
E ver have a piece of armor or
weapon or item that was exactly
what you needed … except for

one little thing? Well, now you have a
chance to make it just what you need.
Asheron’s Call Dark Majesty has implemented
a new set of skills: Item Tinkering, Armor
Tinkering, Weapon Tinkering and Magic Item
Tinkering.

TINKERING SKILL BASED ON

Item Tinkering (Focus + Coordination) / 2
Armor Tinkering (Focus + Endurance) / 2
Weapon Tinkering (Focus + Strength) / 2
Magic Item Tinkering Focus

Tinkering is simple … and it’s not. There are
only two steps.

1 Collect and salvage the required material
from loot-generated treasure that you
don’t want.

2 Apply the pertinent material to a weapon,
armor or other item, using your appropri-
ate tinkering skill.

Here’s what makes it not so simple … but
very interesting.

Salvage
While tinkering may not be for everyone, sal-
vaging is. There is no actual salvage skill —
your ability to salvage is directly related to
your highest tinkering skill.

The workmanship of the items you salvage
and your highest tinkering skill are the deter-
mining factors in the quantity (not
quality) you can salvage from a piece of
unwanted armor or an unused weapon or
item. The max number of units you might
possibly salvage is equal to the workmanship
of the item being salvaged:

WORKMANSHIP MAX. QUANTITY SALVAGEABLE

<No Descriptor> 0-1
Well-Crafted 2
Finely Crafted 3
Exquisitely Crafted 4
Magnificently Crafted 5
Nearly Flawless 6
Flawless 7
Utterly Flawless 8
Incomparable 9
Priceless 10

The calculation that determines the base
amount salvaged is straightforward and lin-
ear: with a skill of 0, 0% is salvaged; with a

skill of 500, 100% is salvaged. (Yes, we know
that a skill of 0 is not actually possible; also
note that any skill over 500 also results in a
100% return, but no more.)

HIGHEST TINKERING SKILL 50 250 500+
QUANTITY SALVAGED* 10% 50% 100%

* The base quantity salvaged is then randomly modified by as
much as 10% (in your favor) to give you your actual result
(rounded up to the nearest whole number) — but you’ll never
recover more than 100%.

Value is similarly determined. Multiply the
item’s pre-salvage value by the same final
percentage, then cut it in half, to get the
resulting material’s value.

You can only apply salvaged material to
something (piece of armor, weapon, item or
magic item) if you have the appropriate tin-
kering skill. And that skill level had better be
pretty high, or you risk losing whatever
you’re trying to improve, along with all of
the salvaged material you had collected to
improve it. It can take a long time to collect
the materials for salvage. Most allegiances
are designating a Tinker for members — look
to your guild first for someone to do the tin-
kering on that really important item.

Not in an allegiance? Check Subway,
Hebian-To, Cragstone or Zaikhal. You can
bet there are going to be freelancers avail-
able from time to time whom you can pay
to Tinker your armor, weapon or other item.
Buyer beware, though. Do business with
someone you’ve heard about, or at least
stand by and watch others do business with
the freelance Tinker before voluntarily hand-
ing over your own goods. The game lends a
hand, here — any time a salvaged material is
applied to an item, a local broadcast goes
out with the item’s name (and its inscriber’s
name, if anyone), the material (and its aver-
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Tinkering
Thanks to the teams at Microsoft and Turbine, 
especially Tim Holman and Sandra Powers.

By David Ladyman and Raini Madden

TINKERING

Salvaging interface

NOTE. The window will always take the
first item as its guide. If you put in a vel-
vet tunic and then try to put in a pair of
satin pantaloons, you’ll get the typical red
circle with a slash through it that tells
you can’t put that there.

The Ust

Salvaged
Materials

Salvage Window
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age workmanship), and whether the applica-
tion was successful. This is to prevent
unscrupulous Tinkers from saying an item
was destroyed when, in fact, they never
attempted the application, or they substitut-
ed a lesser workmanship material.

How to Salvage
All salvaging is accomplished through the
use of the ust, an ancient Empyrean word
meaning “that which reduces.“ This is the
tool that opens the salvaging interface. You
can get a Tinkering book and an ust at:

TOWN VENDOR COORD. UST BOOK

COST COST

Al-Arqas Hannabqiq The Jeweler 31.3S 13.5E 14 122
Cragstone Steiner’s Apprentice 24.6N 47.1E 16 140
Hebian-To Jubei’s Apprentice 39.4S 82.8E 16 140
Holtburg Thelnoth Cort The Healer 42.7N 33.4E 14 122
Lytelthorpe Sitrath The Smith 0.8N 51.5E 14 122
Nanto Scribe Lashi Oi 52.3S 81.8E 14 122
Rithwic Ynarre The Grocer 10.2N 58.5E 14 122
Samsur Shopkeep Julsama bint Sakim 2.9S 19.6E 14 122
Shoushi Nin Hong The Barkeeper 33.5S 73.0E 14 122
Yanshi Shin Ou-Ye The Shopkeep 12.6S 46.6E 14 122
Yaraq Ladim al-Faji The Bowyer 21.5S 1.6W 14 122
Zaikhal Jordan’s Apprentice 13.2N 0.3E 16 140

Double-click on the ust in your inventory and
the salvage interface opens up. (It opens in
the same place that vendor windows open.)
Put items made from the same material into
the panel slots. For example, a gold crown, a
gold mace, a gold cuirass, and a gold wand
can all be put into the salvage interface at the
same time. Click on the salvage button and
you receive a portion of the total amount of
material that went into the window.

A message in your chat window tells you
how many units of material you successfully
salvaged, and a sack appears in your inven-
tory. (If your inventory is full, the salvage
fails, but you don’t lose any of the items.)
Identify (right-click or E) the sack to find out
the average workmanship of the salvaged
material. The salvaging process averages the
workmanship of each item that you put into
the sack along with your highest Tinkering
skill. Salvaging a few low-workmanship items
will significantly reduce the overall workman-
ship of the salvaged material.

Once you have a sack of salvaged units in
your inventory, you can combine future
sacks of the same material by putting them
into the salvage window together — they
will be salvaged into one sack (with no loss
of material). You can also salvage more items

into a materials sack you already have. You
can even combine sacks and salvage more
material at the same time. In all cases, the
resulting workmanship is averaged (total
workmanship of salvaged items/total num-
ber of salvaged items).

You can only use a full sack to tinker an
item, so you need to keep combining sacks
or adding to your sack until you have a sack
of 100.

You’ll also notice an indicator on the side of
the sack icon that shows you how full the
sack is. The sack holds 100 units, which is
what you need before you try to tinker an
item. Salvaged materials will state what skill
uses them and what effect they have on
their ID panel.

Tinkering
The chart below is very important to keep in
mind! Materials are specific to each tinkering
skill.

TINKERING EFFECTS
*BASE

DIFF.
MATERIAL TINKERING EFFECT RES. MOD. MOD.

Item Tinkering Effects
Gold Value buff +10% x 1.0
Pine Value debuff -10% x 1.1
Linen Burden reduction -10% x 1.1

Armor Tinkering Effects 
Armoredillo hide Acid Resistance buff +0.1 x 1.1
Marble Bludgeoning Resistance buff +0.1 x 1.1
Wool Cold Resistance buff +0.1 x 1.1
Reedshark hide Electrical Resistance buff +0.1 x 1.1
Ceramic Fire Resistance buff +0.1 x 1.1
Alabaster Piercing Resistance buff +0.1 x 1.1
Bronze Slashing Resistance buff +0.1 x 1.1
Steel Armor Level buff +20.0 x 1.2

Weapon Tinkering Effects 
Oak Speed decrease -5 x 1.0
Granite Damage Variance buff +0.02 x 1.1
Velvet Attack Modifier buff +1% x 1.1
Brass Defense Modifier buff +1% x 1.1
Mahogany Damage Modifier buff (Missile) +4% x 1.2
Iron Damage buff (Melee) +1 x 1.2
* Base Difficulty Modifier is explained on p. 86-87, in
Tinkering Variables.

Note that everything in the game is an item.
You use Item Tinkering, not Weapon
Tinkering, to reduce the Burden of a sword
(or to change its Value).

inside of the statues from the outside, unless
they use the correct key. 

•Statue Portal dungeons are now no-recall, no-tie,
and no-summon. 

•The experience point total for a few statue crea-
tures has been reduced.

Bug Fixes

•The bug which prevented users from playing if
they were using a machine running Win95a
should be fixed now. 

•The bug where, occasionally, a character logging
into the world would find that their items had
lost all mana has been fixed, theoretically. This
was a difficult bug to reproduce, and Turbine
would appreciate any reports of players experi-
encing this bug in the future. 

•The Fellowship panel should update properly. 
•When a character quits a fellowship, that charac-
ter should no longer try to assess a random char-
acter in the fellowship. 

•The cursor should no longer appear as an hour-
glass on the Fellowship panel before a player
actually creates the fellowship. 

•XP-sharing code for certain fellowships involving
players over level 50 has been fixed. 

•Can no longer sell an almost empty healing kit
and buy it back cheaply with all uses intact.

REPERCUSSIONS PATCH (7-18-02)
•Tinkering was implemented. Magic Item
Tinkering won't be implemented until August.

•Appraisal skills have been removed and new
Tinkering skills have been added in their place. 

•All skill credits spent to purchase appraisal skills
have been refunded. Gharu'ndim characters are
now trained in Item Tinkering, which replaces
the racial default Item Appraisal skill. 

•All experience spent on Appraisal skills, no mat-
ter what the character's race, has been refunded. 

•In order to ensure a good mix of materials at all
workmanship levels, the rates at which certain
materials are dropped have been slightly tweaked. 

•All items that can be enhanced or salvaged now
display their workmanship as both a name and a
numeric value in a separate field when exam-
ined. Items without this field cannot be
enhanced or salvaged. 

•Tinkered items display the number of times they
have been Tinkered and the name of the last
person to Tinker the item.

•Tinker attempts to enhance an item are broad-
cast in a local emote which includes the name of
the item being enhanced, the type of material
being applied, and the workmanship of the
material being applied, and the author of an
inscription, if there is one.

•@filter --craft can filter out these broadcasts from
the chat window. Of course, we recommend that
you remove this filter any time you have an item
Tinkered by a third party.

Weapons

•The entire weapon and armor treasure system
has been tweaked.

•Deadly Atlatl darts can now be crafted. 
•New Royal Atlatls, with significantly higher dam-
age modifiers, can be found as treasure. 

•Arms such as the Isparian weapons, that do
increased damage against certain types of crea-
tures, now display this “Slayer“ information
when examined. 

Magic

•There are several new filtering buttons at the
bottom of the spellbook panel that allow the
player to choose which schools and which levels
are shown in the window.

•We've added an Item Scrivener to Uziz, and a

WARNING. If you put smaller sacks togeth-
er and the total number of material units is
over 100, the excess units will be lost.

TIP. Keep on hunting! Salvaging retains
some of the value and almost none of the
burden of the original materials, and you
can sell salvaged materials at almost any
vendor.

continued from sidebar, p. 83

continued on sidebar, p. 87
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How to Tinker
There are a few obvious prerequisites to
Tinkering an item.

• You’ve got to have 100 units of material
(all in one sack) that can affect your cho-
sen item.

• You’ve got to have the tinkering skill that
can manipulate that material.

• Your chosen item can’t have been
Tinkered more than nine times — ten’s
the max.

If any of these conditions are not met, then
the process stops and you’re told what the
problem is. More importantly, no items are
destroyed or altered in any way.

The actual Tinkering procedure is easy (suc-
ceeding … that isn’t always so easy). Double-
click on the full sack of salvaged material to
get the typical bulls-eye target. Put the tar-
get over the item you want to improve and
click again.

First, you’ll get an “Are you sure you want to
do this?“ panel. If you click No, everything
goes back to the way it was. If you click Yes,
you get a message in your chat window,

either:

Zarala successfully applies the Salvaged Gold
(100) (workmanship 4.65) to the Rose Garnet
Ring inscribed by Kendarric.

or:

Zarala failed to apply the Salvaged Gold (100)
(workmanship 4.65) to the Rose Garnet Ring
(workmanship 8) inscribed by Kendarric. Both
the Salvaged Gold (100) and the Rose Garnet
Ring (workmanship 8) are lost.

Either way, the attempt helps improve your
next chance of success, as with all contested
skill checks.

Tinkering Variables
Several factors help determine whether your
Tinkering attempt succeeds:

• The higher your Tinkering skill, the more
likely you are to succeed. In fact, a skilled
Tinkerer can improve an item beyond
loot-generated maximums.

• The higher the workmanship of the item
being Tinkered, the more difficult it is to
successfully Tinker it. For example, suc-
cessfully Tinkering a Flawless Heavy
Peridot Bracelet (workmanship 7) is more
difficult than Tinkering an Exquisite Ivory
Ring (workmanship 4).

• The salvaged material sack also has a
workmanship number — the average of
the workmanship numbers of the materi-
als salvaged in the sack. Salvaged material
with high workmanship improves your
chance of success when Tinkering.

To figure these two workmanship factors,
start with your target item’s workmanship.
Subtract 10% of the salvaged material’s
workmanship (if the material’s workmanship
is lower than the target item’s workman-
ship), or subtract 20% of the material’s
workmanship (if the material’s workmanship
is at least as high as the target item’s work-
manship). Call this result (item workmanship
— 10% or 20% of material workmanship)
the modified item workmanship.

Modified item workmanship — which can
range from 0 to 10 — determines the base
difficulty of the tinkering skill check. It’s
another linear calculation:

MODIFIED ITEM WORKMANSHIP 0 5 10
BASE DIFFICULTY 50 150 250

• The difficulty of enhancing an item increas-
es each time that item is Tinkered. Think
twice about Tinkering your well-worn
cuirass for the fourth, fifth or sixth time. No
item can be Tinkered more than ten times.
For example, if a weapon is Tinkered to
increase its attack modifier eight times and
to lower its value twice, it can’t be Tinkered
again (if, indeed, that weapon survived
through the tenth Tinkering). The number
of times that an item has been tinkered will
show if you ID it.

NUMBER OF PREVIOUS TINKERS BASE DIFFICULTY MODIFIER

0 x 1.0
1 x 1.1
2 x 1.3
3 x 1.6
4 x 2.0
5 x 2.5
6 x 3.0
7 x 3.5
8 x 4.0
9 x 4.5
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TIP. If you can, buff Focus, plus Strength,
Endurance or Coordination (depending on
your highest tinkering skill), before you
salvage materials. Tinkering skills are in
the untrained list, not the unusable list.
Every little bit could help you maximize
your output.

PUBLIC MESSAGE AFTER WEAPON TINKERING ...

TRIDENT BEFORE
WEAPON TINKERING ...

TINKERING

TRIDENT AFTER
WEAPON TINKERING ...
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• How you want to modify your item can
increase the difficulty also. See the
Tinkering Effects table (above) for
each different effect’s base difficulty mod-
ifier.

At this point, we have three numbers: the
base difficulty of the attempt, the “previous
tinker“ modifier, and the “effect“ modifier.
Multiply all three together to get your tinker-
ing attempt’s Difficulty. The game software
(which, fortunately, can calculate all this
much more quickly than you or I) makes a
skill check against this Difficulty. Succeed,
and you’ve got a buffed item. Fail, and
you’ve got nothing — no item, no materials.
(Yes, the materials disappear either way.)

Item Imbuing
Magic Item Tinkering functions very much
like all other tinkering, with a couple of
important variations.

First, you can only Imbue (that is, use Magic
Item Tinkering on) a weapon or something
that casts magic (like a wand, orb or staff).
Individual thrown items can’t be Imbued (no
dinnerware need apply), nor can missile
ammunition. And you can only Imbue an
item once. You can still Tinker it up to ten
times (if all the gods be with you), but only
one of those Tinkers can involve Magic Item
Tinkering.

Second, your chance of success will be
capped at 33%. Yes, we said 33. Your
chance of success is calculated normally,
yielding a 0% to 100% chance. Then it’s
divided by 3. Why? To keep Imbuing success
relatively rare, while still allowing high-skill
characters (as opposed to uber-skilled char-
acters) to have a chance at success.

The base difficulty will still be modified by
the number of previous Tinkerings and by
the effect desired.

MAGIC ITEM 
TINKERING EFFECTS 
MATERIAL

TINKERING EFFECT RESULTING MODIFIER BASE DIFF. MOD.

Black Opal
Critical Strike improved CS chance x 2.0

Fire Opal
Crippling Blow increased CS damage x 2.0

Sunstone
Armor Rending reduced armor protection x 2.0

Note that an Imbued weapon will display
the type of imbuement and the name of the
character who imbued it when the weapon
is appraised.

Wielding an Imbued Weapon
Base Skill Requirements. Your base
(unbuffed) wielding skill must be high
enough to gain any benefit from wielding an
Imbued item. Your skill must be higher than
150 (125 for missile weapons) before it can
do you any good. Above that threshold, the
Imbued effect will continue to improve just
as rapidly as your skill improves — there are
currently no ceilings or diminishing returns.

Critical Strike. Normally, a weapon scores
a critical strike 10% of the time (2% of the
time for wands, staffs or orbs). A weapon
imbued with Critical Strike boosts this
chance.

Crippling Blow. Normally, a weapon
inflicts double damage on a critical strike (or
+50% of minimum base spell damage). A
weapon Imbued with Crippling Blow boosts
this damage even further.

Armor Rending. Normally, a weapon does
not ignore its target’s armor. However, a
weapon Imbued with Armor Rending
ignores a percentage of the armor. The high-
er your weapon skill, the more armor that is
ignored. (Magic casters cannot be Imbued
with Armor Rending.)
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3rd level Item vendor and 4th Level Item vendor
to Hebian-To. 

•The mana cost on Blade Volleys has been cut in
half to match the mana cost for the other Volleys.

•Prismatic Tapers now stack up to 1,000 tapers
per stack. Mages rejoice at their regained pack
space! 

•The “@fillcomps“ command can now purchase
up to 5,000 of one item. Also typing “@fillcomps
--clear“ will clear out the list and amounts of
components the command will try to purchase. 

•All scrolls should now correctly display whether
they are “Self“ or “Other“ versions of the spell.

Housing

•500 Residential Quarters, 150 Cottages, 40 Villas,
and 10 Mansions have been added to the land-
scape for purchase. 

•Flags can be gotten through a quest, dyed and
stamped with various symbols.

•Portals to house dungeons can no longer be
linked or recalled to. This should prevent you
from losing your portal recall when you enter
your house's dungeon.  

•When accessing the Covenant Crystal, the display
should default to the “Buy“ panel for unowned
housing and to the “Maintenance“ panel for
owned housing. 

Miscellaneous

•Something about the Obsidian Plains just draws
monsters to it. Adventurers will find more crea-
tures to fight there now. 

•A new “@font“ command has been added that
will allow you to change the font used by your
Asheron's Call client. For full details on how to
use this new command, type “@help font“ in the
chat window. Remember that any changes you
make to your font won't show up until you com-
pletely restart your client; logging your character
out and logging them back in is not enough. 

•Trade notes worth 150,000, 200,000 and
250,000 pyreals can now be found on all vendors
that sell 100,000-pyreal trade notes. 

•Due to the size of fonts on some systems, the
client was truncating the display of 10,000 pyreal
stacks to 1000. This has been corrected. 

•Characters no longer turn towards a target when
they try to Appraise it. 

•Characters that pass through portals before land-
ing on the ground no longer receive impact
damage from the portal.

•We've lowered the prices for a number of cook-
ing and fletching creations. 

•Vendors are trying to display their wares in a
more logical order. Prismatic Tapers and Scarabs
can now be found at the beginning of compo-
nent lists, while spell scrolls should now be in a
roughly alphabetical order. 

•Characters can no longer log off in The New
Singularity dungeon, which is accessible by pro-
viding the correct items to Ecorto the Lost
Director. Any character that is logged off in the
dungeon will log in at their Lifestone.

•It is no longer possible to stand upon the Basalt
and Obsidian Shards found in various parts of
Dereth. This should prevent characters from
perching on these shards and attacking creatures. 

•The security in the Tenkarrdun Foundry has been
beefed up again. Along with a few more changes
to areas favored by macros, we've added a few
Pyreal Golems to spice things up. 

•The Barkeeps now sell festival lights.  
•The mouse-over locations for Wei Jhou and
Danby's Outpost were slightly off. These have
been fixed. 

•Characters can now wield Flags in their weapons
slot. 

NOTE. You cannot Tinker quest items, cloth-
ing base armor level, or store-bought items.
Cooks cannot Tinker down the burden of
those heavy grinders. You cannot Tinker
robes. You cannot Tinker hilted weapons,
nor can you hilt Tinkered weapons.

NOTE. Inset gems have no impact on the
result of salvaging or on your Tinkering
attempt.

continued from sidebar, p. 85

continued on sidebar, p. 95

MOGspeak
“Kwip, to pull a” 

("pulling a Kwip") To die when inappro-
priate or nearly impossible. "He pulled a

Kwip when jumping into the pit."

“pwn” 
Own. Alt. spelling "dudespeak" for

defeating someone. "OMG U R PWN'D!"

“g2g or gtg” 
Either means good to go or got to go.
They are either ready for the pull or

they have to leave their group.

“toon” 
Your online character.

“woot or wOOt” 
Used for congratulations, cheers, etc.
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