm not talking about NPC thieves with shields... that's blocking. Obviously dodging isn't implemented yet, and if it is, it's so rare as to warrant complete avoidance of this skill. The second book of this skill is interesting, and for that reason alone, it may be worth leveling. It's up to you. 


#5. Item and Alchemy Properties. 

Every item has a standard set of properties no matter where it comes from or how powerful it is. All items have a level requirement, and equipment (not weapons) have special requirements that restrict you from mixing armours of different classes together. You see, all equipment is classed as one of three things: Protector, Garment and Armor. You can wear any of these sets, but you cannot mix two classes together. Your equipment must consist only of one class, so you can't be wearing Garment shoulder talismans with an Armor chestplate. Thankfully, any weapons can be worn with any equipment classes. 

Equipment may be normal, but you may also find pieces with plus-signs after the name, or their properties may appear in blue. 

With plussed equipment, the stats are slightly increased above their normal values. Equipment that is +3 or more will sell quite high to other players, so if you want to make a bit of cash, do not sell these to NPC merchants. Research prices by looking at other people's stalls, and put yours up for sale. 

Blue equipment contains properties that either increase your Int stat, your Strength stat, reduces status ailment timers (more on that later), or gives advantages to the Alchemy process (also more on that later). 

Here's a quick rundown of what the basic statistics of all items are. 

Degree: Overall rating of the quality of the item, based on its stats. (Note: Degree is linked to Alchemy in a way I will explain later). 

Phy. Defense min/max: The rate of defense against physical attacks that this adds to your overal Phys Def value in your Character screen. Accumulative with other equipment defense values. 

Phy. Attack min/max: The value of attack strength that this adds to your overal Phys Attack value in your Character screen. Accumulative with magic-enhancing attack values. 

Phy. Reinforce: This value isn't entirely known. My personal theory is that these min and max values are the 'margin of error' with which your attack damage is calculated. 

Mag. Defense min/max: The rate of defense against magical attacks that this adds to your overal Mag Def value in your Character screen. Accumulative with other equipment defense values. 

Mag. Attack min/max: The value of attack strength that this adds to your overal Mag Attack value in your Character screen. Accumulative with magic-enhancing attack values. 

Mag. Reinforce: This value isn't entirely known. My personal theory is that these min and max values are the 'margin of error' with which your attack damage is calculated. 

Durability: 99/99 <- The first number represents current durability, whilst the second represents maximum durability. Durability is the quality of the item- as you make use of it over time, the current value will degrade. If it reaches 0, the item breaks, and you cannot use it again untill you have it repaired. Never let your equipment break before repairing it- not only will it cause an inconvenience to you if you're caught without a weapon, but it also decreases the item's stats, making them weaker than before! Repair your equipment frequently by visiting any Blacksmith or Armour Merchant in town and clicking the Repair All button in the Buy window. 

Attack Distance: The maximum distance from your target you can stand before being able to reach and attack it. 

Attack Rating: The speed with which you swing, stab, or fire your weapon. A higher rating allows you to attack marginally quicker than others. 

Critical: This value is a multiplier of your basic chance to perform a critical hit when attacking. Higher critical ratings allow you to perform critical hits much more frequently than others. criticals of 10 and above are generally considered good, whilst 5 and below are considered poor. Swords and bows commonly have very very little critical ratings, due to their attacking speed, so high crit swords/bows sell for lots of gold amongst players. 

Parry: Accumulative value that helps reduce the chance of being damaged hard by incoming attacks. 

Block: Helps increase the chance that you will altogether block an incoming phsyical or magical attack, receiving 0 damage. 


Blue Equipment Statistics 

Str: Extra strength points to your character. 

Int: Extra magic points to your character. 

Zombi/Freez/Burn/EtcHour Reduce: Reduces the length of time you will suffer any of the associated status ailments such as getting Frozen or Burned. 

Lucky(xTime/Times): Increases the chance of Alchemy success on this item. Can be applied x amount of times before this value is removed and the added luck no longer applies. 

Steady (xTime/Times): Reduces the chance of a failed Alchemy enhancement removing all of the item's current 'plusses'. This is the most common outcome of failed Alchemy. 

Immortal (xTime/Times): Reduces the chance that a weapon will break if the Alchemy process fails. Weapon breakages are rare. 

<> Use Lucky Powders based on the Grade of the item you're working on. A grade 3 item requires no less than a grade 3 Lucky Powder. 


Special Properties 

Seal of Star: Adds a unique special effect to a weapon, but adds no visible effect to equipment. Seal of equipment is generally a grade higher in overall quality than a regular item of the same level. The inventory view of Seal weapons show a special animated effect that makes them stand out. (I do not know of any other effects that Seal items bring. If you do, please let everybody know by posting your knowledge below! Thank you!) 

Seal of Moon: See above 

Seal of Sun: See above 

#6. The Effects of HP/MP Regeneration in Battle. 
I've been keeping my eye on this intriguing little game mechanic for a while now, and think I know now how to best explain it to others so that they may benefit in times of need. 

As you are being attacked, you're likely to be twitching over your HP pot shortcut. Your health slowly drops in direct correlation to the amount of damage being dealt by the monster (or person). This we all know already. 

I began to notice something strange a few days ago whilst watching my health during a time where I was taking damage and consuming HP pots to stay alive. Two things piqued my interest: 

* Potions regenerate -far- more HP than they say in the item description. 
* Potions do not technically recover a certain amount of HP, but perform a calculation when consumed that 'sets' your HP to a value based on how much HP you had at the time of consuming. 

The first point I'd wager has something to do with armour types. I wear Garments, which may explain why the potions restore more HP/MP for me than stated. 

The second point is a little harder to swallow, however. Read it carefully. Specifically talking of when you are in the process being attacked, the current value of your HP is noted by the system and the amount of healing done is a fixed amount that is added to this value in order to give the final HP after consuming the potion. 

Phew... okay, so I know that's still very confusing. Let me give an example. 

My maximum HP is 2000. I'm taking hits of around 500hp damage each. In about 4 hits, I will die. If I killed the monster first and then used a potion while my HP was remaining static (i.e. I'm not getting hit by anything), the system thinks "Ok, Moogie is injured and has 600hp left. Consuming a medium HP potion will add 1200hp in total. 600+1200 = 1800." Thus, after consuming the potion I will be at 1800hp. 

But wait a minute. That's if I'm NOT being attacked... what if I was? My HP is constantly dropping in this next example. It's at 600hp now, but in a few seconds time I'll be hit again. Before this happens, I use a HP potion. What do you think will happen? 

You might think this. "If Moogie has 600hp now, uses a potion that adds 1200hp, but is HIT for 500hp damage, she will end up with 1700hp after consuming the potion". But this is wrong!! 

Infact, the system does the exact same calculation whether you're taking damage or not. "Moogie has 600hp, potion adds 1200, total will be 1800hp". Now once I consume that potion, regardless of how much damage I take in the meantime, that potion will take me to 1800hp! 

I could have 600hp, consume a potion, and then take 1000 damage. I would STILL end up with 1800hp. 

As far as I'm aware, this same mechanic applies to MP aswell. So regenerating your MP with a potion whilst casting spells/using skills will allow you to get much more out of the amount of MP regenerated to you. 

-------------------------------------------------------------------------------------- 


#Footnotes. 

That's all for now. There's a plethora of other tips and hints I could give, but for now I'll just say a few more things... 

Click a mob and look at the colour of it's name at the top of the screen. White is your level. Green/blue is below. Pink/red is above. 

Shift-clicking a dead person selects them for ressurection. 

Attacking NPC thieves turns their attention onto you. If you don't want to die, don't do it. 

Teleporting through means of a ferry cancels the 'cooldown' times for both removing or equipping job equipment. 

The 'safety zones' of town gates are suprisingly different depending on the town and which entrance you're passing through. Learn them well, because you may be lead into a false sense of security thinking that you're inside the town's safety area, when actually you're still very much vulnerable to attack. 

The Way Items Work

Author: Arucard 
Credit to Arucard, thanks very much for giving us permission to put this guide on our site.

Discuss this guide on forum 




How items in silkroad work.

Item Type: This section tells you what type of item it is, whether it is a piece of armor, a pice of jewelry, even a weapon.

Mounting Area:(armor only) On armor this would mean this is the section of your body it mounts on. E.G. Legs, chest, head...etc.

Degree: This is the section of the item that tells you what the look is, every 8 levels, it will gain a new look, therefore gaining a new degree, this also depicts what kind of lucky powders you need.

Phy: For armor this would mean physical defense, and for weapons this would mean the max, and minimum physical damage, it would like somthing like this. 10~35

Mag: For armor this would mean magical defense, and for weapons this would mean the max, and minimum magical damage, it would like somthing like this. 25~55(magical damage will always be higher on any weapon)

Parry Ratio: The parry ratio of all of your defense items stacked, equals your chance to get dealt lower end damage, this will apply to what your enemys attack rating is.

Block:(shield only) The block rating is a % chance in which you have, to be able to block any attacks directed at you. Blocking will nullify any damage that would of been dealt to you.

Attack Rating:(weapon only) Attack rating decide how often you do your max damage range, instead of your minimum damage range.

Critical:(weapon only) The critical of your weapon equals a % of how often you will pull off a critical.

Durability:(not on jewelry) This is the durability of your item, its endurance to be able to take hits, if it goes to 0 it will not be destroyed, it just will act as if your not wearing it untill it is repaired.

Phy Reinforce/Absorbsion:(armor only/jewelry only) This is the physical Reinforcment of the item your using, the percentage that decides how its durability will fall, the higher the reinforcement the slower the durability will fall. The more Phys attacks you use, the more the Phys reinforcment takes affrect. The physical absorbtion is pertained to jewelry, this number would equal a % of how much damage you absorbed.

Mag Reinforce/Absorbsion:(armor only/jewelry only) This is the magical Reinforcment of the item your using, the percentage that decides how its durability will fall, the higher the reinforcement the slower the durability will fall. The more Magic attacks you use, the more the Magic reinforcment takes affrect. The magicall absorbtion is pertained to jewelry, this number would equal a % of how much damage you absorbed.

Required Level: This means that, you can only use an item of your level meets, or beats, the required level. You will notice if you are too low of level ot use an item, the required level tab will be in red.

Gender:(does not apply to weapons, or jewelry) The gender system allows you to only use items pertaining to your gender, you cannot use female items, unless you use the Transgender items, it will convert your item into the opposite gender. 

Race: In iSRO, there is currently only Chinese, but later on they will apply the European patch, that will make it so, that if your Chinese, you cannot use European items, and vise versa.




--The magic item system--

The way Seal of **** items work, is this they act as +'s on a item, and on weapons they add a cool looking effect. A full set of Seal items of the same type, add different stats.

Seal of Star acts as +5, a full set would add 5str, 5int, and 10% move speed.
Seal of Moon acts as +10, a full set would add 10str, 10int, and 15% move speed.
Seal of Sun acts as a +15, a full set would add 15str, 15int, and 20% move speed.


The magic effects are as follows.

+ # Int, means it adds that ammount to your inteligence.

+ # Str, means it adds that ammount to your strength.

Lucky, means that when upgrading an item, if it has lucky, it will have a higher chance of upgrading.

Immortal, means that no matter what your item cant be destroyed during upgrading.

Steady, means that if your upgrading, and the item fails, steady has a chance to make sure the + does not drop back to 0.

Reduce %effect, means that the named effect is reduced by that %, yes it can stack. E.G. Burn effect 15% reduced.
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Pure

Pure STR 

(suggestion of equipment – garment for pvp and magic monsters – protector for physical monsters)

Pure Strenght characters must be the ones that go to the real battle, face to face, and have no fear of being hit, because they are tanks, they are all muscles and all power. Pure Str are NOT support characters, so taking Force wouldn’t sound to be too much of a good idea for them, except for the mp bonus, that is useful – but not essencial. Pure Str users shall use only GLAIVE or BLADE. And one last thing: they are NOT nukers, so forget the idea of taking them. Pure Str shall ALWAYS take the weapon skills, because that is what will be most useful for them.


A. *Glaive*

About Heukal skills, aim for Flying Dragon and Soul Spear. Ghost Spear or Heuksal Spear are useful as well, but just choose one of them to up. They are basically the same thing. Do not up the fanning spear nor the annihilating series, they will just eat your sp. 
Now, the chains are the MOST useful Heuksal skills you will get. You got to choose 2 paths: or Tiger chain / Nachal / Pluto – or Tiger / Shura / Dragon. The main difference is in the number of hits. The shura / dragon give more hits than the Nachal / Pluto, but not necessarily more damage. The shura / dragon is good mainly to avoid blocking most of the hits, while the nachal / Pluto aims for time advantage of killing first.

1. Pure Str + glaive + fire + lightning = the strongest attack power in the game, mostly because of the +16% magic bonus of lightning added to the fire imbue and the heuksal skills. Also good because of the grass walk and the lion shout. The parry should be not too useful, but it’s better than nothing. The bad things about this building is that it offers no def. counterpart, as the shield does, and the 1000hp bonus won’t be that useful against strong nukers. Getting Fire Protection series is basic here, or your character won’t do a thing at the game. Also get Passive skill of fire. Nukes aren’t a good idea for this character, only if you really want to. 

2. Pure Str + glaive + fire + force = The glaive imbued with fire gives a strong attack, and force works for a defense and support matter. Not too bad, but this should not be a support character. The advantage goes to the 1000+ mp bonus of the passive skill, what helps a lot. Also good for hunters to have force, because you will want to resurrect the trader that you are protecting if he dies, right? Also, the Therapy Series are tooooo much useful while fighting giants and at high hostile areas, giving you time to rest and saving your money (otherwise you would have to spend many pots). Again, never forget to up Fire Protection, or you will die for sure. No nukes.

3. Pure Str + glaive + fire + ice = A strong war tank. Almost invincible against physical attacks, because of passive skill and frost guard of cold mastery. The Fire mastery shall stand against magical attacks, along with full set of garment. This one does not need protector, only garment all time. And garment should help him a lot, because he is a complete mp eater (bad for money indeed, you will use lots of mp pots). Try to get some skills at ice that slow opponents, like the Binding or the Frost Nova (Winds and Woods). You don’t need to up them more than lv1 if you don’t have sp enough. Get the passive skill the highest you can. I suggest to don’t get Cold Imbue at your weapon. It won’t help that much, and your main imbue should be fire always. The best tactic with this guy is to freeze or frostbite your enemy at range, use Flying Dragon series (at range) and then put your fire imbue on and make as many combos you can, especially chains. No Nukes.

4. Pure Str + glaive + lightning + force = The strangest building for glaive. Your attack shall be light-based and you will get a magic bonus, along with 1000mp bonus of force passive skill. The tactic I see with this is using light nukes at long range, or Lion Shout, than go near and try to kill as fast as you can. The obvious weakness of this building is the fire – I repeat, fire is ESSENCIAL for Pure Str, or you will be way too weak against full-int nukers.

5. Pure Str + glaive + lightning + ice = Again the fire matter, but it’s more defensive than with force, and this player can actually kill pure str people that aren’t too strong at magic counterpart and use mainly phys, skills. Mainly imbue must be lightning, but it’s not the best use for glaive, I repeat. Better not try it. 

6. Pure Str + glaive + Ice + force = Way too strange. Your main imbue will be the weaker one – ice. Even if it does protect you against physical attacks, you already got this protection with your full str building, and you will be a dead person if you meet a nuker. Please do not even think about this building, it’s a complete waste of time. Rated HWT (Hard Waste of Time).


B *Blade*

The most useful Bicheon skills are, of course, Hidden Blade + Killing Heaven + Sword Dance, and that’s what you shall take and use in fights. Up all the shield passive skill, you will need it.

1. Pure Str + blade + lightning + fire = strong attack and a good defense. This one should kill most things in front of him without problems. But do not forget to get the bicheon passive skill, and fire protection series, along with thunder magic bonus. When you get a high blocking rate, nothing will stop you. Take Lion Shout as well, but only to call enemies fast for you. You aren’t a nuker – remember that. Protector is enough for monsters.

2. Pure Str + blade + ice + force = Should take fire, but Ice + shield provides you with a great advantage against glaive pure str users, and 1000mp bonus is good for you, but not the best. Must use garment.

3. Pure Str + blade + ice + fire = The strongest defense in the game. With a good Blocking Rate and a wise use of the Ice skills that slows your opponent before using fire imbue to attack will put you at a position at great advantage, among with your magic (fire) and physical (ice) defense. Just be careful with long range lightning nukers or Ice/fire glaive users – they have chances of killing you. Of course, as a good mp eater, you should use garment all time and spent a lot of mp potions – about 6 times the amount of hp ones.

4. Pure Str + blade + Ice + Lightning = Bad because of no fire protection, but as I said before, Ice + shield is good against glaive users, and with a lightining bonus it should be even more strong. Not very bad, but there are better options.

5. Pure Str + blade + fire + force = Good for the fire protection and for the mp bonus, that shall let you make good combos without running mp too fast. Perhaps the better use for blade, along with the fire / ice one.

6. Pure Str + blade + Force + Lightning – Not good because of the fire. Lightining won’t help you that much as the fire does. Do not even think about this building. It’s classified HWT (Hard Waste of Time).



Pure INT

(Suggestion of equipment; try armor most of time, and protector sometimes. Garment isn’t a option, unless you got a strong set and a stroooong range attack.But armor for PvP is the best.)

Pure Int people are divided at 2 sides: Support People and Destroyer Wizards. As they have fewer hp than pure str ones, they can’t get to close combat without great risk, and so their strategy is mainly attacking from far and try by all means not to let him come closer – or you will die. Ice is good to have, but not essencial, it’s like armor – you will only need that kind of things at close combat, and we know you shouldn’t do that. For Int types, you should use mostly SWORD and SPEAR. Also, full INT character don’t need too much the Weapons skills as pure str does – you can go take only Magical Masterys and, of course, NUKES. Nukes are essencial here, the very soul of Pure INT building.


A *Spear*

(for Heuksal skills, same as glaive)

1. Full Int + Spear + Fire + Lightning = Strong magical combination. Take the magical bonus of lightning and use mostly fire nukes – it should destroy everything in your way. If you want, Lion Shout is a good magic to use before the nuke, for it makes the opponent parry go down. The only bad thing about this building is: it’s a matter of killing first or dying first, If you do not kill fast, you will die. Terrible character for enduring Lags. Be sure you are patient to the extreme before going with this.

2. Full Int + Spear + Fire + Ice = Good attack and defense, perhaps the most equilibrated of the spear choices, and strong to fighting another nukes. Be sure to get the fire nukes and to get Frost guard and passive skill from Cold, along with Frost Nova if you want to.

3. Full Int + Spear + Fire + Force = Kinda support character, but very weak against Strong Str based characters. Should avoid this option if you can, but not completely useless. Armor all time, of course.


4. Full Int + Spear + Cold + Force = Better support character than before, for cold makes a better defense and it’s also nice to help your str-based partner against his enemy. You should abuse force skills, especially Ressurect, Therapy and Vital Spot, along with the passive skill.

5. Full Int + Spear + Cold + Lightning = Not bad, good defense and freeze moves + light nukes and magic bonus. Grass Walk is useful too. If you see your partner battle won’t get good results, then it’s a good option to RUN. Don’t be afraid of running, you aren’t close combat type.

6. Full Int + Spear + Lighting + Force = Good option, Lighting will give you good nuke attack (better than fire) and you will be capable of heal or resurrect your partner, with the bonus of running if things do not get fairly straight. The passive force bonus will be very helpful too.


B *Sword*

(for sword skills, same as blade)

- Most Nukers use sword, for it provides a better def than spear does. It sure is a good compensation for less powerful nukes (trust me, you are not like pure str – you need defense).


1. Full Int + Sword + Fire + Cold = Strong attack and very high defense. Up the shield skills along with frost guard and fire protection series and you’ll be almost invincible at battle. The bad thing is: you won’t have res or therapy circle skills, but your defense and shield shall not let you die easily. Can use protector.

2. Full Int + Sword + Fire + Lightning = The best set for nukers, provides a excellent magic attack along with a escape grass walk if needed, Defense here shall remain only with fire protection and shield series, what means a good option to fight another nukers. Should set armor or protector. If you wear garment, be ready to die fast when fighting Strong Str-Based face to face.

3. Full Int + Sword + Fire + Force = Good attack, not so good defense, You won’t run of mp fast here, but your dmg probably won’t kill your enemy before he gets close to you. Support Character mainly.

4. Full Int + Sword + Cold + Force = Best Sword support character, if you are searching for it. Cold shall give you fair physical defense and freezing skills (that will help your partner). This is also good for ressing your partner if he dies, because your def you let you some time for you to do that. This is NOT a Destroyer Wizard, so keep yourself away from lonely fights when you can.

5. Full Int + Sword + Cold + Lightning = Lightning Nukes and a shield + ice defense shall make you a formidable opponent against str-based ones. Use the skills wisely.

6. Full Int + Sword + Lightning + Force = Better than fire for nukes, worse for battling Int based. Just be sure to have someone with you, or Force will be almost useless.

Special Masterys Set of Pure Int – Pure Wizard Path

As I’ve said before, as full int you are not forced to take a weapons skill (be it bicheon, heuksal or pacheon). You can just take Magical Masterys and be a full wizard. If that’s your path, here are some options.The worse about this path is that magic attacks are usually slower than weapon ones, and you won’t have chains or anything. Just be sure to have a sword, even if you don’t up the weapon skills. If you got a good Blocking Rate (BR) you should get a stronger defense that you will need. Do not try spear, unless you are too confident your attacks will kill anyone in front of you very fast.

1. Full int + Fire + Force + Cold = Strong Defense along with support skills. Shall kill most of int-based ones before in PvP. Can use protector, armor, or garment (if you use set, the chances of being killed by full Int falls even more).

2. Full Int + Fire + Force + Lightining = Strongest nuke combined wisely with 1000mp bonus and fire protection, Very Good against another nukers, you kill them faster than the upper one. Just be sure to don’t get hit by str based, or you will die. Armor set is best.

3. Full Int + Fire + Cold + Lightning = Yes, I think most of you find this to be the perfect wizard, with control of the 3 magical masterys. And indeed this is the perfect combination of good defense and good attack for pure wizards. Remember, up the magic bonus of lightining and use fire nukes all the way. Ice you should take just guard and passive skills. If you set armor or protector, there are chances of winning even against pure Str Characters. The bad thing is that you will need lots of SP farming and Lots of Mp (force would help you with that).

4. Full Int + Cold + Force + Lightning = Last option for Pure Wizards, and perhaps the better one. Lightning at Max shall give you a strong magical attack, and Cold will hold you in earth for a time against Str based. Try to take Freeze skills too. If you set this as a Support character, it will be the best one ever among Full Int type.







Hybrid

Complete Hybrid

(Suggestion of equipment: the best set for this is protector, but you can use all without much problem, depending on your masterys)

The hybrid character stands for a good equilibrium of his mp and hp, and have a bonus to not get killed for either Pure Str or Pure Int very soon. The weakness here is that you won’t get as high damage as pure one does, and so this is not a killing character. Do not have illusions: your character will lose most PvP against pure ones, if you are alone. That’s why hybrids hold more BOW weapon, to attack from far range (farther than nukers), and become very skilled supporters. Hybrid have option to get nukes or not, but my advice is don’t. If you do, forget the bow and take a spear, that will help you more with this matter. If you take bow, do not forget to up the Cold or Fire walls, they will help you most against all other buildings that have damage advantage against you. 

A *Bow*

Pacheon: Take the Hawk skills (mainly first and third books) and the explosion arrow series. Anti-devil is too much useful, but if you got a strong imbue and a wall, try get Strong Bow series as well, you will have time to shoot it. Break Heaven is optional.The passive Skill will help you a lot, so be sure to up it.


1. Pure Hybrid + Bow + Cold + Force = That is the better for support matters, and you will hold against pure str for a good time. You can set garment if you want to. Be sure to get frost guard and Cold Wall, and the passive skills. Your cold imbue makes not necessary to get Frost Nova or freeze skills. Should not be nuker.

2. Pure Hybrid + Bow + Fire + Force = Good attacking choice, take all passive skills and go for it! Can use armor if wanted, and it’s better for fighting nukers. Do not forget to take resurrection and therapy skills, and it’s very good to take Fire Wall.

3. Pure Hybrid + Bow + Lightning + Force = Lightning isn’t a good set for hybrid if you don’t take cold or fire as well (what means no walls). If you want to take spear, this is the one for it.

4. Pure Hybrid + Bow + Lightning + Cold = If you are an attacker, make lightning your main imbue and get physical guard of cold, If you are a support one, get the Ice wall, Ice Imbue and the Magic Bonus of lightning, along with grass walk. Better put lightning imbue, though.

5. Pure Hybrid + Bow + Lightning + Fire = Put Fire Imbue and get Fire wall and Fire protection series. Lightning will make more for grass walk and magic bonus. Can take concentration if wanted. Lion shout isn’t best option here, but it’s possible. This is another option for spear, if you really want to.

6. Pure Hybrid + Bow + Fire + Cold = Good choice. Use Protector always, and take both walls, or set armor / garment, and take just one defense wall. It’s up to you. Here is better taking Freeze Skills and Fire Imbue. Take all passive skills.


B *Another Buildings*

Here finishes my work, I hope it can be helpful for all of you. Of course I know that there are another buildings, more int based or more str based (not pure) but they are so many that I can’t put at this piece of guide. So mainly Str types should look more for the Pure Str guide, and mainly Int types should look more for Pure Int, and make your own combinations. For example: mainly str have some bonus mp, then they can choose not taking force skill; or mainly int have some physical def provided by the str, then they can choose taking up spear instead of sword/shield. It’s up to you.

The mother of all alchemy guides
Author: Keyjizzle 
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OK guys here it is. This is the mother of All alchemy answers. If this does not cover sumthing. Then Please ask below.. 

Welcome to the world of SRO alchemy. Im sure we are all familiar with the alchemy using the elixers. So i wont get into that. 

As you hunt in the world of SRO to lvl yourself or your wolf you might come across some wierd items and wonder [Now what the hell do i do with this]. Well look no further becuase help has arived. Those are special items which can be converted into ELEMENTS [Earth, Wind, Water, Fire] as the magic powers combine Captain planet is bo...... Ooops sorry thats sumthing completely different XD 

Any way *cough* the way that these strange items can be changed into ELEMENTS if with Void Rondo, now i know ur thinking [Void WHAT]. i assure u its very simple. Go visit ur friendly neighberhood Grocery trader and buy some Void Rondo. Each pot is 20gp. I would buy about 200 at first. 

So now you have your Void Rondo [dont u jsut love the name XD] and your wierd slightly disturbing items. YAY.... o w8 what do u do now? Simple. 

Press the [Y] key and the Alchemy screen will pop up. Simply place your Void Rondo in there and then you will see that 8 boxes opend up. In these 8 boxes place ur freeky wierd item thingys. When uve placed all you can or all you have simply press FUSE ALL and watch the Alchemy work its magic [OOOOO PERRTY COLORS]. Make sure u have decent Inv space so u can collect all the ELEMENTS. 

Now that we have our elements [you will probably be jumping for joy at this moment] it is time to Store them. Yes thats right, Go crazy and use your new 5th page of Storage. If u want you can sort them into ELEMENT and Lvl. [hehe geeky i know XD]. Now if u think I WANT MOREEEE MORE I SAY but u think that going out to collect the freaky items is a waste of time then DONT worry, SRO also thought of sumthing for u lazy ppl 

This is where we meet Void Rondos BIG BROTHER Destroyer Rondo [oo cooler name XD]. What this does is to simply DESTROY your item and replace it with ELEMENTS. To use is simple. Press y and insted of Placing the VOID rondo place the DESTROYER rondo [i love all these rondos]. The Destroyer rondo can also be bought from the Grocery trader and costs 400 a bottle so dont buy to many XD 100 is good. Now when u have the Destroyer rondo equiped u will notice that only 1 square opens up. You place the item u want destroyed in there and click FUSE ALL. and watch again the pertty colors. YAY MORE ELEMENTS 

But now u have many elements.... what to do now O.o??? 

Well unfortunatly those who are lazy will not like this part. U need to go hunting [NOOOOOOOOOOOOOOOO] *cough* sorry. XD. Yes well you have to go hunting and collect Tablets [Where Does Joymax come up with these names XD there so coool O.o] Yes everytime u collect a tablet it wil have a different property for a different item [read the Update for that to big to post here]. 

Ok u lazy ppl u can buy them if u need but beware its a new item and it will be expensive, 

Ok so now u have a Tablet and u have some elements. What to do O.o? 

Well in each tablet at the bottom u will see it has some ELEMENT requierments for it to work. Well what you do is. Press [y] and place the item in the Alchemy ring. Now u need to place the required ammount of correct lvl ELEMENTS. when u have done this. thats right u guessed it press FUSE ALL. and wala it will be fused. Now u can update your Item for whatever the Tablet gives. YAY.... but remember read about the tablet first. It will say what its for... and for what item. 

Now this is the ANNOYING Part. When u fuse ur things u will ger a Stone O.o.... Now this u can treat Just as you will treat an elixer.. Fail or not. So you would do it the same way you would do an elixer. Lucky powder if u want. ANd now. Fuse. [your heart stops] 

WHAT IS THE OUTCOME?????, 
YES WOOT YEs [jump out of your chair n do a little dance] 

or 

NO WHYYYY AHHHHH MUTHER F**** U LITTLE ***** MAKE ME WASTE MY TIME [hit keyboard] [blame the wolf] ITS ALL THERE FAULT *cough* um sorry XD 

Well i hope i havnt left anything out. If i have please let me know.. Im hoping you enjoyed this SRO ALCHEMY guide be me KeyJ XD 

How-To: Enhanceing with the new alchemy
Author: lenatweb 
Credit to lenatweb , thanks very much for giving us permission to put this guide on our site.
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How to get the Element stones: 

Monsters should drop you items(Every mob gives different items)in what description should be written things like this: 

Earth Element ( 1rd lvl) XXX unit 
Water Element ( 1rd lvl) XXX unit 
Fire Element ( 1rd lvl) XXX unit 
Wind Element ( 1rd lvl) XXX unit 

Buy some Void Rondos from the Grocery NPC,once you have them open the alchemy window and click on the Material Processing thing.If you done that then drag the Void Rondo to the first box and then the item(s) to the other boxes,if you have done that then press Fuse or Fuse all and you inventory will start to fill up with elemental stones. 
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You can get element stones from destroying items too,for that you will need some Destroyer Rondos what you can also get from Grocery NPC,do all the same what you did with the Void Rondos,except this time put The destroyer rondo to the first box after what should open one box next to it,put the item there and press fuse,you will get some elemental stones again. 
The Level of the element shows on what degree item you can use them,and the unit show how many elements u get from one item. 

How to Create a Stone what you can add to your equipment piece: 

You have to get 1 tablet what lvl is the same of the equipment piece.These drop from monsters and give a certain thing to your item(Mines is Attack Rating increase)If you have 1 tablet what you want to use then you have to look at its descripton,those Elements what are written there you will need to Create a Stone what you can add to your equipment piece 
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If you have gathered all those elementals what the tablet needs then open the alchemy window again,press the Material Processing and Drag the Tablet to the first box.After that there should be 4 open boxes,drag all those elementals there and click fuse. 
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You should find 1 Magic Stone in your inv,Then Open the alchemy window again,click on the Att.Grant and drag ur equipment piece to the first box,then drag the magic Stone too to the box what opened,and press fuse. 
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If it is a succes,you should see something like this 

Weapon before: 
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And after 
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This guide is meant to teach you how to farm SP (skill points) in the fastest way possible so you dont have to level to 32 and then wish you had farmed earlier 

SP farming is a MUST for those who wish to have more than 2 Skill trees (example: Blade/ Ice/ Fire //or// Glavie/ Fire/ Ice/ Lightning)

Skill Point Calculator
First of all you must think about what build you want (skills included)

Then click HERE to calculate how much SP you will need to achieve that build

Getting started 

- Create a new character
- Chose Armor (can change after done farming)
- Chose bow (can change after done farming)
- train and level your Bow skill to 7 and STOP THERE
- Raise the first bow skill to lvl 1 only
- train and level either your Ice or Fire skill to 7 and STOP THERE
- Raise either the Ice or Fire imbue skill to lvl 1 only
- level yourself up to lvl 16
- buy the BEST lvl 16 bow possible (crit doesnt matter), Preferably an SOS or >+5
- head to the Mountain Stronghold 
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- near the middle there is a Bandit Archer spawn, with your bow you should be able to 1 hit KO them with Imbue + Bow skill
- if your bow is strong enough u can go for the Bandits
- Farm as much as you need according to the SP calculator 

*Notes*
~ once you are done farming SP you can recall the skills you raised that you didnt need through the Curst heart quest you get at lvl 20

~raising Ice will allow you to save on HP pots while raising Fire will allow you to do more dammage therefore reducing the requierment for your godly bow

Triangular conflict guide for newbies
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Traders:

When you finally reach the level 20, I suggest you mostly do trader jobs. Get a horse when going from jangan to donwhang, because it's faster. Horses can't take as much goods as camels, but thats ok still in this point. You load your horse so it reaches the line between 1* and 2*, but still keep it 1* or else all player thiefs can kill you, and you get more NPC thiefs to kill you.





When you are still level 20-24, I suggest you take the blue marked road, because theres only lvl 20 chakjis which you should be able to handle, and devil bugs too in a crisis. When your 25+, you should be able to handle the red road. The red road is harder, because you go through hyugno homeland, with horrible lvl 23 monsters that "autoattack", and after hyugno homeland you can find lots of demon horses that atoattack you too (not fun) and last but not least, the earth ghost in front of the gate.
There might be earth ghosts in the blue road too, but much less, so they are highly avoidable + there are always many people at the south gate, so if you've got earth ghost "problems" I'm sure the kind high lvl people will smash it for you.

You sure ask now when you can start with the 2* trades? I'd say around 37-40, because many thiefs are around 40+, so if you are lvl 21 and do a 2* trade, the thiefs will smash you with one hit (happened to me, I'll never do 2* trades until 42 ).
And as a little tip - I suggest you don't do hotan trades until 40+
If you plan on doing 2* trades earlier, make sure you have around 4-5 lvl 40-50 hunters with you.

When you finally reach lvl 2+ trader, many people have wondered what to do. The thing that happens, has nothing to do with how much stuff fits to your transport, how much the goods cost or how much more money you get for selling them. The trader level makes you and your transport have a little more defence against the thiefs. It's your level that decides how much goods you can carry until it becomes a 2* trade.
Many people wonder too what the red flag does - I've heard it makes your transport more invisible to NPC thiefs, so they attack you when they spawn and not your transport (this is only a rumor).



Hunters:

Hunters kill thiefs and help traders. At lvl 20-25 I suggest you don't play as hunter only to kill thiefs, but instead only help traders to Donwhang/ Jangan. When lvl 20, don't be hunter to traders that are higher than you. When you see a lvl 25+ thief, don't kill them, just run as fast as you can. When your at level 26+, you can start hunting real player characters and kill them to get more exp.
When you reach level 2+ hunter, you get more defence against thiefs, and do a little more damage on them. The million hunter flag doesn't affect anything (as far as I know o_o)



Thiefs:

Thiefs are evil :]. Many people wonder where you go to bandit town, and the answer is this: You can get by using bandit den letters (takes 5 minutes to teleport) and by talking to a woman in barrom street






I'm not exactly sure about the location, but it's somewhere where the red dot is

Don't thief until level 30, or else all 40-50 hunters kill you immeaditly. I started thiefing level 30, and it was much easier than to thief in level 20. As a tip, I suggest you use camel, because it can take more hits and has more slots.
You can use your spawns to do some evil stuff, for example you go really close to a trader, so close so you touch him/ her (the trader has to be low level, and you have to be high level, like 30) and when your thiefs spawn, they attack the trader, who gets lots of problems. If a hunter doesn't appear, the horse/ camel dies and you can take the goods.
Another good thing to do as thief is, to buy a level 16 weapon (don't have any transport summoned) and use it. All low levels will think you're 20-23, and will try to kill you. Then you switch to your real weapon and kill them (I suggest you are 32+). When you are for example level 29 and have the level 29 weapon, and a hunter(level 24 or around) or someone asks your level, you can lie and say your level 24, because the hunter can't see your armor. He thinks you are same level as he, or lower, and tries to kill, but then you kill him instead.
When you level to level 2+ thief, you get for each thief level more defence against hunters, and do more damage on them.
I've been told that the 1 million thief suit hides you from the radar from hunters, but this is probably another rumor.

Some of the things can be totally wrong, or something can be missing, but I wrote most of the things by own experience.
(I'm finnish too, so there migh be lots of bad spellings )

Please say if theres anything I could add/ remove/ change.
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In this guide I will not only explain the basic info to trade but also the max loads per lvl of character and which is the best distribution of that total value in items. As well I put the routes depending on the lvl of your character. Hope it´s useful for u guys!:


1) Before starting we need:

- A trader flag that u can buy to the 
- A transport*: a camel or horse (bring a spare transport always)
- Healing pots (for you and your transport) The healing potions can be bought at the stable master where you also buy the Trader-Transport, they look like chests

Its very advisable to have at least 50 of these with you when you are doing "trade-runs"... And always have your transport in view, so you can see if it is under attack. 
Also note that you are unable to move when you attempt to move further as 100m from your transport.

*: I strongly recommend using camels because they have a larger inventory, die slowly and, yeah, walk sloooowly too. But hey it´s better to arrive in X minutes than not arriving, no?.


2) Buy the stuff to trade:

In the Specialities shop think of what and how much to purchase. The only thing you need to know is that: 

THE MOST I CAN WITH THE X STARS I CAN DEAL WITH

- The most I can with X stars:

To find out this for the first time fill up your inventory with the most expensive goods, in packs of 10, until the star indicator changes. Then I sell back one-at-a time, until it changes back (remembering the total value before it changes). At this point buy the 2nd most expensive goods until it changes the stars, when it does i do same as previous (sell back…) then 3rd most expensive in same way and finaly the cheapest. 

This is a lot of work, buying and resale so…let´s make things easier: 

Here is the list of Base Item cost and Trader-Job EXP values of the goods (Trader-Job EXP is based on max resale price, so it will be less if resale prices are suppressed eg not max.(387%) that will give you less profit and less exp.There is no way of knowing the resale prices before you bring the goods to the merchant buying them)

Trade-item: 

I. 134 Gold, 128 Exp : white silk, leather, nephrite 
II. 205 Gold, 196 Exp : red silk, footstall, agate (71 more expensive than I)
III. 277 Gold, 265 Exp: blue celadon, saddle, crystal (148 more than I, 72 more than II)
IV. 348 Gold, 334 Exp: wolju celadon, horse shoe, jade ( 214 more than I, 148 more than II, 71 more than III)

The maximum base amount of trades increases as you level up, but it increases less each level. Each "trade difficulty level" increases the max load by 50% relative to the "1 Star" difficulty level. 

2 stars is 150% of one star
3 stars is 200% of one star
4 stars is 250% of one star
5 stars is 300% of one star (not sure if this is possible)

- One star for camels:

• If you are lvl 23 you maximice load with a total value of 17811 (50*IV, 1*III, 1*I) using 50 items, 1 of III and 1 of I.
• L25: 18997 (54*IV, 1*II)
• L26: 19693 (56*IV, 1*II)
• L27: 20184 (58*IV)
• L28: 20880 (60*IV), 20902 (100*II, 3*I)
• L29: 21362 (60*IV, 1*III, 1*II)
• L30: 22050 (60*IV, 3*III, 1*II, 1*I) , 22058 (63*IV, 1*I)
• L31: 22549 (64*IV, 1*III), 22550 (110*II), 22560 (150*I, 12*II), 22562 (80*III, 3*II)
• L32: 23165 (113*II) , 23245 (66*IV, 1*I), 23268 (84*III)
• L33: 23718 (177*I), 23750 (85*III, 1*II), 23780 (116*II), 23798 (68*IV, 1*I)

- Max load for horse (I don´t use horses so I can´t tell u which are the best items to buy for that total value).
lvl 20 12000
25 = 14250 
30 = 16500 
40 = 21000 
50 = 25500 
60 = 30000 

(These numbers are approximations for ease, full table in http://babelfish.altavista.com/babelfish/trurl_pagecontent?lp=zh_en&url=http%3A%2F%2Fshlien.myweb.hinet.net%2Findex.htm) 


3) And the most important part: Go for a loooong walk XD:
Once you have your inventory as full as possible, it's time to run! Here I post a map with the best routes (It´s a opinion of course) depending on your lvl and the enemies that u will find on the way: (see the map to understand what i´m saying, otherwise I seem to be a crazy gps XD XD)





1. Longest but easiest route: level 20-22
Jangan in straight line to hohyeosl mountain then take the way to the eastern ferry and from then by the north way, pass the hyungno homeland and arrive at Donwhang by the east door.

2. Medium time and difficulty route: level 22-30 
Same way than before until you are in hohyeosl mountain, then go straight to western ferry and from there take north way but leave it going as near as you can from the mountains of the west and one you passed them go to the path that goes to the west and finish entering donwhang by the south door.

3. Shortest but difficult purple Route: level 30-the rest. 
Same way than medium difficult but in western ferry we should take the east path, go through the mountains by the shortes way to the city and entering it by the south door. 

Let´s see which monster will be travelling with us:
Note: Champions and giants are aggressive (if you're an ice user, frostbite them and run away) but they are much more likely to attack you than your transport, anyway if u can´t run away fight and kill them quick. Anyway if u stay near of the paths it´s more easy to avoid them.


1. From Jangan to ferry (u have to decide which route u will follow to go to east or west ferry):

- Yeohas: Aggressive but weak. We can ignore them but if they're particularly annoying just kill them 
- Young Tigers: They don´t attack u so just do the same, peace XD. 
- Tigers: Aggressive(optional to kill)
- Black & white Tigers : Aggressive, kill them. 
- Bandits - Not usually an issue, but if they do attack, finish them quick. 
- Chakji Worker - Friendly. 

2. From ferry to Donwhang:

- Chakji: Aggressive and densely populated, try to avoid them. 
- Ghost Bugs: Friendly
- Devil Bugs: Can usually avoid them, or outrun them, but at level 20 you should be able to handle them alone when needed. 
- Hyungno Ghosts: Friendly 
- Hyungno Ghost Soldiers: (be careful this two looks almost the same) Not friendly. You can usually avoid them or outrun them, but there are a few “doors” on the path you have to pass through…they love to trap traders there. Best thing to do is go around the doors to the north (these mobs can be fought as long as they don't group up on you)
- Gun Powder Ghosts: Harmless, ignore them. 
- Earth Ghosts: Highly aggressive, speedy and strong. At level 20, they should be deep red. Just run, don't stop to fight.

Note: If u go through the medium route u will meet a lot of bugs and earth ghost. In the difficult one u will have to deal with the earth and magician taoist as well as gun an earth ghost in closed paths, u go forward os backwards, that´s all. So don´t choose this one until u are sure u can deal with them or u have hunters help.


And I guess that´s all. Enjoy trading :D 
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Author: JOHN LUCZKOW 
Credit to JOHN LUCZKOW , thanks very much for giving us permission to put this guide on our site.

Discuss this guide on forum 




1.The build

2.The skills

3.Why these skills

4.When to start hunting

5.The fighting technique

6.General tips to keep in mind


1.The build

Ok, so you want to school all those annoying thieves, or maybe help a friend get some huge dough? If you have one main character, but you want to start another one, here is what you should do:

At the character creation screen, choose whichever face you want, but make it as large as possible. Why? It will be more intimidating (keep in mind that NPCs don't really matter. It's the player thieves you have to knock some sense into).

Then, choose you weapon as a glaive, not spear! Once, go do that little chinese tutorial thing and the hunting 30 mangyangs. This should take maybe half an hour at most, and will get you to lvl 3. Then, do that quest for the blacksmith (Weapon dealer's letter) (I think). Once you've done that, go get the Lost Child quest and the hunting weasels quest. Both of these are over at the east gate. (The village chieftain can be found south of it in a little housing complex). Head out the east gate and keeping going along the road until you come to some hills crawling with old weasels. A bit south of that are some big-eyed ghosts. Just beat the quests. While you do this you should be sp farming, and once you get to lvl five, you should get the weapon skills for lightning and glaive. Then sp farm until you're lvl 20, when you can spend it all. Keep in mind that you must do all the quests. It is well worth it.


2.The skills

The best skills for hunting are cold and lightning. The only masteries you should ever get in cold are:
Cold lvl 12, and
Cold wave arrest lvl 1

However in ---lightning---, there are lots of useful skills for hunting. They are:

---lightning---

Thunderforce series: as high as you can possibly get it.

Piercing force series: as high as you can possibly get it.

Wind walk series: as high as you can possibly get it.

Lion shout: this skill is nothing compared to the thunderbolt series, but you can get it as long as you get rid of it later with skill reallocation potions (available at level 20).

Concentration series: I would get this fairly high, and if you ever have extra skill points, you may as well put them on this.

Thunderbolt series: Here it is. The best offensive skill for hunting that there is. Get this as high as you can possibly get it.

Heaven's Force series: This is good, and since it only has one book, get it as high as possible, since increasing the mastery of a certain book does not affect the total amount of mastery levels you have (Isn't that great!?)

---Heuksal---

Annihilating blade series: maybe a few lvls when you start out, but once you get good it stinks.

Fanning spear series:none. This is possibly the worst skill in the game.

Heuksal Spear series:You should get this pretty high. It's not great for multiple people, but it has a better damage to mana point used than soul departs series.

Soul Departs series: Get this as high as possible.

Ghost Spear series: get this maybe halfway through it's masteries.

Chain Spear Attack series: Get this as high as possible.

Flying Dragon Spear series:Get this as high as possible.

Cheolsam Force: get every single mastery. It is more than worth it.

---Force---

Self heal series: at the maximum get this to the second book. it's good, but you really don't have time for healing on a trade run, and potions are much better.

Force cure series: nothing..

Heal series: get this as high as you can get it without bringing your force level above 30.

Rebirth Art series: only get the first book of this, since that's really all you need.

Everything else in force should not be needed, except the force increasing series, which should be at lvl 3.


3.Why these skills

Why do these skills matter? Well, the cold is extremely important because is slows down you're enemy, although it can be dropped by hunters only going after other players. It is more useful for traders doing one star trades, for use against NPC thieves who will not be able to keep up once frostbitten. 

The other question most people ask is: Why not fire instead of lightning? Lightning does not do as much damage over all, but it can do more damage total. What I mean by this is that the second number for lightning's damage is higher than the second number for fire's damage. Even without this, I would go with lightning. For one, lightning has the piercing, concentration and wind walk series, which are far more useful than a few extra defenses. The piercing is useful because it increases your magical damage, which will not be very high because you will be pure or almost pure strength. Concentration increases your parry ratio, which reduces the average amount of damage dealt to you by opponents. And, of course, the wind walk series. This is so amazingly useful I cannot fully express it in words. The second book teleports you instantly to where you want to go, as long as it is within range. This is good for getting at escaping targets. The third and first books increase your movement speed over a long period of time, which is also very useful for catching up with thieves who do not have this. So that's why you have lightning. 

But why not higher force heal? As I already said, you won't have any time to waste healing yourself, and potions can be used quicker and easier. As for the ressurection, it doesn't matter as long as they come back. The amount of regain they get shouldn't matter very much, since you'll resurrect them after a fight and not during. As for force cure, universal pills are far, far more useful when you're fighting. The heuksal is fairly self explanatory, since it doesn't have anything that increase how good you are, only attacks. You may notice that you are getting lots of things that increase you MP and magic attacks. This is because you will be going as a strength character, and that means you're physical attack will be high but your magical attack will be low, so you use skills to remedy that.


4.When to start hunting

When do you start hunting? You certainly can't hunt before you have full fifth degree armor. If you do start before this, you will be destroyed by high level thieves. Once you have most of these skills you should start too, which is way you absolutely have to sp farm, or you will never be able to get them all.


5.The fighting technique

Ok, so you're on you're first guarding mission and a human thief attacks, and you realize you have no idea how to use you're skills to maximum effect. First we'll start with the items you should have. You should have at least 100 medium potions, both MP and HP, and about 50 universal pills. You should also have auto potion recovery turned on, so you don't have to waste slots on potions. When the thief first attacks, you should immediately freeze him with cold wave arrest. Then, while he is frostbitten, you should have time to launch a thunderbolt at him. If he is weak, this should kill him, but if he isn't, let him start to come to you, then select the Flying Dragon Spear and Thunderforce, whichever one you have. This will hurt him even more, before he has even gotten to you. Hopefully, the lightning will also have put him in a shocked state, so his dodge is reduced. Then, use the remainder of your time with Thunderforce and combine it with Chain Spear attack. This will hurt him multiple times, and if you have it at its absolute highest, you will hit him 7 times with enormous amounts of damage being done, because of the physical and electrical attack being added together. If he is not dead yet, use another chain spear and thunderforce on him. Continue like this until he is dead. Now, as for who should come with you, make sure it is not someone who is the same as you. All but the very best, as in levels 60 and up, need help on trade runs. I would bring a nuker, an archer with very high cold, someone with very high healing and ressurect, and someone good with Bicheon and fire. This kind of party will generally own everyone who attacks them, as long as they are all above level 45.


6.General tips to keep in mind

If you want to, you can go with your friends and all go as traders, but act as hunters too, so that you all help protect each other and you all get your own individual profit. 

Don't be afraid to spend on your items. They mean your life.You can, if you want, buy things from the item mall, which can increase the damage you do and you're defense.

You can get everyone to go in a lower armor than they actually are, then switch when thieves arrive. This is, however a slow tactic. If you do it, be sure to equip you're normal weapon and highest armor first, since they will help the most. 

Thief Guide
Author: Flakangaroo 
Credit to Flakangaroo , thanks very much for giving us permission to put this guide on our site.

Discuss this guide on forum 




For starters $ helps. If you just got level 20 I'd advise you to do a few trade runs before thieving, but if you got 75-100k your set. 

Item List: 
1. Thief Suit 
2. 5 Bandit Return Scrolls 
3. 5 Arabian Camels 
4. 5 Horses 
5. 100 recovery kits 
6. 100 Hp & Mp Potions 
7. Thieving Partner (Optional) 
8. A guide to thieving routes (Optional) 
9. 5 Red horses (Optional) 

The thief is that hardest of all jobs. You've got to be worried about 'Hunters', being 'Wanted', and much, much more. 

As a thief never stay on the roads, stay to the mountain tops or to the side behind bushes. In other words 'Stay Hidden'. 

The only way you can attack traders is if there on a 2 star trade. You can tell by seeing how many NPC thiefs they spawn and double-clicking them. 

1 NPC Thief 1 - 1 star 
2 NPC Thief 2 - 2 star 
3 NPC Thief 3 - 3 star 
4 NPC Thief 4 - 4 star 
5 NPC Thief 5 - 5 star 

Once you've stolen the trade, use your Return scroll. (Bandit Den Return Scroll) 

If you get a 3+ star trade take hiding, only get off your horse/camel for attacking thiefs. 

This should be enough to get you started. 

Alfred's healer guide
Author: Alfred
Credit to Alfred , thanks very much for giving us permission to put this guide on our site.

Discuss this guide on forum 



Why choose to become a healer? Well, you will play an important role in your guild especially when reaching higher levels. Not everyone chooses to level up the force mastery high enough, because they want to leave room for other skills that fits them better. Having someone focusing on the force tree in the guild then, leaves everyone more freely to choose what they want and not having the pressure of getting the force mastery just to be able to ressurect (bring someone back to life). 

Your play style will certainly be more different than the others. Instead of attacking your enemy, you will more likely do your best to support your friends. But if the situation needs it, you will not be a total weak damage dealer and can jump into the heat of the battle knowing you can deal as much as heal. 
_________________ 

When building a healer, you have many ways to choose between. My intentions with this certain build is mainly speed, high HP and good defense. There are three masterys to focus on: the one for your weapon, lightning and force. Any left mastery point is up to you where to put it. But because of having already three mastery trees, you should avoid the others unless you feel you got an abundance of skill points (SP). 
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You should put your stat points mainly into STR. This will give you alot of HP at the cost of having lower MP. The reason for choosing STR instead of INT as a healer, is imo simply that you must stay alive as long as possible. If the healer goes down to easy, he/she aren't much of a help to the others. Going pure STR may not be necessary, but there are no reasons to not do it. Lots of HP will just do you good, while the MP will be more than enough for the healing skills. 



Gear to use 

I will start with the weapon. The ones you have to choose between are either glavie, blade or bow. All are STR based weapons (the bow works either direction) and what to choose here is all up to you. I am myself using a blade and the reason for that is the extra defense the shield gives. A block from the shield in a sticky situation, can be the difference of life and death. 

As a blader you will not deal the highest damage, but this is not the main task of this build. You will not be useless in PvP though, because like any other blader build you will be able to recieve alot of damage and many times kill your opponent. Just like any other weapon of use, it has its advantages and disadvantages. So please don't make this guide into some weapon discussion thread. The main reason I choose blade is explained above. 

I will not digg deeper into any weapon mastery, but instead advice you to read other guides for that. If you go as a blader like me, I can recommend reading about the weapon skills in cuchulainn's blade guide. 

Because of this build being based on speed, garment is the protection to use. It provides 20% speed increase and also better protection against magical damage (which is mostly higher than physical) and a -20% MP consumption. You will need it all to stay alive as long as possible and don't run out of MP potions too fast. 



Force skills 

Force 
This is your main mastery tree, because it contains all your healing skills. You want to keep this as high as possible and a good thing about it, is that you can also help those who are higher level than you. So you don't need to be at the top of your guild. 
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Self heal series 
This skill is used to heal your own HP. But the heal series do the job much better and can be used on both others and yourself. So no need to waste any SP on this. 

Force cure series 
Works just like an universal pill and heals any curable abnormal status. It is slow compared to the pills but usefull if any of your friends runs out of them. If you feel you got the SP, you can upgrade it just in case. 

Heal series 
Heals alot more HP than self heal series and as told above, you can use it on both yourself and others. Good for a quick HP raise and to give a friend the upper hand in a PvP fight. 

Rebirth art series 
Undoubtedly the most important skill as a healer. Its use is to revive other players and while doing jobs, it will give you a great advantage when facing an enemy. You can heal players up to ten levels above you, assuming you have the the Force mastery at the same level as yourself. 

Natural therapy series 
A really helpfull skill, both for jobs and when killing mobs. It brings out a large ring, when inside you are safe from mobs up to a certain level. It also provides a faster HP and MP regrowing rate while resting. You are not safe though from champion-, elite-, giant- or unique mobs who can attack you inside of it. If a trade animal goes down, put this up around the trade goods. To be able to bring out a new one, you must stay away from being atacked within 20 seconds. Having this as a protection makes it all much easier. 

Vital spot attack series 
You get two skills out of this, vital spot-muscle and vital spot-spirit. The first one is used to decrease someone's parry ratio and the second one to decrease someone's attack rating. It lasts for ten seconds when inflicted and has a good regrow rate so you can hit many targets fast. The vital spot-muscle can be really usefull on STR builds because of their large amount of HP. When the parry ratio is lowered, the target will recive more damage. And for nukers or other hard hitting builds, a decreased attack rating will make their attacks weaker. You can inflict your target with both of them at the same time and the status can not be cured with uni pills. These skills can be used at any time without getting offender status. Its even possible to use them in a city's safe zone. 

Force increasing series 
This skill is a passive one and adds up on your MP. Very usefull because you will have a low amount of MP due to your STR build. 


Lightning 
This mastery is what gives the build a good survival rate. You need to be able to avoid being targeted by several enemys and the best skill for that is imo speed. The lightning tree also provides increased parry ratio so you recieve lower damage. 
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Thunder force series 
This will be your weapon imbue. Just like fire and ice, it adds up some extra power to your weapon. It has a transfer rate of 3m and give away extra damage to two nearby targets, so be prepared to agro mobs around you when fighting. Not much of a problem though, as you have plenty of HP to your advantage compared to an INT build. It will also inflict your target with electricity, which lower the parry ratio. For mobs this is usefull, while player enemys can easily cure the effect with uni pills. 

Piercing force series 
It increases the magical damage (INT build) you deal with a certain percantage. Not much of use, because you deal mostly physical damage (STR build). 

Wind walk series 
This provides two skills. Grass walk, which will increase your moving speed and ghost walk-phantom, which teleports you a few meters away at the direction of your mouse pointer. These two skills are the main reason of choosing lightning and not ice or fire. You will be hard to team up on and maybe even imposssible to catch, if your enemy has lower level of grasswalk. 

Lion shout series 
No use to you because it is a magical damage attack. The weapon masterys have got better ranged skills for your build. 

Concentration series 
This skill temporarily increas your parry ratio and will lower the damage you take. A good defensive skill that you need. 

Thunderbolt force series 
Same as Lion shout series, a ranged magical attack that is not very useful to your build. 

Heaven's force series 
This skill is a passive one and also adds up on your parry ratio like concentration series. So you should get this one too. 
_________________ 

Hope this guide will inspire you to choose the force mastery as one of your main skills. Going lightning as a blader may sound weird because it is not very common. But it is the speed you are after in this build, and not the highest dealing damage like fire or the longest survival rate like ice. You will in some situations stay away from fighting and only act as support. No need to be a super tank (someone who can withstand a lot of damage) like ice bladers or higher damage dealer like fire bladers. 

Having three main mastery trees may sound alot. But I haven't notice any hard time getting enough SP for them. I even leveled up all the force skills and my weapon skill up to 32 before I decided to go with lightning and force together with bicheon. 

This is not said to be the best healer build. Everthing is based on my own thoughts of which skills that may help you out the most. The more different builds there are, the more usefull they all get. So get inspired, have some thinking done and then choose the way you feel is the best to go. 

Nuker Guide
Author: JOHN LUCZKOW 
Credit to JOHN LUCZKOW , thanks very much for giving us permission to put this guide on our site.
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1. The skills

2. Why the nuker

3. Battle Plan


1.The skills

If you want to be a nuker and show all those thick skulled strength pures whose boss, you're going to have to be, from the very start, pure intelligence. If you go for being a nuker, you will use magic incredibly often. So, here are the skills you will need.

Cold:
Nothing here except maybe the cold wave series 1st level of the first book.

Lightning:
Thunderforce Series: As high as possible

Piercing Series: As high as possible

Windwalk Series: as high as possible

Shock Lion Shout: You should get this farily high, and you shouldn't get rid of the levels here once you get wolf's thunderbolt, because it is good for finishing an opponent off as quickly as possible.

Concentration: Get this pretty high, but it is not abosolutely mandatory

Thunderbolt Series: This is the main weapon of the nuker, and you must put this before all other skills.


Bicheon:
Smash Series: If you have points left over it's ok. Get the first book when youre a low lvl

Chain Series: Same as smashing series

Shield Technique Series:pointless. This build is all about attacking

Blade Force Series: This should be about as high as you're shock lion shout for lightning

Hidden Blade/ Killing Heaven Series: Get these fairly high, they're good finishers, and while the opponent's on the ground you might be able to nuke them (I'm not sure though. Try it out)

Sword Dance Series: A must. It releases several attacks with high damage

Shield Protection: It only takes one skill mastery level, so you might as well take it, but don't start getting obsessed with defence. Your not a tank.

Force: 
You can get whatever you want with this, just so long as you have ressurection and the passive skill.



2. Why the nuker? 

It takes a long time to get, it has low hitpoints and it's hell getting to level 30 with such low hitpoints, made even more painstaking by the skill point farming (which you have to do)

But, once you get there, you can take out mobs of creatures slightly lower than yourself in a few hits, giving you massive experience. And, for PvPing, this is the ultimate aider in combat. If you have a friend with high defence and high hitpoints run into a fight, with you off to the side raining down death from above, you and you're friend will seriously own. 

But why all those skills, generally considered to be worse than fire and a bad compromise? First of all, for nukers, lightning and bicheon both give you a ranged attack before any other skills. And, lightning's nuke, when you have full piercing series, actually does more damage then fire's! (Really, go ahead and check it. With the 16% increase, it does more) 

Also, lightning spreads out, and this effect is increased by wolf/ tiger thunderbolts, which spread out to multiple targets without the added lightning effect of doing so anyway. Bicheon's sword dance also does this, and sword dance can be combined with thunderforce series to do crazy damage. With all of these benefits, you can take out low lvl mobs in a second. 

Also, with lightning, you get windwalk, which is, as far as I am concerned, the best skill in the world for nukers. When it's at it's maximum, you actually move faster than a red horse, which is extremely helpful for escaping from tanks and strength based characters. Bowman can be more of a problem, especially if they are intelligence based characters with high cold.



3. Battle Plan.

Some of you may be able to get these skills without any problem, but then, because you do not have a good strategy, you get beaten. So let's start off with the basics. Armor? Garments. Always. The increased moving speed and lowered mp usage plays right into your hands. Weapon? Sword. You are intelligence based, remember, and although it is hard to resist the looks of a blade, a sword helps you out much more. Also, always have a lot of potions and auto potion recovery turned on.

Normally, in a battle, you should have a guild member or party member attack the enemy first, and while the enemy is preoccupied, you can shoot in a few thunderbolts and sword dances, which will almost undoubtedly kill him. But if you're solo, just follow this basic strategy: never let the enemy get a hit on you. When he first attacks, you should first look to see what he is wearing. If it is strength based equipment, such as a glavie or blade, you should immediately fire off a wolf's thunderbolt, then turn on thunderforce and use a sword dance on him. If all goes well, he will be damaged severely before he even reaches you, because he is an idiot strength character. Then, once he gets you, immediately use your hidden blade on him, then killing heaven. With luck, he is now dead, but if not see if you can use a shock lion shout on him to finish him off. If not, run a few meters away and wait for him to get up. Then rinse and repeat continuously until you kill him. 

But what if it's an intelligence based character? This calls for a whole new game plan. First, you must hit him with a cold wave arrest, then a sworddance/ thunderforce, since he is weak to physical damage. Do a blade force, then run up to him and do hidden blade followed by killing heaven. All of this should still have thunderforce to back it up if you have it at it's highest level, giving you eight seconds of destruction. By now he should be dead but if not, wait for him to get up and use a chain sword attack on him, which should finish him off because of his low hitpoints. The biggest problem is intelligence based bowman with high cold, which will eliminate most of your advantages, such as speed, long range (a bow has better range then you) and being able to get close for a finishing blow since they can stay away from you. The best way to counter this is to have plenty of universal pills ready, and asides from that to use the same strategy with other intelligence based characters: just hit them as hard and as fast as you can.

------------------------------- 

Blade Guide
Author: cuchulainn 
Credit to cuchulainn , thanks very much for giving us permission to put this guide on our site.
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DISCLAIMER: This is not meant to be copied. It's my belief that by copying you learn nothing and don't have as much fun. Instead, I'm trying to present the skills as well as I can, so you can at least have an idea of which ones you want to try out or use. I urge anyone who looks at this and wants to copy to think about what YOU want, not what I have done. Besides, with all the different skills, this build takes A LOT of work. I started it before 3rd beta and I'm not even 60 yet. I was in the 30s and 40s for weeks while I watched people fly past me in level, but I stuck with it. Now I'm am leveling fast and gonna farm at the level cap (assuming I get there of course With that said, enjoy the guide. Feel free to ask questions or add comments. 


Stats
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Pure Strength is generally the way to go if you want to use blade as your weapon. 

Good hp to tanks lots of things at once, but mp is a little lacking (more on that later) 

The idea of blade is to sacrifice damage for more defense. So in essence, you don't hit as hard as a glavie, but you can take more or more correctly, you take less damage overall because of the extra defense and the almighty block from your shield. 

First, I'll talk about equipment, then I'll discuss skills. 

Equipment

The most important pieces of equipment are the Shield and Blade. 
You live and die by these two things so it's important to invest in good equipment. 

Shield

This is what sets blade users apart from glavies. A good shield is one that has a block ratio of at least 15 or more. 17 and higher will cost you a large amount, but it's worth it. 
A shield without any + that has good block ratio is better than spending money on a +3 low block ratio. Shield elixers come cheap since only blade and sword users need them. 

The shield I'm using right now has block ratio of 15, str 1 increase and +5. 

Blade 

Damage is lower on blades than a similar glavie so you want to find a decent one. Critical of 7 or higher is generally considered very good. However, blue str increases will help as well. Attack rating is also important. Since blade has lower damage, you want to be able to do your max damage as much as possible. 

The blade I'm currently using +3 Critical 4 Str 2 Int 1 

Armor/Protector/Garmet 

Armor 

Great for leveling and hunting monsters that do physical damage. Your defense is pretty much godly with armor+shield, but magic attacks will hit you very hard. 

Protector (Recommended) 
Good balance of physical and magical defense, but doesn't shine in either category unless you have lots of high + or Seal items. 

This is what I'm currently using. One piece is a 47 SOS +5 chestpiece which greatly helps. I was planning on switching to garmet before I found this. 

Garmet (Recommended) 

This is what most people recommend for blade users. Great magical defense to survive in PVP against nukers, but physical defense is much lower than protector or armor. The low physical defense doesn't come into play very much because a majority of glavies and blade users (STR builds in general) use garmet so they have the magical defense to survive against nukers in PVP 

Accessories 

Get the best your can. Higher absorbtion means less damage. Also, if you can find high level frost reduce, you're lucky and can become immune to ice with enough % reduction. Low level jewelry with frost is useless because you'll take much more damage, so it's better to get frozen but not take as much damage and just call a friend to help kill the person. Also you can't get frozen when they're knocked down. 


Skills 

Bicheon 

[image: image15.jpg]N oienson wastay

[es

[ [

J@QMW@@

J&vﬁ umuu.

%@B ==

(===
(==

@[

[0 ==

e
ﬂ‘@m‘@\‘jﬂj\

===

| ,HQ\Q\Ju\

|

(==

LQQI‘J\JHQ\

1=

o L = = =

‘ﬂ\‘jﬂﬂ\'





Smashing Series 

Many people say this skill is useless, but I wouldn't agree with that. It's a relatively low mp cost skill that does good damage in one quick hit. It is very useful to link the chains for a burst of damage in between. 

Chain Sword Attack Series 

This is the bread and butter of PVE for bladers. Chains do good damage and the two chains (or one later on) can pretty much kill a monster in PVE. The 4-Combo attack is not very useful for PVP except for inflicting status effect like ice. The 5-Combo attack is a bit more useful in PVP since the last hit is a large hit which followed by a smashing series attack and knockdown attack can give a big chunk of damage in a short amount of time. 

Shield Technique 

You are immobilized while using this attack. It abosrbs damage, but for now I don't see much use for these skills. Might be good at higher levels to avoid big attacks if used properly. (Once I level up more I'll up this skill and play around with it). 

Blade Force Series 

Good for luring monsters since it is one of the two ranged attacks a blade has (see sword dance for more info). Soul cut blade is kind of low in damage, but evil cut blade has good range and damage. Very useful as an opening attack in PVE 

Hidden Blade Series 

Also called Knockdown. This is great for giants and PVP. When you knock it down only sword and blade can attack it so this is good if a glavie or nuker is trying to ks you. 

Killing Heaven Blade Series

This is the attack that stabs the target while it's knocked down. Once you get book 2 you can stab twice (or 3 times when you have book 3) because you can use two skills while the target is laying down (when the servers aren't too laggy). 

Sword Dance Series 

Good for mass killing blue mobs since it is one of 2 AOE attacks in the bicheon skill tree. Book two only requires level 1 of the first book so no need to level it up unless you use it a lot in PVE. I don't use this in PVE because it aggros multiple monsters and I prefer to run mob to mob and not use as many pots. 

Shield Protection Series 

Passive which increases blocking ratio. A MUST. If I have to explain, reread the section on shields. 



Cold 
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Cold Force Series

Cold Imbue, the most annoying imbue EVER in PVP. Freezing will totally stop any skill in progress and frostbite will slow down any skill in progress even after pilled until the skill is finished. Damage is low though. 

Frost Guard Series 

Physical defense boost. Unless you plan on maxing it out, there is no point in getting this because the increase is pretty low. The fourth book of this skill is very good however. A 55 defense boost. Combined with the Cold Armor series, this can increase defense A LOT. 

Cold Wave Series 

Good at low levels for PVE. At one point I was able to hunt Hyungo Ghosts and use 2 hp pots for 200 mp pots since they hit me once before they died. Once you get the Frost Nova Series though it becomes pretty useless for PVP and PVE. 

Frost Wall Series 

I don't use this skill because my opponent only needs to back off and I can't hit em enough to kill him. You can't move while this skill is activated, but you take no damage until the wall has been destroyed. Not recommended because you already have tons of hp to tank. Absorbs physical damage well. 

Frost Nova Series 

Good for freezing and frostbiting to slow down enemies so you can catch up or get away. Book 2 is AOE getting everything around you. Can be very useful 

Snow Storm Series 

The Cold Nuke. Useless for strength. 

Cold Armor Series 

Permanently increases physical defense. Maxed out it gives a 27 defense increase. Combined with Frost Guard gives a good increase in defense. 



Lightning 

[image: image17.jpg]@ D@ @ =1 =[]
=)

i






Thunder Force Series 

Lightning imbue. Upside is splash damage and lowers parry ratio when target is shocked. More damage than ice, but without freezing. Less damage than fire. 

Piercing Force Series 

Magical balance and attack is already low, but it increases your imbue damage. At later levels it increases by more than 10% is a decent increase even though magical balance is low. Combined with Flame Body Series and you get max damage. 

Wind Walk Series 

Books 1, and 3 if you can get it, gives great walk speed increase. Speeds up grinding since you can move from mob to mob faster. Necessary for PVP if you want to be able to catch and kill people (or run when their higher than you). Book 2 is teleport/flash step good for catching up or getting away. It teleports in the direction your mouse is pointing. 

Lion Shout Series 

Pure magic attack so this is useless for strength builds. 

Concentration Series 

Increases parry ratio. Using this will help you take minimum damage. 

Thunderbolt Force Series 

Lightning nuke. Useless. See also Lion Shout, Flame Wave, Snow Storm. 

Heaven's Force Series

Increases parry ratio permanently. Take less damage. 



Fire 
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Fire Force Series 

Fire imbue. Most damage of all the imbues plus burn gives target damage over time (DOT). Speeds up PVE compared to ice, but you take more damage because there is nothing to slow down or stop the target from hitting you. 

Fire Shield Series 

Reduces status effects by a certain amount. Saves some money later on because you can use smaller pills. Without this buff, I need High Grade Pills, with I need Large. Also, combined with freeze/frost reduce you can be immune to ice later on. 

Flame Body Series 

Increases physical damage by a certain amount. Must get for strength since it will greatly increase your damage. 

Fire Protection Series 

Increases magical defense. Very good to get to be able to withstand nukers better. 

Fire Wall Series

Works the same way as Ice Wall. It does absorb magical attacks better though. 

Flame Wave Series 

Fire Nuke. Once again: useless. I only have level 1 to play with and kill noobs in PVP. 

Flame Devil Force Series 

Permanently increases physical damage. Great for strength, just like the Flame Body Series buff. 



Force 
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Force Increasing Series 

Increases mp by a certain amount. At level 2, it's about 10% of my mp pool. Once mp isn't a problem any more, I'll get rid of this to free up some masteries. 



SP Farming 

I farmed about 5k sp at level 16 before I got bored and closed the gap up a bit. I farmed another 5 or 6k in the 20s. After that I've been going with a gap for awhile. I got to about 13k sp in the 40s and since that I've been going with a 5 level gap. If you want, you can farm a ton in the beginning and go with a 0-2 level gap. You can farm some (still a lot) and go with a 2-3 level gap. Or you can farm a litte or not at all and go with a 5-6 level gap. All up to you. Also, I encourage you to decide for yourself what skills to get. Get the one you like, but I also recommend you try as many skills as possible to see how well they work. 

------------------------------- 

Author: Whiskey 
Credit to Whiskey , thanks very much for giving us permission to put this guide on our site.
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I´m going to explain the best combinations between weapon, force mastery, defensive equipment and stats distribution because doing that right at the first try is difficult and changing skills is expensive and not possible until lvl 20.
So there we go!:

1) Attack:

- Weapon:

a) Archer:
Pros: Range attack and low damage received.
Cons: Low damage inflicted.

b) Bicheon:
Pros: Medium damage inflicted and high defense with shield (one handed weapon)
Cons: Medium damage received (it needs a lot of strikes to kill the enemy)
Note: Sword has physical damage > magical, Blade phy < mag

c) Heuksal:
Pros: High damage inflicted and fastest killer(needs few strikes to kill)
Cons: High damage received (two handed weapon leaves us absorbing all the damage in body to body fight)
Note: glavie has phy > mag and Spear phy < mag.

- Attack force masteries:

a) Fire: 
Pros: High damage
Cons: Medium defense (passive shield...)

b) Cold: 
Pros: High defense (freeze or slow enemies)
Cons: Low damage

c) Lightning:
Pros: Medium damage and multiple targeting
Cons: Medium defense (fan spear...)


2) Denfensive equipment:

- Armor:
Pros: High physical defence and can be combined with protector.
Cons: Low magical defence

- Protector:
Pros: Equal defence against phy and mag damage and can be combined with armor. If u wear FULL protector equipment 10% mana saved and 10% speed increased.
Cons: Maybe that u are good at all but not the best.

- Garment:
Pros: High magical defence and 20% mana saved, 20% speed increased.
Cons: Low phy defence and can not be combined.


Now that we have all that info can think about the best combinations of them. The stats points (u get them when u lvl up, 1 is added to strength, 1 to inteligence and the other 3 are free to distribute) distribution will be a consequence of our choices as I will explain.

- Archer: 

Max defence: They receive low damage so the can invert all the stats points into intelligence, that means it´s going to be a PURE INT character (maximice magical damage) and for those the best equipment is GARMENT because of the 20% bonus. 

Min attack: The make low damage so we have two options:
A) Improve the defence more: COLD because u can freeze or slower enemies and have more time for ranged attack.
B) Improve attack: FIRE because it´s the most powerful.
ANote: I don´t recommend lightning because it targets more than one enemy sometimes and that means that one of the monsters will have to be killed in body to body fight with our weak defence equipment.


- Bicheon:

Medium defence: The receive medium damage and are slow killers so they should invert in strenth to be: PURE STR (max phy damage) that wear ARMOR or HYBRID (same stats points to str and int) that wear PROTECTOR (I recomend FULL for the 10% bonus).
Note: Pure str should use a SWORD and protector depending on which maestry prefers can use SWORD OR BLADE.

Medium attack: The inflict medium damage so they can:
A) Improve defence: COLD, it´s a low damage force so it should be only for PROTECTORS using BLADE. 
B) Improve attack: FIRE for ARMOR or PROTECTOR.
Note: I don´t recommend lightning because of the same reason that archers.

- Heuksal:

Min defence: Seeing this we can think about:
- PURE STR character wearing ARMOR should fight using weapon mastery and imbue 
- HIBRYD using PROTECTOR and fighting with one force nuke and heuksal skills with imbue.
- PURE INT GARMENT should attack with some force nukes and finishing work with imbued heuksal skills.
Note: Pure str should use GLAVIE, pure int SPEAR and hibryds any of them depending on which mastery prefers.
And why can we think about everything?? Because of...

Max attack: Hits hard and are fast killers. So we hace different options:
A) Improve defence: COLD in a PROTECTOR. 
B) Improve attack:
- FIRE with ARMOR (we will have a good defence and all stats in str so we have to work with the most powerful force), PROTECTOR (we´re good but not the best in all attacks so we take the most powerful one), GARMENT (we are not strong but have great intelligence so combinating this with the most powerful means a lot).
- LIGHTNING with PROTECTOR or GARMENT because it´s a medium damaged force tecnique so we have to improve the most we can the magical damage and can be really powerful with the 10 and 20% bonus respectively)


Well I guess that´s all. It´s only my opinion and I´ll be pleased to hear yours or answer any questions. And of course that other combos can also be great!!!


A General Archer Guide
Author: Tour Guide 
Credit to Tour Guide , thanks very much for giving us permission to put this guide on our site.
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I've noticed many posts on various forums similar to the following... 

"OMGWTF I have a bow.. now what the heck do I do with it!?" xD 

Well, I'm here to help! 

Choose a suitable build. 

I'm in favor of pure str or hybrids for bow, but that's just me. 
I don't recommend pure int for bow because pure ints have nukes, which are already long range attack. They also have low life and a bow does not offer any defense, so you're more susceptible to getting owned. 
Feel free to play around with builds a bit to see which you're most happy with and settle with that. 

Which element? 

Cold is popular among bowmen. It'll slow the enemy down so that you'll may be able to kill them before they even touch you. STRs can also go fire. However, it is entirely up to you and what you feel most comfortable with. 

Now on to SKILLS, the fun part! 
Bowmen necessities include... 
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Anti-devil! 
This is a must. Max it and get all books. It's a great starter and has an awesome critical stack. 
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Arrow Combo. 
Get them. ALL 3 BOOKS EVEN! 
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ZOMG A HAWK! 
Woo, the hawk! The hawk allows you to hit faster and harder. It's pretty hot. 
The black hawk is useless. Sure, it looks cool & hits for ya, but it does little damage. 
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Demon soul arrow. 
So you can shoot further. 
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Berserker arrow. (Optional) 
Gives you that great AOE (aka Area of Effect). 
However, it's not necessary if you're an int-heavy build with a nuke. 
The third book of berserker arrow is incredible though! (lvl 69 mastery x.x) 
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Go Strong Bow! 
Great starter for those harder to kill things. It's a bit slow, but the damage it creates makes it worth it. Don't recommend it for PvP (cause it's slow!), but some people can pull it off. 
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Mind Concentration. 
Pacheon's passive skill. It raises attack rating. 

Feel free to play around with your bow skills. Have fun with them.

Blade Guide
Author: Healer 
Credit to Healer , thanks very much for giving us permission to put this guide on our site.

Discuss this guide on forum 




Intro

Blade users have very good defence and a lot of hp, making them very hard to kill. The shield that they carry can couse a lot of problems to the enemy. They are often called Tankers, couse they are truly hard to kill. There is also a negative side to this built - they kill slowly and leveling might be not as fast as other builts. 

Why blader?

As i mentioned above, bladers are hard to kill. True, they will have trouble solo pvping. But in groups, thats a diffrant story. Blade users can survive things that others cant, thats why they usually rush in first taking damage so others wont die. It will take quite a few enemys to take down 1 blader, giving others valuable time.

The Built

armor - germant. Note: gives you extra moving speed and mp savage (20% and 20%)
weapon - blade + shield. Note: try to find a shield with a 15+ block ration
stats - pure str (3:0 str:int).
skills - bicheon(blade) \ cold \ fire. Note: be ready to sp farm 

Skills

-> Bicheon - max
You will be doing most of your damage with the blade. All skills are good in here.

1) Smashing series - max
Crosswire - good skill.

2) Chain Sword Attack series - max
main skill of a blade user, very fast attacks, good damage.

3) Shield Technique series - lv 1 first book, lv 1 second book
rarely used skill, if you know that there are enemys running to you, you might wana use this skill to survive the 'first wave attacks'. 

4) Blade Force series - lv 1
this skill is mainly used to lure the enemys towards you. its damage isnt that great.
You can get higher levels of this later. to finish off the enemy if he trys to run.

5) Hidden Blade series - max
(At first you should get lv 1 bloom blade, then at lv 41 get the second book. If you ever get to lv 63 , only then max the first book.)
Its a good damage and a good way to keep the enemy immobilised.
Second book can drop upto 3 enemys.
Note: dont use this skill in groups, as only blade users have the 'down-attack' skill.

6) Killing Heaven Blade series - max
Comes in pair with the skill above, you can hit the enemys that are on the ground.

7) Sword Dance Series - lv 1
Same as blade force series only that you can hit several enemys with 1 skill.

8) Shield Protection series [passive] - max
Increases block ration - very useful.


->Fire - max*
*You can keep this mastery 10 levels lower then your level, to save sp

Fire Force series (imbue) - n\a
At first first book lv 1. at higher levels, lv 1 second book. At very high levels, lv 1 third book.
Fire Shield series - as you like
makes you more immune to 'effects'. it would be good to have a few levels of this.
at higher levels very useful.

Flame Body series - max
this skill is the main reason why your even learning fire - phsy damage increase (%).

Fire Protection series - as you like.
defence against magic attacks. it would be good to have a few levels of this at higher level very useful.

Fire Wall series - none
Useless?

Flame Wave series - none
Your not a nuker. Pointless.

Devil Force series [passive] - max
It also gives you pshy damage increase (%).


->Cold - **
** You dont have-to learn cold at all if you dont want to, but it gives you huge advantage in pvm and gives you defece that makes you even harder to kill.
Keep this mastery 10-20 levels below your level.

Cold Force series - n\a
Its lower damage then fire, but has a good effect.
Dont go past second book at first. Later, if you find it useful, learn more.

Frost Guard series - max
extra defece for you

Cold Wave Attack series - some levels.
quite useless with the auto-pot, but get some levels, just in case.

Frost Wall series - none
Pointless?

Frost Nova series - lv 1 first book, lv 1 second book.
same as cold wave attack series.

Snow Storm series - none
Your not a nuker.

Cold Armor series - max
extra defece for you


-> Lightning - Lv 30 (dont ask why 30, hard to explain)
Everyone has lightning, grasswalk is a must.

Grass walk-Flow - Lv 7 (lv 7 is max that you can get with 30 mastery)
Run faster.

Concentration-1st - Lv 3 (lv 3 is max that you can get with 30 mastery)
Extra parry.

Heavens Force series [passive] - lv 3 (lv 3 is max that you can get with 30 mastery)
Extra parry.

Skill combos

Solo (both pvm and pvp)
blade force \ sword dance + smash + hidden blade + killing heaven
-or-
blade force \ sword dance + smash + chain + chain.
Group
blade force \ sword dance + smash + chain + chain.

Demo

Here are 2 movies where u can see bladers power:
http://www.silkroadonline.org/forums/index.php?showtopic=6908
http://video.google.com/videoplay?docid=-2966812927208668521&q=silkroad+pvp&pl=true

As you can see most of them are using both fire and ice. (and lightining naturally)
SP calculator: http://www.nerdwerx.nl/sro/index.php Silkroad Character Calculator

The End

Hope you didnt die reading this. 

---------------------------------------------------------------------

Wolf guide

Author: The Epidemic 
Credit to The Epidemic, thanks very much for giving us permission to put this guide on our site.
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Wolf Guide:
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So with this new update we can now have a Wolf as a pet. For the price of 1,000,000 gold are they worth it? The answer in short, YES!!!!! Yes they are.

In this guide I’ll go over some simple steps of what to do once you purchase a Wolf, and how you can get him through those early levels quickly.


1: First thing to do after purchasing your pet is to name him.

- You can only pick a name once, so make it a good one!
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2: Next buy a few items for him.

- I always have small animal heals on me for my horses, but I made sure I had about 8 once got my Wolf.

- I really haven’t had use for the hunger potion yet. I did the math as far as hunger. Your Wolf should last over 2 and a half hours before he’d starve to death. His hunger fills when he levels, and while he’s away.

- If you want grab a Cure potion or two for him. My Wolf got poisoned once in a period of an hour and a half. I’d say their optional, but if your paranoid, grab a few. Those Grass of Life’s are 50K!

- Needless to say, grab one or two Grass of Life’s before heading out.

3: Next take him out hunting.

(The stronger the creature the more XP he gets. You could rush him by taking him to fight strong creatures right away, but at low level he can’t take too many blows from high level monsters. And at 50K a pop to bring him back to life if he dies I recommend taking the hour or so that it’ll take to get him above level 12. I’ve devised a simple leveling system to get him to 12 quickly.)

- It only took me about 15-20 min or so to get him to level 5 killing Mangryang’s and Weasels.

- I recommend then taking him to an area where you can fight Yeoha’s till he’s about lvl 7. Then take him over to Tiger’s.

- Once he’s level 12 or higher he’s good enough to stay with you fighting creatures as strong as Tiger’s or better.

- Once your Wolf reaches your level he’s a great aid in fighting creatures you encounter. He helps a bit with unwanted swarms, and makes it so you have to use less Magical attacks. I know most monsters my level I can kill with one charge of my Lit and the Smash attack with my sword plus 3 or 4 extra hits (or another Weapon attack). The Wolf is really great at helping take care of those few extra hits so you don’t have to use another Weapon Attack to take down the creature. I know he's been saving me alot of mana potions which I usually BURN through.

4: At level 40 Your Wolf grows and he gains the ability to be ridden. I’ve been told there’s armor for your Wolf, but that may be a rumor. All the data I gathered for this guide was done the day the Wolf update came out.


My Character’s name is Xavian and I play on the Athens server. If you see me around feel free to say hi!
E-mail: ErcDraven8@yahoo.com
AIM: EpidemicSDP
-----------------------------------

Monkey Guide

Author: Taalon aka 
Credit to Taalon aka, thanks very much for giving us permission to put this guide on our site.
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The above icon, can be right clicked when you have a Mount or Trade animal out, so you can access his command below.
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Notice player who owns the Monkey is above the Monkey's name.
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This is the monkey commands, best to just right click on them. The far left one that looks like a scroll opens up the below window.
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This is your basic window. Beware if you set your Monkey's name thats it. The only way that you might be able to change it is to. Wait a month, and get a new one. 
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Here is his inventory, not sure how you gain more space on him, however he will loot whatever you sethim for below. To sell items in his pack, you have to put them in your backpack first. you can move the things from his pack to yours anytime (and even while u talking to NPC)
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Notice the settings. I recomend if you have him set on "Grab all Items" That you turn him to off when you enter town. As anything dropped will make him run to it and loot it even 1 arrow. Beware some people hate it when your Monkey is set for "Grab all Items", since this little guy has a long range for detecting and picking up loot. Also if your a archer you will probably want him to pick up "Other Items" so you get any arrow drops. For those who are getting items they do not want, i recomend you move a long ways away from your normal hunting area, set him to off, then drop the items. Once your back to your area you can turn him back onto ON.

The new Charm button in your actions windows works with monkeys, it makes them dance, and also return to you.

NOTES, he will pick up your quest items, and will put them directley into your backpack.

Here is an important fact.If your monkey DOESNT pick up "other items" he will NOT pick up elixers. I have tested this so for those who dont let him pick up other items you will not get the useless items but if you dont pay attention you might lose a few elixers

Also one a monkey scroll is activated its timer will not be reset if someone else grabs him. So if you want to buy one insure his timer is 28 days, which is 4 weeks.

Also if you terminate your monkey he will go back into your backpack, his timer once activated keeps ticking weather used or not. He can be put in your storage for 1G.

Hope this helps some.

------------------------------------ 
Upated
With ost's correction and Rampage's complement
Thanks ~
-----------------------------------

Armor Types and Facts

Author: kagenutto 
Credit to kagenutto, thanks very much for giving us permission to put this guide on our site.
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There are 3 "armor types" in the game. Armor is the name of the heaviest type. It offers the most physical defense and the least magical defense. 

Protector, also known as leather, offers less protection then Armor in terms of physical defense but more magical defense. It is also lighter armor so can gain a light bonus if you wear all Protector pieces. You can mix and match Protector pieces with Armor pieces but I wouldn't recommend it. Go with one or the other. The bonus you get from wearing all protector is a 10% run speed increase and a reduction of 10% of the mana cost of all your skills and spells. So if a skill would normally take 20 mana points to use it instead takes 18 mana points. Remember ALL pieces must be Protector to make use of this bonus and you must have all slots that are available to wear "armor" filled. If you are missing your helmet piece then you do not get the bonus even if you have Protector on every other spot. 

Garments can not be worn with any other piece of armor. It can not be mixed and matched with the other "armor types." It offers the least physical resistance and the most magical resistance. It is also much lighter and thus gives a bigger bonus when all "armor slots" on your character are filled with Garments. The bonus is a 20% run speed increase and a 20% mana reduction when using skills so a skill that takes 20 mana points will instead take 16. 

Personally, I recommend every one start off with Garments until level 20. The difference you see in the physical resistance between the different "armor types" is negligible. The difference you see in the mana potions or downtime you have is immense, especially when you are low level and strapped for cash. That 20% mana reduction bonus from Garments will make a bigger difference in your leveling speed from lack of downtime and cut down on your mana potions that you'll need to use. 

Now the armor sets come in 3 tiers just like weapons. I'll explain using weapons because it's easier to see since you only have one weapon slot but 6 armor slots. Take a Bronz Bow for example. This is a level 8 bow as sold by the blacksmith in Jangan. The next level bow sold by the blacksmith is an Iron Bow for use by level 16. Does this mean you are stuck using a Bronz Bow from level 8 through 15? No. There are multiple tiers to the Bronz Bow but the other two tiers are dropped by monsters and not sold in shops. The other two tiers of a Bronz Bow are Hunter Bronz Bow which is level 10 and Archer Bronz Bow which is level 13. This gives players 2 stepping stones on the way to 16. Iron Bow has the same steps. Level 16 is sold by the shops, but level 18 and 21 is dropped. 

Armor sets follow the same pattern as weapons in that they have tiers but since there is 6 armor slots: chest, legs, head, hands, shoulder, and feet; each slot is not the same level. Let us take Small Linen Garments for example. This is roughly the level 8 armor sold by the NPC shop vendor. However, not all slots are level 8. They are in the following increments: Small Linen Gloves are level 8, Small Linen Shoulders are level 9, Small Linen Feet are level 10, Small Linen hats or crowns (depending on if you want to see your head or not because you get a choice of which style headwear to use) is level 11, Small Linen Legs are 12, and Small Linen Chestpieces are 13. 

Just like weapons there are also difference tiers of armor sets. For Linen for example it starts with Small Linen as sold by shops. The next tier is Half Linen, and the last tier is Complete Linen. Usually by the time you are wearing the Small Linen Chest piece you are wearing a few pieces of Half Linen on the lower level armor slots like the hands and shoulders. By the time you are wearing a Complete Linen Chest piece you can equip the starting tier of the next higher armor set which is Sungyon Silk for the hands, shoulders, and feet. 


That's the basics of armor for SRO in a nut shell. The more complex task is looking at the stats of each armor item you want to wear and deteremining whether you are putting on something exceptional or something rather ordinary. There are many things to look at. The biggest in my opinion and the least though of stat is the Parry rate. Each piece of armor in SRO has a parry rate listed on it. The higher armor sets have higher rates. What parry does in SRO is not like the parry rates of other games. It does not stop incoming attacks. Instead, it deflects the damage range of an incoming attack. 

At this point if you read the above sentance you might be wondering what the hell I'm talking about. Well lets have an example.... In this example we'll use two opponents, an Attacker and a Defender. 

An Attacker is using a weapon with a physical damage range of 100-150. If the defender was wearing no armor at all and this was a rather static environment, the damage dealt would fall somewhere inbetween 100 and 150 for each attack made. The average damage would be 125 in a perfect world. If the defender is wearing armor that gives a physical resistance of say 50, then the damage recieved would be reduced by 50 points. This makes the damage range of the attacker now 50 to 100 with an average hit of 75. Still so far, this is pretty basic. 

Now SRO throws us a curve ball by implementing is own special brand of Attacking Rating and Parry Ratio. These two numbers are compared for each attack made by the attacker and the defender. Based upon the comparison the average damage is "shifted" in one direction or another. Still using the above example, we'll add Attack Rating and Parry Ratio into the mix. If the Attacker has a rating of 100 and the defender has a parry of 100 then the average damage would remain 75. Now, if the defender had aparry skill of 150 compared to an attack rating of 100 then the average damage would slide down to 50 damage. This isn't getting rid of the damage range of the attacker. It is still 100 to 150 minus 50 armor so 50 to 100. Hits for 100 are still possible. However, when a hit is made, a random roll occurs. The roll is the "weight" of the difference between attack rating and parry ratio. If the roll is in favor of the defender, the damage that would normally occur is instead reduced but never exceeds the minimum. If the roll is in favor of the attacker the damage is increased but does not exceed the max damage. If the Parry Ratio is higher then that random roll is going to occur more often favorably for the defender. If the attack rating is higher, then it is going to occur more favorably for the attacker. Just think of a shifted bell curve from statistics. 

The effect of having a higher parry ratio is rather astounding in the low levels when the physical resistance between Garments and Armor sets are very minimal. A full set of Small Linen Garments will have a physical resistance of around 24.7 if bought directly from the store. A full set of Infantry Bronz Armor of the same level will have a resistance of 30.1ish. That 5.4 points of damage reduction is not that much of a difference to out weigh the benefits of Garment armor at lower levels. At higher levels, the difference becomes great enough that for melee users, going with protector or armor will severly cut down on the damage recieved by physical sources. 

All stats on items have a variance to them when you find one off a monster. So while the basic Small Linen Gloves that are level 8 as sold by the shop might have a physical resistance of 2.5 and a parry ratio of 5; those same gloves as dropped by a monster could have more or the same for either stat on that armor piece. More parry is a good thing 

Now there are also other factors involved in the damage done during an attack. Stuff like physical balance versus magical balance based on the stats you chose will determine your weakness to either magical or physical damage. The physical reinforcement and magical reinforcement numbers on armor pieces I still have zero clue about. They don't seem to do anything so I've been largely ignoring those numbers up to now. You can test and see the effect of the other numbers very readily. I'm sure those numbers do something, and the higher the number the better I suppose but I can't tell you for sure what those percentages listed there mean.

