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TomeNET installation folder (desktop shortcut should also be available)
to update it.

If your text editor cannot display the guide properly (needs fixed-width
simply open it in any web browser instead.

Welcome to this guide!
Although I'm trying, I give no guarantee that this guide
a) contains really every detail/issue about TomeNET and
b) is all the time 100% accurate on every occasion.
Don’t blame me if something differs or is missing;

If you have any suggestions about the guide or the game, please use the
/rfe command in the game or write to the official forum on www.tomenet.eu.
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A warning first, about character timeout:

If you do not log in a character at least once every 365 days the system will
automatically delete it along with its houses, to keep the database clean.

So make sure you don’t let your characters time out this way!

(There will be an expiry warning about 60 days before this happens when you
log on with any of your characters, to remind you.)

Depending on the server settings, there might be a backup that allows
restoration of deleted characters and their house contents to some extent.
More information about character and account timeout at (3.12).

If you are using Linux, you will find additional information about how to
compile the game under ’ (2.1) Installing/updating TomeNET’.

-Get the latest client from the project’s main official site www.tomenet.eu.

or from https://muuttuja.org/tomenet/ (Mikael’s site, which features a
monster-search and other stuff).

If you’re on Microsoft Windows, it is recommended to get the installer package
instead of the zip archives.

Note that the Nullsoft Installer framework (NSIS) TomeNET uses is an open
source project (https://sourceforge.net/projects/nsis/), yet annoyingly there
are a few badly maintained virus scanners that may give a wrong positive
warnings for NSIS. In the past Avira was notorious for it but it seems they
fixed it, nowadays it seems to be Acronis instead, at least at the time of
writing these lines. Anyway, you can safely ignore those *ahem*.

A fun fact: The TomeNET Winwdows version has never seen an actual Windows
system but was created purely on Linux.

-If you used the installer you will have a TomeNET icon on your desktop to
start the game (and another icon for the TomeNET Updater).

If you used the ZIP archive instead of the installer, you can run TomeNET

from the unzipped folder by either double-clicking ’TomeNET.exe’ or (this is a
safe-fail in case your internet provider ever has DNS problems and you cannot
connect to the server) by double-clicking ’TomeNET-direct.bat’ to directly
connect to official main server’s IP address (37.187.75.24).

NOTE: The official main server’s hostname is "europe.tomenet.eu".

In 2022, an official server located in the APAC (Asia-Pacific) region was
added, to provide playable ping times for players from that region, its
hostname is "apac.tomenet.eu".

-You should now see a list of available TomeNET servers (except if you used
TomeNET-direct.bat, which will always connect you directly to the first main
server) .

Pick the first official server by pressing the ’a’ key (or instead choose the
APAC region server if your latency is better for that region).

Now you are prompted to enter your account information: Name and password.
Since you are a new player, you don’t have these yet. There is no separate
"registration’ process, Jjust type in a name and a password of your choice!
Make sure you remember your password and enter it carefully so you don’t

make a typo. The TomeNET client will, however, automatically store these
crecedentials so next time you log in you can just hit ENTER key to confirm
the saved name and password which will be automatically filled in for you.

-Now you are presented with the account overview screen. It’s just the list of
all your existing characters. Since you don’t have any yet, it’s empty.



Press 'N’ (shift+n) to create a new character.

-In this example we create a Half-Troll warrior, as it is easy for beginners:
It can take a lot of punishment and at the same time dish out a lot of it too!
The server should now allow you to manually choose your stats.

In case you chose a (Half-Troll) warrior, try this:
STR _at least_ 18/30 (to get a high number of attacks per round - the game
client will even suggest 18/40 for minimum STR),
CON as high as possible, INT as low as possible,
spare points into DEX (especially!), WIS or CHR.
If you decided to play a paladin make sure you have at least DEX 10.
In case you can’t reach STR 18/30, go for STR 18/20 instead, which should
give you 2 attacks with a war hammer, your starting weapon. Then increase
CON and WIS as high as possible, INT as low as possible, spare points (you
shouldn’t have any ;)) into CHR. (Paladins use WIS for casting spells.)
If for some reason you can’t even reach STR 18/20, at least go for STR 18/10,
again DEX not below 10, then right after spawning in town discard the war
hammer you start with and instead go buy a whip from store ’3’ (weapon store)
or "4’ (temple). This should give you a solid 2 attacks per round.
If you decided to create a rogue, ensure that you have at least a STR of 15,
and a pretty high DEX (the rogue’s main stat) of 18/10. This will give you
3 attacks per round when dual-wielding your light starter weapons.
Rest goes into CON or INT (rogue’s main stat for spell-casting).
If you made a druid, put couple of points into all, DEX, STR and CON, and keep
your WIS relatively high since it’s important for druidic spell-casting.
Some druids might value high starting WIS more than any of the other stats
for that reason.
Explanation:
CON affects your hit points, more CON -> more HP.
STR (and DEX) determine your number of attacks per round. 18/30 in STR is
enough for warriors to get 3 attacks per round with very light weapons
(daggers or whips) regardless of how you modify your DEX.
To get the 3 blows per round (BpR) you’ll need to sell your heavy sword and
buy a light weapon (3.0 1lb or less) like a dagger or whip. That is more
efficient than 1 or 2 BpR with your original sword! Later on when your
character becomes more powerful you can switch back to heavier weaponry.
Warriors don’t really need INT so you should reduce it to spend the points
on other attributes. WIS isn’t really needed either, but it can be useful
to endure sanity-reducing effects and increase your saving throw against
certain detrimental effects.
Details about how STR and DEX affect startup blows/round are given in (7.5a).)

—--—— PLEASE NOTE: —--——-—
If you are new to the game, it is NOT recommended to choose one of these:
Istar, Priest, Shaman, Adventurer, Runemaster.
The reason is that these classes are hard to play in the beginning -
compare introductory explanation in (7.5)!
Recommended for new players are:
Warrior, Rogue, Paladin, Druid and maybe Archer.

-Make sure you DO NOT chose PvP mode. It’s a restricted special thing that
has nothing to do with the normal gameplay at all! (See (7.13) for info).

-It’s strongly recommended to not choose ’fruit bat’ body either :).



Now you’re in the game and should see the town of Bree.

Note that all following keys mentioned assume that you use the normal
(aka non-roguelike) keymap! If you use rogue-like keymap, refer to (0.2) for
a full list of command keys under that setting.

-To chat, press the colon key ’:’ . Don’t hesitate to ask other players
if you have any problems with getting started.
(For details about chat features see (3.3).)

-To run, press SHIFT + <direction key> where direction keys are on

the number pad 7,8,9, 4,6, 1,2,3. Running often requires that

Numlock is turned off (press the ’"Num’ key above your number key pad on the
right side of your keyboard, so the green light is off).

If SHIFT+<direction> doesn’t work on your system, you can press the dot ’.’
followed by a direction key. (If you use rogue-like keys, see section (0.2)!)
You can also use the arrow keys to move, but the numpad is better since it
allows you to move diagonally too, which is very important.

-You can wear/wield your armour/weapons by pressing ’‘w’ and choosing them
from your inventory which is displayed in the bottom right window.

To take off an equipped item, press ’'t’. The item will be returned to your
backpack (aka your inventory).

-You can pick up items if you stand on them and press ’g’. Items that are
especially valuable in the beginning are magic wands and staves, so make sure
to pick those up, identify them with a scroll of identify, and sell them to
the magic shop in town.

-You can drop items with ’'d’ or destroy items with ’'k’.

-You can enter stairs down/upwards by standing on them and pressing the
corresponding key ’<’ or '>’'.

-You can press ’'?’ to get a short in-game help. The actual list of commands
and further info are contained in this guide.

-Nearby the starter town (Bree) there’s often a ’'training tower’ which is a
good place to start because if you die there nothing will happen except a
slight loss of experience and gold. Ask people where the dark-green ’<’ symbol
(the tower entrance) is found. Usually to the lower-right of the town centre.

-If you die outside of the training tower you will usually turn into a ghost.
This ghost cant wear any items, so it’s a good idea to care about being
revived. To get revived, either visit the temple in town (it’s a green ’'4')
or ask another player to read a ’'Scroll of Life’ while standing next to you.
While you’re a ghost you can freely float up/down by pressing ’<’ and '>’.

-If you have any parchments like ’Guide to Middle Earth’ or ’'The Gazette’ in
your inventory (bottom right window) you can read those by pressing 'r’ to
read. They don’t do anything, just a short read containing some information.

-If your character gains a new level it also gains skill points. To distribute
those, invoke the skill screen with SHIFT+G. (See (3.10), (7.2) and (8.5).)

-If you don’t like your character and want to delete it, you may commit suicide
by pressing SHIFT+g or CTRL+k and double-confirming the following questions



with 'y’ and ’@’.
-Press '@’ key to see a list of players who’re currently online.

A grey ' (0)’ is in front of a player name, it means that player is using an
outdated client. It’s very important to keep your client up to date!

If another player’s character level is displayed in light blue colour, that
means he is within sensible level range of you to form a party! Press SHIFT+P
for party menu. One of you has to create the party and add the other one.

A name displayed in dark blue is an admin.

A name displayed in purple is a ’winner’, ie a player who managed to beat the
game boss, Morgoth, the Lord of Darkness (and hasn’t died since).

A name displayed in red is a ghost, ie a player who died. :(

A name displayed in dark grey is a player who is currently inside the special
"Ironman Deep Dive Challenge’ dungeon.

-A few other important keys are:

- knowledge menu (all of your character’s knowledge, plus artifact/monster

spoilers under “6 and ~7 respectively.) Or type "/know" in chat.

game options menu.

macro menu (’macros’ are hotkeys, allowing you to bind certain actions to

a single key press). (More about macros in (3.6) up to (3.9b).)

SHIFT+P form a party with your buddies. You share experience in a party and
you can always see each other on the map and your team mates’ current
world location in the player list (accessed with '@’ key).

(SHIFT+O if you are using rogue-like key map.)

SHIFT+L look around the map. Very useful to locate team mates ;).
(CTRL+W if you are using rogue-like key map.)

CTRL+U the audio mixer menu (the hotkeys for toggling master/music work
outside of this menu too).

(CTRL+F if you are using rogue-like key map.)
CTRL+Q quit the game. Safest way is to quit in a town, not in the dungeon!

oe |

-Note that your character’s "speed" may change. Speed is the factor telling you
how fast your character can move, fight or perform any other kind of action.
If your character’s speed gets increased (for example by drinking a potion of
speed) you will see a green indicator (for example ’Fast +10’) at the bottom
line of the main window.

If your character loses speed, for example by carrying around too many heavy
items in your inventory, you will see a light brown indicator (for example
"Slow -3’) at the bottom line instead.

(0.1a) Character validation

When you create a new account, it will always start out as "invalid". This just
means that it is in a trial phase and needs to be approved by an admin or
another player who has validation privileges. This is done to prevent spam.

Invalid characters cannot drop items, privately chat with other players, or
advance beyond level 25.

Usually, all you have to do is to keep playing/stay online for a bit until an
admin or someone else who possesses validation powers logs in, notices that you



are new, apparently not a spammer or duplicate, and validates your account.
If that doesn’t seem to happen, just ask in chat openly.

Pressing '@’ key will show the list of logged in players. A yellow ' (I)’ before
a name will indicate an ’invalid’ account.

You could continue reading at (3.2) now, which explains the user interface,

or glance at (8.1), (8.2) or (8.3) first which explain some basic strategy.

If you ever get stuck in a problematic situation where you feel you either

cannot defeat a certain monster or you cannot advance your character the way
you’d like to, check out (8.3a)!

(0.1b) Colours and colour blindness

The easiest way to modify colours and to switch between predefined palette sets
for certain colour blindness types (deuteranopia, protanopia, tritanopia) is to
go to the = C options screen where you can set all of this.

Don’t forget to press ’s’ to save your changes.

You probably want to turn off the option ’palette_animation’ in = 1 if you use
any colourblind mode or your own customized colours, because palette animation
will override colours with interpolations of the ’'normal’ palette scheme.
(palette_animation only has effect on colours while you are outdoors though.)

Alternatively you can modify the colours by editing the game’s config file:
On Windows OS that is TomeNET.ini (in your TomeNET folder) and on Linux and
0S X that is .tomenetrc (in your user’s home folder).

The settings in these files are called ’'Colormap_N=#xxxxxx’ in TomeNET.ini and
"colormap_N #xxxxxx’ in .tomenetrc, where N is an index from 0 to 15 as TomeNET
uses 16 different colours, and xxxxXxx 1s a hexadecimal code where the first two
digits determine the amount of ’red’, the middle two the amount of ’green’ and
the last two the amount of ’'blue’.

Two-digit hexadecimal numbers go from 00 to ff instead of the decimal numbers’
range which goes from 00 to 99. Basically, hex doesn’t stop at 9 but at ’15';
"a’ =10, 'b" =11, 'c¢' =12, 'd" =13, 'e’ =14, 'f’ = 15.

Also, ’'10" in hex does not mean ten, but sixteen (in our decimal system)!

So a hex number #0000lc means: 1 x 16 + 12 = 28.

However, you don’t really need to know all of this just to modify the colour
values. Just now that after 99 the next higher step is 9a, up to 9f, and then
the next is a0, with the maximum value being ff (which is 255 in decimal).

When modifying the colour table in the config file, you can test the results in
the game by logging in and typing the "/col" command in chat. It will display

a table of all colours for you to check how they look like.

Note that the colourmap entry #0 is fixed and cannot be changed, it is always

#000000 aka black (no red + no green + no blue).

(0.1c) Photosensitivity / Epilepsy issues

If you are especially photosensitive, the screen-lighting effect used for



thunderstorm weather might impact you. There are also a few minor especially
fast-flickering effects. You can disable all of these in the game options by
pressing the following keys in game to access the various options pages (1-7):

view_animated_lite (fire-based lamps will flicker in yellow/orange)
no_weather (disables all weather particles: raindrops and snowflakes)
disable_lightning (the aforementioned thunderstorm flash)
flash_player (your '@’ flickers brightly whenever you change location
rapidly to make it easier spotting yourself on the screen)

= 3 recall_flicker (show animated colours in the various game windows)
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(0.1d) Readability improvements

If the dark blue colour is not well readable on your screen, you can edit it

like all other colours in = ¢ or alternatively by editing your config file
(TomeNET.ini on Windows, .tomenetrc on Linux and OS X) and find the line
"lighterDarkBlue’ .

In TomeNET.ini set it to 1 instead of 0, in .tomenetrc uncomment the line by
removing the leading ’#’ symbol. Restart your game client.

If you have trouble deciphering long price tags or experience point amounts,

press = 4 and try the option ’‘colourize_bignum’ at the bottom of that options
page. It will colour prices and XP alternatingly in 3-digit columns.

(0.2) Command reference & key sets

Can be different depending on 0OS / configuration.
This chapter consists of three subsections:
Command keys, Text editing keys, Slash commands.

Command keys

Key combinations with CTRL key can be entered in the macro menu by prefixing
the key with a ’*’ symbol. For example, a swap-macro in normal key set could be
"x0’, but in rogue-like key set (where swap is CTRL+A instead of x) it will be
"7a0’ instead (or with capital letter: ’~A0’, it’s all the same for " codes).

Keys:

The first key is of the ’original Angband key set’, the second key is of the
"rogue-like’ key set. Some people prefer to use that one. You can change it
in the options menu, which you invoke with ’=’ key.

Walk into a direction:

Original key set Rogue-like key set Rogue-like (running)
7 8 9 y k u Y K U
4 6 h 1 H L
1 2 3 b 3 n B J N

You can also use the arrow keys instead of the Numpad keys for movement.
(Pressing ’5’ will make your character try and pick up an item, same as
pressing 'g’).



SHIFT+<direction key>
runs into that direction. Numlock must probably be turned off,
depending on your system. (Numlock is the key labeled ’'Num’ above the
number key pad on the right side of your keyboard. A green lamp
usually indicates whether it is on or off.)
You can also run by pressing the dot ’.’ followed by a direction key.

Allows you to run (same as SHIFT+direction key).

; ; The ’'walk’ command, it allows you to walk one step. This is not
really needed for anything usually, since you can just press
the directional keys given above instead for walking.

NOTE: The ’;’ key is by default overridden with a macro
to provide a quick guide search instead of its normal function.

i i display your inventory. You can then press SHIFT + inventory
slot letter to paste that item name into chat.
You can also type \\<slot letter> shortcut in chat to paste an
item right into some text you are writing, eg "\\a" for the

6 item in your inventory slot ’a)’.

e e display your equipment. You can then press SHIFT + equipment
slot letter to paste that item name into chat.
You can also type \\<capital slot letter> shortcut in chat to
paste an item right into some text you are writing, eg "\\A"
for the item in your equipment slot ’a)’.

I I inspects an item, showing its special abilities in case it
has some. To examine an item you must either have bought it
from a shop or *identified* it. Mages can learn *ID* spell
"Greater Identify", some shops offer *ID* service (see (4.5a)),
or you can use a scroll of *identify*. If the item hasn’t been
*identified* yet, you will only see basic information.
If the item could in theory have powers that will only be clear
after *identification* then inspecting the item will tell you:
"It may have hidden powers.". In this case you should always go
and *identify* it because its selling value will also increase
greatly in case it turns out to indeed have hidden powers.
See (5.7) for more information about ID, *ID* and shops!
If you examine weapons, it always tells you the weapon class
(sword/blunt/axe/polearm) as well as if it’s 1-, 2- or
1, 5-handed.

w w wear/wield an item from your inventory (weapons, rings,
amulets, light sources, armour, ammunition, tools).

W W wear/wield an item, same as ‘w’, but tries to use the second
available slot in case two inventory slots are both egligible.

Starting in 4.8.0 this can also be used to wield a digging

tool as a weapon. You will still use it for digging too.

If you try to dig while having a digging tool equipped in the
weapon slot and another one in the tool slot, the better one of
the two will be used automatically.

You won’t get weapon-skill specific boni applied in combat

11
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though, as digging tools count as neither of any of the four
weapon classes.

take off an item. (Note: Item inscription must still be @t)

swap an item. This is basically like both "wear/wield" and
"take off" in one command. This makes only sense if it is used
with an item that has been _inscribed_ accordingly, for example
"ex4":

When the item is currently in the inventory, it will be
equipped. If it already is equipped though, then it will be
taken off.

Note for rogue-like keymap:

Although the key is ’S’, the actual item inscriptions must
still use ’"x’, eg ’'@x0’ when the macro is ’S0’!

quaff a potion.

If you enable the ’"keep_bottle’ option (it’s in =8 at the time
of writing this) your character will retain an empty bottle
which you can fill at a fountain.

read a scroll.

eat food. Hunger can kill you, if you don’t eat for a longer
while, depending on your character. You will see a yellow
"Hungry’ appear below the status bar on the left side in the
main window, then it will change gradually to orange/red ’Weak’
or ’'Starved’ (in game version > 4.8.0) and you will start
getting paralysed by the lack of food!

Finally you will start losing hit points and eventually die
from starvation.

(Draconians can eat firestones to gain temporary special
abilities, see (5.9). Players in dragon form can eat them too.)

fuel your light source.
Use oil for lanterns, and torches to fuel another torch.

fire ammo from your quiver.

throw an item from your inventory.

browse (peruse) a book.

use an ability/skill (ie cast a magic spell, lay a trap, use a
technique, polymorph into a monster form or back to normal,
cast a monster-spell while polymorphed, enter a combat stance).
use (aim) a magic wand.

use (zap) a magic rod.

use a magic staff.

or..

pick up an item from the floor. You have to stand on the item

to do that. You can also pick up an item by pressing ’5’ on
the number pad while numlock is turned off. Gold is always



CTRL+G CTRL+Z

picked up automatically.

If you stand on a pile of different items, the top-most type of
item will be picked.

NOTE: The ’,’ key has by default a "reply to last private chat"
macro on it, so you’ll have to use ’g’ key instead or delete
the macro from the comma key, if you want to use it to pick up
items.

pick up exactly one piece from a stack of same type of items.

forcibly combines a level 0 item in your inventory with other
items of the same type that aren’t level 0 (’force-stack’).
Be warned, that this will change the level of all the items
involved to 0 so they will become untradable.

see a character overview.

look around your current sector/floor, using direction keys.
Hit ESC to exit this ’'locate’ mode again.

display either the world map if you’re not in a town or in a
dungeon, otherwise display a minimap of the town or of your
currentl dungeon level.

If you want to see the world map while you’re in town or in
the dungeon, press ~ and choose "Wilderness map" there.

You can scroll around the map via directional keys.

search adjacent fields, objects or walls for hidden traps or
doors.

enter ’searching mode’. You will search your adjacent fields
once each turn. If you stand next to a room and you want to
find its hidden door, turn this on and run along its walls
until you find it.

Being in searching mode will slow you down so you will want to
turn it off as soon as you found what you searched for.

Another useful thing it does however is prioritizing traps over
items visually. Turn it on if there are already detected traps
nearby that are currently covered by items, to clearly spot the
traps underneath.

enter/leave 'cloaking mode’. This can only be used by rogues.
It will take a couple of turns to perfectly cloak your

physical appearance and body warmth pattern, after which you
will be completely invisible to monsters who use normal sight
or infra-vision.

Only a few monsters who are able to utilize ESP (telepathy) or
have especially powerful detection will still notice you.

Those are eyes, angels, Nazgul, nether guards, and those unique
monsters which are both SMART and POWERFUL at once.

Taking damage (HP/sanity/experience), attacking, and some other
actions will immediately break cloaking.

Damage or drain from floor terrain, items or monster form will
not affect cloaking, but suffering from black breath will.

Auto-retaliation is disabled while cloaked, except for the
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Stormbringer (which will break the effect of course).

If you attack a monster while cloaked, it’1l count as backstab,
making full use of your ’Backstabbing’ skill if you have
trained it. See (7.2) for ’'Backstabbing’ details!

Some ’'noisy’ actions such as drinking a potion will only
temporarily weaken your cloaking: Your colour will go from dark
grey to normal grey for a short time, during which you are not
effectively cloaked. If you avoid taking damage or performing
any action that breaks cloaking during this time, you will go
back to being perfectly cloaked.

The duration of cloaking being weakened will vary depending on
which action you performed.

Cloaking will always reduce your light radius to 1. Darkvision
however is not affected by this and retains its normal radius.
Cloaking will in turn increase your searching, greatly increase
your stealth, but decrease your speed. Sneakiness skill may
very slightly reduce the speed decrease.

Note: Cloaking has no effect on shoplifting; it breaks on
entering any shop.

Note: Although ESP is supposed to detect cloaked targets, for
now cloaking still overrides ESP of other _players_ for the
sake of PvP usage, similar to invisibility.

(Also see (5.14) for details on ’"normal’ invisibility.)

activate an item. Usually an artifact, a dragon scale mail or

a ring of polymorphing (shapechanging).

tunnel (dig) through an obstacle or a wall.

rest. Your hit points, mana and stamina will regenerate faster
while resting. Note that you cannot rest while being afflicted
by any continuous damage effect (eg while poisoned).

open something.

close something.

while in a store:

Paste an item name, its price and the store symbol into chat,
in case you want to tell other players about it.

You can also type \\\<slot letter> shortcut in chat to paste an
item right into some text you are writing, eg "\\\a" for the
first item on the store page you are currently looking at.

Also see \\x, \\X and \\\x further below.

drop an item.

drop some gold. You can use 'k’ and 'm’ for thousands or
millions, example: 3k -> drops 3000. 2m -> drops 2000000.

You can also do things like 2m43 to drop 2430000 gold pieces or
k6 to drop 600.

disarm a trap. This yields experience points, depending on the
trap type. (Note that you won’t get experience points for



CTRL+S

P

CTRL+D

CTRL+A

6]

CTRL+E

0

CTRL+G

disarming traps via magic spells or magic devices.)
Also see (4.7) for details about traps.

destroy an item. (Note that artifacts cannot be destroyed this
way.)

skills screen.

1) bash/force something (ie a stuck door).
If the door crashes open, it softens the sleep of nearby asleep
monsters somewhat (similar in effect to the /cough command) .

2) use the fighting technique "Bash", if learnt, to shield-bash
an enemy. This action costs 6 stamina and requires a shield.

It will inflict damage depending on shield weight and your
strength and a stun effect (modified by Combat skill) on your
target. For details, see (7.12).

look at a player/monster/object (use direction keys for
targetting). Similar to targetting, while looking you can press
"p’ to switch to manual cursor positioning, allowing you to
look at a specific grid, then press ’'1l’ again to confirm.

attempt to steal from players (not recommended!).

use undead powers (use this if you died and became a ghost).
Using these will drain your experience. If you ran out of
experience points, your ghost fades away (= you character will
be completely erased).

NOTE: Undead powers are currently not available.

spike a door (using iron spikes, the door will be Jjammed) .

Concentrate on opening your mind for telekinesis.

("You open your mind.." and "You close your mind.")

You need to open your mind in order to receive items from
other players by telekinesis. If you are not concentrating,
they will receive an according message, telling them that
using telekinesis on you is currently not possible.

Hit 'p’ again to stop concentrating and close your mind.
Certain spells of the mindcrafter class might also require
players in the same party to open their minds in order to work
or to affect them as intended.

Having an open mind can make it easier for psi/confuse effects
to affect you.

sell/buy a house or change house parameters. See (4.10).

party screen. Form/disband/modify a party with other players
here. In a party you will share experience points if you are
within 7 character levels to each other and on the same
dungeon/tower level respectively the same worldmap/wilderness
sector. See (7.9) for details!

For winners (queens/kings/empresses/emperors) the range is 11
levels instead of 7.

re-apply client-side and (if ’"auto_inscribe’ option is enabled)
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CTRL+U

CTRL+C

CTRL+N

SPACE

< or >

server-side auto-inscriptions to an item.

CTRL+F Displays/exits the audio mixer settings. (Also see (2.la).)
Note: Mixer settings are saved automatically, provided you use
CTRL+Q to quit.
(Compare troubleshooting section (9.8), PROBLEM 22.)

Here you can set audio volume for sound effects and music or
mute them separately. The hotkeys for muting work outside of
the mixer screen too, during normal gameplay.

If you haven’t installed a sound or music pack, you can do
that by running the TomeNET-Updater or by downloading packs
manually (for download links see the ’'download’ page on the
TomeNET homepage for official packs, or look in the forum for
user-made packs) .

CTRL+X Toggles music. Shortcut for toggling it in the mixer settings.
This hotkey works outside of the mixer screen too.

CTRL+V Toggles audio. Shortcut for master toggle in the mixer
settings. This hotkey works outside of the mixer screen too.

Note: If you press this while in chat prompt, you will instead
cycle forwards through lines you previously typed - also see
CTRL+P key, which cycles backwards.

Stop executing repeatable actions such as searching, tunnelling or
disarming traps. Also stops active fire-till-kill shooting and any
preparations for a shooting technique (flare missile, precision shot,
barrage) .

go upstairs/downstairs. Press ’>’ to use a void gate (violet "+').

Void jump gates teleport you to their counterpart and vice versa giving
you a message "You fall into the void. Brrrr! It’s deadly cold.".
Draconians can get harmed by using void jump gates, see (7.4).

If you take staircases up/down, you’ll receive the ’stair Gol’ buff,
see (0.4) for details on that.

inscribe an item.

If the first character is a backslash ’\’, then instead of overwriting
an existing inscription the new inscription will either replace a part
of the current one or otherwise be appended at its end.

Replacing happens if the backslash is followed by either @<letter> or !
or # which indicate special inscription "parts".

Examples:

An inscription "abc 'k @S- xyz" that is inscribed "\@S50k" will turn
out "abc !k @S50k xyz". If it is instead inscribed "\!ds" then it will
turn out "abc !ds @S- xyz".

When replacing the # part or an @P part, the whole rest of the
inscription is replaced. For @P this is so because player names may
contain spaces, so those cannot be used as reliable delimiters.

Instead of replacing a tag, you can also remove it by doubling the tag
type character, examples:



"\@@S" will remove the price tag from an item.

"\@QR" will remove the first @-tag of any type.

"\!!" will remove an "!" tag.

"\##" will remove the whole part that follows after the ’#’ character.

To simply append a new inscription to an existing inscription, enter
"\\" at the beginning of the new inscription.

remove inscription from an item.

in general, use an item (combines q,r, etc..).

This can be useful if you run out of macros for a specific action,

for example if you already use @m0...@m9 and still have more spell
books/scrolls in your inventory, you can inscribe the remaining ones
@/0...@/9. Or you could create a macro *t/0- and bind it to a certain
key, and then inscribe a useful wand or staff @/0 without having to pay
attention to whether you’re currently using a wand or staff there (or
rod, of course), as a sort of ’special power button’, for example a
staff of slow monsters (very handy at low levels) or a wand of light

to kill orcs, jellies, and other light-sensitive critters.

Note that in the spell book example above, you could of course just use
call-by-name instead so you won’t need any inscriptions at all (3.9b) !

display further information of your (character’s) knowledge.
Point (2) and (7) here are especially helpful for mimics:
In "2, the number shown in round brackets before each monster name is
the same they have to enter for their ability:
"Polymorph self into a specific form’
In "7 you can check out all features of a monster.
You can also enter the slash command "/know" in chat to access the
knowledge menu (without quotes).

displays a list of players currently on the server.

Note that a yellow ' (I)’ before a name stands for ’invalid’, and means
that this player is still awaiting account validation by an admin.
Also, if a grey ’(0)’ is in front of a player name, it means that
player is using an outdated client. It’s very important to keep your
client up to date! (Same command as ~a)

If another player’s character level is displayed in light blue colour,
that means he is within sensible level range of you to form a party!
Press SHIFT+P for party menu. One of you has to create the party and
add the other one.

Additional info that may be shown in @ screen:

"Silent mode’ Means the player has enabled the ’limit_chat’ option,
which restricts chat to players on the same dungeon
floor as him, except for private/party/guild messages.

"Private mode’ The player has used the ’/ic’ command to ignore all
chat except for private or party messages.

"*Private* mode’

The player has used the ’'/ic *' (or alias /dnd) command
to ignore all chat except for party messages and
private messages from party members.

(Note that none of these chat restrictions will prevent you from seeing

administrative broadcasts or messages - those are always visible.)

If the server has specific PK-rules enabled, there are additionally:
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" PK’ Player participates in player-killing.

" SAFE’ Player does not participate in player-killing.
"Newbie’ Player cannot participate in player-killing.
"Killable’ Player can get killed by other players.

To modify the PK status of your character, use the ’/pkill’ command.
Note: PK is disabled by default on our official main servers.

edit your macros (see from (3.6) to (3.9b)).
edit your auto-inscriptions (see (0.3a)).

edit your preferences.
Most important entries here are..
User Interface Options:

"Rogue-like commands" will change your keyboard layout to
the original Rogue key definitions.

"Flicker messages in recall" will allow you to see animated
messages in the bottom left window (message history).

"Always show lists in item/skill selection" will always show a
list of possible choices if you use commands that require you
to make a selection from a list of choices.

A lot of audio options; note that on systems where the /page

command won’t produce a native beep sound, you can enable sound

system paging instead here! (Of course you can also enable it on
all other systems too, which might be nicer than the system beep).
Gameplay Options:

"Set 'AFK’ mode automatically" will set you afk after some
minutes of inactivity.

"Automatically open doors" makes your character try to open a door
just by moving towards it.

"Automatically disarm traps" makes your character try to disarm a
trap just by stepping onto it.

"Automatically tunnel walls" makes your character tunnel through a
wall just by moving towards it.

"Scroll the screen more frequently" helps to avoid death by
attacks that came from off-screen. However, this option can be
a bit irritating.

type a chat message. To whisper privately, enter <player>:<text>

eg: Johnjohn:hi! - actually the first few letters of the target
player’s name are enough, as long as it’s distinct from anyone else
who is currently online, like: Joh:hi!

You can also use a player’s account name instead of his character name
to send him a private message, makes it easier if he keeps relogging
between characters a lot.

You can also enter a slash command here, for example "/afk".

Press TAB to cycle between different chat modes, such as party-chat.
For details about chat features see (3.3).

For details about slash commands, see further below in this paragraph.
There is also a /say command for talking to players nearby, and a
/shout command for waking up monsters! See further below.

To copy/paste text from and to chat, see CTRL+K/CTRL+L keys under
subchapter (0.2a) further below.

lets you peek at the equipment of party members or players within
sight.



CTRL+P

CTRL+0

CTRL+Q

displays the high scores (same as “c). See (9.2c) for details.
(Note: If you press this while browsing any text you can jump to a
line number of your choice.)

displays the unique monster list (same as "1).

this key carries a predefined macro:

Quickly swap between two equippable items. They must be inscribed
"@x0". (It’s basically just the macro ’x0’ bound to shift+x key.)

You can remove this macro in the macro menu, just like any other macro,
if you don’t like it.

This key carries a predefined macro:

Reply to the last private message you received. It’s simply the macro
":+:’ bound to a key.

You can remove this macro in the macro menu, just like any other macro,
if you don’t like it.

Two uses, regarding a) fountains or b) item piles:

a) Main: Drink from a fountain. You must be standing on the fountain.
Fountains can have good/bad/no effects. There is no fountain of death,
neither one of detonations, so you won’t get instakilled.

If you see a message 'You feel less thirsty’ that means the fountain
was just plain water. A message 'You have quenched your thirst’ means
that the fountain had no effect on you, although it wasn’t water.

(Same as /sip command.)

Fountains cannot have effects of potions which are of higher level than
the dungeon level where the fountain is. The duration of the effect is
also the same as the actual potion would last.

b) Secondary: If you press _ while standing on an item or a pile of
items, you will get a message what item is currently below your feet.

invoke an in-game help screen

look at the in-game bulletin board. Players can write lines of text to
it by using the /bbs <text> command.

view previous messages.

Note: You can also press this when in chat prompt, to cycle backward
through lines that you previously typed (also see CTRL+N, which cycles
forwards) .

Press CTRL+K in here to copy the bottom-most line to the OS clipboard.
On Linux/0SX this requires ’xclip’ to be installed.

Hint: Tapping CTRL+K twice will try to extract an URL from the bottom-
most line and copy that to the OS clipboard instead, if it finds one.
Note that the search function here works in reverse from bottom to top.

view previous chat messages.

Press CTRL+K in here to copy the bottom-most line to the 0S clipboard
(or double-tap to try and extract a URL and copy that one instead).

On Linux/0SX this requires ’xclip’ to be installed.

Note that the search function here works in reverse from bottom to top.

save your character & quit the game. (You should do this in town!)
This also automatically saves some settings, like window layout (the
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windows’ positions and sizes) and mixer settings (CTRL+U to change,
CTRL+F on rogue-like key map), and you will be asked if you want to
save the chat log to a text file.

Note that if you exit the game just by clicking on the ’x’ button in
the game window’s titlebar, these extra features will be skipped, and
any changes in settings or window layout will be discarded.

If instead you want to quit and also delete your character permanently,
then..

Suicide/Retirement:

Q or

CTRL+K lets your character commit suicide (use this to permanently delete a
character, but remember that it cannot be restored once suicided)!
Characters who suicide won’t drop items except for (non-zero) artifacts
(if the server has ANTI_ARTS_HOARD enabled then no item at all will be
dropped), nor will they keep the level static as it happens on a
normal ’final death’ (see (3.11) for details about static levels).
If your character has ’winner’ status (king, queen, emperor, empress)
it will instead be dubbed a retirement instead of suicide, with the
same result of your character being deleted from the game permanently
though. The in-game message and highscore list entry will say ’retired’
instead of ’'suicide’ though. :)

CTRL+R redraw the screen (do this if it’s messed up for some reason).
(/refresh, /ref)

CTRL+T take a screen shot. See /screenshot command below.

TAB or CTRL+I
displays lag-o-meter.

Allows to enter a CTRL character as command.

\ Enter a command, bypassing the client’s key map.
Also allows to enter "~ next to enter a CTRL character as command.

) Clears the command buffer of pending key presses (used in macros).

* Initiates targetting a monster, hostile player or location
(used in macros).

( Initiates targetting a friendly player (used in macros).
(Currently targets the most hurt player who is in your party, or the

most wounded player in general if you aren’t in a party.)

[ Predefined "repeat last message/slash command" macro.

(0.2a) Text editing keys

When typing in a line of text (eg to chat), the following control keys are
available for text editing:

CTRL+P/N Cycle through your message history.

CTRL+V/B Move cursor to beginning/end of line.



CTRL+Q/W Move cursor back/forward by one word.

CTRL+E Delete word before the cursor.
..and a special function:
Whenever a text input prompt appears which suggests a default text, you may
press CTRL+E as the first key you hit. Then the default text will actually
be used as if you entered it and it becomes editable.
The main purpose of this functionality is in the macro menu when manually
editing macro actions: You can edit a previously defined action without
having to completely retype it.

CTRL+A/S Move cursor back/forward by one character.
CTRL+D Delete character under the cursor.
CTRL+C Search history of chat messages you typed. Press CTRL+C again for

next match. Press ENTER to choose or ESC to cancel.

Entering an asterisk ’*’ will be interpreted as wild card.

Eg entering the search string "h*w*4" will search for all messages
that contained an ’"h’ which was followed at some point by an ’'w’
which in turn was followed at some point by a ’4’, such as:

"oh wow, found 4 arts!".

To jump back to the previous search result, press CTRL+F.

CTRL+K Copies currently typed chat line to clipboard.
Note that CTRL+K can also be used inside message recall screen,
which is invoked by CTRL+0/P (important/all messages). There it
will copy the bottom-most displayed line to the clipboard, or - if
double-tapped - tries to extract a URL and copy that one instead.
CTRL+L Pastes current OS clipboard as chat line (erasing any existing
text you might have been typing in).
On Linux/0SX this requires ’xclip’ to be installed.

(0.2b) Slash commands

There are also some commands that can be entered with ’:’ like a chat line.
They all start with a slash '/’ hence they’re called slash commands:

/acolours
/acolors
/acol Display a table of all animated colours.
To see a table of the normal colours, use /col.

/adestroy This toggles the client option ’auto_destroy’.
The option controls destroying items (on the floor) if matching
auto-destroy rules. See that option’s explanation for more info.
Also see slash command ’/apickup’ and ’/daunmatched’ which
go with this one.
Auto-destroying does not trigger inside houses.

/afk toggle AFK (away from keyboard) mode if you have to take a
quick break from playing.
Note that your character won’t need to consume food while afk _IF_
you are not already ’hungry’ or even ’'weak’ (’starved’ in game
version > 4.8.0) from a lack of food!
All other timed effects will continue to be processed (like
magical effects such as haste/slowness/hallucination, pseudo-ID or
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/afk <msg>

/apickup

/autotag
/at

/autoret
/ar

/autoretm
/arm

/autoretr
/arr

wearing off of temporary stat drain from traps) and eventually

wear off.

Also, other players cannot switch places with you by moving into
you, use teleportation or Word of Recall on you, infect you with
black breath by bumping into you, steal from you, form a blood bond
with you or attempt to polymorph you while you are afk.

An exception are grids in front of stores: If you block those,
other players can switch places with you even when you’re afk.

You can specify a reason that will be displayed to the other
players, so they know why you are currently AFK or when you will
be back.

This toggles the client option ’auto_pickup’ manually.

This will toggle the characters behaviour when seeing

an item under character: Whether it will automatically attempt to
pick it up or not. See that option’s explanation for more info.
Also see slash command ’/adestroy’ which goes with this one.
Auto-pickup does not trigger inside houses.

Apply auto-inscription settings to current inventory.

Sets up auto-retaliation for melee.

Enter /ar help for this info in-game.
Usage: /ar [t]+
or to disable: /ar -

To enable any melee auto-retaliation in general, '+’ has to be
specified. This can be combined with ’t’ if desired:
"t’: town-only? (optional)
Example: /ar t+

This will enable auto-retaliation, but restrict it to town.
For more info about auto-retaliation, see (4.1).

Sets up auto-retaliation with a mimic power.

Enter /arm help for this information in-game.
Usage: /arm [q] [t]<power>
or to disable: /arm -

"q’: fallback to melee if you cannot cast right now.
"t’: town-only? (optional).

Example: /arm tg
This will auto-retaliate with mimic power ’'g)’, but only while in
town.

For more info about mimic powers see (7.8a).

(Note that you cannot auto-retaliate with
"Polymorph Self into a specific form’
power aka ’c)’, instead it will be treated like power ’'b)’ aka
"Polymorph Self into next form with fitting extremities’.
Then again using this kind of power for auto-ret doesn’t make much
sense anyway..)

Sets up auto-retaliation with runecraft.
Enter /arr help for this info in-game.



/bbs <text>

Usage: /arr [q] [t]<a-f><a-f><a-h><a-f>

or to disable: /arr -

"q’: fallback to melee if you cannot cast right now.

"t’: town-only? (optional).

and then mandatory: rune, rune, mode, type

Example: /arr saabc
Casts a lengthened ball of light, but only against a target that
isn’t sleeping.

For more info see (7.8b), paragraph Auto-Retaliation.

Add a line of text to the in-game bulletin board system. Players
can look at the board by pressing the ’!’ key.

(You can verify or compare the date with the /time command.)

If <text> is omitted, the current BBS contents will be shown, same
as using the ’!’ key.

/bed [*|<inscription>]

/naked Opposite of /dress.
If no parameter is given, the character takes off everything from
body slot to feet slot.
If ’*’ is given as parameter, the character will take off all
equipped items.
If another parameter is given, the character will take off all
items that have this parameter occur in their inscription.
/bug Report a bug to the admin(s).
/characters
/chars Lists all your existing characters, including their locations.
/convertexclusive Attempts to convert your current character into a
slot-exclusive character (either PvP mode or IDDC aka
Ironman Deep Dive Challenge / Halls of Mandos).
Warning: This process is NOT REVERSIBLE!
To attempt to convert your character, type:
/convertexclusive <your-character-name>
for example:
/convertexclusive Gandalf
If you still have a free exclusive character slot
available then your character is moved to that slot,
freeing up a generic character slot again.
This command can also be used on the Ironman server.
/coin
/flip Flip a coin to get either heads or tails.
The result is random and can be seen by other players who stand
nearby.
/colours
/colors
/col Display all available colours for testing purpose, for example when

you are editing your Colormap_ entries in TomeNET.ini or colormap_
entries in .tomenetrc respectively and want to test how it looks.
There is also /acol to display all animated colours.
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/cough

/ctime

/cversion
/cver

You cough noisily. Will disturb the sleep of monsters or at least
make it less deep..

Tells you your local time (this command is executed locally on your
client, actually). Also see /stime and /time.

Displays the client’s version information in detail.

/destroy_all_unmatched

Toggles the client option ’'destroy_all unmatched’.
See that option’s explanation for more information.
Auto-destroying does not trigger inside houses.

/shuffle [32]52 <jokers>]

Prepares a new deck of cards.

If you specify no arguments it will shuffle a deck of 52 cards
without any jokers as default setting.

Valid arguments are either 32 or 52 to pick a deck size. When you
specifiy a deck size you may optionally specify an amount of jokers
to be added to the deck, which may range from 0 (default) to 12.

/deal [<name>]

Deals a random card from the player’s current deck. (Use /shuffle
to actually prepare a deck first.)

The card dealt can be seen by other players who stand nearby.

If you specify a player name the message will tell the others to
whom you dealt that card.

If it’s the final card of the deck, everyone around will be
notified of that fact.

/dealer <name>

/dice

/die

/d

/dispose
/dis

Hand over your current deck of cards to someone else. If that
player already shuffled a deck of his own, that one will be erased
aka overwritten by the one he receives from you.

Roll some dice, you must at least specify a number of dice or a
number of sides, each from 1 to 100.

The result is random and can be seen by other players who stand
nearby.

Examples of possible usage variants:

/dice 2 - rolls two 6-sided dice
/dice d20 - rolls a 20-sided die
/dice 3d6 - rolls three 6-sided dice

Rolls one die, shortcut for "/dice 1".
Examples of possible usage variants:
/die 20 - rolls a 20-sided die
/die dl2 - rolls a 12-sided die
Rolls two 6-sided dice, shortcut for "/dice 2".

DESTROYS every item in your inventory that has one of these
inscriptions: terrible, cursed, uncursed, broken, worthless,
average, good. Works only on items that actually can be destroyed.
Skips ’flavoured’ items that are not known to you yet (example:

"a blue potion {+,?}’ or ’"a malachite ring {+,?}’).

Skips items which inscription contains more than a pseudo-ID tag.



/dis a

/dis b

Also see /tag and /untag. Note that artifacts cannot be destroyed
this way.

As a specialty, /dis (without parameters) will also destroy cheap
(leather/metal) shield types that do not posses any special powers.
As another specialty, /dis (without parameters) will skip dragon
scale mails, leaving them intact.

Tip: If you want to keep {good} items too, press ’&’ to open the
auto-inscriptions menu and add a new auto-inscription there:

For search string, enter: !'good

and for inscription, enter: -good-

What this does is to look for any item that is inscribed {good} and
immediately inscribe it {-good-} instead. Thanks to the slight
modification (adding the two dashes around the ’good’) the /dis
command will no longer recognize it as {good} pseudo-inscription
and therefore not attempt to destroy this item.

The exclamation mark in ’!good’ was needed to force re-inscribing
an already inscribed item, without it the inscription would only
be applied to items that do not carry an inscription yet.

DESTROYS items like ’/dis’, and additionally destroys all items
that have no inscription at all or just a price discount tag
(discount tags don’t count as real inscriptions).

Also see /tag and /untag.

DESTROYS items like ’/dis a’ does, but skips identified ego items,
provided they aren’t cursed.

It also skips (non-cursed) exploding ammo, although it isn’t really
an ego item.

/dis i <inscription>

/dis £

/dis fa

/dis fb

/dis fi <ins

/dis Fla|b]

/dis Fi <ins

/draw <name>

DESTROYS all items in your inventory inscribed exactly like the
text specified as the <inscription>.

DESTROYS the item on the floor you’re standing on provided it is
not inscribed in any way, and tells you about the next item below
that.

DESTROYS an item like ’/dis f’, even if it has an inscription.

DESTROYS an item like ’/dis fa’, but skips identified ego items,
provided they aren’t cursed.

It also skips (non-cursed) exploding ammo, although it isn’t really
an ego item.

cription>
DESTROYS the top-most item on the floor where you are standing,
that has a specific inscription matched exactly.

Same as ’'/dis f’, also accepts optional parameters a or b, but this
command destroys the whole ITEM PILE you’re standing on.

cription>
DESTROYS all items in a pile on the floor you are standing on that
have an inscription exactly matching <inscription>.



/dress [tag]

/dr

/dun

/edmt

Draws a random card from another player’s deck. Basicall same as
the /deal command, except for who actually picks the card (the
dealer himself or one of the other participants).

If it’s the final card of the deck, everyone around will be
notified of that fact.

Without tag it equips all items in your inventory that are: not
cursed, not {worthless}, not {broken}, not {terrible}, and that are
known to you. Also it will only equip an item if the fitting
equipment slot is empty yet.

With tag it just equips all items that contain that tag in their
name or inscription somewhere (even if they are cursed). It will
equip items even if the respective equipment slot is not empty.
This can for example be used to equip an item into the wield-slot
and another into the arm-slot with a single command, just inscribe
them both with the same tag.

Opposite of /bed.

Displays the name of the dungeon you’re currently in.

This toggles the client option ’easy_disarm montraps’ manually.
(Note that this will not change the option in =8, if you enter that
menu, the option state will be reset to what it is in there.)

This will toggle the characters behaviour when walking into a
monster trap: Whether it will automatically attempt to disarm it or
not. Use it as a trapper for convenience to disarm all remaining
traps on the field faster after a battle has ended, instead of
having to press the disarm-key for every trap.

/empty <inventory slot>

/evinfo

/evinfo <#>

/evsign <#>

Empty a potion from your inventory, leaving an empty bottle.
Example: /empty c (if you have ’'c) 3 potions of boldness’, one
will be emptied and 2 remain at ’c) 2 potions of boldness’.))
You can also empty brass lanterns with this command.

Displays information about all ongoing events.

Displays information about the specific event number #.
Note: If you log out, your sign-up is cancelled automatically.

Signs you up for the event number #.

Depending on the event, you might need to specify additional

parameters after the number. If that is the case, you’ll see

a message telling you so and about which details what’s missing.

NOTE: If you log out, your sign-up is cancelled automatically,
so after logging back in you will have to sign up again.

/evunsign <#>

/extra
/ex

Signs you off from that event number #.

Gives you detailed information about your character’s status, such
as how many actions you may perform per turn.

A turn is a basic server timing unit, which for example is used to



/exit
/leave
/quit

/feeling
/fe

/£ill

display the amount of fuel in your light source, or which will make
you suffer poison damage each on each turn that passes if you’re
poisoned.

Turns pass slower on deeper dungeon levels to make up for increased
monster and player speed, keeping the game playable in real-time,
see (4.14) for details.

(Note that the server also has a type of internal turn counter,
which counts a different sort of turns, one each frame. Usually,
the server will run at 100 fps, so these turns pass much faster.

It might be a bit confusing that both these units are just called
"turns’ although they don’t correlate, but you won’t really have to
worry about internal turns at any point, only the ’character turns’
are of any importance and noticable by your character, for example,
as mentioned above, when you’re poisoned, suffering from a cut,
waiting for your blacklist to run out, or any other matters.)

Additionally to your actions per turn, /ex will also display the

following information:

- how many resurrections you have left, if you are a normal-mode
character;

- which of your auras are currently active (if you have points in
the corresponding aura skills);

- extremities your current monster form possesses (if you’re
transformed into a monster form at the moment). This can be
helpful to figure out what types of items you may equip while in
this form.

- forms you have learned if you’re a druid, and their according
polymorph codes so you don’t have to look them up in (7.7c) if
you forgot them;

- pvp kills;

- the in-game time and date, and whether it is day or night.

(Note: If you want to know the server real-life time, use /time.)

- An indicator if instant resurrection is enabled, and also tell
you your fee for the current dungeon level (red if you don’t have
sufficient funds) or, if not in a dungeon, display the maximum
dungeon level your funds would suffice for.

— How many houses you own and how many more you may own.

- Your chance of parrying and blocking.

- how much more gold you may pick up before your character will
automatically receive 1 experience point (to limit the amount
of cash you can pick up before participating in certain events,
such as Highlander Tournament or Ironman Deep Dive Challenge) .

- whether you still have an active item oder and in which store in
which town.

Leaves the game, same as pressing CTRL+Q.

Repeat the level feeling. See (4.8) for more information.
If you aren’t eligible for receiving a floor feeling, you will
instead get the message "You feel nothing special.".

Fill an ’'Empty Bottle’ in your inventory with the water from a
fountain. You must stand on the fountain to do this.
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/flip Same as /coin.

/forms [min level]
Mimicry-users only: Shows all monster forms you have learned.
A minimum monster level can be specified optionally.

(This is a convenient shortcut for pressing ~ 2 @ ESC .)
/ftkon Enables, and respectively..
/ftkoff Disables fire-till-kill mode (see (5.2a)).

Alternatively, you can toggle it in 'm’ menu.

/gbbs <text> Same usage as /bbs, but only readable/writable for guild
members. So it’s a guild-internal BBS.
To read its contents, type /gbbs without any <text>.

/gleave
/gquit Leaves your guild. Same as pressing ’SHIFT+P’ and then ’d’.

/gnote <text>
Leave a note to the guild you own.
If <text> is omitted, it will display the current note.
If <text> is just an ’*’ char, it will erase the current note.

/gpage Will toggle paging you when you’re AFK and a guild member joins the
server. (Also see /ppage.)

/gquit Same as /gleave.

/guide Displays short instructions where to find the TomeNET Guide (this
document) and how to update it.

/guild_adder <name of another player>
Allows that player permanently to add other players to the guild
too. Use the command a second time to revoke his rights again.
Instead of using this command, you can also go to the party menu
(SHIFT+P) and there choose ’'e’, for a comfortable GUI.
/guild_adders
Displays all currently set guild-adder characters of your guild.
(See /guild_adder above for more details about guild-adding.)

/guild_cfqg [<flag> [<value]]
Shows you your current guild configuration and allows you to change
it.
Instead of using this command, you can also go to the party menu
(SHIFT+P) and there choose 'e’, for a comfortable GUI.

/guildmembers Displays a list of all members of your guild.

/help [topic]

/he

/?
Without ’topic’ parameter, /help shows a list of all command keys
(same as pressing ’?’ key) and additionally lists a few most
commonly used slash commands.
Without ’topic’ parameter, /? invokes the guide.

Optionally, a topic can be specified - in this case a guide search



/2¢c
/?r
/2t

/houses
/hou

/ignore <pla
/ig

/ic
/ignchat

/ic *

/dnd

/info <msg>

/ing
/ingredients

will be conducted on that topic. For example enter: /? ac

Press ’'d’ to jump to subsequent results (if any). If that still
won’t find what you’re looking for, press ’s’ to switch from topic
search mode to basic text search, and press ENTER to initiate it.

To quickly access your guide bookmarks, just specify the bookmark’s
index character as topic, eg "/? a" for the first bookmark a).

To access not a chapter, but a "header" of some subparagraph, try
searching for all uppercase, eg "CONFUSION" instead of "confusion".
Basically this searches for occurances specifically at the
beginning of lines. Another example: "events" vs "EVENTS".

If a search initiated by this command wraps around once, it will
drop the search tier to basic text search, resulting in potentially
many more hits.

Shortcut to your character’s class description in the guide.
Shortcut to your character’s race description in the guide.
Shortcut to your character’s race trait in the guide.

Displays your houses, same as "9, but offers two optional
parameters to refine the search results:

/hou o will only show your own houses.

/hou 1 will only show houses in your current worldmap sector.
/hou ol  both of the above.

yer name>

Ignores all chat messages from the specified player. (Toggle)
Also silences all paging attempts from that player.

To un-mute the target again, retype the command with its name.
The blocked player will see a message about you ignoring him when
he tries to send you any private message or page you.

Ignore all normal chat messages which are neither private messages
nor party messages. (’Private mode’ will be displayed after

the player’s name in the player overview screen which can be
invoked by pressing ’@’, indicating that this player currently
cannot read normal chat messages.)

(This is similar to ’limit_chat’ option, which however still allows
all floor-chat occurring on the same dungeon floor and guild chat.)

Same as above, but also disables all private messages except from
party members! (Will display ’*Private* mode’ after the player’s
name in the @ screen.)

Sets an informative message that is displayed to other players in
"@" screen, similar to an afk-message, except this message is
displayed when you’re not afk.

For example do: /info Want to team up for Mordor!

If you type /info without a message, it clears your info message.
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Disable (and reenable) any ingredient drops for demolitionist perk

and for Rogues’ "Apply Poison" fighting technique (poison potions).
This setting is saved between logins. When you login on a character
that has drops disabled you will see a message reminding you of it:

"Ingredient drops [...] are currently suppressed."
/kifu <email> (japanese name)
/gibo <email> (korean name)

Use this command after you played Go in the casino in Minas Anor.
It will send all your new Go game records as SGF files to the email
specified. If you’re using a Microsoft-related email address, eg
outlook.com, note that Microsoft is notorious for blocking email
from the email-provider used by TomeNET, so you might not get it.
This command works per character name, not per account name, so you
only get those kifus emailed that the character played on which you
used the command. (SGF is the ’Smart Game Format’.)

/know Client-side command that invokes the knowledge menu, same as if the
user pressed '’ key.

/leave

/exit

/quit Leaves the game, same as pressing CTRL+Q.

/lite a..w Refills your light source with an item from your inventory.
Usually it’s easier to just press 'F’ instead.

/martyr

/mar Tells a holy-defense-user if he may use the prayer ’'Martyrdom’.
/me Write an emote. Example: /me hides.

/monsters

/mon [<monster character>] [<+minimum level>]
Same as going to ~ menu and selecting ’Monsters’:
Will show your kill count of all matching monsters.

Examples:
/mon D -> shows your greater dragons kills.
/mon D +60 -> greater dragons of level 60 or higher you killed.
/mon +20 -> kills for all monsters of level 20 or higher.

/mon @ +30 -> shows all forms you learnt of level 30 or higher.

/motd

/snotes Shows the current server notes that are displayed at login.
/news Shows the login screen, same as ~h, but in monochrome.
/naked Same as /bed.

/note <character/account name>:<text>
Leave a note to another player. The message will actually go to the
player’s account even if you specified a character name, so no
matter which of his characters he chooses to logon, he always gets
the note.

/note <character/account name>
Delete all pending notes that were addressed to that player.

/notes Display all pending notes that you wrote to other players.



/object
/obj

/opty <optio
/optvy <opti

/optn <optio
/optvn <opti

/optt <optio
/optvt <opti

/page <playe

/paint

/partymember

/pbbs <text>

/png

/pkill
/pk

Displays all objects known to you, same as "4.

n>

on>

Sets a client option to ’'yes’. Eg: /opty font_map_solid_walls

The /optvy command will display a feedback message (v = verbose).
n>

on>

Sets a client option to 'no’. Eg: /optn font_map_solid walls

The /optvn command will display a feedback message (v = verbose).
n>

on>

Toggles a client option between ’yes’ or ’'no’.

Eg: /optt font_map_solid_walls

The /optvt command will display a feedback message (v = verbose).

Quality of life hack:
You can actually refer ’'big_map’ via /opt commands even though it’s
not a real option (anymore)!

r-name> Sends beeps to that player to help you getting his
attention. (Using /ignore on a player will also
prevent getting paged by him.)
If you’re on Linux and not hearing the page sounds,
see PROBLEM 20 in the troubleshooting section (9.8).

(Also available by pressing ’'h’ for house menu.)

Use a potion in your inventory to paint your house entrance in a
similar colour. The potion is used up in the process. A potion of
water removes the paint again.

Painting your house can be useful for example to mark it for others
to see that you run a player store. Further, you could choose the
colour to indicate the type of items you offer, for example red
for magic items similar to the red ’6’ town store.

Note that players of incompatible character mode (everlasting vs
non-everlasting) won’t see each other’s house paint.

(See (4.10a) for more information about player stores.)

s Displays a list of all members of your party.

Same usage as /bbs, but only readable/writable for party
members. So it’s a party-internal BBS.
To read its contents, type /pbbs without any <text>.

Client-side command that invokes creation of a PNG screenshot from
a previously taken xhtml screenshot, same as if the user pressed
the ’7’ key while already inside the knowledge menu (’~’ too), ie
double-tapping the 7' key.

Toggles the player’s status regarding participation in ’PK’ actions
aka player-killing. PK rules must be enabled on the server in order
to use this command. The PK status of each player will be displayed
in the players-online-screen that you invoke by pressing @ key.
Note: PK is disabled by default on our official main servers.
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/play

/pleave
/pquit

Join/leave a mini-game (such as rugby on the field in Bree).
Will at some point in the future be absorbed by /evsign and
thereby become obsolete.

Leaves your party. Same as pressing ’SHIFT+P’ and then ’5'.

/pnote <text>

/ppage

/pquit

/pstore

/pvp

/quest
/que

/quit
/exit
/leave

/recall

/rec

/rec =550

/rec -11
/rec 32 32

/refresh
/ref

Leave a note to the party you own.
If <text> is omitted, it will display the current note.
If <text> is Jjust an ’*’ char, it will erase the current note.

Will toggle paging you when you’re AFK and a party member Jjoins the
server. (Also see /gpage.)

Same as /pleave.

(Also available by pressing ’'h’ for house menu.)

Attempts to enter a player store next to you, even if it’s your own
house. So this command is good for ’testing’ your own store.
Usually you simply enter another player’s store by trying to enter
his house, which will display the player’s store screen.

(See (4.10a) for more information about player stores.)

Carries you into/out of the PvP arena. Only usable by PvP mode
chars. See (7.13) for details about PvP mode.

Lists your currently pursued quests.

Specify a quest number to drop a quest -- warning! You might not
be able to acquire it again, depending on the quest and your quest
progress.

If you specify ’*’ instead of a number, you will drop ALL quests.

Leaves the game, same as pressing CTRL+Q.

Uses an item inscribed "@R" that provides ’Word of Recall’ to
teleport you over a long distance, either into a dungeon, out of a
dungeon or across the worldmap.

See " (0.3) Important Inscriptions, Word of Recall" for more info
about Word of Recall. Examples:

recalls you to -550ft, provided there is such a dungeon at your
current worldmap location and you are not already inside.

To specify depths in feet, the option depth_in_feet must be ’'yes’.
does the same, provided you have option depth_in_feet set to ’'no’.
recalls you to Bree (the town at (32,32) world map coordinates),
provided you are on the world surface and not already in Bree.

Redraw the screen (do this if it’s messed up for some reason).
or simply hit CTRL+R)

/reinit_guide



(Undocumented developer command that reloads the guide from drive.)

/retire
/ret Gives a short message to use SHIFT+Q instead.
/rfe Store a message/suggestion for the admin(s).
(Request for enhancement)
/roll
/r Same as /dice and /d respectively (roll some dice).
/sacrifice
/sac Tells a hereticism-user if he may use the spell ’'Blood Sacrifice’.

/say <text>
/s Speaks <text> to players who are currently nearby your position,
instead of sending your message to everyone on the server.
/sayme[’] <text>
/sme Write an emote to players who are currently nearby your position,
instead of sending it to everyone on the server.
The <’> apostrophe can be used to express genitivum.
Example: /sme’s supplies are running low!

/shout <text>
Shout <text> loudly, will wake up monsters. (Same as "/yell".)

/scream <text>
Same as /shout, but also aggravates monsters in your current
line of sight. (Same effect as scroll of aggravate monsters,
see (5.9)).

/seen <name>
Tells you when the character or account of the <name> you
specified logged in the last time.
If the name matches both, account and character, it will report the
account if it’s been used more frequently than the character of the
same name on that account.
(Same as IRC command ?seen.)

/screenshot or /screenshot <filename>

/shot Takes a screen shot to a html file. If <filename> is omitted, it
writes to ’screenshot?????.xhtml’ by default, where ?2???? are
increasing numbers. You may also use CTRL+T.
You can view those xhtml files in most webbrowsers.

/shuffle See further up, above /deal command.

/sip Drink from a fountain. You must stand on the fountain to do this.
Fountains can have good/bad/no effects. There is no fountain of
death, neither one of detonations, so you won’t get instakilled.
(It's easier to press ’'_’ instead of using the /sip command.

Also see '_’ key above, for additional information.)

/snbar Cycles through available types of sanity bars to display.
Which types are available depends on the ’Health’ skill, or - only
if your class is mindcrafter though - on your character level too,
in which case whatever of the two is higher counts.
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/snotes

/stime

/suicide
/sui

/tag [a..w|*

/t

/target <x>
/tar

New views are unlocked at skill/level 10, 20 and 40.
Same as /motd.

Tells you the current date and time (of the server, not of your
local timezone). Also see /ctime and /time.

Gives a short message to use SHIFT+Q instead.

[inscription]]
Tags one specific or all uninscribed items in your backpack by
adding a ’!'k’ or a custom inscription. Helpful for looting in
conjunction with /dis command.

If a slot (a..w) is specified, it only tags the item in that
particular inventory slot (if not yet inscribed already) .

If you specify ’'*’ for all slots, it will skip all items that
already have an inscription except for trivial pseudo- or ’'on sale’
inscriptions.

If you want to specify a custom inscription instead of using ' 'k’
you have to either specify an inventory slot (a-w) or write a '*’
for all inventory slots.

Examples:
/t inscribes all uninscribed inventory items ' !k’
/t ¢ inscribes uninscribed inventory item in slot c) ' !k’

/to* 1x inscribes all uninscribed inventory items ' !*’
/t c ¥ inscribes uninscribed inventory item in slot c) ' !*’/

The /tag command Will not affect equipped items.
Inscriptions can also be undone again with the /ut command.

A specialty is specifying ’@@’ or ’@@@’ in the inscription. This
will attempt to ’power inscribe’ eligible item(s). If used on a
specific slot this will overwrite any existing inscription instead
of adding a tag to it.

For more information on power inscriptions see ’QQ’ in (0.3).

<y>
Allows you to target a specific grid specified by X,Y as offset
to your current character position.

/testyourmight <show|rs>
/tym <show|rs[w|x]>

"/tym show’ will display your damage/healing output so far and

"/tym rs’ will reset the damage/healing counters.

"/tym rsw’ will reset the damage/healing counters but wait with
counting until you perform your first attack.

"/tym rsx’ will reset the damage/healing counters but wait with
counting until you perform your first attack.
If you don’t attack for 5 seconds afterwards, it will
automatically stop recording and evaluate the result.
This is the recommended way for stress-free testing.
(The 5 idle seconds will be ignored in the calculation.)



/time

Displays damage and healing stats for your character, totals and
averages over number of attacks and over time (# of seconds
passed) .

Note: ’'Numer of attacks’ only counts successful attacks, ie not

attacks that missed, were blocked/parried/dodged or nullified by
invulnerability, etc. It however counts ALL attacks, for example
aura hits too.

WARNING: For characters moving at high speed and having a high
number of blows per round, you might need to remove items giving
+SPEED or +Extra Attacks for the test to be accurate, this is due
to frame rate limits of the real-time engine, compare (9.7).

Then use the /ex command before and after taking off speed items to
see how often you can move per turn to calculate your real dps.

In general, if you want to compare different equipment sets,
taking off all extra (ie existing in both sets) items that give
+EA or +Speed is the best way to get accurate results!

Tells you the current in-game time, same as /ex does.
Also see /ctime and /stime.

/tip <player>

/trait

/undoskills
/undos

/uniques
/uni

Tips a player who must be standing next to you:

You give him (yourlevel * yourlevel) gold pieces. Eg if you are
level 10, you’ll give him 10*10 = 100 Au. If you are level 50, you
would give him 2500 Au.

If you carry less gold than that in your purse, then you only tip
as much gold as you actually carry.

Allows outdated Draconian characters to acquire a lineage trait.
This cannot be reversed, so the player should pick carefully.
See (7.4) for a list of traits and what they do.

A skill reset function ("respec"), allowing you to undo the last

couple of skill points you assigned in ’G’ menu. Use this to

correct points you accidentally put into a wrong skill.

NOTE:

1) You can only use undoskills once per level.

2) You can only undo the points that you have spent since your
last level-up.

3) If you enter a dungeon or tower you will forfeit the possibility
to use /undoskills at your current character level. You will be
able to use it again after reaching the next character level.

There is also an experimental alternative possiblity:

You may reset a whole skill once per character, at The Mirror
located in Lothlorien, when you are exactly level 35 - not earlier
and not later! See (4.5a) for details about The Mirror.

Displays your list of unique monsters, same as “3. Offers similar
optional parameters to refine the search results:
/uni a will only show uniques that are still alive for you.
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/hou b will only show bosses.

/untag [<inscription>]

/ut If <inscription is omitted, it removes all inscriptions from items
in your backpack which are exactly ’!k’ (as done by /tag command) .
Ohterwise it removes inscriptions of all items which are exactly
inscribed as specified by <inscription>.
Will not affect equipped items (except for ’/untag *’).
Note that some <inscription> parameters are special and therefore
reserved, those are:

/untag * Will remove all inscriptions from all items in your inventory.

/untag p Will remove all pseudo-ID tags from your inventory items.
Note: This will work on equipped items too!

/untag u Will remove all unique-loot tags from your inventory items.
/uptime Displays time passed since the TomeNET server started up (running).

/version [x]

/ver Displays the server version.
If used with any parameter it will display the server settings too,
same as pressing “i (knowledge menu -> server settings).

/whisper <text>
/wh Whispers <text> to players currently standing right next to you.
Others won’t be able to hear it.

/who <character name>
Returns the account name that character belongs to, and basic info
on race, class and level.

/xorder

/%0 Gives you an extermination order! It needs to be carried out before
a certain period of time passes (continues to expire even while not
logged on). Completing it yields a random item for reward. It will
appear in your inventory and carry an inscription indicating
it’s the reward. (See (4.13) for more info.)
This command is only available in the Ironman Deep Dive Challenge
dungeon and in the Halls of Mandos. Otherwise you have to visit the
mayor’s office in Bree to receive an extermination order.

/yell <text>
Shout <text> loudly, will wake up monsters. (Same as "/shout".)

Extra slash commands for role-playing that have no further effect:

/applaud Applaud someone next to you (sfx).

/hug Hug someone next to you.

/knock Knock on a house door next to you (sfx).
/pat Pat someone next to you.

/poke Poke someone next to you.

/slap Slap someone next to you (sfx).

Aside from slash commands there are also item-paste shortcuts, which can be
incorporated into any text you type in chat:
\\x Will paste the item from your inventory slot x).



\\X Will paste the item from your equipment slot x).

\\\x Will paste the item from slot x) of the store you’re currently in.
If the item in question has any random magic powers, those will be
displayed as additional item inscription. (Fixed powers won’t be
shown, in order to keep the whole message as short as possible.)

\\_ Will paste the item that is ’under your feet’, which is the item on
the floor where you are standing right now. (You can press ’_’ key
to enforce checking what’s under your feet.)

Elevated commands / privileged accounts

Some slash commands can only be used by player accounts that have been set to
"privileged’ or ’'extra-privileged’. Currently there is no difference between
these two tiers, so only the first one is used.

In general, there is no difference between a standard account and a privileged
account, except for being able to use these additional commands.

In theory, certain quests that are still in testing stage could be set so they
are only accessible by privileged accounts, but there are no such quests at the
time of writing this.

To check the status of your account, press = A (requires v4.7.3 or higher).

/inval Invalidates another player’s TomeNET account.
This sets an account from normal back to ’'trial’.
(This will not delete anything or inflict any harm on existing
characters, it will Jjust reimpose ’trial’ account restrictions.)

Basically the only use for this command is if you accidentally
used /val on a new account that wasn’t meant to be validated for
some reason (eg another player just quickly created it to test
something and you were too quick and actually validated it).

/val Validates another player’s TomeNET account.
When a new player creates a TomeNET account, that account will at
first be in ’trial’ mode, aka ’invalid’. It means he can play but
certain things won’t be possible, such as levelling beyond 25,
private chatting or dropping items.
This command will remove the ’'trial’ restrictions and turn it into
a normal account.

(0.2c) IRC bot commands

When in an IRC channel where the ’TomeNET’ bot relays chat to and from a
game server, you may enter these IRC commands:
(See (1.1b) on how to set up IRC chat.)

?help Displays a list of commands.
?players Will reply with a list of players online on this server.
?seen <name> Tells you when the character or account of the <name> you

specified logged in the last time.
(Same as in-game command /seen.)
?who <character name>
Returns the account name that character belongs to, and basic
info on race, class and level. (Same as in-game command /who.)

Depending on the TomeNET server settings and on the specific command,

37



38

these IRC commands can actually also be used in the chat-bridge channel
of the official TomeNET Discord server! So they are ’'Discord commands’ sort of.

(0.3) Important inscriptions, Word of Recall

To inscribe an item, press the { key. To uninscribe, press }.
You can also mass-inscribe/uninscribe items by using the commands /tag or /t
and /untag or /ut respectively (see (0.2b) for command details).

The ! inscriptions:
Inscribing an item with an ’!’ followed by a key will - for most keys -
cause that key to cease working on the item anymore. There are also some
special !-combinations that do different things (eg !B on magic devices)
which are all listed below. You may also specify several keys after a "!’.

A space '’ ', '@’ symbol, ’#’ hashtag or ’-’ minus sign will end parsing the
!-sequence.

Example: You inscribe a ’Scroll of Artifact Creation’ this way: "'kd rawr".
Now you cannot destroy or drop the scroll anymore (keys to destroy and

to drop an item are 'k’ respectively ’'d’).

However, you can still ’"r’ead the scroll, because the ’'r’ in the "rawr"
part is not parsed as it is separated by a space from the "!.." sequence.
You can inscribe an item by pressing ’{’ and uninscribe it with "}’.

!'* inscription, this is a "combo" shortcut inscription.

rxr is a ’'wild card’ which stands for multiple inscriptions at,
once inscribing an item ’!*’ will do ALL of these checks:

'd Prevent dropping an item.

'k Prevent killing (destroying) an item. (Note that ’!k’ on a
torch also prevents using that torch to refuel another one.)

's Prevent selling an item to shop (!s).

v Prevent throwing an item away.

I= Automatically pick the item up from the floor.

'h (Prevent selling a house key. Keys usually aren’t used anymore
though.)

For example, if you found a great item and you want to avoid accidentally..
(d) ropping it, (s)elling it, (v) throwing it or (k)illing it, you could
either inscribe it ldsvk or just 1% (implies != too, but whatever).

'+ inscription:
Does the same as !* except that it does not prevent dropping an item,
so it does not imply !d but just 'ksv=h (with ’'h’ being obsolete).

A very useful inscription for (heavily) cursed items:
'w Prevent wielding/wearing an item. This is very useful if you
carry a cursed item in your inventory that you really don’t
want to equip by accident.

Useful for characters who wield a boomerang not for throwing it, but rather
because it provides magical boni:
'f Prevent firing an item (ie your equipped ranged weapon).

If you use a sling, bow or crossbow and rather worthless ammo that you don’t
intend to pick up again, you may inscribe the ammo to make it disappear:
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Makes ammo always break and never drop to the floor.

For magic devices:

!B

Will play a beep sound if you either fail the activation roll

to use the device or if the device is out of charges or still

not charged up respectively, depending on the type of device.

For all other cases of activation failure this inscription has
no effect.

Other ! inscriptions:

'T
'F

!Fnn

'E
'q
'r
'u
la
'z
'A
'L

Prevent taking off a secondary item.

Prevent using up this light source or fuel item to fuel your
currently equipped light source. (Note that !k inscription
implies this too.)

If the server has the (experimental) Demolitionist perk enabled
this inscription can be used on blast charges to customize the
fuse length to nn seconds, where nn must be within 1 to 15.
Prevent eating this food item.

Prevent quaffing this potion.

Prevent reading this scroll.

Prevent using a staff.

Prevent aiming a wand.

Prevent zapping a rod.

Prevent activating an activatable item.

Can be used on a scroll of Artifact Creation. The resulting
randart will not gain +LIFE ('it affects your hit points’) mod.
So this is an inscription that only makes sense for winners to
use, since non-winners cannot generate +LIFE on randarts
anyway.

This item will be displayed in dark grey colour in your
inventory or equipment. Can be useful for sorting loot.

(A warning: You cannot visually distinguish this colour for
items that are greyed out because they are unusable to you.)

Mainly for consumable items:

o)

will not print a message how many you have left after consuming
one (like if ’'taciturn_messages’ were enabled). For example use
on ID scrolls in combination: !XQ

The # inscription:
This one makes all following inscription be appended directly behind the
actual item name, instead of at the end of the item’s full description.
It can be especially convenient if the item has a very long name.
Sometimes you can also use this to confuse your fellow players :-p

Player-store inscription:

@s

Items that ’can
'Q

This inscription has a variety of different usages and is used
for displaying items in your own shop that you can set up in
any of your houses. For more information see (4.10a).

cause Earthquakes’:

Prevents the item from causing an earthquake. This usually
only works on the artifact "The Mighty Hammer ’Grond’".
(Press keys “i in the game to check server settings.)
See (5.11) for more information about earthquakes.

Weapons/ammo, devices and spells:

eo

This and its variants control the ’auto-retaliator’ which is a
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mechanism designed to make your character automatically attack
targets that are standing directly adjacent to you.

For details about auto-retaliation and the different types of
@0... inscriptions, see (4.la)!

Rods only:
IC Will notify you when the rod finished recharging.

Wands and directional rods:
'K Will enable fire-till-kill mode for this item, provided that
you have turned on fire-till-kill mode the usual way ('m’ key).

Wands and staves:
'D Will automatically discharge the device first when a recharge
attempt is made (to minimize the risk of blowing up at the
tradeoff of discarding the extra charges).

Ammunition:
I= Will make your character auto-pickup the ammo from the floor.
g Will make your ammunition break. Rather disadvantageous but
maybe useful if you don’t like littering the floor with it.
'M Makes ammunition stacks of same base type and same ego power

stack even if +hit or +dam enchantments are not equal. Those
will be averaged and rounded downwards. (Doesn’t work for
cursed or artifact ammo.) Wield the !M stack first, then also
wield the stack you want to merge with the equipped ammo.

Ammunition and boomerangs:

'L Inscribe stacks of ammo in your inventory !L to make them be
automatically reloaded into your quiver as soon as the ammo
you’re currently using runs out.

Note that you can place ammo in your inventory in the desired
order for reloading by dropping it/picking it up again!

The !L inscription also works for boomerangs (eg in case your
boomerang drops to the floor instead of returning to you).

Sling ammunition and boomerangs:
'R Prevents ricochetting.

Scrolls/spell books of Identify (except for bag-ID), Rods/Staves of Perception:
X If you pick up an unidentified item, you will automatically

read a scroll to identify it.
This inscription also works on ’'The Stone of Lore’.
It does not work for Arcane Lore, since that is purely a bag ID
spell.
Note that the !X inscription only makes one attempt each time
you pick up an item. That means if you use means that can fail,
such as spells or magic devices, and you do fail, there will be
no automatic retry, you will have to ID it manually.
See (5.7) for more information about identification.

Empty bottles:
!'Mn Will auto-destroy any further empty bottles you acquire beyond
the amount of n bottles. Example: I!M10
This is mainly useful for when ’keep_bottle’ option is enabled,
to prevent uncontrolled amassment of empty bottles.



Bags (subinventory):

'S Do not auto-stow items into this bag.

10 Do not auto-stow unowned items (ie new loot) into this bag.
Any item:

1% This will not actually be inscribed. The item will keep

its current inscription (or remain uninscribed if it was).
Instead, the item’s discount will be set to 100%, making
it unsalable to NPC stores permanently.

Some examples for inscriptions to use with macros:
An item that can be activated:

Eg: @Al Pressing the keys 'A’ and then ’1’ will activate that item.
A potion:
Eg: Qg3 Pressing 'q’ then '3’ will quaff that potion.

A magic scroll:
Eg: @r0 Pressing the keys 'r’ and '0’ will read that scroll.

etc.. you get the idea. :)

You can also inscribe items just to remember their abilities. For example
if you find an armour that is an artifact, and you found out it resists
fire and acid, you might inscribe it {ResFire,ResAcid} so that you will
remember what it does just by looking at it and reading the inscription.
It can make your life easier if you wear lots of items that have different
resistances or abilities. A shortcut is the...

Item power inscription (added in 4.7.1):

Qe Will automatically inscribe an item with codes representing its
special powers. Only works with *identified* items.
Can also be used on custom spell books. If used on handbooks or
tomes however, it works like @@@, shortening the spell names.

@ee Redux version. Omits stats, infra-vision, searching, and mods
that are obvious because they can only come from base item type
(disarm, digging, luck), light radius, slays and brands except
for kill-flags, partial ESPs, trap kits’ eligible enemy type.
Can also be used on custom spell books, will shorten the names.

Resulting inscription details:

_S sustain stat (S/I/W/D/C/H, where H is cHarisma)
+S increase stat

~S increase and sustain stat

-S decrease stat

Xm/Xs extra might/extra shots (ranged weapons)

HP/MP +hit points/+mana

Spd/Att/Crt/stl +speed/+extra attacks/+critical hits/+stealth

Src/IV/Dsr/Dig/Lu +searching/+infra-vision/+disarm/+digging/+1luck

Eq/Cht/Va/Vo earthquakes/chaotic/vampiric/vorpal

*F/C/E/A/P/W/N* immunity to an element (fire,cold,electricity,acid,
poison,water,nether)

Base resistance to the four base elements (same as ’fcea’)

f/c/el/a resistance to a base element (fire,cold,electricity,acid)

Resistances to high elements:

Po/Wa/Nt/Nx/Ca/Di poison/water/nether/nexus/chaos/disenchantment



42

So/Sh/Lt/Dk/Ti/Ma sound/shards/light/darkness/time/mana

Further resistances:

B1/Cf/RT/FA/HL/Fe blindness/confusion/teleport/free action/hold life/fear
Other flags:

SI/Lv/FF/SD see invisible/levitation/feather falling/slow digestion
Rg/Rgm regenerate hit points/regenerate mana

Refl/Inv/AM/Bless reflection/invisibility/anti-magic shell/Blessed

ID auto-ID

Climb/Swim/Wraith climbing/swimming/wraithform

*Auto*/Auto (fully) automatic trap kit

<D>/<U>/<a>/<W>/<Evil>
trapkit’s eligible target monster type:
Dragon, demon, animal, undead, evil.

Wt trapkit can harm wraithform (PASS_WALL) enemies

Tt trapkit casts teleport-to-player on enemies

AF/C/E aura of fire/cold/electricity

BF/C/E/A/P brand of fire/cold/electricity/acid/poison
+0TPaWUDEvVil slay orc/troll/giant/animal/undead/demon/dragon/evil
*WUD kill undead/demon/dragon

“oTPaWUDEvVil ESP orc/troll/giant/animal/undead/demon/dragon/evil
SDRAQUNi spider/dragonrider/good (’A’) /nonliving(’g’) /unique

ESP telepathy (full ESP)

Tele/NT induces random teleportation/allows no teleportation

Note: No-Tele always overrides teleportation (except for
Zu-Aon), so if you have both these flags, No-Tele will
"win" and you will not teleport.

Dr/Drm/Drx/Aggr  drains hp/mana/experience / aggravates

Exploding ammunition will have its explosion type added in parentheses.

If you want an inscription starting on @ to follow a @@ inscription, add a
space or some other character as separator in between, to avoid it being
wrongly treated as Q@@ inscription. For example like this:

"@@ @S" or "@E-@x0"

Word of Recall, provided by items (scrolls and rods) or spells:

"Word of Recall’ is far-distance teleportation magic that is used to either
travel into or out of a dungeon or across the world map.

When initiated, it will usually display this message in orange:

"The air about you becomes charged...’ - or similar, depending on the exact way
the recall magic is initiated.

However, it will not recall you immediately. Rather it will take a short amount
of time until recall actually kicks in.

Before that happens it is possible to cancel the pending recall magic again by
initiating another recall (eg reading another scroll of ’'word of recall’).
Again an orange message will inform you about the recall spell being cancelled:
"A tension leaves the air around you...’ - or similar.

In special circumstances recall magic cannot be used at all, resulting in an
orange message again, that goes similar to this:

"There is some static discharge in the air around you, but nothing happens.’

If you use these without inscription, they will just teleport you back into the
dungeon you came from, to the deepest possible floor. If you use them on the
world surface without inscription and there is no dungeon at your location that
you have previously visited, they will instead teleport you back to the last



town you visited.
Travel into a dungeon/tower:
@R500 will teleport you to depth 500ft (tower).
@R-350 will teleport you to depth -350ft (dungeon).

World travel:
@RW32, 32 will teleport you to sector 32,32 on the worldmap (Bree).
World map ranges from 0,0 to 63,63.

or even better for any kind of recalling..

@R This inscription makes the above versions sort of obsolete.
If you have inscribed a Word of Recall item like this then you
can just type the command /rec into chat to invoke the
Word of Recall. Examples replacing above inscriptions:
/rec 500
/rec -350 <- when option depth_in_feet is ’yes’.
/rec -7 <- when option depth_in_feet is ’no’.
/rec 32 32 <- notice: No komma between the coordinates!
NOTES:

1) You must’ve already been at that depth or deeper in order to teleport
there via WoR! And you must have been alive, not dead (ie a ghost).

2) In order to recall to a place on the world map, you need to have been
there before, not while you were dead (ghost), but while you were
alive! Temple priests actually won’t revive ghosts either who have not
been to this place alive previously. So don’t try to travel to Gondolin
as a ghost, the priest over there will reject you and you won’t remember
the place when you return and revive in Bree.

3) You can recall either across the world map or into/out of a dungeon, but
not both at once. So if you want to go from Bree into the Orc Cave, you
need two scrolls, first to go from Bree to the Orc Cave entrance located
on the world surface, second to teleport down into the Orc Caves.

4) Note that Word of Recall has a maximum range when used to travel across
the world map. So if you want to recall from town A to town B you might
require more than one recall spell depending on the distance.

5) If you cast another Word of Recall while you’re still waiting for one to
kick in, the effect will be cancelled! That way you can change your mind
if you suddenly spot a monster you want to go and kill after you already
read a scroll of WoR.

6) After being recalled the player will receive ’stair Gol’ (a temporary
extra protection from taking damage) for a short amount of time, see
(0.4) for details.

EXAMPLE:

A player is in Bree (32,32) and wants to recall to Orc Cave -300ft which we
assume is located at (31,25) and he has already been there before, so he
can use Word of Recall to get there. He has his WoR scrolls inscribed ’@R’
and now types the following chat commands in order:

/rec 31 25
(he waits until that kicked in and transported him to Orc Cave surface)
/rec =300 or /rec -6 depending on option ’depth_in_ feet’.

(this will bring him to the desired depth, from the surface).

(0.3a) The auto-inscription feature

Since it can be annoying to keep inscribing newly bought items again and again,
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there is an auto-inscription feature which you can access with ’&’ key.
Remotely similar to the macro menu, a list of auto-inscriptions appears (which
by default is empty).

Press 'e’ or press ENTER to edit the first auto-inscription. A cursor will
appear, allowing you to input a partial item name. For example type in

"of Healing’ (without the quotes). Hit ENTER key to confirm. Now the cursor
will allow you to enter an inscription, a little bit further to the right on
the screen. For example type in '@gl’ (again without the quotes) and confirm
with ENTER key again.

Now you have Jjust set up an auto-inscription that will automatically inscribe
"@gl’ whenever any item is added to your inventory which has a name containing
"of Healing’, ie ’'Potions of Healing’.

Note that auto-inscriptions are case-sensitive, and only the first one in the
list that actually matches an item is applied to it.

You can use ’#’ as wildcard in the search string (was ’?’ before v4.7.la).
For example if you want to distinguish between Rod(s) of Healing and Potion(s)
of Healing, you can use ’'Rod#Healing’ and ’'Potion#Healing’ respectively.

So "#’ stands for any number (including zero) or sequence of characters.
Wildcards cannot be used as prefix or suffix and not on their own, except for
the auto-pickup and auto-destroy features (see below).

This following paragraph about force-inscribing is deprecated since 4.8.0,
as instead of an ’'!’ prefix force-inscribing will now be toggled via ’'f’ key
in the auto-inscriptions menu instead:

If you put an ’!’ as first character of a search string, it will force the
inscription to overwrite existing inscriptions always (otherwise it only
overwrites trivial inscriptions such as price discount tags).

Instead of relying on wild cards, you can also use regular expressions.
To make the game parse an inscription as regexp, prefix it with a ’'$’, eg
"$drag.*mail".

If you use both ’!’ and ’$’, put the 7!’ first, eg: "!$drag.*mail".
Regexps are always parsed case-insensitively.

Auto-inscription files can be saved and will be loaded automatically in the
same manner as macro files, if the filename matches your race, trait, class or
character name (compare (3.6), 'Loading macros automatically’).

The only exception are form-name specific ins-files, these don’t work.

If multiple matching files are found, the game will attempt to merge them
accordingly.

To immediately apply an auto-inscription that you just added or modified,
use the /at command.

NOTE: In addition to this user-defined client-side auto-inscription list, there
is also a server-side auto-inscription feature that can be enabled via
client option ’auto_inscribe’.

This option will add a predefined set of auto-inscriptions that might be
generally useful for all types of characters, see (2.3) for details.

By pressing ’a’ you can toggle auto-pickup (green ’'a’) and auto-destroy (red
"A’) features. These two will actually allow specifying a "#" wildcard on its
own, which means that ALL items will be picked up or destroyed and subsequent



rules will be ignored accordingly. (The sole ’#’ will not work for inscribing).
The client options "auto_pickup’ and ’auto_destroy’ must be enabled for these
functions to work. This can also be done via slash commands ’/apickup’ (toggles
auto_pickup option) and ’/adestroy’ (toggls auto_destroy option).

Instead of using a "#" wildcard-rule, you can also toggle the option
"destroy_all_unmatched’ (which can also be toggled via ’/daunmatched’ slash
command), this option requires "auto_destroy’ option to be enabled.
Auto-destroying and auto-pickup do not trigger inside houses.

Should you decide to manually edit .ins files, make sure that a match string

must not exceed 54 characters and a tag string must not exceed 16 characters,
or 18 characters for client versions newer than 4.9.0c.

(0.4) Typical slang/abbreviations

Art Artifact. Those can be ’Static arfifacts’ from the a_info.txt
file, also called ’'True Arts’. Or they may be ’'Randomly generated
artifacts’ also called ’'Randarts’.

In game you can press ~ 6 to search for any static artifact.
(See (8.4) for more info about spoiler files.)

Winners who beat Morgoth, Lord of Darkness will usually not

be able to use static artifacts, but rely on randarts instead.
Depending on the server settings, fallen winners might also not be
able to use static arts.

See (5.9b) for more information about artifacts.

Auto-ID A special ability of some items. If you equip an item that grants
you 'Auto-ID’ all items you touch will automatically be
identified! Items who grant their wielder Auto-Identification are
highly sought after. Randart helmets or gloves sometimes have it.
See (5.7) for more information about identification.

BD Barrow-Downs. The main starter dungeon in the town of Bree, located
to the far left of the town.

BM Black Market (Store '7').

BpR/SpR Blows per round, shots per round. The number of attacks you get
in melee (BpR) or with your ranged weapon (SpR).

For melee characters BpR depends on weapon skills, magic buffs and
items that give you ’Extra Attacks’ and (unless you use Martial
Arts) on your weapon weight vs your STR and DEX stats.

You should pick the recommend STR/DEX values on character creation
to ensure that you start with at least 2 BpR and if possible buy a
lighter weapon right away to upgrade your BpR from 2 to 3.

For martial arts or ranged weapons, STR and DEX stats (or any other
stats) have no effect on BpR or SpR respectively.

Cheeze Questionable action, not quite cheating but close to it.
This can be transferring items from a high-level character to a
low-level character to boost him and trivialize the beginning phase
of the game for him. This is perfectly legal though, it’s just
"cheezy".
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Or it could be exploiting weaknesses in the game design instead of

reporting them to the forum (which could have certain repercussions
depending on the severity or if it’s already going into "Cheating"

territory).

Dark-elven warlock. A very deadly monster that comes in packs and
shoots high-damage mana bolts, glass cannon style.

A trip into the dungeon, usually quite deep compared to the
diver’s character level.

Dragon Scale Mail. Legendary pieces of armour.
Items that pseudo-identified as ’excellent’.

Extra Attacks. Rings, gloves or weapons which increase your number
of blows per round (BpR) with melee weapons. Quite expensive.

Everlasting. This refers to the character mode that the player
chooses during character creation. For details see (3.1).

Extrasensory perception. ESP is a telepathic power that allows you
to sense monsters even though they aren’t in your line of sight but
far away. This is tremendously useful as you know what monsters are
lurking on the dungeon floor and where they are, so you won’t run
into nasty surprises - except you cannot ESP monsters that don’t
have a mind! And there might be special monsters that can cloak
their mind, also preventing detection.

Monster flags regarding ESP are EMPTY MIND (the monster does not
have a mind) and WEIRD_MIND (the monster will flicker on ESP).

ESP powers can vary, from full telepathy (seeing all monsters that
have a mind) to partial ESP that only detects specific kinds of
monsters, such are:

Animals, Spiders, Orcs, Trolls, Giants, Dragonriders, Undead (most
lesser undead are mindless though and therefore undetectable by
ESP), Demons, Dragons (includes Dragonriders), Good (all monsters
that have the ’GOOD’ flag), Evil (all monsters that have the ’'EVIL’
flag, which is quite a lot), Non-living (most of these don’t have a
mind though), Unique monsters.

In the early game, obtaining ESP-Evil, often from a weapon of *slay
evil*, is already a huge help, as it will cover a lot of monsters.

ESP can be gained by magic or by items, typical items are:

- Crowns of telepathy (full ESP, ’'It gives telepathic powers.’)

- Weapons of *Slay Evil*, Aman, or Gondolin (ESP evil)

- Weapons of Westernesse (ESP orcs/trolls/giants)

- Dwarven Helmets (ESP dragons, rolls)

- Weapons of *Slay Troll* (ESP trolls)

The lower three are mainly listed for their troll-detection. While
trolls are not a major threat, the ESP can be utilized for finding
troll pits! These usually yield major amounts of experience in the
early gameplay. Typically, the player would enter a dungeon floor
and use Shift+L (CTRL+W for Roguelike keymap) to scan the whole
floor for a possible troll pit.

Note that the rogue ability ’Cloaking’ overrides ESP, so a cloaked
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FF

GoI

Gorth

GV

GCV

HP

ID, *ID*

Iron Team

Ironman

target cannot be spotted by ESP.
Free Action (immunity to paralysis).
Feather falling.

Globe of invulnerability. This only exists as ’Stair GoI’, see
further below.

Room in the dungeon, divided into 4 chambers, similar to a pit.
Also see 'Room’, ’'Pit’ and (4.6).

Greater Vault. (See (4.6)
Greater Checkerboard Vault (looks remotely like a checkerboard) .

Hit points, the amount of damage your character can take before it
dies. Actually you are still alive at 0 HP. Death occurs when you
drop below 0.

The starter HP are different for each race and class and can be
viewed in the tables in chapters (7.4) and (7.5) respectively;
quick-access these tables by searching the guide for chapter key
words (or "/?" command) "race tab" and "class tab" respectively.

Identify and *Identify* magic respectively, which is used to
reveal magic properties of unknown items. Scrolls of ID can be
bought in store 5.

See (5.7) for more information about identification.

A special type of party which can only be formed with newly
created characters. Its members only gain experience if all
members are online and on the same dungeon level.

Also, members can only trade items and money with other members,

or you will get the message "you cannot take items from outsiders."
(same message as appears for IDDC trading restrictions actually).
The owner can decide to ’‘close’ an iron team in the party menu,
which will permanently disallow addition of any further members.

This typically describes a gameplay scenario where you cannot

resurrect so death is permanent and often also where you cannot

turn back and return to town either.

There are basically 3 types of ’Ironman’ in TomeNET:

1) The Ironman server in the server list. You can return to towns
here though. For details about its special ruleset see (9.6).

2) The normal TomeNET server has a few Ironman dungeons too, which
are just dubbed ’'Wilderness’ in the dungeon list when found.
These dungeons can only be traversed one-way. To leave them you
must reach the final floor and then use ’"word of recall’ there.
There is one ’'named’ Ironman dungeon: ’'The Halls of Mandos’,
which goes from level 1 to 100 and as a specialy (no other
dungeon has this restriction) has no unique monsters in it.

3) The IDDC dungeon (both, normal server and Ironman server
actually have one of these each): ’'Ironman Deep Dive Challenge’.
In this dungeon, death is permanent and you cannot leave except
under a few specific exceptions. Special trade rules apply too.
This dungeon is recommended if you want to have an epic Ironman
diving experience, be it solo or in a party.
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Kinging

klevel,

Loot

LV

mlevel,

For details about its ruleset see (4.13).

The process of beating Morgoth, the game boss, and thereby
acquiring a royal title (king/queen/emperor/empress) .

Such player characters are also referred to as ’'winners’.

A player must be at least level 40 to get credit for beating
Morgoth.

olevel

Somewhat more technical terms, these stand for the exact type of
item level that is meant in a certain context:

k-level is the ’'object kind level’, which is given in k_info.txt.
This is the object’s base level and describes from which minimum
dungeon floor level or minimum monster level you can expect to
start getting that item type.

The o-level is the 'real’ object level that you’ll see on an item
you pick up. This can vary from the klev, depending on the dungeon
floor depth and monster level you got the item from.

Example: According to k_info.txt an Amulet of the Serpents has a
klev of 25, so you can expect to start seeing this drop on dungeon
level 25 (1250ft) or from level 25 monsters respectively. However,
when you find such an amulet on say a dungeon floor at 4000ft,
which equals dungeon level 80, an actual amulet you find might have
a level requirement (olev) of 30.

(Note: This is similar to mlevel vs rlevel for monsters.)

Items that have been dropped by dead monsters or players and
are waiting to be picked up by someone. :)

Lesser Vault. (See (4.6)

rlevel

Somewhat more technical terms, these stand for the exact type of
monster level that is meant in a certain context:

m-level is the 'real’ monster level that you’ll also see when you
have your character look at it. This level may actually be boosted
and therefore be higher than you’d expect. This happens when you
meet the monster on a floor that is far deeper than the level the
monster usually starts to occur on.

r-level is the base monster level (race level), which you can see
in game if you press ~ 7 and search for a particular monster.

It describes the minimum floor level a monster is usually found on
(although ’out-of-depth’ occurances may be possible).

Example: According to “7, Ancient Red Dragons have a base level of
41. That means you’ll usually start seeing them on dungeon floors
of level 41 (2050 ft) and deeper, although there’s always a slim
chance that you meet a monster earlier than its base level (called
OoD encounter, "Out of Depth").

So we know now that the r-level of Ancient Red Dragons is 41.
However, if you meet an Ancient Red Dragon on a much deeper dungeon
floor, say 2450 ft, which would be the equivalent to level 49, when
you look at the dragon you’ll see it says level 42 instead of the
expected 41. This means the dragon’s level was actually slightly
boosted because the dungeon floor’s level was that much higher than
the dragon’s. So while the rlev of this dragon is still 41, its
real level, the mlev, is 42.



Morgy

MP

Monsters that are on dungeon floors 8 levels or higher above their
base level will get an increase in levels of +1 for every 3 floors,
so +1 level at 8 dungeon levels above their r-level, +2 at 11,

+3 at 14 etc..

Monsters randomly gain hit points, speed, AC or damage dice/sides
for their melee attacks on each level-up. To find out in what way a
particular monster has been boosted you can use a rod of probing.

Some formulas used by the game use mlev, some use rlev.
(Note: This is similar to klevel vs olevel for items.)

Morgoth, Lord of Darkness. Final boss enemy in TomeNET.
See (1.3) for details.

Mana points, the amount of magical energy you have at your disposal
to cast spells or recite prayers.

A class that cannot use any spells will ’-’ displayed instead of a
numerical amount.

The starter MP are different for each race and class and can be
viewed in the tables in chapters (7.4) and (7.5) respectively;
quick-access these tables by searching the guide for chapter key
words (or "/?" command) "race tab" and "class tab" respectively.
For an overview of all spells and prayers, see (7.8).

Nazgul weapon or RW weapon

Nest

non-EL

oc

olevel

OoD

An artifact weapon that doesn’t really excel, but since it’s an
artifact it can still be put to good use as a weapon for killing
Nazgul (the nine ringwraiths, see (1.3a)).

Since Nazgul still have a 1 in 1000 chance to destroy an artifact
weapon on hit, you don’t want to put your best weapons at risk.

So using a mediocre artifact instead that you’d otherwise just sell
to a store seems like a good idea, since it won’t be much of a loss
if it breaks, and it will usually still get the job done as long as
its weapon class fits the type of your trained mastery skill.

Originally also just called ’'pits’, nests only differ from pits in
the monsters in them being strewn around in a randomly mixed manner
while pits contain ’'organized’ rings and circles of monsters.

The monsters in a nest are not completely random but follow certain
schemes. For example all monsters in a ’clones nest’ are exactly
the same type. Also see ’pits’.

Not Everlasting. This refers to the character mode that the player
chooses during character creation. For details see (3.1).

The Orc Caves. A very commonly sought dungeon which is usually
entered soon after having roamed Barrow-Downs a bit, or by some
more daring adventurers even right away as their first dungeon.

see klevel.

Out-of-depth. Means a monster or an item encounter that happened at
a surprisingly shallow level, opposed to the base level for that
monster (shown in “7) or item (given in k_info.txt) where

you would usually start expecting to find it.

Vaults often containing OoD monsters and items, increasing threat
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Phase Door

Pit

Post-King
Pre-King

Pseudo-ID

PVE

PvP

Randart
Randy

Rekinging
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and reward for the brave.

Note: OoD is limited to at most +40 levels (happens in high-level
vaults); unique monsters can actually only be up to 20 levels OoD
(even in vaults) and, as a specialty, Great Wyrms of Power can only
ever occur up to 10 levels OoD.

A group of players who fight together and share experience.

In a party you will share experience points if you are within 7
character levels to each other and on the same dungeon/tower level
respectively the same worldmap/wilderness sector.

You can invoke the party menu with shift+p key. See (7.9).

A short-range teleportation.

Pits contain monsters of a certain type, for example ’demon pits’
or ’"orc pits’, with the monsters in them being placed in a somewhat
"organized’ manner of rings and circles. Also see ’'Nest’ or ’Room’.
Pits are often confused with special rooms. See (4.6) for details.

The life of a character within the level range above level 50.
The life of a character within the level range 1 to 50.

If a player keeps an unidentified item for a longer time he might
"feel’ if the item is average, good, cursed or special. The item
will automatically receive a ’pseudo-ID inscription’ then.
Pseudo-ID intensity and speed depend on various skills in regards
to the type of item: ’'Combat’, ’Archery’, ’'Magic’ or ’Trapping’.
It does not matter whether the player is acting, afk or idle.

See (5.7) for more information about identification.

Player vs environment. This is the main game style of TomeNET:

You fight against the computer-controlled environment, usually not
against any fellow players. Instead, cooperative gameplay is very
rewarding.

Player vs player. Describes the act of player characters fighting
each other. If you want to fight other players to death, create a
new 'PvP mode’ character. It’s an option during the character
creation process, much like ’everlasting mode’ or ’'normal mode’.
For more information about pvp mode, see (7.13).

Any player characters can have a friendly pvp-duel without any
consequences by utilizing scrolls of blood bond (see (5.9)).

Randomly generated artifact. As opposed to ’'Truearts’ which are
also called ’Static arts’ from the file a_info.txt (you can search
static arts by pressing ~ 6 1in game). See 'Art’ at the top of
this section for more information.

See (5.9b) for more information about artifacts.

Fallen winners, ie players who beat Morgoth but later on died and
thereby lost their royal title again, can attempt to regain it by
teaming up with someone who has not yet defeated Morgoth.

The player who has NOT yet killed Morgoth (check ™ 3 b to verify)
has to land the final killing blow! Then everyone in her/his party
on the same floor will gain winner status again, even fallen kings.
A player must be at least level 40 to get credit for beating
Morgoth.



Res

RFE

RLL

rlevel

Room

RoP

Scumming

SI

Specials

ST

Static

A new (experimental) way to obtain a lost royal title again is to
donate and pray in ’The Mirror’ in Lothlorien, see (4.5a) for
details. (Also see ’kinging’.)

Resistance.

A request for enhancement, ie a suggestion, that players can send
to the game admins using the "/rfe" command.

Restore Life Levels. A potion (can be bought in the temple) or
magic that will restore drained experience points. (If drained xp
can be restored this will be indicated by a yellow XP bar/value).

See mlevel.

The dungeon contains many rooms connected by passages. Some of the
rooms are of special shape. Especially rooms containing a further,
inner room similarly to pits are thereby often confused with those,
mostly ’Gorths’ (rooms divided into four chambers containing a

lot of monsters), ’Checkerboard-Rooms’ (rooms containing a
checkerboard-1like maze structure and a lot of monsters).

Ring of Power. While these also includes the true artifact rings of
power, this expression is usually only used to refer to the randart
rings of power that are dropped by Nazgul (level 0, ie soulbound) .
See (l1.3a) for more information on Nazgul and their rings.

Repeatedly using staircases up/downwards to make a level become
recreated. Usually in hope of finding a specific monster on that
depth. ('I scum 450..500 ft for Wormy’.)

Use ’'locate’ (SHIFT+L or CTRL+W depending on key map) to quickly
"scan’ the floor for your desired monsters, provided you have the
required type of ESP to see them.

See invisible. (See (5.14) for details about invisibility.)

Items that pseudo-identify as ’special’. These are true arts or
randarts.

Stamina, which you can spend to use certain special techniques that
are usually either fighting techniques (close combat) or shooting
techniques (ranged combat), see (7.12) for a complete list.

A class that cannot use any techniques will ’-’ displayed instead
of a numerical amount.

Maximum stamina is always 10, its regeneration is slow. It can be
sped up by resting (SHIFT+R), and by having a higher Constitution
attribute (CON) or by training the ’Health’ skill.

A level that is static will not change if you leave it but stay
the same, permanently until it is unstaticed.

All levels remain static for a short period of time after the

last player leaves them to prevent scumming.

Also, levels remain static if a player ghost-died (meaning he died
ultimatively without possibility of resurrection) for a longer
while depending on the dungeon level, see (3.11) for details about
static-by-death levels.
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Static Art

Stair GoI

True Art

TT

Unique

See ’'Art’ at the top of this section.

Stair-GoI is a very short-lasting globe of semi-invulnerability
(3 turns), ’'Gol’ meaning ’Globe of Invulnerability’.

It is a magical protection effect that any player who takes a
staircase up or down or uses Word of Recall will automatically
receive:

A temporary buff of +100 armour class and 40% chance to deflect
any attacks that hit him. Attacks that aren’t deflected still get
their damage halved.

When an attack is deflected, you get a message saying:

"The attack is fully deflected by a magic shield."

See 'Art’ at the top of this section. Synonymous with ’Static Art’.

The Training Tower. The easiest (but also smallest and least
rewarding) dungeon in the game, located right in Bree, along the
south-eastern path away from the Inn.

A monster that is named and exists only once. Although it can
respawn for another player who hasn’t defeated it yet, each player

will receive loot only once from it. So if you engage a unique

monster while playing together with a team mate, check if you have
already killed it and if so let your team mate inflict the killing

blow, so he will get the kill credited and the monster will drop
loot accordingly.

To verify whether you have already killed a unique, you may..
—-check the unique monster list in ’7’ menu.

-1’00k at the monster, the name will be shown in dark grey if you
already got kill credit for it.

-watch the damage messages when you attack it, they will be shown
in dark grey if you already killed it.

-turn on the option ’unique_kill_credit’ in ’=’ menu: It will beep
if you hit a unique monster that you have already killed.

It is good etiquette that you don’t touch the (inscribed) loot a

unique monster drops if it wasn’t you who killed it in the end.
That’s precisely because every player can only get kill credit for

each unique monster once.

Uniques often have large escorts.

Note that a unique monster cannot occur in two or more different
places in the whole game world at the _same time_ - with the only
exception being the IDDC (Ironman Deep Dive Challenge) which is a
closed ecosystem and has unique monsters spawn independently from
the rest of the game world.

So if you are desperately looking for a unique monster and can’t
seem to make it spawn, ask in chat if someone else sees that
particular monster on his current dungeon level. Then wait till
they have left that level or killed the unique so it will be ready
to spawn again for you, or maybe they will tell you that you can
come over to kill it there in place.

Unique monsters will randomly respawn for winners, ie Kings,
Queens, Emperors and Empresses. That means: The game will "forget"
that you already defeated them, allowing you to defeat them once
more. There are some exceptions though, the following monsters
will never respawn: All dungeon bosses, te Nazgul, Sauron, Michael,



Morgoth, and all super-uniques that come after Morgoth, starting
with Tik’srvzllat.

This respawning happens (albeit very slowly) while you are logged
on with your winner character, except while you’re in town or in
the area around a town (housing zone). When a unique monster
respawns for you, you will see a purple message:

"XYZ rises from the dead!" where XYZ is the unique monster name.
The higher level a unique is the less frequently will it respawn.

WoR Word of Recall (teleports you into the dungeon and back or on the
world map). See "(0.3) Important inscriptions, Word of Recall" for

more info.

Wormy Wormtongue, Agent of Saruman. He drops great items.

(0.5) Some hints and warnings (READ!)

-To report a bug use the /bug command in the game. It allows you to type a line
of text to explain the bug or problem you encountered. You can use the /bug
command multiple times if one line is not sufficient for the amount of text
you want to write.

Alternatively, you can use the bug report section of the official forum at
www.tomenet.eu.
Please DO NOT write bugs in chat in the game.

-If you have a suggestion, use the /rfe command instead. It’s used the same way
as the /bug command (see above).
Alternatively, use the forum at www.tomenet.eu.

-Starting at version 4.4.5, TomeNET supports audio, that is, sound effects and
background music. To find out more, read (2.la).

-Usually characters expire (that means they are automatically deleted!)
after 366 days of inactivity. Empty accounts (ie accounts that don’t hold any
characters) usually expire after 62 days.

-Items on the ground (especially in towns) often disappear automatically after
a while. So don’t use the town or the wilderniss to ’'store’ loot.

If you don’t own any houses, you can use public houses that are accessible to
everyone. Risk is of course that someone takes your items.

True artifacts dropped outside of towns will usually vanish instantly the
moment you leave the sector!

-If you press CTRL+Q to save&exit the game, you should do that in a safe town.
Dungeons might change while you are logged off, and the next time you log on
you might find yourself in a nasty place if unlucky.

Another problem is that if you don’t leave in a town (or the housing area
around a town), your character will stay for another 20-30 seconds in the game
before it finally disappears from the dungeon (or world surface)! If monsters
were around, you might get killed easily during that time.

-The items you find don’t depend on your race or class but on monster level
and depth and luck.
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-Don’t drop artifacts inside houses if the server doesn’t allow artifacts to
be dropped inside player houses, or you will simply lose the artifact!

-Items on the floor within a house don’t form piles! If you drop too many
items and space in the house runs out the dropped item may just disappear!

-The massive iron crown of Morgoth must not be worn by non-Kings/Queens!
Wearing it otherwise will kill you in a mighty blast.

-Some special shops’ features may currently not be available.

-Some monster abilities are currently not available/implemented:
BO_POIS, HAND_DOOM, RAISE_DEAD.

-Some item abilities are currently not available/implemented:
LEVELS.

-Monsters that pick up an item have a 30% chance to NOT drop it again on death.

-The dungeon floor/world sector you are in, be it on the world surface, in town
or in the dungeon, has a chance of slowly spawning new monsters over time.
Those will always be awake.

The rules are the same as for when a dungeon level gets generated:
Everything that fits the dungeon’s theme (if any) is allowed, the monster
level might occasionally spike out-of-depth, up to 40 levels above the floor
level. This can be especially nasty because these spawns will not change the
floor feeling, so you won’t notice it except when you spot the monster.

(1) Introduction

(1.1) What is TomeNET? (Where can I get the latest sources?)

TomeNET is an online multiplayer rogue-like role-playing game, derived from
MAngband (Multiplayer-Angband). It’s based on the stories of J.R.R. Tolkien
mainly, hence the name "the Troubles of Middle Earth" or alternatively also
spelled out "the Tales of Middle Earth".

The final goal in TomeNET is to destroy the fallen god Melkor who is known by
the name of Morgoth, Lord of Darkness. The official websites are mentioned in
the first couple of lines of this guide.

Note that ToME and TomeNET although both coming from similar roots are actually
quite different games that are maintained by different persons/teams.

If you want to download the source code, you can get it from www.tomenet.eu in
the download section or from our github repository at
https://github.com/TomenetGame/tomenet

or just clone it via command-line git command to your pc like this:

git clone https://github.com/TomenetGame/tomenet.git

(1.1a) Where do I get in contact?

Apart from downloading the game client and playing, you can also get in contact
with other players and developers via the following media:



-The forum at https://www.tomenet.eu/.

-IRC: Channel #tomenet on server irc.libera.chat (port 6667, or 6697 for TLS)
(0Official web site is https://libera.chat/ and info about
Internet Relay Chat in general is at www.irchelp.org).
The channel #tomenet relays chat from and to the game server, allowing
you to read what’s going on in-game, and to chat with players simply
with any IRC client.
See below (1.1b) for how to set up IRC chat in detail.
See (0.2c) for commands you can send to the TomeNET IRC bot.

-Voice chat via mumble, get it from http://mumble.sourceforge.net/.
IP is ’europe.tomenet.eu’, port is ’23348’, password is ’tomenet’.
For details see "(2.4) Installing voice chat".

-Discord (Text and voice channels, https://discord.com/ ).
Server is "tomenet". Aside from the general channel there is a dedicated
one for russian language chat and one for korean language chat.
Follow this invite link to join: https://discord.gg/QGJIw7£fT
In the chat-bridge channel on the TomeNET Discord server you can usually
use IRC commands too (depends on the servers), see (0.2c) for details.

(1.1b) How to set up IRC chat

If you are already familiar with IRC, just see (l.la) above for the IRC specs,
otherwise read on here.

Easiest method is to just use the lightweight webclient provided on the

libera.chat website. Start your internet browser and enter this URL:
https://web.libera.chat/?channels=#tomenet

You can change the predefined random ’guest’ nick name to anything of your

choice provided it’s not already reserved by someone else, then click ’Start’.

(The channel name "#tomenet" should have already been filled in for you.)

If you prefer to use a stand-alone IRC chat client instead of using a browser-
based chat, here are some suggestions:

Windows: Most popular client is probably mIRC.

Linux: Popular IRC clients for Linux are Pidgin (actually rather a multi-
protocol messaging tool, pretty nifty), x-chat (GUI), Konversation (KDE
GUI) or irssi (command-line).

Mac OS X: For example Colloquy, X-Chat Aqua or Linkinus.

After installing your preferred IRC chat client, enter an username of your
choice and set it up to connect to the "Libera" IRC network, see the Libera
website at https://libera.chat/ for info.

(For detailed help on Internet Relay Chat visit www.irchelp.org.)

After you established a connection to Libera, have your client join the
so—called "channel" (all chat channels on IRC networks are denoted by a
hashtag in front of them) named:

#tomenet
Joining a channel will relay chat from and to the TomeNET server, allowing you

to read what’s going on in-game, and to chat with the players.
(Note that not all kinds of messages are actually relayed, for example AFK
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messages are not.)
See (0.2c) for commands you can send to the TomeNET IRC bot.

Usually all IRC clients offer a possibility to configure them to connect a
specific network (Libera) and to Jjoin specific channels (#tomenet etc.)
automatically on startup, so you don’t have to do it manually each time you
start the IRC client.

Most clients also allow you to setup auto-reconnect, which is useful if you
experience frequent disconnections from the IRC network.

(1.2) What is a rogue-like game?

Rogue was a game basing only on alpha-numerical characters, like letters and
numbers. It didn’t have any graphics. Thus it could run on basically every
simple computer. However it was not a text-adventure. Its game engine provides
a grid for turn-by-turn movement and combat that the user looks at from high
above. Here is a small "screenshot":

The @ is usually the player, the dots are empty fields. The # are walls. Here
the player seems to be inside a building. In the upper-left corner some money
is deposited. The ’ is an open door. Outside of the building there is a p,

which is usually
steal! Rogue was
similar graphics
Other well-known

some townsfolk. They are not always friendly and some tend to
the first game of this kind, hence all games working with

and game engine are called rogue-likes.

rogue-likes are Nethack, Larn, Moria, Angband.

(1.2a) Where do I find more information about rogue-like games?

Links:
http://www.thangorodrim.net/

Newsgroups:
rec.games.roguelike.*

(1.3) Goal and progress of TomeNET players

The final goal that a brave adventurer could possible seek in TomeNET is to
become King respectively Queen. To acquire this he or she must destroy the
fallen god Melkor who is known by the name of Morgoth, Lord of Darkness.

Morgoth is said to reside deep within the dungeons at around 5000 feet down in
the earth. Getting there will be an extraordinary journey bearing unbelievable
dangers but also fantastic treasure. Players on the same server can also play
together by forming parties and sharing their experience! Players will acquire
new ranks as their experience grows, allowing them to learn new abilities and
to become stronger. Morgoth is said not to show up until his servant Sauron,



the Sorceror has been defeated. (See (1.3a) for details about Morgoth.)

On their journey through wilderness and remote towns, towers and dungeons,
characters will gain experience points that increase their level up to 50.
After defeating Morgoth, they will be able to advance further up to level 99.

Players who defeat Morgoth, become ’winners’ and get the title of King and
Queen respectively, or Emperor/Empress if their character is of unworldly or
hellish mode. A player must be at least level 40 to get credit for this.

When you win the game, an automatic chardump is generated in /lib/user called
"<charname>-victory.txt’ (see (9.2)) which you can view with any text editor.
Also, a screenshot is made automatically, displaying your situation, saved

to ’<charname>-victory-screenshot.xhtml’.

(You can view xhtml files in most webbrowsers.)

(1.3a) Sauron, Morgoth and the Nazgul

Morgoth, Lord of Darkness commands nine Ring Wraiths, called ’Nazgul’.

These corrupted souls of former ring-wearers are named..

Uvatha the Horseman, Adunaphel the Quiet, Akhorahil the Blind,

Ren the Unclean, Ji Indur Dawndeath, Dwar Dog Lord of Waw, Hoarmurath of Dir,
Khamul the Black Easterling and The Witch-King of Angmar.

Morgoth has the ability to summon these, so you should destroy them all
before facing him.

About Nazgul:

A very dangerous thing about the Nazgul is that weapons get quickly destroyed
if they come in contact with these corrupted beings.

If you are a spell-caster who doesn’t use his weapon to fight but just to
profit from its magical abilities then it’s strongly recommended to inscribe
the weapon @0x to avoid auto-retaliation, see (0.3) about inscriptions

and (4.la) about auto-retaliation.

If you rely on melee weapons you must try to get your hands on an artifact
since these resist Nazgul greatly! The Stormbringer also resists like an
artifact. (It doesn’t matter if the artifact is a random or a static one.)
If your weapon gets destroyed you’ll receive a warning message:

"Your weapon *DISINTEGRATES*!" or "Your weapon is destroyed!"

(The permanently cursed weapon ’'Mighty Hammer "Grond"’ cannot be destroyed.
See (5.9b) for more information about artifacts.)

Your weapon itself will not damage the Nazgul if it doesn’t have one of the
mods SLAY_EVIL, SLAY_ UNDEAD or KILL_UNDEAD and if it isn’t a Morgul weapon.
However, you will still be able to damage the Nazgul, if your raw to-dam
bonus is high enough. Enchantments from rings, gloves or other items and the
damage bonus from your skills and strength will be the only factors which
decide the damage you deal, in that case.

For weapons which damage dice and to-dam bonus will not be counted (ie non-
SLAY/KILL EVIL/UNDEAD or Morgul weapons) you’ll see the message:

"The Ringwraith is IMPERVIOUS to the mundane weapon."

The same is true for Martial Arts, which style boni will be nullified if you
don’t have one of the slay-undead/slay-evil flags.

Note: For weapon attacks, having those slay/kill mods on gloves (or other
items) instead of the weapon does not help! They will not count.
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For martial arts/bare-handed attacks, having the slay flags on other
items (for example gloves) WILL count!

However - the ’slay undead’ bonus received from Holy Offense school at a
skill of 30.000 and likewise from Spirit school at 40.000 will infuse
your weapon (and bare-handed combat too of course) and will make its dice
and damage count again, as if the weapon itself had the slay mod!

Martial Arts users can fight relatively efficiently against Nazgul since they
don’t have to worry about their weapon breaking, but their chance to receive
Black Breath is higher than for weapon users:

If you come in contact with a Nazgul or a very powerful undead creature there
is a chance that you will be infected by the Black Breath. This dark aura is
able to infect other players if you come too close to them. It will drain your
stats and permanently drain your experience. Slowly, but steadily. There are
several possibilities to cure Black Breath, such as eating a Sprig of Athelas,
asking another player for help who is able to command the required healing
magic, or -if everything else is not available- visiting the Earth-Dome in
Gondolin, where you can receive ’'Herbal Healing’ for a (somewhat high) price.
Players cannot infect other players with Black Breath if they are in Bree or in
the Training Tower, those are safe zones.

Each Nazgul will drop a ring of power, which is a random artifact ring bearing
the Nazgul’s name. These rings have a lot of random mods (ie abilities) and
will always provide invisibility (5.14) and experience drain (5.16). They are
also always heavily cursed, cannot be dropped while cursed, and can re-curse
themselves (5.12).

About Sauron:

In order to find Morgoth, players have to defeat Sauron, the Sorceror first,
Morgoth’s servant, who dwells at the bottom of Mount Doom. A player must get
the killing blow on Sauron to get kill credit, so if you are in a party of
several players who all haven’t killed him yet, you must seek him out multiple
times for every single party member who then has to get the last hit to get the
kill credited.

It is noteworthy that Sauron is able to boost his own spell-casting speed for
as long as he finds himself or the area around his target blocked by Glyphs of
Warding (also called Runes of Protection).

Also, he might try to avoid going into melee range of players who he deems good
at close quarters combat. In general, do not underestimate Sauron’s power!

About Morgoth:

Morgoth, the god of destruction, has reinforced his surroundings to be
especially devastating to all living beings:

If you get killed on a level where Morgoth, Lord of Darkness walks, your

ghost will be destroyed too, even if you are everlasting! Beware! Even after
Morgoth is no longer there the floor will still keep this deadly property.

You will get a floor feeling warning you whenever you enter a floor where
Morgoth resides, see (4.8).

Note that on a floor where Morgoth currently resides, all vaults will turn into
no-teleport vaults.

Morgoth is also able to summon other powerful unique beings, so one of your



tasks to prevail against him will be to kill off as many of the powerful unique
foes as you can before facing him, including of course all his Nazgul.

When a player lands the killing blow on Morgoth, everyone else who is in the
same party and on the dungeon floor where and when Morgoth dies, will get
credit for winning the game too and receive a royal title accordingly, this is
often dubbed ’kinging’ and the players are also dubbed ’winners’.

Note that for Morgoth the partied players don’t need to be within the usual 7
character levels of each other to get kill credit.

Even ’fallen winners’ (players who have beaten Morgoth already but lost their
royal title to death) can regain their title this way - by partying up with
someone who hasn’t defeated Morgoth yet and making sure that that player lands
the killing blow.

However: Each player must be at least level 40 to get credit for beating
Morgoth and obtaining the royal title accordingly!

A new (experimental) way to obtain a lost royal title again is to donate and
pray in ’'The Mirror’ in Lothlorien, see (4.5a) for details.

In addition to some random loot, Morgoth always drops his crown and hammer.
Both of which cannot be worn by players without royal title. Attempting to

wear the crown without title will even instantly kill the player!

Morgoth scaling with player team size:

If you team up against him, he will grow stronger for every additional player
who enters his dungeon level. Growing stronger in fact means that he gains a
hit point bonus of +2/3 of his base HP, and a +6 speed bonus, for each extra
player after the first one. His base HP is 30000 HP, so for example for a party
of two players he gains an extra +20000 HP and +6 speed.

If a player leaves his level, he will weaken again.

If he is defeated by a party, he will drop exactly one crown and one hammer
per party member, so everyone in the party can get both items.

In addition to Crowns, Hammers and a bunch of random loot, he will also drop
specifically one additional random ’great’ item per player in the party which
defeated him (similar to items obtained by Acquirement scrolls, but with an
even higher chance to turn out quite expensive). If it was Jjust a solo player
he will receive one such item.

For _unworldy_ parties that defeat him, there are further special drops added:
For a party of at least 2 players, an extra randart will drop.

For a party of at least 3 players, he will even - for each player above 2 -
drop one scroll of Artifact Creation. So 3 players -> 1 scroll, 4 -> 2, etc.
These party rewards require the appropriate number of players to be all present
on the floor when he is defeated, of course.

Note that everlasting parties are already rewarded indirectly by obtaining the
possibility for easy "rekinging", as only the player who gets the final blow
will get the actual kill credit, meaning that the other players can still make
Morgoth spawn again, should the need arise to regain their royal titles,
without having to resort to donating at "The Mirror" (compare (4.5a)).

For more information about encountering Morgoth, see next paragraph (1.3Db).

See the following paragraph (1.3b) for more information on Morgoth.

(1.3b) How to encounter the final boss: Morgoth, Lord of Darkness

-Morgoth is found only at dungeon level 100 or deeper.
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-He won’t show up until you defeated Sauron, the Sorceror, who is found at the
bottom of Mt Doom (which is dungeon level 99).

-Morgoth does not neccessarily spawn on each fitting dungeon level,
sometimes you have to search for him, like for all other monsters/uniques.

-If a player who hasn’t defeated Sauron yet or who has already beaten Morgoth
enters a dungeon level where Morgoth is currently on, Morgoth will instantly
teleport to a different dungeon level.

-If there’s already another player on that level who has beaten Sauron but
hasn’t acquired the title of a King or Queen yet, the ’intruder’ player will
be teleported to town instead and Morgoth will remain on the level.

-If more than one player is on his floor, he will be a bit thougher than he
appears to a solo player, depending on the number of players facing him.

In details, for each additional player besides the first player joining his
level, Morgoth (assuming his defined base HP is 30000) gains +20000 hit points
(ie +2/3 of his base HP) and +6 speed. So if a team of three challenges him,
he will have 30000 + 2 * 20000 = 70000 HP and 30 + 2 * 6 = 42 speed.

Everyone who is at least level 40 and on the same dungeon floor and in the
same party as the player who lands the killing blow will get credit for
winning the game and receive a royal title accordingly.

-For unworldy (no-ghost) parties there are extra rewards for beating Morgoth as
a team since they cannot profit from the rekinging potential that others get
from this. So unwordlies, if they beat Morgoth in a team, will get..

—-An extra randart drop of 'combat’ treasure class.
-Extra artifact creation scrolls for every player more than two (so trio+).

-There are no obstacles that can hold Morgoth back for long.

-All vaults on Morgoth’s floor will be no-teleport vaults.

-If you die on Morgoth’s floor your character is deleted even if everlasting!
You will get a floor feeling to warn you of this whenever you enter a floor
where Morgoth resides on, see (4.8).

(Also see (1.3a) for more information about Morgoth.)

There are rumours of even more powerful beings than the Lord Of Darkness.

Kings and Queens who seek new challenges shall try to enter the Cloud Planes

in the skies far above the world surface, where icy winds freeze you to death,
and the Nether Realm, the deepest abyss that serves as barrier of the mundane
world, a dungeon with dangers beyond imagination.

Only those who destroyed Morgoth may enter these two dungeons. The Nether Realm
can be highly rewarding in terms of experience but also very deadly. Terrible
foes are said to dwell there which aren’t seen in the mundane world.

See (4.5c) for more information about the Cloud Planes and about the extra XP
bonus characters gain in the Nether Realm.

(1.4) History of TomeNET development

TomeNET is a multiplayer rogue-like, based on and somewhat similar to MAngband
and ToME, and also featuring some Zangband and Cthulu Angband monsters. It was
created around 2001 (originally under the name of "PernMAngband" which had to
be renamed due to a letter of Anne McCaffrey’s attorney who prohibited the use
of the name ’'Pern’) as a fork of MAngband which got some ToME design added to
it, which was done by DarkGod, Evileye and Jir. Zz, Tanix and C. Blue also
contributed code, and after the original development team dropped out one by
one over the course of the following two years, C. Blue became the only active
maintainer of the project. Two more years later, he formed a new development
team which was joined by Mikael and Adam, and later on by infamous Moltor who
created a fast-paced arcade shooter variant which has nothing in common with



normal rogue-likes anymore, but features Tron light cycle race and Smash’em
action. In 2009, Relsiet joined the developers when he (assisted by Kurzel)
suggested a detailed plan for a rework of the existing Runemaster class (which
was originally proposed by Mark and implemented by Adam). In 2011 Kurzel took
over the Runemaster class development and did another rework. Later on TomeNET
moved to GitHub and new contributors arrived on the scene, which you can check
on our official GitHub site: https://github.com/TomenetGame/tomenet/

The TomeNET servers were originally hosted kindly by the grace of Fizz, an
employee of a French company which provides line capacity, a secure environment
and a dedicated server just for the TomeNET project. Later we moved over to a
server hosted by OVH in France, with the servers being provided by Mikael.

(2) Installation & setup

(2.1) Installing/updating TomeNET

Basic installation:

Go to https://www.tomenet.eu/ (or one of our personal pages) to download the
latest client. It is recommended to use the installer package if available for
your OS (especially Windows) .

If you choose an archive file instead, extract it to a new directory and make
sure the pathnames are preserved.

Then just run..

Windows: "TomeNET.exe’ (or double-click the desktop TomeNET icon,
provided you used the installer download.)

Linux: the ’'tomenet’ binary.

0S X: " TomeNET.command’ (which prepares and runs ’tomenet’.)

Updating via reinstallation:

If you want to update your existing TomeNET and cannot/don’t want to use the
TomeNET-Updater, you can also just download the latest TomeNET version again
and install it over your existing TomeNET installation.

This process will not delete any of your macros, screenshots, or configuration
files - EXCEPT for your ’lib/xtra/sound’ and ’lib/xtra/music’ folders if you
install a TomeNET package that comes with a sound pack or music pack
respectively. Those will then be replaced.

So if you have done custom changes to your sound and/or music pack that you
want to keep, you should rename those folders prior to reinstallation.

This is not a hack but actually the official way TomeNET handles multiple
audio packs and allows you to switch between them in the = X menu! The only
convention you must follow is that music pack folders must start with ’‘music’
and sound pack folders must start with ’sound’.

For example rename your customized ’music’ folder to ’‘music.myown’ and it will
be safe to install a new version of TomeNET over it, the custom music folder
will be left untouched and automatically be recognized by TomeNET afterwards,
allowing you to switch between your music.myown pack and the official pack that
was just installed by pressing ’'=" key (options menu) followed by Shift+X.

If you install a TomeNET version that comes with sound or music pack over an
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existing installation that doesn’t have one of these, you will end up with
an audio-wise "upgraded" installation that now features sound and/or music
as it should (depending on what you installed).

Updating via the TomeNET-Updater:

Starting with version 4.5.7a, TomeNET comes with an updater tool that should
work on most platforms. If it doesn’t on yours, please contact us and provide
details about which operating system you are using.

To update your TomeNET client or the sound pack or music pack, just run the

" TomeNET-Updater’ and click on the according button.

The only prerequisite is that you must have ’7-Zip’ installed, a great, free,
open source archiver that beats WinRAR and WinZIP easily. You can get it from
www.7-zip.org.

Important: You should exit the game before attempting to update it!

Note for LINUX:

The Linux version of the TomeNET-Updater no longer requires 7zG (the graphical
user interface of 7-zip), so you do not need to compile it yourself if your
repository packages don’t provide it. If you want to compile it anyway then
see (2.la) and there "a) Automatic audio pack installation - LINUX". That
paragraph has short instructions on how to compile 7-zip from source in Linux.

If you didn’t have a sound or music pack installed yet, by "updating" it from
the TomeNET-Updater these will actually be installed.

Optional dependencies on Windows:

To make use of all features of the game, there are the following optional

programs you can install on Windows:

- explorer and xcopy (these are already installed by default in any Windows
version): For installing/updating audio packs and opening URLs and folders
from within the knowledge (7) menu.

- 7-zip (www.7-zip.org): For installing or updating audio packs.

- Firefox or Chrome or Chromium: For making PNG screenshots.

Optional dependencies on Linux:

To make use of all features of the game, there are the following optional

packages you can install on Linux:

- xdg-utils (for xdg-open) on X1l1l: For opening folders and URLs from whithin
the knowledge (7) menu.

- xclip: For using copy/paste capabilities.

- coreutils (for readlink) and Firefox or Chrome or Chromium:
For making PNG screenshots.

- T7-zip: 7zG on X11, 7z on GCU. For installing or updating audio packs.

Installation details / custom installation:

If you want to read up about installation specifics, command-line options,
compiling your own client, using an archive file for extraction instead of a
self-running installer etc., read on here.

If you choose an archive file, extract it to a new directory and make sure the
pathnames are preserved.



Note: If you decide to download the ’'test client’ instead of the client of the
latest stable version number, be aware that it might stop working correctly
unexpectedly because it’s undergoing development, possibly forcing you to
redownload it.

Covered in the following are Windows, Linux, OS X, FreeBSD:

Windows:

It is recommended to get the installer package instead of the zip archives.
You can safely install TomeNET over an already existing installation (just
make sure to quit the game first!), the installer will not reset/delete your
existing macros, settings or custom audio packs (it will only overwrite things
in 'lib/xtra/music’ and ’'lib/xtra/sound’ ie the official audio packs).

The Nullsoft Installer framework (NSIS) the Windows installer uses is an open
source project (https://sourceforge.net/projects/nsis/), yet annoyingly there
are a few badly maintained virus scanners that may give a wrong positive
warnings for NSIS. In the past Avira was notorious for it but it seems they
fixed it, nowadays it seems to be Acronis instead, at least at the time of
writing these lines. Anyway, you can safely ignore those *ahem*.

A fun fact: The TomeNET Winwdows version has never seen an actual Windows
system but was created purely on Linux.

If you used the ZIP archive instead of the installer, 7-zip is recommended for
extracting it. It’s a free and open source zip-tool of outstanding performance
that works on all platforms. Grab it from https://www.7-zip.org/

There is also a manual in your TomeNET folder, the file is called
"TomeNET-Guide.txt". Double-click to read it. It is recommended to not open it
in Wordpad, but either in Notepad or in any web browser of your choice, because
Wordpad tends to warp the layout badly.

Alternatively you can find the latest version of the manual online for browsing
and easy searching, on the TomeNET homepage (https://www.tomenet.eu/).

The guide can even be accessed inside the game by pressing ? twice or ~g.

If you’re tech savvy, you could decide to edit the game configuration manually,
but that is not really required. Continue reading below if you want to do that.

If you are using Valve’s Steam and are interested on how to integrate TomeNET
into it, check out (2.1d) :D.

On how to run the game, connect to the game server and start playing, continue
reading at (2.2)!

Windows - Manually editing the configuration file (if you’re tech savvy):

You may edit the file "TomeNET.ini" and do some changes to your likings, like
setting up window positions (note that the game will remember window positions
changed via dragging the windows around, which is an easier way), or choosing
font size (look into lib/xtra/font directory to see available fonts).

Further you can specify an account name and password to be filled in
automatically, and various other things.
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Windows command-line options:

-h Displays this list of command-line parameters
-C Compatibility mode for ancient servers (deprecated)
-F <fps> Set client internal engine fps (default is 100)
-k Don’t disable numlock on client startup
-1<Account> <Password> For example -1lGandalf geheim
-m Skip motd (message of the day) on login
-N<character name> For example -NDruidor
-p<Port> For example -pl9348
-P <path to 1lib dir> Sets the path to TomeNEI’s ’1ib’ folder
-q Turns off loading/initializing of audio (’quiet mode’)
-R <character name> Character name to choose and auto-reincarnate it
-u Disables automatic LUA script updating
(You should NOT use this option!)
-V Automatically save chat log on exit (exclusive with -V)
-V Automatically save complete message log on exit
-w Disables weather effects
-X Don’t save chat/message log on exit (don’t prompt)
<ip address> for example 37.187.75.24

(Skip down to (2.2) to continue reading.)

Windows (cross-compiling from Linux) :

Install the usual compiling environment with gcc or clang.

For the crosscompiling part, install mingw32 and take note of the folder prefix
it installs to, in most cases it will be ’i686-w64-mingw32’, so it will install
to /usr/i686-w64-mingw32/... with notable subfolders include/, lib/ and bin/.
Edit the makefile.mingw to have MINGW_TARGET reflect the prefix.

For regexp search (only used for the guide-search in c-cmd.c) you will probably
need a regexp lib, mingw-libgnurx should work fine.

Next, for sound support you will have to download at least SDL2 and SDL2-mixer
v2.6 or higher. Optionally you can get SMPEG for MP3-support or MikMod for
various mod-file suport, and libogg/libvorbis, but it’s not required.

Make sure you do _not_ download the designated ’'mingw32’ tar.gz from the
libsdl.org page but get the generic src tarball at the top of that page
instead.

Detailed instructions for installing SDL are provided by Mikael here:
https://muuttuja.org/tomenet/howto-install-sdl.txt

These aim at SDL 1 though, we have now migrated to SDL 2, so they don’t apply
directly anymore, but they might still be helpful in some way.

Adjust the makefile.mingw accordingly, which means setting SDL_CONFIG to the
sdl2-config script that should now be installed inside your mingw-prefix folder
so probably it looks like SDL_CONFIG = /usr/$ (MINGW_TARGET) /bin/sdl2-config.

You should be able to cross-compile the client now. First a paranoid clean-up,
then build the client (or server I guess, if desired):

make clean

make tomenet.exe

(Or for the server: make tomenet.server.exe)



Linux (using pre-compiled client):

Make sure that ncurses and crypt libraries are installed, package names are
usually libncurses5 and libxcrypt (formerly libgcryptll). Depending on your
system, there might or might not be numbers appended to the package names
(eg libxcryptl instead of libxcrypt), Jjust do a generic search.
Enter the ’tomenet/’ folder and type:

. /tomenet
to start the game.

If you get a font-related error ("Font not found: 9x15") please see PROBLEM 56
in chapter Troubleshooting (9.8).

Linux (compiling from source):

There are additional distribution-specific information on Mikael’s website at:
https://muuttuja.org/tomenet/installation-linux.php
(It’s linked on www.tomenet.eu -> "Links".)

You can get the source from www.tomenet.eu, also see (1.1).

How to compile the game binary:
Go into ’/tomenet/src’ where the file 'makefile’ is located.

Dependencies, that you must make sure you have installed:

C-devel, Xll-devel, ncurses, ncurses—devel and crypt libraries.

The package names are usually (may vary depending on the build system):
build-essential, xorg-dev, libncurses5, libncurses5-dev, libc6-dev, libxcrypt
(formerly libgcryptll) and libxcrypt-dev. Depending on your system, there might
or might not be numbers appended to the package names (eg libxcryptl instead of
libxcrypt), just do a generic search.

Since version 4.4.5 which supports music and sound via SDL2, you also need
libsdl2-mixer-devel, libsdl2, libsmpeg. Usual package names (SDL2, not SDL!):
libsdl2-mixer2.6, libsdl2-mixer2.6-dev, libsdl2debian, libsdl2-dev,
(preferably libsdl2debian-pulseaudio, eg under Ubuntu), libsmpegO,
libsmpeg-dev and optionally more formats like libogg/libvorbis.

Sometimes instead of the libsdl2* packages your system might

provide the packages simply named ’sdl2’ and ’sdl2_mixer’ instead.

If you don’t want to use audio, edit the makefile and compare the two
paragraphs titled 'Without SDL’ and ’'With SDL’ and edit the makefile
accordingly, to compile it without SDL audio support.

NOTE: If you are compiling the above packages yourself, make sure that you
install the specific audio format libs (smpeg, ogg/vorbis/..) _before_ you
install libsdl2-mixer, so its configure script will recognize those formats
and enable support for the according file types.

Note that sdl2_mixer must be at least version 2.6!

Enter these two lines:
make clean
make tomenet
and the binary ’'tomenet’ will be created in this folder ’tomenet/src’.
IMPORTANT NOW: You need to move the binary ’tomenet’ that was just created one
level upwards, so it’s placed in the ’'tomenet/’ folder!
After that, go up one level into your ’tomenet/’ folder. There type:
./tomenet
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to start the game.

If you get a font-related error ("Font not found: 9x15") please see PROBLEM 56
in chapter Troubleshooting (9.8).

Configure TomeNET on Linux by editing config files or setting environment vars:
(This is not really required. Most things can be configured by in-game menus or
by dragging/positioning the game windows with the mouse.)

To configure which windows are visible and what font they use and all sorts of
other options, edit the file ".tomenetrc" which should be in your home folder
(or specify alternative location via -f command-line option, see below).

Note: If the game client’s positioning of windows doesn’t work on your system,
you can use other means such as KDE’s native window positioning (right-click
the windows and modify the "special window settings" or "special application
settings") or the tool Devilspie (should be in your default repository) if
you’re on Gnome or Xfce or anything else. ’"gdevilspie’ may also be available,
which is a graphical version of devilspie.

Alternatively to using the .tomenetrc file for window configuration, you can
also set environment variables. These settings will override .tomenetrc.
Environment Variables:
TOMENET_X11_FONT_SCREEN (height and width of main window cannot be changed)
TOMENET_X11_WID_MIRROR, TOMENET_X11_HGT_MIRROR, TOMENET_X11_FONT_MIRROR
TOMENET_X11_WID_CHOICE, TOMENET_X11 HGT_CHOICE, TOMENET_X11_ FONT_CHOICE
TOMENET_X11_WID_RECALL, TOMENET_X11_HGT_RECALL, TOMENET_X11_ FONT_RECALL
TOMENET_X11_WID_TERM_ 4, TOMENET_X11 HGT_TERM_4, TOMENET_X11_ FONT_TERM_4
TOMENET_X11_WID_TERM_5, TOMENET_X11_HGT_TERM_5, TOMENET_X11_ FONT_TERM_5
TOMENET_X11_WID_TERM_6, TOMENET_X11 HGT_TERM_6, TOMENET_X11_ FONT_TERM_6
TOMENET_X11_WID_TERM_7, TOMENET_X11_ HGT_TERM_7, TOMENET_X11_ FONT_TERM_7
Use the ’export’ command to set them, eg:

export TOMENET_X11_FONT_SCREEN=8x13

export TOMENET_X11_WID_TERM_4=80

export TOMENET_X11_HGT_TERM_4=24
TOMENET_X11_FONT sets one font globally for all windows. It’s overridden by
the window-specific font variables listed above though.
Depending on your system, some possible fonts are usually:
4x6, 5x7, 5x8, 6x9, 6x10, 6x12, 7x13, 7x14, 8x13, 9x15, 10x20, 12x24.

POSIX command-line options:

-h displays this list of command-line parameters
-c force command-line interface instead of X11 etc.
Use it if you want to run the client within a terminal.
-C compatibility mode for ancient servers (deprecated)
-e Create file ’tomenet.log’ instead of displaying
error messages in the terminal
-i ignore the “/.tomenetrc config file
This option must come before any -f options!
-f<config file> source (use) a specified config file. This is actually

cumulative and does not cause the standard .tomenetrc
to not be loaded. To _only_ load this config file and
ignore .tomenetrc, specify -i option together with -f
option and make sure that -i comes first!

The last file that is read is used as default config

file and any changes that are saved will be saved to



this file.

-F <fps> set client internal engine fps (default is 100)
-1<Account> <Password> for example -1lGandalf geheim
-m skip motd (message of the day) on login
-N<character name> for example -NMagnet
-p<Port> for example -p19348
-P <path to lib dir> sets the path to TomeNET’s ’1lib’ folder
-q turns off loading/initializing of audio (’quiet mode’)
-R <character name> character name to choose and auto-reincarnate it
-u disables automatic LUA script updating

(You should NOT use this option!)
-v automatically save chat log on exit
-V automatically save complete message log on exit
-w disables weather effects
-X don’t save chat/message log on exit (don’t prompt)
<ip address> for example 37.187.75.24

Full command-line example:
./tomenet -pl9348 -1lGandalf geheim -NGandalf 37.187.75.24

If your name contains spaces, it is neccessary to put a ’\’ in front of each.
Example:
./tomenet -pl8348 -1Iron\ Man geheimer 37.187.75.24

..1f your account name is ’Iron Man’.

(Skip down to (2.2) to continue reading.)

Mac OS X (using pre-compiled binary; tested with Snow Leopard 10.6.6):

Run the file ’'TomeNET.command’ to start the game.

If TomeNET starts only in console mode (or even not at all if you’re not within

a terminal but just clicking it from within a file manager window) that means
that TomeNET didn’t find X11.

In this case, install XQuartz and run TomeNET.command from within it. TomeNET
should now launch correctly with a GUI, ie various game windows.

If you’re tech savvy and want to manually edit the TomeNET configuration file,
see "Configure TomeNET on Linux" further above.

Otherwise skip down to (2.2) to continue reading.

Mac OS X (compiling from source; tested with Snow Leopard 10.6.6):

Basically use the same instructions as for Linux above. Additionally:

-You probably want to have XQuartz (which provides X11) installed to run
TomeNET not just in console-only mode.

-To actually install gcc you will need to install the ’xcode’ package, which
contains gcc. Download the correct xcode version for your Mac OS X version
from developer.apple.com. For this you will first need to create a developer
account (choose the free account version of course).

-Download the required packages (tar.gz/tar.bz2 files from ftp.gnupg.org,
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ftp.gnu.org/pub/gnu and www.libsdl.org) listed in the Linux installation
instructions above and extract, compile and install them each via the usual
./configure
make clean
make
sudo make install
command chain from a terminal window.
Note: libsdl2_mixer can be found on www.libsdl.org too, by clicking on the
"Libraries" menu and searching for "mixer".
Note that sdl2_mixer must be at least version 2.6!

If you have trouble installing those source packages, you could try to simply
use MacPorts to fetch them, at https://www.macports.org/.

Dependencies:

-libgcrypt depends on libgpg-error, which you will need to install too.
-libsdl2_mixer may complain about missing dependencies (at least Ogg Vorbis is
required for TomeNET, since it’s the official audio format - the rest is only
needed if you add custom audio files in the according file formats):

-0gg Vorbis library (www.xiph.org -> libogg and libvorbis) for OGG file
support, which is what the official TomeNET audio files are.

-SMPEG library (icculus.org/smpeg) for MP3 file support. (libsdl2_mixer’s
configure script May also list additional notes regarding the environment
variable SMPEG_CONFIG, don’t miss them.)

-MikMod library (mikmod.raphnet.net) for various module music support.

-FLAC library (flac.sourceforge.net) for FLAC file support.

-If you mess with compiler-related environment variables and paths and for
whatever reason get a ’compiler cannot create executables’ error when trying
to ./configure packages, just close the terminal and re-open it, to reset all
vars.

It is recommended to use the makefile called ’"makefile.osx’ for compiling.
If for whatever reason you try to use an unmodified Linux makefile to compile
then you might run into the following problems:

-ncurses starts hiding some internal properties at v5.7+ which causes a
dereference error when trying to compile main-gcu.c. This seems to be a
Mac OS X specific problem since only the ncurses shipping with Snow Leopard
has NCURSES_OPAQUE set to 1 while the Linux version has not.
To fix it, add

-DNCURSES_OPAQUE=0
to CFLAGS compiler options in the makefile.

-For preprocessing LUA files the ’cpp’ variant does not work, the ’gcc’ variant
must be used instead: Edit the makefile, locate ’'cpp’ and comment out the two
cpp-related lines and uncomment the two gcc-related lines, if it’s not already
like that by default.

-If the LIBS linker flags in the makefile say ’'-lcrypt’ that will cause an
error about library not being found if using libgcrypt. In that case change it
to ’-lgcrypt’ to fix it.

-If the LDFLAGS are empty the linker will throw a not-found error 22. Fix this
by moving (or copying) the -L... library search-folder parameters from LIBS to
LDFLAGS so it contains all lib paths.



When you have successfully compiled TomeNET, see the paragraph above about
"Mac OS X (using pre-compiled binary" for additional information on running it
regarding X11 aka XQuartz.
If you get an error that libraries are not found, try setting your library path
to your TomeNET folder before running TomeNET:

export DYLD_LIBRARY_PATH=.

./tomenet

Configure TomeNET on Mac OS X:

Most things can be configured by in-game menus or by dragging/positioning the
game windows with the mouse, and do not require manual editing.

See ’'Configure TomeNET on Linux’ above, it’s basically the same, including all
the available POSIX command-line options.

Mac OS X also uses the ".tomenetrc" configuration file which should be in your
home folder, same as Linux.

TomeNET on FreeBSD:

Should be same as on Linux, except that the "8x13" standard font might not get
found, preventing TomeNET from starting. A fix according to "N der Fuenfte":
root% cd /usr/ports/xll-fonts/xorg-fonts
root% make install clean
root% # restart X server, if in doubt, just reboot PC.

(2.1a) Installing sound and music packs

Starting with version 4.4.5, TomeNET features a new SDL-based audio system,
which provides sound effects and background music.

If you don’t aim at installing specific 3rd-party packs but just want to add
sound or music capabilities to your installation, because your current version
does not have these, the easiest way is to go to the TomeNET website and just
download the full installer that comes with music and sound and install it over
your existing TomeNET installation. This will preserve your configuration while
updating everything to the latest version and also adding sound and music.

For details on this see (2.1) and then ’'Updating via reinstallation’.

For a more chirurgical way to specifically just install an audio pack (music
pack or sound pack), read on:

All you have to do is download a sound and/or music pack and then install it.
For downloading the official packs, go to www.tomenet.eu and then click on
"Downloads’. Other players might offer their own audio packs on the forums.
Read on for instructions how to install those packs once you downloaded them.
There are two ways, automatically (client does it for you) and manually (you
unzip them to the correct location yourself):

a) Automatic audio pack installation

(See paragraph above for where to download audio packs.)
Starting with client version 4.4.9, there is an automatic installer for sound
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and music pack:

Step 1:

WINDOWS/0S X:
Make sure you have 7zip installed. It’s a free, powerful multi-platform
archiving tool (fit to replace WinRAR, WinZip etc).
Get it from www.7-zip.org.

LINUX:

Make sure you have 7zip installed. The package name is p7zip.

Note that some Linux distributions (Ubuntu) have another package called
p7zip-full and the package p7zip is lacking certain parts. In that case
install p7zip-full.

UPDATE that supersedes below update: Starting at v4.7.3 TomeNET no longer
requires 7zG, so you don’t need to compile it. The normal 7z will be fine.

UPDATE (for TomeNET versions older than 4.7.3):
Ubuntu seems to no longer provide the graphical user interface of 7zip,
called 7zG, in either of these packages, so you’ll have to download the
source instead directly from the project page (on sourceforge) and compile
it yourself:

https://sourceforge.net/projects/p7zip/files/p7zip/

pick the folder with the latest version and download the ’src_all’ source
archive, not the ’linux_bin’ binary archive (it doesn’t contain 7zG!).
Short compilation/installation instructions:

Extract the source archive and enter its directory.

For 32-bit Linux, do:

cp makefile.linux_x86_asm _gcc_4.X makefile.machine

For 64-bit Linux, instead do:

cp makefile.linux_amd64_asm makefile.machine

Then do:

make allé4
And last but not least:

sudo make install

That’s it. Try entering ’7zG’ into the terminal to verify that it worked.

Step 2:

Download the files ’TomeNET-soundpack.7z’ and/or ’TomeNET-musicpack.7z’ and
put them into your TomeNET folder. The automatic installation only recognizes
these two file names. If you download audio packs that are named differently,
simply rename them before attempting to auto-install them.

Step 3:
Launch the game, press "=’ to enter the configuration menu, and press 'I’ to
invoke the auto-installer.

Step 4:

After it’s done it should tell you to restart your client. (You might also
get disconnected automatically, if the auto-installation takes a while. That
is fine.) Just restart the game and press CTRL+U to look at the audio mixer
(or CIRL+F if you’re using rogue-like key map) .

It should tell you that sound and/or music pack have been installed.

In case you want to install the packs manually instead of using auto-install,
read on.



b) Manual audio pack installation

(See first paragraph of (2.la) above for where to download audio packs.)
Instead of automatic installation explained above you can also just manually
unpack audio packs to your TomeNET/lib/xtra/ folder. Make sure the game isn’t
running while you do.

Note: Some people have reported that the program ’'WinRAR’ seems to cause
problems in some cases, giving them "file corrupted" errors.
This might also happen with WinZIP, but we don’t know really.
A powerful free and open source program that is guaranteed to work is
"7zip’ (a sourceforge project at the time of writing) downloadable at:
https://www.7-zip.org/

You can get the official sound pack on https://www.tomenet.eu/ in the download
section, and also look for player-made sound or music packs in the forum!

On Microsoft Windows, the easiest way to do this after you downloaded a sound
or music zip file is to:

1. install 7zip, a free zip/unzip tool, if you haven’t installed one already.

2. open a Windows Explorer window and navigate to your TomeNET folder. Then
double-click the ’1ib’ folder to enter it. You should now now see a folder
named ’xtra’ being shown.

3. quit TomeNET if it’s still running, just to be on the safe side (sometimes
MS Windows may prevent files from getting overwritten if they are still in
use by a running program) .

4. double-click your downloaded sound or music pack zip file to open it in 7zip
or whatever you use, and its contents should be displayed:

Either a folder named ’sound’ or a folder named ’'music’, depending on what
kind of pack you just downloaded.

Use the mouse to drag that ’'sound’ or ’'music’ folder over to the Windows
Explorer window you prepared, right onto the ’xtra’ folder, and let go.

7zip will now extract the sound or music folder into the xtra folder (while
preserving the path structure).

If you were extracting a sound pack or if you already installed a music pack
previously then you will be prompted to overwrite files - choose "yes".

Wait for the extraction process to finish.

5. Start or restart TomeNET and press CTRL+U (or CTRL+F on rogue-like key map)

in the game to view the audio mixer screen. If everything went smoothly it
should say that a sound or a music pack or both have been found.
If you don’t have sound, make sure that your TomeNET.ini file (it’s in your
TomeNET folder, double-click it to view, can be opened with any normal text
editor) says ’Sound=1’ which it should by default if you haven’t modified it
earlier.

Alternative instructions (Linux/Mac OS X/in general):

After you downloaded a sound pack or a music pack, extract it to your lib/xtra/
folder, preserving the archive pathname structure. You should end up with a
folder lib/xtra/sound/ and lib/xtra/music/ respectively, which contain config
files and further subfolders for either sound effects or background music.

Important: If you extract it via command-line via ’7z’ command, make sure to
use 7z x ..."” and not "7z e ...’! x will extract with correct path names.
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Now start or restart the game, and you should have sound.

If you don’t have sound, press CTRL+U for audio mixer (or CTRL+F if you’re
using rogue-like key map) :

It should say that sound and music pack have been detected if everything went
alright, otherwise you see a red error message.

Also verify that your config file ("TomeNET.ini" on MS Windows, ".tomenetrc"
in your home folder on Linux or Mac OS X) has ’Sound’ set to "1’.

(2.1b) Audio controls and config options

You can control mixer settings with CTRL+U key on normal keymap and CTRL+F on
rogue-like key map (or use CTRL+C to toggle music and CTRL+N to toggle the
master mixer on/off, CTRL+V instead of CTRL+N on rogue-like key map) .

Note: Mixer settings are saved automatically, provided you use CTRL+Q to quit.
(Compare troubleshooting section (9.8), PROBLEM 22.)

Also be sure to press =’ key to have a look at the audio options.

If you want to temporarily disable all loading/initializing of audio then
instead of editing the config file’s ’Sound’ entry you can just use the ’'-q’
command-line option.

If you want to use your own sound and music, and create audio packs for other

players, read (2.1lc) below.

(2.1c) Manually editing sound and music configuration

You can easily replace or disable certain sound effects or music, or even
create your own sound and music packs.

All audio files are in the sub-folders ’sound’ and ’'music’ in the folder
TomeNET/lib/xtra/. You can just delete or replace the sound files and it’1l
apply as soon as you start/restart the game. To convert your own sound files
to the appropriate format of already existing files, when you overwrite them,
use an audio editor, for example:

"Goldwave’ is a good sound editor for Windows 0S, which is free to use
(although it asks for registration, but that’s just optional.)

Alternatively, the free open source audio editor ’Audacity’ is available
for Linux, OS X and Windows.

For more specific editing, open the files ’sound.cfg’ (in the sound folder) or
"music.cfg’ (in the music folder, if a music pack has been installed) in any
text editor that supports unix line breaks (Notepad++ for example) and start
fine-tuning your audio. Both cfg files actually begin with some instructions
on what file types are supported and about the structure of the files aka how
to modify/add entries correctly.

For example if you want to disable a certain sound effect temporarily, open
sound.cfg in your text editor, locate the sound effect, and just put a ’;’
symbol at the beginning of the line - that will effectively disable the whole
line. (Of course you could also just rename the actual sound file instead of
editing the cfg file; that way it cannot be loaded by the game anymore.
However, you shouldn’t use ’#’ to disable sounds, because this might make the



server think that you are using an outdated audio pack and send you wrong
audio codes, resulting in hearing the wrong music in a particular dungeon for
example. So it’s preferable to use ’;’ to disable songs or sound effects.)

If you want to edit sound or music configuration files in detail, you will
probably be starting off in one of these two situations:

A)

You already have the official sound/music packs installed.

In this case you can just happily edit the files sound.cfg and music.cfg
(found in sub-folder TomeNET/lib/xtra/sound and TomeNET/lib/xtra/music
respectively) if you want to change the actual filenames.

You have no packs installed. In this case, you will have pretty bare example
configuration files in these two folders mentioned in ’A)’, which are named
sound.cfg.default and music.cfg.default.

What you have to do in this case is either work with these or instead
download full-fledged cfg-files from the downloads section of the official
TomeNET website (recommended) :

i) Downloading full-fledged template files (music.cfg and/or sound.cfq)
from the official TomeNET website - this is the recommended way:
Just edit these cfg-files to insert your own music files as you see fit.

ii) Starting out with bare minimum files *.cfg.default (the hard way):
1) Do not edit these default files. Instead, make a copy of each, and
call those copies ’sound.cfg’ and 'music.cfg’ respectively, and edit

these!
2) Since they’re still pretty empty, you will have no ideas of the sound
and music event names, save for the sound effects ’'page’, ’'warning’

and ’greeting’ which are specified by default.

So to find out all the other event names, open the file ’audio.lua’
in any text editor. This file is found in folder TomeNET/lib/scpt/.
Now you can just add new lines to your sound.cfg and music.cfg files
using the event names you see in audio.lua, in the same manner as the
three already existing entries in sound.cfg.

MAKE SURE you read the instructions written in the beginning of the files
sound.cfg and music.cfg. They also tell you which audio formats you can
use.

Note that the official cfg-files (both, the ones in the actual packs and the
pure template ones) actually do NOT fully utilize ALL available sound and
music events supported by the game!

Randomly picked examples (at the time of writing this here - may change):
Currently, the official music pack does not contain any songs for the
character creation screen or the sickbay (among others, these two are just a
few of the unused opportunities), and the official sound pack for example
currently has no sound effects for bashing or cloaking.

Just look through the music.cfg and sound.cfg files for lines starting on a
"#’ character. It means that the line is currently disabled. This way you can
easily spot all the places where you could add additional sound/music effects
that are supported by the game but currently unused by the official packs!

To test your changes live while you’re logged into the game, press CTRL+U
(or CIRL+F if you use rogue-like keymap) and then CTIRL+R to reload and
reset all audio pack information on the fly. Changes to the files on disk
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will be applied immediately to the live client this way.
Do not forget to fill out the [title] section in your cfg-files so people
who use your audio pack will know about it and who made it, so you get
proper credit. :)
To switch between different audio packs in-game, press = and then X.

Note: Do not MODIFY the file audio.lua, it has nothing to do with editing your

sound or music. Don’t worry though if you accidentally modified it, it’11
be automatically restored next time you log on to the server.

(2.1d) "Promoting" TomeNET on Steam ;)

In Steam’s "Games" menu choose "Add a non-Steam game to my library".
Browse for the TomeNET.exe file and check it.
Click on "Add selected programs".

Now you can start TomeNET from your Steam library of games like any other game,
and if you do so then your Steam status will show that you are playing TomeNET!

(2.2) Starting TomeNET and getting to play on an internet server

If you used the installer you will have a TomeNET icon on your desktop to
start the game (and another icon for the TomeNET Updater).

If you used the ZIP file, you can run TomeNET from the unzipped folder by
either double-clicking ’TomeNET.exe’ or (this is a safe-fail in case your
internet provider ever has DNS problems and you cannot connect to the server)
by double-clicking ’'TomeNET-direct.bat’ to directly connect to official main
server’s IP address.

On OSX you run the ’TomeNET.command’ file, on Linux the ’tomenet’ binary.

(Side note: The official main server’s hostname is "europe.tomenet.eu" and its
IP address is 37.187.75.24. The official asia-pacific server’s hostname is
"apac.tomenet.eu" and its IP address is 92.38.178.77.)

You should now see a list of available TomeNET servers (except if you used
TomeNET-direct.bat, which will always connect you directly to the first main
server) starting with the official main server under ’a)’.

(This list of servers is called the ’'meta-server’.)

Pick the first official server by pressing the ’a’ key (or instead choose the
APAC region server if your latency is better for that region).

On some Windows configurations in the past the window would stay empty. If
this happens or if other problems occur, see (9.8) for possible solutions.

Now you are prompted to enter your account information: Name and password.
Since you are a new player, you don’t have these yet. There is no separate
"registration’ process, just type in a name and a password of your choice!
Make sure you remember your password and enter it carefully so you don’t
make a typo. The TomeNET client will, however, automatically store these
crecedentials so next time you log in you can just hit ENTER key to confirm
the saved name and password which will be automatically filled in for you.



In most cases newly created accounts have to be "validated" by a server
administrator to enable you to use the whole functionality of TomeNET. For
example it is common not to allow unvalidated players to drop items or money
to the ground. This is done to prevent certain cases of abuse.

If you accidentally chose an account name or character name which was already
taken by another player, you will see a message telling you to try a different
name.

Now that you have logged in you are presented with the account overview screen.
It’s Jjust the list of all your existing characters. Since you don’t have any
yet, it’s empty. Press 'N’ (shift+n) to create a new character which will
represent you in the virtual world of Middle Earth and then enter a name for
your character. You may use the same name as your account name, if you like.

Players logged on to the game are identified by 3 names:

-Nickname (character’s name)

-Realname (account name)

-Hostname (The hostname of the connecting computer)

The hostname is not really important. However, make sure that all of these 3
names may only consist of letters, numbers, spaces, and all other characters
with an ASCII code between 32 (SPACE) and 122 (’z’).

The realname and hostname must not be empty. The nickname (character name)
needs to start with a letter ('A’..'Z’" or 'a’'..’z').

Newly created accounts are marked as ’'not yet validated’ and have certain
limitations, which are:

Cannot drop items or chat privately with other players, or advance beyond a
certain level.

You will need an admin to ’'validate’ your account.

Usually, all you have to do is to keep playing/stay online for a bit until an
admin logs in, notices that you are new, and validates your account.

If that doesn’t seem to happen, just ask in chat (press : key to chat) or ask
an admin directly, when you see one chatting (Admin’s names are displayed in
dark blue in the chat).

If the server’s intro screen mentions an email address you could also send an
email there if you still haven’t been validated.

You may continue reading at (3.1), which explains details of the character
creation progress.

(2.3) Client options

By pressing the =’ key in game, you can access the options menu where you can
tweak your client in some ways. Some of these options that aren’t
self-explaining or that are especially important are listed in detail here:

(1, 2, 3, 4) User Interface Options:
Rogue-like commands (rogue_like_commands)
Toggles between normal key set and traditional rogue-like key set.

Alert on taking damage while you are AFK (alert_afk_dam) and

alert on taking damage while looking around the map via ’locate’ command
(alert_offpanel_dam). (The locate command is invoked with SHIFT+L on normal
key map and CTRL+W on rogue-like key map.)
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A bunch of options for special visual effects and lighting.
These options change how lighting is applied to lamp light and walls,
lamp light colour and how walls are displayed depending on the font:

font_map_solid_walls (depending on font displays walls as solid blocks)
view_animated_lite (fire-based light sources flicker yellow-orange)

wall lighting (generally enables lighting/shading fx for walls:)
view_lamp_walls (your light source lights up certain wall grids)
view_shade_walls (darkens wall grids out of sight)

floor_lighting (generally enables lighting/shading fx for floors:)
view_lamp_floor (your light source lights up certain floor grids)
view_shade_floor (darkens floor grids out of sight)

view_lite_extra (lights up a few additional wall/floor types)

Display overview resistance/boni page at startup (overview_startup)
Makes your character sheet start out showing the resistances/boni table
instead of the your basic stats and abilities.
(Press C and then tap h to cycle through it, as usual.)

Hide unusable skills (hide_unusable_skills)
Skills that your character cannot use will not be displayed in the
skill menu invoked by 'G’ key.

Don’t display ’flavours’ in item names (short_item names)
A ’'Black Potion of Speed’ will just be shown as a ’"Potion of Speed’.

Suppress server messages as far as possible (taciturn_messages)
Will prevent some of the not-so-important server messages to be
shown, for example ’'You have <item>’ when picking up an item.

Show experience bar instead of a number (exp_bar)
In the main window at the ’XP’ label your experience is displayed as a
progress bar instead of showing the numerical value, much like in
common MMORPGs where each bar segment is often referred to as ’bubble’.

This bar has a resolution of 5% steps and displays..
a dark blue '#’ to indicate 5%,
a light blue '#’ to indicate 10%,
a full bar of dark blue '#’ to indicate 95%+.

This is especially recommended for high-level characters who require
several dungeon dives to gain a level-up. This way, you can keep track
of your progress during the current dive, eg "I want to make at least
30% experience progress (aka '3 bubbles’) before I recall out of this
dungeon".

Examples for the bar (dark blue ’'#’ are written as '+’ here just for
illustration purpose):
777777777 You have made less than 5% XP since your last level-up.

#Ht—— You already made 30% (or a bit more) XP this level.
####+--——  You made 45% (or a bit more) XP towards next level already.

4+ You have 95% (or up to 99%) XP and are therefore very close
to level-up! Might just as well keep diving till ding! :-p



Flash own character icon after far relocation (flash_player)

Use

Whenever your character teleports, recalls, takes a void jump gate or
phases in such a way that your current view panel changes, your
character icon will flash quickly and brightly for a moment, to help
your eyes ascertain your position.

Useful for example if there are many monsters around and you’re a
mimic in monster form, or just in general when you’re in big_map mode.

consistent symbols and colours for players (consistent_players)

Will always display party members as dark grey @ (flickering to slate
if they have black breath) and will always display yourself as a white
@, yellow while a shielding spell is active, orange when the spell is
about to run out.

So it will ignore any class-based colouring for party members and both
symbols and colours of monster forms for party members and the player
himself.

6) Audio Options
(See (2.la) for more information about sound and music.)
A bunch of stuff here, mostly you might want to look at attack-sound effect

frequency. Some people don’t like to have those be played on each single

attack,

so you can tweak them here.

positional_audio is an especially interesting option, enabled by default.

(7, 8, 9) Gameplay Options
Use old target by default (use_old_target)
If this is on, a ranged attack via *t5 or *t- will not pick a new
(ie closer) target if the previously acquired target is still okay.

Set ’'AFK mode’ automatically (auto_afk)

Prevent

floating for a short while after death (safe_float)

For a few turns after your character dies you cannot float up or down
with the "<’ or ">’ key. This prevents accidentally leaving the floor
in case you were just trying to take a staircase right the moment you
died, which would result in losing your items since the dungeon level

would probably regenerate if you left it.

Abort macro execution if an action fails (safe_macros)
If any sub-action in a macro you execute fails then the whole macro/key
queue will be discarded and cleared.

This
just
then
This

is useful if you for example have a spellcasting macro that would
do something weird in case you lost the according spell book and
tried to cast it anyway, accidentally.

only affects magic spells and monster traps.

Automatically open doors (easy_open)

Your

character attempts to open a door just by you moving into it.

Clear @-inscriptions on taking item ownership (clear_inscr)

When

you pick up items that belonged to another player, any ’@Q...'

inscriptions will be rendered effectless by replacing the @ by a space.

This
from

is a security feature that is intended to prevent the inscriptions
interfering with the inscriptions on your own items.
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Use

For example, your potions of healing might be inscribed Qgl. If you now
pick up a potion of heroism that someone else also inscribed @qgl, it
will be used the next time you press your ’'ql’ macro, because heroism
potions are sorted in in the inventory before healing potions, which
might cost your life if unlucky.

Alternatively if you have this option turned off, you can just use the
"}’ key to uninscribe the items you get from someone else.

additional predefined auto-inscriptions (auto_inscribe)

Will provide a predefined (on server-side) set of item-inscriptions
that will be applied automatically to some selected items, which are
Word of Recall items, various scrolls and a few potions.

(These inscriptions are applied independantly of the custom auto
inscription feature you can access with ’'&’ key.)

The server-side auto-inscriptions are currently:

Scrolls of Phase Door: @rl
Scrolls of Teleportation: @r2
Scrolls of Word of Recall: Qr3@R
Rods of Recall: @z3@R
Scrolls of Identify: @r5!X

Scrolls of Trap Detection: (@r8
Scrolls of Magic Mapping: @r9
Scrolls of Satisfy Hunger: @r0

Potions of Healing: @ql
Potions of Speed: @qg2
Potions of Resistance: @q3
Potions of Restore L.Lev.: Qg4

Note: Already inscribed items are not touched.

Thin down screen flush signals to avoid freezing (thin_down_flush)

Enabled by default, this discards all 9 of every 10 flush signals, so
it reduces the animation delays to 10%.
See below for an explanation of flush signals.

Disable delays from flush signals (disable_flush)

Completely disables the delay flush signals cause. Flush signals are
signals sent by the server to make the client wait for 1 ms, which is
used mainly to draw animations when casting spells or shooting,

like the arrow flying or the balls of explosions.

If you have a slow network or are lagging a lot, you may try to disable
this. Certain animations might visually suffer from doing so.

Scroll the screen more frequently (wide_scroll margin)

Get

Should always be enabled! Will reduce probability for off-screen kills,
since the screen scrolls much earlier when you come close to a border!

kicked out automatically by the game when starving and idle for 30
seconds. (idle_starve_kick)

Automatically pickup items (auto_pickup)

Enables auto-pickup. Auto-pickup uses the auto-inscriptions rules list
and the same matching algorithm.

To choose items for auto-pickup press ’&’ to enter auto-inscriptions
screen and toggle auto-pickup/auto-destroy with ’a’ key per item.

A green 'a’ means the item will be automatically picked up.

A special match with just ’'#’ can be created to pick up ALL items.
This option causes a loop on item piles that ends if item matches



no more rules or there are no more items under the character.

Option could be toggled through slash command ’/apickup’, this allows
creating macros for fast toggling as you usually don’t want to

always pick up items (if you are in a fight or in your house).
Auto-pickup does not trigger inside houses.

Destroy item if it matches auto-destroy rules (auto_destroy)
Enables auto-destroy. Auto-destroy uses the auto-inscriptions rules
list and the same matching algorithm.
To choose items for auto-pickup press ’&’ to enter auto-inscriptions
screen and toggle auto-pickup/auto-destroy with ’a’ key per item.
A red 'A’ means the item will be automatically destroyed!
A special match with just ’#’ can be created to destroy up ALL items,
the same effect can alternatively be invoked by enabling the option
"destroy_all_unmatched’ (see below).
This option causes a loop on item piles that ends if item matches
no more rules or cannot be destroyed, or there are no more items under
the character.
Option could be toggled through slash command ’/adestroy’, this allows
creating macros for fast toggling as you usually don’t want to
always destroy up items (if you are in a fight or in your house).
Note that the item is destroyed on the floor and not picked up first,
so this is feasible to use against curse-no-drop items too.
Auto-destroying does not trigger inside houses.

Destroy all items that didn’t match any rule (destroy_all_ unmatched)
This requires ’auto_destroy’ option to be enabled and will do the same
thing as ’#’ wildcard in & list set to auto-destroy:
It will destroy all items on the floor that do not match any rule in
the auto-inscriptions list.
This optioncauses a loop on item piles that ends if item cannot be
destroyed, or there are no more items under the character.
Option could be toggled through slash command ’/daunmatched’, this
allows creating macros for fast toggling.
Auto-destroying does not trigger inside houses.

(w) Window flags
Here you can configure each of the program windows in detail.
It is recommended that you have one dedicated window for ’Display chat’,
so you don’t miss important messages during combat.

(b) Toggle big_map (double screen height)
Double height of map shown in the main window, dubbed ’"big_map’ setting.
Definitely enable this to see if you prefer it: It doubles the size of
the gameplay area displayed in the main TomeNET window.
To save this setting, make sure to quit the game via CTRL+Q and not by
terminating the game window via mouseclicking the window title bar’s
"x’" button.
Quality of life hack:
You can actually refer ’'big_map’ via /opt commands even though it’s not a
real option (anymore)!

(A) Account options
Here you can see if your account is valid. Invalid accounts are also
indicated by a yellow 'I’ in the players list you get with '@’ key.
Also, you can change your password here!
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(2.3a) Client options configuration files

Don’t forget to save options to a file after you changed them, so the change
becomes persistent and will be remembered next time you log on.
The following files will be automatically processed by TomeNET:

global.opt global client options, will be loaded on all
characters

global-<operating system>.opt client options for specific OS, can be used to
have different options depending on whether
a Linux client is running in X11 mode or as
GCU terminal application. The file names would
be global-xll.opt and global-gcu.opt.

<character name>.opt client options file that will be loaded for a

particularly named character only, if you log
on with it, eg "Gandalf.opt".

(2.4) Installing voice chat

While chatting in TomeNET is usually fine to communicate with other players and
party members in particular, using a real voice chat via headset (headphones +
microphone) can be much more effective, easier and more fun.

You can use the official TomeNET Discord server, but if you don’t like Discord,
there is actually an official TomeNET ’'Mumble’ server too, Mumble being the
name of the voice chat software. (The server part is actually called Murmur,
Mumble is the name of the client part and the project name in general.)

Mumble provides excellent voice quality at low bandwith usage, and is a free
open source program, hence it is free of charge (both server and client).

It also allows sending text messages in case you don’t have a microphone, those
can be automatically converted to speech, which is then read to the receipient.
(This feature can be turned off in the menu ’Configure’ -> ’'Text-To-Speech’.)
And same as Ventrilo or Teamspeak, Mumble allows for custom channel structures.
Mumble is available for all major platforms, ie Windows, Linux and Mac OS X.

Instructions to join the TomeNET Mumble server for voice chatting:

-Plug in a headset.

-Download the Mumble client from https://mumble.sourceforge.net and install it.
NOTE: If you are looking for the Linux version, it should be in your package
repository. No need to visit the sourceforge project website in this case.

-Go through the audio configuration (Audio Wizard) and possibly set up a key to
push when you want your voice to be transmitted (or just select voice-
activation, which will automatically transmit your voice when you speak) .

-Go to menu ’Server’ -> ‘Connect’ -> ’"Add New..’
and enter this server information to add the official TomeNET Mumble server:

Label: Choose any name you like, eg "TomeNET Voice Chat".
Adress: europe.tomenet.eu
Port: 23348

Username: Choose any name you like, it’s your nickname on the Mumble server.
Click '0Ok’, select the newly added server in the list and click ’Connect’.



That’s it. To change to a certain chat channel, simply double-click it.
You can only hear people in the same chat channel (or in a parent channel).

Troubleshooting Mumble:

PROBLEM Ml: You could connect fine, but after reinstalling Mumble you cannot
connect anymore.
Solution: Go to "Settings" -> "Certificate Wizard", create a new certificate.

PROBLEM M2: You get a message "the remote host closed the connection".

Solution: Can be caused by some firewalls interacting with mumble’s quality
of service optimizations. You can disable QOS in mumble:
Windows/Linux:

-click "Configure" -> "Settings".
-look down to the bottom left corner and activate "Advanced".
-click on "Network" on the left side panel.
-deactivate/uncheck "Use Quality of Service".

0S X:
-in the top menu bar click "Mumble" -> "Preferences".
-look up to the top right corner and activate "Advanced".
—-click on "Network" tab.
—-deactivate/uncheck "Use Quality of Service".

The Windows client comes with a few default fonts of different size, located
in folder lib/xtra/font.

If you aren’t happy with the text size in the game, try switching the fonts
used for the main window and the other subwindows: Press ’=’ to enter the
options menu. Now you can either press ’'f’ for the fonts menu where you can
change all fonts in detail, or you can hit ’'F’ to automatically cycle through
predefined font sizes for all windows at once. (You could also enter them
directly in your TomeNET.ini config file, if you wanted. This is obviously the
least flexible solution though.)

Fonts can also be pseudo-graphical, some such fonts might come shipped with the
client. Again press = f and then use + and - keys to switch the main window
font. These two keys allow you to switch through all fonts available in the
lib/xtra/font folder.

For the Linux/0S X client, the game doesn’t use the lib/xtra/font folder but
instead assumes that some standard fonts are provided by your system and tries
to select those when cycling with ’c’ key in the fonts menu.

You can also set fonts manually with = f if you want to choose specific fonts
available in your Linux/0OS X installation.

To manually install your own fonts, see the instructions for Linux two
paragraphs below in (2.5a), it should be in pcf format.

(2.5a) Custom fonts

It is possible to create your own custom fonts for the game.
For the Windows client which uses .FON files you can use "Fony" for example:
http://hukka.ncn.fi/?fony
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(Up to client 4.6.la it was not possible to use characters of numbers 128-255
but this has been addressed, so the full range of characters is available now.)

For the Linux client you’ll need to convert the font to 'pcf’ format, but ’bdf’
might work too, depending on your system.
Place it into a registered fonts folder (check ’"xset -q’), usually that can be
/usr/share/fonts/misc, let fontconfig rescan it with ’fc-cache’ (optionally
with "-f’ to force rescan) and also have X rescan it with ’xset fp rehash’ and
then run ’'sudo mkfontdir’ in /usr/share/fonts/misc (if that’s the folder where
you placed the fonts) to add them to fonts.dir file.
You can verify that all is fine by doing ’fc-list’ and ’xlsfonts’. TomeNET
doesn’t use fontconfig but it’s probably a good idea to register the fonts in
both, fontconfig and X11. (TomeNET uses XListFonts() to read available fonts.)
Note that TomeNET only auto-scans fonts that contain a (lower-case) ’x’ letter,
eg fonts whose names contain a <width>x<height> info. After this another filter
will be applied via the (exactly one!) regular expression specified in the file
"lib/xtra/fonts-xll-menuscan.txt’.
To add other fonts that don’t match these criteria, you have to add their names
manually in the file ’lib/xtra/fonts-xll-menuscan.txt’.
When using a custom font that has different mapping than standard fonts you
might need to turn off the option ’font_map_solid walls’ in = 1 if you spot
any wall tiles that look not like they are supposed to in that particular font.
Fedora 33: Tokariew wrote information about installing fonts on this OS here:
https://github.com/TomenetGame/tomenet/issues/15

Since you might need/want to use mapping files to remap terrain features to the
characters in your font, you can create font-preference files that contain
mapping information.

The default font mapping file is lib/user/font-win.prf (for Windows 0S). If it
exists, this file will automatically be loaded by the game client.

However, the client first checks for the existance of a specific, custom font
mapping file that has a filename: lib/user/font-custom-FONINAME.prf and loads
this instead of attempting to load font-win.prf.

This allows you to have a custom mapping file for each of your fonts.

NOTE: Since client 4.7.0 the TomeNET/lib/user folder is copied to your Windows
user folder (usually C:\users\...\TomeNET-user) to fix problems with Windows 7
and higher. This copy is then used instead.

Example:

You go to the fonts menu by pressing = f and switch to a font named 10X16X.FON.
Now the client will automatically try to not only load the font from the font
folder lib/xtra/font/10X16X.FON but also a mapping file to go with it, named
lib/user/font-custom-10X16X.prf.

(On switching fonts, the client will automatically discard all mapping info it
loaded for the previously used font.)

Note that this mapping file loading only happens if you switch the font for the
main window, not when you switch fonts of the subwindows.

Font mapping files have the following syntax for mapping lines:
F:index:attribute/character
R:index:attribute/character

with "attribute’ and ’character’ being optional.

F-lines:
The ’'F’ stands for ’feature’, meaning a specific terrain tile such as floors,



walls, doors. You can see all of these in the file lib/game/f_info.txt, the
index of each feature is the number located right after ’N:’.

R-lines:

The 'R’ stands for ’'monster’, meaning a specific base monster type. You can see
all of these in the client’s in-game monster lore (77) or in the spoiler file
lib/game/r_info.txt. The monster index is the number located right after 'N:’.
You can also use Mikael’s monster search website under "R .

These mapping lines will remap the specified feature or monster to the symbol
with the number ’character’ in your font, which may range from 0 to 255, and
display it in the colour ’attribute’ which may range from 0 to 55 (up to 4.6.la
client) or 57 (in later clients), with colours 0 to 15 being static colours and
the higher ones being animated.

Problems have been reported for mapping certain characters:

0, 2, 16..27 (unclear), 21..31, 129, 141, 143, 144, 157, 195.

There is currently no further information available regarding this issue.
If those don’t work for you, just pick different ones.

Examples:

F:56:2/127
Maps the terrain feature ’'granite wall’ (#56 in f_info.txt) to the font symbol
#127 and the colour 2 (which is ’slate’).

R:862:/255
Maps the monster ’Morgoth, Lord of Darkness’ (#862 in r_info.txt and in 76) to
the font symbol #255, leaving its colour at its normal value (the one given in
r_info.txt) without changing it.

When using a custom font you probably want to turn off the option
"font_map_solid_walls’ in = 1, as it interferes with the mapping of various
wall tiles: It will force-remap all affected wall tiles to character 127 for
Windows clients and to character 1 for Linux/0S X clients and all treasure
veins (’*’ symbol in the game, aka walls with treasure to mine) to character 1.

Here is a list of all supported colours:

Static colours:

0 black 1 white 2 slate 3 orange
4 red 5 green 6 blue 7 umber
8 dark grey 9 1light grey 10 violet 11 yellow
12 1light red 13 1light green 14 1light blue 15 1light umber
Animated (flickering in multiple hues) colours:
16 multi 17 poison 18 fire 19 cold
20 acid 21 electricity 22 confusion 23  sound
24 shards 25 1light 26 darkness 27 mana-shield
28 invulnerable 29 curse 30 annihilation 31 half-multi
32 psi 33 nexus 34 nether 35 disenchantment
36 inertia 37 force 38 gravity 39 time
40 meteor 41 mana 42 disintegration 43 water
44 ice 45 plasma 46 detonations 47 nuke (toxic waste)
48 unbreath 49 holy orb 50 holy fire 51 hellfire
52  thunder (53 lamp) (54 dark lamp) 55 ember
(56 thin fire) 57 starlight
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For the Linux/0S X client you’ll need to either convert FON fonts to PCF format
(bitmap font files) or create fonts directly in PCF format.

Add them to your system with the usual font-adding procedures for your specific
Linux distribution, then you can select them in TomeNET via = f (or enter
them directly in your .tomenetrc config file).

(3) Creating a character & starting to play

(3.1) Creating a new character; character modes

During the character creation process you will be asked about details on the
character and after you have completed it you will start out in the first town,
called Bree.

To create a new character, you press either N’ or 'E’ key in your account
overview screen. 'N’ is the normal way for creating a new character.

"E’ is for creating a so-called ’exclusive’ (or ’dedicated’) character:

There are two character slots in your account that can be used for creating a
character dedicated to each of these special ways of playing:

a) Ironman Deep Dive Challenge (IDDC, see (4.13) for details)

Depending on server, this usually also allows entering the Halls of Mandos!

b) Player versus Player (see ’'PvP’ further below in this section)

If you create such an exclusive character, you will be unable to use it for
anything else. The point of having exclusive character slots is to ensure that
even if your account is full of characters, you still have one slot available
to participate in IDDC (or Halls of Mandos) and in PvP gameplay.
Note: A dedicated IDDC character will be killed and erased if it acquires any
experience points outside of the IDDC (or Halls of Mandos) or if it recalls out
of it at one of the static dungeon towns. The kill message will be:

"XXXX was killed by indetermination".
Also, exclusive IDDC characters will automatically be no-ghost mode and will
receive an extra +25% score bonus (stacking with the no-ghost score bonus and a
potential hard-mode bonus should the player choose hard-mode aka ’"hellish’).

Reincarnation / auto-reincarnation:

If you already created a character of the same name before, you can choose to
reincarnate. This just means that the new character you are creating will be
created exactly like the deceased version of it, regarding class, race, etc..
There are two keys for reincarnation displayed on each step of the character
creation process: ’'%’ for auto-reincarnation and ’'#’ for reincarnation just for
the current step of the character creation process.

Auto-reincarnation, ie pressing ’%’, is like pressing '#’ in every step of the
character creation process. (There is also a commandline option ’-R’ for this.)

However, since this is your first character, just press ’'N’ to start the
creation progress, enter a character name, and continue reading.

(Note that on the Ironman server, you can convert your character to a
dedicated IDDC character by using the /convertexclusive command. As on the main
server an IDDC-exclusive character can usually also enter the Halls of Mandos.)



First you may choose your gender. This will not have actual influence on your
strengths or weaknesses.

Next you have to choose your class. Spellcasters like Istari (elvish word for
mages), Shamans or Runemasters are physically weaker and especially hard to
play for beginners.

If you choose a spellcaster, be aware that his casting ability depends on
either his intelligence or his wisdom, depending on the actual class.
Spellcasting involves using ’'macros’ (see (3.6)) and might be a bit difficult
for beginners.

Here is a short table that explains each class in a basic way,
for more detailed information about classes and their pros and cons see (7.5).

Class How it basically plays

Warrior Straightforward melee fighter, may access ranged skills too,
even magic device usage, or specialize in ’anti-magic’ instead.
Master spellcaster, weak in the beginning until shield spell.
Mix of melee combat and various holy prayer schools (ie spells)
leaning strongly to training multiple holy schools or all even.
Can become a 'monk’ by training martial arts.
(Very specifically a Corrupted Maia Priest.)
casts corrupt spells instead.

Istar aka Mage
Priest

Cor.Priest Same as Priest but

Rogue Able melee fighter with tricks, may learn magic or trapping too
and can actually train shoplifting (aka ’Stealing’ skill).

Mimic Shapeshifter learning forms of slain enemies, strong in melee.

Archer Ranged archetype, high damage output but weak in melee.

Paladin Mix of melee combat and various holy prayer schools (ie spells)

Death Knight
Hell Knight

leaning heavily to combat skills and just 1-2 prayer schools.
(Vampire Paladin.) Melee fighter with various dark spells.
(Corrupted Maia Paladin.) Melee fighter with hellish abilities.

Ranger Very versatile fighter using melee, ranged, spells or trapping.

Adventurer Most versatile class, can train almost any skill. On the other
hand that makes it easy to mess up by diluting skills too much.

Druid Shapeshifter using martial arts and various spells.

Shaman Versatile spellcaster/shapeshifter, can access melee skills.

Runemaster Destructive spellcaster, can access melee skills and even
train shoplifting same as rogue.

Mindcrafter Versatile spellcaster/melee combat hybrid.

-——— PLEASE NOTE: --—-

If you are new to the game,
Istar, Priest,

it is NOT recommended to choose one of these:
Shaman, Adventurer, Runemaster.

The reason is that these classes are hard to play in the beginning -
compare introductory explanation in (7.5)!

Then you have to choose your race. Humans are good allrounders, while the other
races are more or less specialized. For example half-trolls are usually quite

dumb but very strong,

and hobbits are quite nimble and intelligent but not

very strong. For more information about races see (7.4).
A half-troll warrior might be the best choice for a beginner to try since he
is tough and has less chance of dying instantly in case you make a more
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serious mistake. Also you don’t have to worry about the spell-casting system
for now.

Note that the availability of various races will depend on the class you chose,
some class-race combinations are not possible.

Now you will see your six basic attributes STRength, INTelligence, WISdom,
DEXterity, CONstitution, CHaRisma.

IMPORTANT NOTE: For fighters (rogues also belong to these, ie all characters
that rely on close combat) that use weapons, it is important that you have
enough STRength and DEXterity to execute at least two attacks per round, called
BpR (blows per round, see (7.5a)).

Sometimes this requires you to get rid of your initial weapon and buy a very
light weapon, for example one of these:

-dagger or main gauche (sword class),

-whip (blunt class),

-cleaver (axe class) or

-spear (polearm class).

(For more information about the different weapon classes see (5.la).)
Sometimes it is even possible to start out with 3 BpR (warriors mostly).

Depending on the server configuration, starting at TomeNET version 4.2.0,
there are 2 alternative stages of character creation that may follow now.

1) The old way - random stats: (deprecated)

You see the short names for the 6 stats written from the left to the right
on the very bottom of the screen, and you’re asked to choose a stat order.
You have to determine how important each of the 6 stats is to you by defining
an order. The first attribute you choose will be raised most.

However, know that all your stats are randomly modified slightly, each
character that you create even with same race and class will be a bit
different. Sometimes you are lucky and get really high attributes at the
beginning. And sometimes you get more gold to start with. If you don’t like
the resulting stats after you finished character creation, suicide and start
over.

2) The new way since 4.2.0 - chosen stats:

You see your 6 stats written below each other, followed by a base number (10).
Right above them you see your free points (30) that you may distribute on the
stats. Use the numpad (numlock turned on) to navigate and increase or decrease
your stats until you used up all free points. Hit ESC when you’re happy with
your choice.

In general, if you play a character that relies on close combat, try to at
least match the STR and DEX values shown in the table in the column titled
"Min. recommended, if possible’.

If you can do that then you should start with at least 2 BpR with a light
weapon, or even with your starting weapon. If your starting weapon already
gives 2 BpR you could still examine even lighter weapons in stores to find one
that gives you one more BpR i.e. 3 BpR and just discard your starting weapon.

Note: The stat points you distribute have no effect on the maximum value your
character can get by quaffing stat potions. These points to distribute are
basically just "free stat potions".

Now you can choose a difficulty level you wish to play on. Options are
n) Normal g) no Ghost H) Hellish e) Everlasting
It is recommended that you choose either n) to play a normal character or g)



to play a normal character without a ghost.

You can also choose e), that will give your character an infinite amount of
resurrections, while ’"normal’ characters often have a limited amount of lives
(depending on the server configuration).

These difficulty settings are called ’character modes’:

(3.1a) Character Modes

Normal (3 lives)

A normal character will turn into a ghost if he dies. The ghost can be revived
by either visiting a temple or another living player using a magic scroll of
life when standing adjacent to the ghost. The ghost will return to the world
of living under the cost of a lot of experience but at least the player can
resume playing. If the ghost dies, the character will finally be erased
permanently, watch out!

Depending on the server configuration the number of times a ghost is limited,
standard is 3 lifes.

Everlasting (infinite resurrections)

Create an everlasting character for an infinite amount of resurrections (with
the exception that they too are completely destroyed if they die to insanity.)
Everlasting characters can become king/queen, but cannot enter the high-score.
Other character types cannot use items that belong to everlasting

characters. Exception: Word of Recall scrolls can be exchanged between an
everlasting and a non-everlasting player!

Non-everlasting and everlasting characters can’t be in the same party.

If an everlasting King/Queen dies, he won’t be destroyed but lose the
King/Queen status. To regain it, he needs to find another player who hasn’t
defeated Sauron and Morgoth yet and team up with him, because those two won’t
(re)spawn for the everlasting player.

Since it was often asked: Non-everlasting and everlasting players can revive
each other without problems.

Everlasting characters can additionally use the ’Instant Resurrection’ feature
offered by town temples, see (4.5a).

Unworldly (no-ghost)

Unworldly characters are like normal characters, but they have only one life.
So if they die they cannot revive but are completely erased (no ghost will be
created.)

Note: This is the traditional rogue-like gaming mode.

Unworldly characters will receive 25% bonus on their high score.

Soloist (no-ghost and no PC-trading)

This is exactly like above ’Unworldly’ mode, except you cannot do any trading
ie exchange of items or gold with other player characters. You can use all NPC
stores as usual though.

Furthermore, Soloists will not be affected by buff-spells other players cast on
them, and they cannot pick up any items dropped by monsters that they didn’t
kill themselves.

This mode allows you to have a ’single-player’ experience of traditional
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rogue-like gaming. But of course you could still ask other players in chat to
help you out of a dire situation..

Hellish (extra hard no-ghost)

These are unworldly characters with extra penalties:

-1 point malus on each of the 6 character attributes
-healing is reduced by 25%

-AC is reduced by 50%

-ESP only works within radius of 20 squares

-any speed changes above or below +0 are reduced by 50%
-max number of melee attacks per round is reduced by 1.
Hellish characters receive 50% bonus on their high score.

PvP (gameplay almost limited to killing other PvP players)

This is a special restricted mode that has nothing to do with normal gameplay.
If you’re new to the game, it’s absolutely not recommended to choose this.
More information about ’'PvP’ mode is given in (7.13).

PvP mode character cannot enter the high-score and cannot become kings/queens.

The highscore numbers are Jjust for bragging and have no actual influence on
gameplay or anything.

Last you can choose a body modification. It’s strongly recommended for
beginners to choose ’"normal body’ and NOT ’fruit bat’. ;)

(3.1b) Body Modifications

If you selected a modified (ie non-normal) body, it will be displayed in the
"Sex" line on your character sheet, appended inside parentheses to your gender.

Normal body

This is what you should pick in most cases and especially as a new player.

Fruit bat (dubbed "batty", less limbs than normal body)

A fruit bat is like a normal character, just not in humanoid shape but in bat
form! Fruit bats cannot equip weapons, boots or gloves.

These restrictions won’t change even if they choose a class which can make use
if mimicry and thereby mimic a humanoid form (druid fruit bats would in fact be
the most ineffective choice).

However, fruit bats are twice as fast as normal characters at the beginning
(they get a flat +10 speed bonus added) and their melee attacks are somewhat
vampiric, making them leech life on each hit, replenishing their hit points.
Fruit bats are said to make good explorers. If you’re new to the game, it'’s
absolutely not recommended to try and play fruit bat.

Note that race and class will have influence on how much experience you will
need to gain a new character level. For example, High-Elves already know a
lot, so experience is hard to gain for them. In fact they will need 130% more
experience than a human.

Creation of your character is now finished and you are asked to press a key to
start the actual game. Do so and take a minute to read the text that will



appear. It is called news or motd (message of the day) and often contains
important server-specific information or announcements to the players.

If you ever get stuck in a problematic situation where you feel you either

cannot defeat a certain monster or you cannot advance your character the way
you’d like to, check out (8.3a)!

(3.1c) Character names, collisions and reservations

You cannot pick names of characters that are already in use by other players or
that are very similar to another player’s account name.

However, if your character dies and gets erased, its name will be reserved for
you for 24 hours, allowing you to recreate it if you want to.

Certain swear words are also not allowed in character or account names.

Last but not least you cannot create an account with a name of an existing
character or account of someone else, but your actual account name will at the
same time always be reserved as a character name for you personally, so there
is no need to hurry and create a character of the same name as your account
just to reserve it for you.

(3.2) The display (user interface)

After you logged in with a character you will now see yourself (you are the
"@" symbol, except if you chose ’fruit bat’ body, then you’ll be a 'b’)

in the town of Bree in the main window.

You will already have a few basic starter items equipped, so you’re mostly
ready to move out. Note that Bree has already two dungeon entrances, one is the
"Training Tower" where you should go first, the other one is "Barrow-Downs",
the first ’real’ dungeon. The training tower entrance is a green ’<’ symbol,
step on it and press the ’'<’ key to enter. To actually locate the entrance you
can use Shift+L which will let you look around the local map. The entrance to
the training tower is somewhat south of your starting position.

Note that the Bree already has some "monsters", well, townspeople, denoted by
the letter 't’. They’re all more or less hostile though so don’t hesitate to
kill them off for some extra money and beware of mean-looking mercenaries and
battle-scarred veterans since these could make short work of you at level 1.
You could enter some shops (numbers and '+’ symbols) and see if you find
anything affordable worth buying, maybe some armour, potions, scrolls or a
brass lantern.

You can move around in all 8 directions by using the number pad keys! You can
run by pressing the SHIFT key together with a direction key.

IMPORTANT: To run (SHIFT+direction) make sure that the Numlock key above your
number key pad on the right side of your keyboard is turned off. A green lamp
will usually indicate whether it is on or off.

Running will not work while awake monsters are in your line of sight, except
for the starting town of Bree, where running is always possible.

You can also use the arrow keys to move, but the numpad is better since it
allows you to move diagonally too, which is very important.

You can wear/wield items with ’w’ (weapons, armour, light source..)
You can pickup items with ’g’. Drop items with ’d’. Destroy items with ’k’.
You can see a list of players who are currently online with '@’ key. Other
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players eligible to form a party with you have their level displayed in light
blue colour in this list. Press SHIFT+P to invoke the party menu.
You can chat with other players (say hello ") with ’:’ key.

The top right window will give an overview of your character attributes and
miscellanous abilities. The bottom right window will show the contents of your
backpack, also called inventory. All characters except ghosts have a backpack.
The bottom left window will show combat- chat- and server-messages. If most
of the windows stay totally empty, see (9.8) for possible solutions.

To the left border in the main window you see a short overview of your most

important stats:

-starting with your race

—-your class

-your current title
(the title will change as you gain experience levels by fighting monsters),

-followed by your character level

-your amount of experience

—and your money (’Au’ stands for Aurum, latin for gold)

-the ’encumberment’ bar (blank at the beginning)

-a mini lag-o-meter bar displaying your ’'ping’ by coloured plusses, 1 plus
symbol means your latency is below 50ms, each further plus symbol means 50ms
more, so if you see +++ your latency is between 100 and 149 ms.

-your 6 character attributes:

STRength, INTelligence, WISdom, DEXterity, CONstitution, CHaRisma,

—-your current sanity (sound means you are completely sane, this might drop, for
example if a mindcrafter blasts your mind with psionic energy, leaving you
mad)

-then comes your Armor Class (AC) which describes how well you are protected
by all the armor you’re currently wearing.

-The next two values are most important and will change all the time while
fighting monsters.

They are your Hit Points (HP) and Mana Points (MP), current/maximum values.
The current hit points (Cur HP) tell you if you are injured. If they drop
below zero you die! If they are the same as your Max HP then you are fully
healed.

Mana points are very important for classes that can cast spells or recite
prayers, since they determine which spells and how many of them you can cast.
A list of all spells and prayers can be found at (7.8).

If your current MP or HP are low and you wish to regenerate them faster, you
can press SHIFT+R to rest. While resting, regeneration is greatly increased.

-Next entry is your stamina (ST), if you chose a class that makes use of it.
Stamina may allow you to employ special techniques accessed with 'm’, see
chapter (7.12) for details. Maximum stamina is always 10.

If your current ST is low and you wish to regenerate it faster, you can press
SHIFT+R to rest. While resting, regeneration is greatly increased.

-Below stamina is a ’flag bar’ which displays certain combat-related modi of
your character, if available to your class:

-Combat stance (Bl = balanced, Df = defensive, Of = offensive, see (7.2))
-Dual-wield mode (DH = dual-hand aka default, MH = main hand only, see (7.2))
-Fire-till-kill toggle (FK = enabled, see (5.2a))

Below that, there are further status indicators such as

—-your current world map location (sector 32,32 aka the starter town of ’Bree’
when you log in for the first time) and the ’AFK’ status indicator

-as well as your food indicator (’full’ by default). Note that if you don’t

eat when you become hungry you might get paralyzed sporadically and eventually
even die of starvation!



In the lower middle to lower right area of the bottom status line of the main

window, you find:

-your speed (Normal, Slow or Fast)

—-your number of melee attacks per round (BpR aka blows per round)

—-your current depth or town. If you are in a town the town’s name is displayed,
otherwise the dungeon depth (negative numbers) or tower height (positive
numbers) are shown, either in feet (each level equals 50 ft) or in levels,
depending on your configuration. So if you stand on the world surface (0 ft)
and enter a dungeon, you’d end up at -50 ft.

This number can also have different colour, indicating some things:

-A white number means no special effect.

-An orange number means that Word of Recall magic is pending.

-A yellow number means that your character’s level is somewhat too high
compared to the dungeon/tower level you are on, and therefore you will get
greatly reduced amounts of experience points.

-A grey number means that your character’s level is way too high compared to
the dungeon/tower level you are on, and therefore you will not get any
experience points at all here.

-When you spend about 2 minutes on a dungeon floor, a light blue asterisk ’'*’
will appear behind the depth indicator, or if you are in a town the town’s
name will change colour to light blue.

This means that on the next dungeon floor you enter you will receive an extra
feeling, displayed in yellow colour, that tells you some rough information
about the dangers lurking there. For more information see (4.8).

Note: There are certain areas in the game that inhibit teleportation, mostly
so-called "no-teleport vaults". These areas are extremely dangerous because if
a monster summons other monsters around you, you might not be able to escape!
If you enter such a no-tele area, it will be indicated as described in (4.8)
under "vault feelings".

By the way: If you enter the game and find that you don’t like your
character and want to recreate it from scratch, you can suicide by pressing
Q" (capital Q), followed by confirming the question if you really want to
commit suicide with ’y’ and then finally verify your suicide with ’@’ key.
Note that a suicided character is completely and permanently gone (as is a
no-ghost/hellish character on mundane death).

Also see (0.2) for some details about suiciding.

(3.2a) The encumberment bar

Between AU and the mini lag-o-meter is a line indicating if you are encumbered
in any way. This line is blank by default, but may start to show little
coloured icons if your character becomes overburdened in some way.

If you are new to the game, you can skip the rest of this chapter for now,
as long as your encumberment bar doesn’t show any icons in it, and continue
reading at (3.3) down below.

This line consists of the following icons that may show up:
(Order: From left to right)

Brown ( Your armour is too heavy (tohit/sneakiness penalty).
Red / Your weapon is way too heavy for you.

You will receive extreme penalties on melee combat.
Orange \ Your weapon isn’t fit for your character (e.g. priest
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using non-edged non-blessed weapons like swords) .

You’ll receive a big penalty on hit chance and damage.

An orange warning message will display:

"You do not feel comfortable with your weapon."
Yellow / You are using a 1,5-h weapon together with a shield.

This is possible, but you will receive a penalty on

hit chance and damage.

Green | You are using a lh weapon two-handed and get a small

bonus from that (works only for some of the weapons).
Red [ Your shield is way too heavy for you.

You will receive extreme penalties on block chance.
Red } Your ranged weapon is way too heavy for you.

You will receive extreme penalties on ranged combat.
Yellow } You are using a shield on your arm, reducing your

accuracy with your ranged weapon.

Light-red ’'F’ You are Martial Arts user and your backpack is too
heavy, so that you don’t receive Free Action from MA!
See (5.3a) for more detailed information.

Yellow ( You are Martial Arts user and your armour is too heavy.
You might receive various penalties (see (5.3a)).

NOTE: Up to client version 4.4.2 this can stand for both,
the meaning described above and the meaning of ’Blue ('
described below. Starting with 4.4.2a, these two were
separated into yellow and blue ’ (’ icon.

Blue ( You’re a rogue or using primarily rogueish skills such
as dodging or Dual-wield which depend on especially
flexible armour (meaning: Your total armour weight must not
be too high), but your armour is exceeding that limit!
You will lose some of the benefits, see (5.5)!

Violet ( Your armour is so heavy that it reduces your MP.
This only affects classes that have a mana pool.
Violet ] a) Your gloves are not made for spellcasting or too heavy,

reducing your MP.

b) Your headgear is too heavy, impacting your ability to cast
mindcrafter school spells, reducing your MP. Only affects
characters who have trained in one or more of the
mindcrafter schools.

Also see (5.3a) and especially (5.5) for more information about encumberment,
and for specific details about penalties that are applied.

(3.3) Chat, chat messages and chat modes

You can chat with other players by pressing the colon key ’:’ to enter the chat
prompt, once you have joined a game with your character.

In general, don’t hesitate to ask questions. Players are usually willing to
help you with the beginnings. Keep in mind that players often don’t have time
to look at the chat while they are fighting monsters, that means if you write
to someone while he is in the dungeon, he often likely won’t notice your
message. Politely try again after some time, and make sure to address him by
his character (or account) name, as that will cause the name to be highlighted
in the message he receives, so it may catch his attention better.

You can scroll back through all messages you have received since logging on by
pressing CTRL+P, or to look only at chat/important messages by pressing CTRL+O.



Please do not use foul language in chat. If you do, depending on the server
settings you might end up in jail.

Also, foul language is filtered by default. If you want to turn that off,
press = 1 and toggle the client option "censor_swearing". (Requires client
version newer than 4.4.8a.)

All normal text you type in the chat prompt becomes a global message, visible
to everyone currently logged on (and possibly on IRC too, see (l1l.1lb) for info).
However, of course you can also send a private message to someone specific.

To send a private message to someone, type: <name>:<text>
Example: Hi! <- goes to everyone, aka public message
C. Blue:Hi! <- goes privately to the character named ’'C. Blue’.

Note that you can also specify his account name
instead of his character name.
You don’t actually need to type out the full
name, the first few letters are enough, just so
that the result is distinct from anyone else’s
name who is currently logged on.
In chat messages you can type a double colon ’::’ to force output of a normal
colon ’:’ instead of having it interpreted as separator for a private chat
message. Most smileys are recognized automatically and don’t require you to
enter a double colon.

In the chat prompt, you can also press CTRL+p and CTRL+n to scroll through the
past messages you typed, in case you want to repeat one of them. See (0.2a) for
a list of all such text-editing keys.

Another thing you can do in the chat prompt, aside from typing in an actual
chat message, is to type in a ’slash command’, that are certain commands that
all begin on a "/", for example: /afk or /ex

You can see a list of slash commands in (0.2b).

Colour codes
You can use colours in your chat messages. To change the message colour,
put 