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The Dojo

By Heather “Orlena” Rothwell

T he Dojo is the Omni-Tek School of
Martial Arts on Rubi-Ka 2, the sec-
ond dimension of Anarchy Online,

and was founded on November 17, 2001.
Not only is it one of the oldest organizations
in Anarchy Online, it’s one of the largest on
Rubi-Ka 2, though it has no relationship to
the younger organization on Rubi-Ka 1 of
the same name.

This organization only accepts Martial Artists
into its ranks, which creates a unique atmos-
phere for its members. Unlike most organiza-
tions, which are formed out of groups used
to hunting together, and suffer the growing
pains such organizations have when level
disparities or size precludes members from
being in the same hunting group, the Dojo
exists to train and educate members, and
help all Martial Artists be the best they can.
It also serves as a breeding ground for those
willing to try unorthodox Martial Artist char-
acter concepts; among its ranks you will find
those focused on fists, fists and melee
weapons, bows, and other range weapons.
You will also find Martial Artists of all races 
in the school.

As a school, they accept all Martial Artists of
any age. While a major focus exists on pro-
viding a community of martial artists devot-
ed to helping other Martial Artists, it should
be noted that the Masters also have an obli-
gation to increase their own skills, so they

may not be available at a moment’s notice.
Development of the chi includes developing
body, mind, and soul; all three are expected
to be developed within the Dojo.

You can find out more about the Dojo at
http://thedojo.free.fr/. Those interested in

joining should follow the directions at
http://thedojo.free.fr/join.htm. You can also
find members of the Dojo at their regular
meetings, which are currently held in Rome
Red Park every Sunday at 9pm CET, 8pm
GMT, 3pm EST, noon PST.

The dojo

News and Notes
• Anarchy Online will make gaming history this winter

when Funcom releases the first “booster pack” for 
a MOG. While booster packs are familiar in other
genres, most notably collectible card games, AO
is entering new territory for computer gamers.
The more common ways to release new data and
functionality for online games are patch updates
and expansion packs. Funcom has defined the
booster pack as having more tools and experience-
enhancing features than usually downloaded in a
patch, but less world-changing content than is sold
with an expansion.
“These cool features were still too large in
megabytes to offer as a regular content patch, but
not large enough in content to call an expansion
pack. We needed something in-between,” said
game director Gaute Godager. “We hated the idea
of holding stuff back from our players until every-
thing for Shadowlands was done. So, we came up
with the idea of booster packs.”
This first booster pack will feature land control
options, along with additional graphic updates and
new sounds. Funcom had originally discussed land
control as part of a patch update, but decided
instead to greatly increase the scope of the con-

cept. This feature will be vital for those players tak-
ing an active part in the conflict between the plan-
et’s two warring sides, Omni-Tek and the clans.
The booster pack is scheduled to be in stores for
2002 holiday shopping. Pricing is listed as $19.99.

• Funcom is also continuing to work on the
Shadowlands expansion pack, scheduled for release
in the Spring of 2003.

• In the most recent patch, Funcom addressed many
of the issues that some players have been having
with their chosen classes for a long time. Fixers,
Martial Artists and Adventurers were all given some
“lovin'” in the version 14.4 Patch.

• Other classes had some minor tweaks and changes
to them, but primarily the focus was on adding
rather than taking away from class abilities.
Adventurers were given three new lines of nano
buffs — 1h-edged weapon skill, pistol skill and a
third line that buffs both multi-melee and multi-
range skills. All are self-only buffs.

• There are more new nanos for Adventurers that
allow them to polymorph into various creatures,
giving them different abilities depending on their
form. Adventurers can now assume wolf form,

sabre tooth form, or that of a pit lizard, some self
only, some which change the whole group. A series
of secondary damage shield nanos which stack with
the normal damage shield nanos, increasing the
amount of damage inflicted upon the attacker,
were also added.

• The Adventurer now has some crowd control. It’s in
a line of mesmerize nanos that can only be execut-
ed on the monster when the monster is not in com-
bat mode. There is also a single area-affect version
that can only be executed when outdoors, adding
some versatility to them they hadn't had before. 

• Martial Artists were also given a minor form of
crowd control, a short duration area-of-effect fear
nano that also operates as a taunt. A few bugs in
their nanos were fixed, and some exploits with
their special attacks were removed, along with
allowing some buffs to stack that did not before.
The wall blade and parry stick have had their dam-
age increased somewhat, helping MA's defense
when they are acting as the “tank” for the group.

• A new grid was introduced for the Fixers. They are
the only ones able to use it, but in order to do so
they must first solve a mission! A new item that

(continued on next page)
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