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RUBI-KA DISPATCH
Settling In

By Heather “Orlena” Rothwell

I started playing Anarchy Online for two
reasons. One, because some friends
had gone there, but more than that,

because I could try it for free! Nothing to
buy, nothing to pay for for a whole week, so
why not? I had nothing to lose but my time.
Funcom’s offer let me download the game
client and try the game for a week. I could
cancel before that week was up, and not be
charged a thing. (When I got hooked and
chose to stay on, I was charged just like I’d
bought the game retail, and given an addi-
tional month free.) So I ventured into Rubi-
Ka having no knowledge of the game, other
than that it was sci-fi based rather than fan-
tasy based and that it had improved greatly
since its release.

One of the most important issues for me has
always been how long it takes to go from
clicking on the “Start” icon to being in the
world and ready to kill my first mob. I liked
how the character creation process was sim-
ple and devoid of having to make “you are
going to gimp your character forever” deci-
sions. I wish it had given me a better idea of
what effect race really has on my character,
but other than that, there really are no bad
choices to make when creating a character.
The longest part of the whole process for me
was figuring out that I couldn’t give my
character a first and last name. (And once I
figured out that the game gives you a first
and last name, I found myself wondering if
that given name is ever used. It isn’t, so far
as I can tell.)

Once my character’s feet hit the ground,
there was a very helpful non-player character
guide right in front of me telling me what to
do next. I didn’t spend much time with the
guide at first, because playing around with
the basic interface was easy and I could fig-
ure out most everything I needed to make
that all-important first kill. I was able to log
in, make a character, and get out there and
kill my first innocent creature within half an
hour, including customizing my keyboard.

The strangest thing about this whole process
was running into members of ARK, the
Advisors of Rubi-Ka. In fact, the first ARK
guide I ran across made me wonder if there
was a whole guild of really bored people
playing the game, whose only purpose was
to help newbies. I knew that the person I
was talking to was a player character, and he
was really friendly. But I’d never experienced
anything like this as a newbie in another
game, so I kept wondering who this guy was
and why he was there. The “Greeter” I got
was a heavy roleplayer and stayed in charac-
ter well, but this unfortunately only confused
me more. I spent the first few hours of game
play avoiding any human type that I didn’t
know in the newbie area, because I didn’t
want to end up being recruited. Eventually I
got stuck on part of the world graphics and
had to petition a GM to get free. When the
GM arrived in answer to my petition, I fig-
ured out who the ARK representatives were
and felt somewhat foolish for avoiding them
in the past. Having someone dedicate their
time to helping new players without the
expectation of some reward was just such a
foreign concept to me that I couldn’t fathom
that’s what was happening.

Being All 
That I Could Be
There are many things about AO that struck
me as strange, having come from other
games — not just the ARK system. Not being
able to modify chat colors, figuring out how
to change options and little things like what
happens when I die all took some getting
used to. There’s really nothing obvious about
what happens when you die, though recent
changes to the game give you some time to
learn the basics before there is any penalty. It
only took until my first big death, where I lost
nearly a level’s worth of experience, to figure
out that the amount of experience lost
depends on when you last “saved” your char-
acter. For those who may need to know, spe-

cial insurance terminals around Rubi-Ka scan
your cell structure (save your character).
When you die, you come back to where you
last saved, with the amount of experience you
had at that point. I learned really quickly to
save frequently, thus rarely losing experience.

The bad part of the system is that after a big
mission, if there are no insurance terminals
nearby and you start running back to
“home,” one bad encounter means you’re
going to lose a lot of experience. There’re
some areas that are better hunting than oth-
ers for the first few levels, with insurance ter-
minals close by and shops around. I still run
through Omni-Forest and remember the
many levels I spent there, and the many
mobs that walked freely around shop areas
killing newbies. It seems that my finger 
gets a bit trigger-happy every time I walk
through there now, for some strange reason.

After gaining my first few levels in the little
area just outside Omni-Approach, I had
found a mentor who suggested I build my
first set of implants to raise my skills. It was
then that my mind begin to boggle at how
much there was to learn about this game.
The character advancement system is level
based, but your character can vary greatly in
ability based on what skills you train up in.
As you gain levels, your character earns
“improvement points” (referred to as “IP”)
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each level which can be used on any of
about 90 different skills and abilities allowing
you to customize your character. It’s some-
what misleading at first, how easy it is to
train in skills. For the first five levels or so, 
it seems as though you will always have
enough “IP” to train in anything you might
possibly want, letting your character have a
wide variety of skills. So like a true newbie, 
I spent all my points trying a bit of every-
thing. I trained up in useful skills like
“Treatment” and skills that seemed to be just
fun, like “Adventuring.” By level 10, I was
running out of IPs at every level and still not
training in everything. For me, that meant it
was time to head to the web and see what
others who have played before me advised. 
I started with the Beginner’s Corner on the
Funcom boards. There are also forums on
the Funcom boards for each of the various
professions, and most have links to class-spe-
cific sites from there, so doing this research
didn’t take long. 

After learning the basics of character
advancement, it was time to figure out what
implants were. A bit more research, and I
found out what I wanted. The hard part was
affording them. A full set of level-appropriate
implants doesn’t ever come cheap, I soon
discovered. After emptying my bank account
and selling off everything I didn’t need, I still
didn’t have enough. It was then I found the
glory of the low-level, high-cash mission. By
completing missions that were just a bit
below my level, I still earn the reward — a
pile of loot that’s worth nothing but cash —
and finally the ability to buy what I needed. 
I used the in-game auction system to buy a
few items, but otherwise it took time run-
ning from store to store to fill out my list.

Finding My Niche
I also found out that one of the side profes-
sions for a Doctor, and other characters who
train in Pharmaceutical Technology, is mak-
ing blood plasma. Though places to hunt for
experience seem to be rare, they do exist.
The best way to find level-appropriate places
is, again, on the Funcom board. Changing
monster parts into blood plasma with an
item called a “bio-comminutor” allowed the
whole group to make good cash in a short
period of time. Little did I realize as I was
doing this that I’d started my first trade skill.

The bio-comminutor was just one piece of
equipment that turned out to be a “must
have.” I also discovered what has proven to
be one of the most fun parts of AO for me
— I found Miir Fashion in Omni-Trade.
Anyone who has been shopping in this store
will know that it’s a female gamer’s dream
store. There’s everything from boots to lin-
gerie to skirts for sale in various fashion
stores around the world, but Miir has the
largest inventory by far. I’ve even started giv-
ing myself a clothing budget as I level,
because there are so many outfits I want to
try. I also discovered the center of “night
life” in Rubi-Ka as I ran around Trade in my
hot red dress.  Baboons Night Club isn’t as
active on the server I play on as it is on Rubi-
Ka One, but every now and then you can
still find a party going on in there.

Despite the wide range of fashion and a few
places for entertainment, though, one thing
that I really find lacking in AO is the social
interaction. There aren’t any quests that I’ve
found to do with friends. Though there’s an
in-depth story line, there don’t seem to be the
server-wide events that I’ve heard take place
on the other server. The lack of socialization
could be because getting a small group of

people together in one area tends to cause
massive lag for everyone. The more popular
“hang out” spots, such as by the whompas in
Omni-Trade, are congested to the point where
it is hard to turn around at times, but this is
something that Funcom is trying to improve 
in small ways with each patch.

After learning about the combat system,
implants and the “night life” of Rubi-Ka,
there is still a whole buffing system based 
on something called NCU’s, and of course,
more trade skills and organizations.
“Organizations” in AO are what other games
call guilds — groups of players who share a
common interest and enjoy playing together.

After having played the first 50 levels, I know
there’s still a lot to learn about the game.
The basics are simple enough to learn that
the game’s very playable, and the rest is
complex enough to keep me interested.
Overall, I’ve found much more to like about
the game than dislike, and plan to explore
the world of Rubi-Ka as completely as possi-
ble in the coming months. After all, as one
friend put it, “the game begins at level 100.”
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