THE GIANT GUIDE FOR MxO NEWBIES 

(Updated: 03/22/05) 

The following is a guide for the true MxO "Newbie". It covers all of the basics of how to get started and hopefully covers a number of the areas that are a bit confusing to new players. However, it does assume that the reader has played other MMORPGs (mainly because it's unlikely that there are many MxO Vault Board readers that haven't played an MMORPG). So let's get started... 

CHARACTER CREATION 

The beginning screens of the character creation process are pretty cool and very "Matrixy". However, they're also rather straight-forward so there isn't much to cover here except for a few things that may not be too obvious... 

First, your Player "Personality" Type. You'll have a dozen or so options to choose from such as: 
True Believer 
Detached Spectator 
Devoted Aesthetic 
Fanatic Self Improver 
etc... 

From a game statistics stand point, your selection will be modifying exactly two of your primary Attributes which are: 
Vitality....... (Health Points) 
Belief......... (Damage Mitigation / Hyperjump Bonus) 
Focus........ (Stealth Bonus / Virus Deflection) 
Perception.. (Detection of Stealth / Combat & Damage Bonuses) 
Reason....... (Virus Transmission & Damage Bonuses / Hacking / Crafting Bonuses) 

(Note: those descriptions are examples of the main things they affect. However, testing has shown there to be some minor overlap in some areas. Also, there are a few other aspects they affect; so the list is not all-inclusive. It's just to give you an idea.) 

All of your Attributes start with a base value of 8. By picking True Believer, Detached Spectator, etc., you'll be modifying two of those Attributes by a value of 3. One will go up by 3 and the other will go down by 3. I believe this is the full list: 
Detached Spectator: +3 Perception, -3 Focus 
Devoted Aesthetic: +3 Belief, -3 Vitality 
Fanatic Self Improver: +3 Vitality, -3 Belief 
Inquisitive Genius: +3 Reason, -3 Belief 
Lunatic Fringe: +3 Belief, -3 Reason 
New Age Hippie: +3 Belief, -3 Reason 
Secluded Introvert: +3 Focus, -3 Perception 
Suspicious Cynic: +3 Perception, -3 Belief 
Troubled Intellectual: +3 Reason, -3 Focus 
True Believer: +3 Belief, -3 Perception 

Which one to pick? Well that can start a debate in and of itself. Some feel (like in some other MMORPGs), that Health > ALL so go for Vitality. Others say that you should try to determine your primary focus in the game (Martial Arts, Spy, Crafter, Virus "Caster", etc.) and pick a corresponding type (although, as you'll find out, every character can switch very easily amongst these roles in the blink of an eye (well, with the usage of a phone booth, really)). Others point-out that since you'll be able to raise these by leveling and with items, don't worry about it. And of course, it should also be argued to bring out the Role Player in yourself and pick the one that fits your character (you'll see RP-based text descriptions of each of those options by hovering over them in the Character Creation screen). Another RP consideration is that the choice you make here will always be visible to others in the game when they view your description window; so that may be a factor for RP types. I leave the choice to you. 

Just know that you will be able to raise ONE Attribute by one point each level. In addition, there are Attribute-buffing items that you'll eventually acquire. 

As for the rest of Character Creation, it's straight-forward. You'll pick your name, but will ALSO pick a "Bluepill" first and last name. The first and last name will be visible in your character description window (which others can view) and is also useful so that when an Agent comes to kill you, he can properly call you Mr./Ms. (last name) 
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TUTORIAL 

At the end of the Character Creation process (and assuming you take the Red Pill), you'll be "awakened" and retrieved by a Hovercraft. Then you'll be placed into a Tutorial Construct where you'll cover the basic MMORPG aspects of controlling your character and interacting with your environment (if you have a preferred Keyboard/Mouse Layout, the Tutorial's a good time to set it up. Just press the lower-right button and select Options.) 

The later stages of the Tutorial cover combat (including TV videos!). Eventually you'll be dumped out into the Matrix in a newbie neighborhood of the Richland District in Megacity. The familiar green Code of the Matrix will cover everything you see as you slowly materialize into the world (in actuality, the client is loading all of the textures from your hard drive; depending on the performance of your system, the texture settings you've configured, and the number of players in your immediate area, it can take anywhere from 10 seconds to a full minute for the Code to transform, so just sit patient and you'll soon everything in "living color".) 


WHAT TO DO FIRST 

You'll see in front of you lots of other recently awakened Redpills like yourself. In addition, you'll see NPCs with exclamation points above their heads. WoW players will assume these are quest givers. However, that's not the case. They're really just "newbie tip providers". By "using" the NPCs (right-click and select Use, or hold your mouse over them and hit whatever button on your keyboard is mapped to Use), they'll give you some useful tips about your options and surviving in The Matrix. If you're interested in hearing all they have to say, be aware that you need to "use" them multiple times to get their full message. Their messages are divided into a few pieces and you need to keep activating them to get the next piece. Eventually they'll tell you to ask them again to repeat. (Using them will also remove the exclamation point from that NPC so you'll know you've already talked to them.) 

From here, you have a few options: 
- Explore your Ability Tree at the Hardline (Phone Booth) which is right near you 
- Check-out the various Vendors nearby to get an idea of what they carry 
- Look for some low-level gang members to test out your fighting prowess 
- Start-up your first Mission 

I'm going to cover each of these options, but by no means think that you should do them in the order I present... 

HARDLINES 





Hardlines are extremely important in MxO. They serve a number of purposes (right-click on the Hardline to see these options): 

- Transportation "nodes": as you slowly explore new areas in Megacity, you'll find new Hardlines. By using them, you'll add them to your list of locations you can instantly transport to. That is, you can immediately Teleport from one Hardline to another. Initially, your Hardline list will consist of only a handful of locations within the Richland area of Megacity. 

- Marketplace access points (i.e., the player-run "Bazaar" interface where you can buy/sell items from/to other players; it's not auction format, but just strict flat sell-price format) 

- Data Upload points: when you acquire new Abilities in the game (e.g., new special attacks from Vendors), you'll carry that ability as "code" in your Inventory. To actually use that Ability, it must first be uploaded to your Code Storage area "outside" the Matrix (think of it as the Harddrive on your Hovercraft). AFTER it's loaded there, you can then choose to make it available in your Ability Tree. 

- Ability Tree access: you can view the entire Ability Tree here at the Hardline and swap-out your Ability Skills as desired. Keep in mind that although you'll eventually be able to obtain EVERY SINGLE ability in the game (provided you have the cash or crafting-skill to obtain/make it), you're limited on how many you can have "loaded" (i.e., available) at one time. Your Memory Capacity dictates how many skills you can load and this increases as you level. Note that you can also swap-out Abilities at a Vendor but ONLY the ones that have already been uploaded at a Hardline. 

- Loading Area access: this is essentially a half-step towards exiting the game. You're jacking-out of the Matrix, but you'll be in the loading area on your ship where you can access your Ability Tree (same as you could at a Hardline), along with managing all of your uploaded Code (which will eventually include crafting resources), and viewing other game aspects such as the Cinematics. 

- Locations to Exit the game (Exiting at a Hardline is instant; using the /jackout command will force your character to wait 20 or 30 seconds before he/she actually exits the Matrix; quitting via other means will generally leave your character still "active" in-game for a small time and possibly vulnerable to attack by NPCs)

THE ABILITY TREE 

As mentioned above, you can access your Ability Tree from three places: 
- The Loading Area 
- A Hardline 
- A Vendor 

When the Ability Tree window is displayed, you can load/unload different abilities. But ONLY if you've already uploaded them. You have two ways to do that: 
1) Select the Upload option at a Hardline 
2) In the Loading Area, manually move the Ability Code(s) over from your Inventory to your Code Storage area 

The top level of the Ability Tree looks like this: 



That is showing you the top tier area called "Awakened" (the person with the Sun), along with the three primary sub-disciplines (from left to right): Coder, Hacker, Operative. Each of those sub-disciplines break out into further branches to cover more and more specific areas. 

For example, when first selecting the Operative Branch, you'll be presented with the Operative Tree: 




The various branches of the overall Tree work in a similar fashion: each branch will have a number of "primary path" abilities to obtain, along with "optional dead-end" abilities. It's only when you make it to the bottom of the primary path that you gain the full title for that particular branch. So in this case, to truly be an "Operative", you'll have to obtain the Operative Ability (the Fist), but you can't obtain that until you obtain the two abilities above that (purple and yellow figures), and you can't load either of those until you've obtained the "light bulb". 

Each of the Abilities you acquire as you progress through the tree branches will provide you with something. Some Abilities (when loaded) will increase certain stats. Other Abilities give you access to new Special Attacks. You also see two "optional dead-end" abilities. Those are Abilities you can obtain for their added bonuses/attacks if desired, but they're not required to progress down the tree. 

In case you're curious, here's a shot of one branch lower. This is the Soldier Branch: 
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You'll generally be able to raise an Ability to a level equal to your Character Level. The only "cost" to leveling-up an Ability is $Info which is the MxO version of cash or gold. You'll obtain $Info just like you would in other MMORPGs: off the dead bodies of your victims, as payment for Missions, from NPC vendors from selling your junk-loot, and of course from other generous players by selling them your l33t loot. So as long as you've got the $Info, you can level all of your loaded abilities to their max value. Important Tip!: For your first character, you'll find that it gets very expensive very fast. So even though you can obtain every available Ability across all three disciplines as you level, you're better off sticking to just one primary tree and spending your $Info on raising those Abilities. That way you'll be most effective in combat for your level. 

Understanding that Abilities are levelable is also important because you'll find that in addition to obtaining "higher-branch" Abilities, some "lower-branch" abilities also require that a previous Ability be at a certain level. 

That screen above also shows you the Awakened Tree which is the very top-tier branch. Unlike most other tree branches, the Awakened Branch has a lot more abilities to choose from. You can see that there are six columns of Abilities. The Abilities in those columns require the previous ability above it to be loaded first. And in addition, you'll usually have to have those higher abilities raised to a certain level (or perhaps have your overall Awakened Ability (the very top Ability) at a certain level). Important Tip: The very top Ability on the Awakened Tree (your Awakened Ability) is levelable. It provides A LOT of important bonuses to your character! Make sure you level that up whenever your Character levels! 

Finally, I should point out more specifically how you load and unload these abilities. You can click on the second tab ("Abilities") you see at the top of the Ability Tree: 





Some Abilities are "levelable". That is, they don't provide a permanent flat bonus or effect, but instead can be increased in power as you level. You'll know if an Ability is "levelable" when you click on it by observing its description on the right and noticing an "up-arrow" at the top of it's description. Here's an example: 



With that interface, you can drag-and-drop abilities to/from your Equipped panel. As stated before, you can only load a limited amount. That amount is based on your available memory which is shown on the screenshot at the bottom as 39/41. This means I've used 39 "units" of memory out of my available 41. Different Abilities use different amounts of memory. The earlier Awakened Abilities usually only require 1 unit of memory. But some of the "key" Abilities in the lower trees can require higher amounts (e.g., 10 units). You'll gain memory as you level (by default, you'll gain 1 "unit" per level; but I think there are some additional bonuses you get at higher levels). However, it's NOT like Anarchy Online where you just simply purchase more memory. There is a very controlled amount of max-memory that you'll have at any given level. Everyone will essentially be the same in that regard. 

Earlier, I said you can use that display to load your abilities. The reason I stated it that way is because I never use it. It's much easier to just load/unload directly on the Ability Tree display. Just simply double-click on an Ability to load it up or unload it. If you're unloading an Ability which has loaded sub-abilities beneath it, the interface will give you a warning that all of those sub-abilities will be unloaded with it. And also, if you pick an ability further down the tree, it'll automatically load any pre-requisite Abilities above it. Again, this is all assuming you've uploaded these Abilities at a hardline after obtaining them in the Matrix (and that you meet the requirements and have the available memory).

VENDORS AND ITEMS 

NPC Vendors are located throughout Megacity and can be quickly identified by the fact that they really don't like storefronts and prefer to sit on the ground displaying their wares: 




The main vendor types you'll find are: 
- Ability Vendors 
- Item Vendors 
- Clothing Vendors 
- Weapons Vendors 
- Fragment Vendors 

Ability Vendors are actually identified by their discipline specialty. In the low-level neighborhoods of the city, there are three Ability Vendor types: 
- Coder Vendor 
- Hacker Vendor 
- Operative Vendor 

All three of those types sell the Awakened Abilities. However, you must go to the specific vendor type for Coder, Hacker, or Operative abilities. When viewing their list of abilities for sale, the names/prices will be color-coded as follows: 
- Light-Blue: You already have this ability loaded 
- White: You don't have this ability loaded, BUT you have the pre-requisite "higher-branch" requirement abilities loaded 
- Gray: You don't have the pre-requisite requirements loaded for this ability 

Important Tip: Don't accidentally waste your $Info! The color-coding of the abilities in the vendor list are based on what you currently have LOADED in your memory. Not on what you've already purchased/uploaded to your Code Storage. So if you've already purchased something, it may still show as Gray in the Vendor list. Always use the Abilities button at the Vendor to bring-up the full Ability Tree window and see what you've already purchased/uploaded. Abilities that are in your Code Storage will be a darker gray icon on your tree than the ones that are not (i.e., a dark gray icon in your Ability Tree means you've already purchased and uploaded the Ability, but you can't currently Load it into Memory for some reason (e.g., pre-reqs aren't met, out-of-memory, etc.)). If they're Dark Gray and have a yellow border, then you've got the pre-reqs met and you can Load it into memory by simply double-clicking. 

As you move out of the low-level neighborhoods, the Ability Vendors start to branch-off into more specific sub-types to match the various sub-trees of abilities. For example, in your late teens, instead of an Operative Vendor, you'll need to start buying your Abilities from a Martial Arts Vendor (assuming you concentrating on Martial Arts). Tip: The specific sub-branch Ability Vendors are usually found near the Subway entrances/exits of Westview, International, and Downtown. 

Of course, vendors sell other items aside from Abilities. There's a wide range of clothing available and different clothing vendors sell different "lines" of clothes. That is, you'll find one Clothing Vendor sells a certain "line" of trenchcoats compared to another clothing vendor. Tip: Almost all clothes are gender-specific. However, the gender requirement doesn't show-up in the tool-tip when viewing a vendor's stock or the Marketplace. For the vendor interface and your inventory, items with grey backgrounds can't be used by your gender. Also, items for the opposite gender will have gray text for their name; and you can use the "Hide Unusable Objects" button to only view Clothes for your gender. On the Marketplace, clothing items with icons against a Yellow background are Female items. Clothing items with icons against a Blue background are Male items. 

If you're following the Spy tree, you'll find a lot of your equipment (i.e., Disguises, Security Device Disablers, etc.) on the Item Vendors. 

Fragment Vendors sell low-level Crafting code fragments. 

And of course Weapons Vendors sell guns. Guns usually have level requirements, but that won't be a problem with the vendors in the low-level areas. 

Also, as in any other MMORPG, you can help your $Info pool by selling a lot of the loot you find on your kills. The Vendor buy-prices are static (i.e., don't change from vendor to vendor) and any Vendor will buy any item (assuming it's not listed as "Non-Sellable"). If the item can't be sold, but you still want to get rid of it, simply use the Recycle option by right-clicking on the item in your Inventory. You won't get a whole lot of $Info for it, but it's better than nothing. 

You may be wondering how to decide which items to keep and which to sell to the Vendors (and maybe even which items to sell in the player Marketplace). That's going to depend on your playstyle and how much patience you have in managing your inventory. Keep in mind that there is no Bank storage and no additional "Bags" to obtain. You get 48 slots and that's it. HOWEVER, code that you find can be uploaded at a Hardline to your Code Storage area. But only code (which includes Ability Codes and crafting-based code). So here's one suggestion for trying to manage your stuff: 
- Put the stuff you want to "keep" on the last tabs of your inventory (just drag an item onto the tab number to move it there) 
- I generally put Buffing Medicinal supplies on my last tab (such as Pills and Inhalers). Tip: Save the pharmaceuticals! Especially the Health Pills! Also drag your Health Pills up to your Hot Bar to use during combat. They can save your virtual life! Some of the other drugs are Ability enhancers (i.e., Buffs). Those can be useful to use prior to heading into a tough mission. A third type are Ability Grants. These temporarily give you an Ability you don't currently have loaded. However, many of them still have pre-requisite requirements. They can be fun to play around with, but if you're short on $Info, I'd recommend selling the Ability Grants and only keeping the Healing/Buffing drugs. 
- I have one tab designated for Collection items. These are the special dropped items from Gangs which various Collector NPCs will take from you and reward you with some form of buffed clothing or weapon. 
- Another tab is a "fashion" tab and holds the clothing I found cool enough to keep and may want to swap into/out-of. 
- Finally, a fourth tab for weapons. Even if you're concentrating in one particular type of weapon (i.e., Pistols), you'll still be required to have a few higher-branch abilities loaded which require other gun types to use (e.g., Sub-Machine Guns, Rifles). So if you've got to have the ability loaded anyway, you might as well keep one of each type of gun on hand so you can use that Ability during combat if you want. Although swapping out guns usually drops your weapons in tab #1, so you may want to make that tab your Gun Tab. 
- The first two tabs I keep as the "bucket-o-loot" areas and try to empty out regularly (i.e., uploading Code and selling junk loot to Vendors). 

So, to summarize: 
- Keep the Healing Pills and Buffing Inhalers (this includes Anti-Biotic Pills which can be useful to remove de-buffs and negative states placed on you by enemies) 
- Keep at least one version of each type of weapon (Pistol, Rifle, SMG) unless you really don't think you're going to be doing much gunplay (which is easily possible) 
- Keep the clothes you think are cool 
- Keep the Gang-Dropped collectable items (they'll be listed as "No-Trade" so they'll probably be obvious) 
- Upload all of the Code you find (Fragments, Bits) to your Code Storage at a Hardline (you may want them later when you start playing with Crafting) 
- Sell the rest 

As for placing stuff on the Player-run Marketplace (accessed from the Hardlines), I'd personally skip it in the early levels. Wait until you have a better feel for what's valuable (primarily buffed clothing/weapons and code bits/fragments). 

Finally, let me cover item Stability and Purity: 
When hovering your cursor over an item, you'll see a large color-coded circle along with a number of small dots. 
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The large circle shows the item's Stability. Over time, an item will slowly lose Stability. When it completely decays, you lose the item. The indicators degrade as follows: 
- Full White Dot 
- Full Green Dot 
- Half Green Dot 
- Full Yellow Dot 
- Half Yellow Dot 
- Full Red Dot 
- Half Red Dot 
- Black Dot 
- You lose the item 

Stability can be repaired using the Coder's "Repair Item" ability. 

The small dots represent an item's Purity. Purity represents how easily an item can lose Stability and also how easily it can be repaired. So the more dots, the slower it'll degrade and the easier it'll be to repair. 

However, repairing an item will remove one dot of Purity.

COMBAT 

Combat in MxO is quite different than other MMORPGs. In fact, it can be a key factor in determining whether a player stays with the game or not. Some flat out hate it and leave MxO quickly. Others, who are more open to a different type of playstyle, take the time to learn the nuances and begin to appreciate the uniqueness of the more "turn-based" type of system. 

Given that, I'll first refer you to an article I've previously written explaining the philosophy behind the MxO combat system: 
The Philosophy of MxO Combat 

Now, let me get more into the mechanics of how combat works in MxO... 

First a note on NPC opponents. Whenever you target an enemy, your target display will show you the level of your target. In addition, their name will be color-coded based on the difficulty. This range is: 
- Gray: Little to no XP 
- Green: Easy kill 
- Blue: A good fight (but you should win) 
- Yellow: Even match 
- Orange: Challenging fight 
- Red: Very tough 
- Purple: You're going to die 

However, in the targeting box next to their level, you'll also see a Chevron symbol (i.e., sergeant stripes). They can have one, two, or three Chevron stripes. A 3 Chevron Level 5 opponent will be tougher to kill than a 1 Chevron Level 5 opponent. However, they'll also give significantly more XP. 
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Now, let's look at our Hotbar: 




As with other games, your Hotbar holds the various abilities/shortcuts/inventory that you've decided to place on it. In fact, now's a good time to point how you add things to your Hotbar. Items are as simple as dragging them from your Inventory up to your Hotbar (it's recommended that you place Health Pills and Anti-Biotics on your Hotbar so they can be quickly activated during combat). 

Weapons are the same; just drag them up there. When clicking on a weapon on your Hotbar, if it's not equipped, then clicking the button will equip the weapon. If it's already equipped, then clicking it will fire off a single round at your target (this is different than the automatic Free Fire mode I'll be covering shortly). 

Finally, and most importantly, you need to place your various activatable Abilities on your Hotbar. Normally you'd think you need to access your Ability Tree at a Hardline/Vendor to drag it up there, but that won't work. You need to open your Actions Panel by clicking on the Blue Character button next to your compass: 




That will bring-up a menu devoted towards Character info. Select the "Actions" option to view all of your "activatable" Abilities. From this panel you can drag-and-drop your Abilities to your Hotbar. Or you can right-click on an Ability in the display and select "Add to Hotbar". 

When items on your Hotbar are "dropped-down" and gray, that means you can't currently activate it. This could be because they can only be used in combat, or perhaps you're out of range (if it's a ranged attack type ability), or maybe you can't use it in your current condition (e.g., you're running and you can't use that ability while you're running). When an ability or item is available for use, that button will lock back up into the Hotbar and be in full-color. 

Also, in case it's not obvious, you actually have 10 different "banks" of Hotbar panels to choose from. Just select the up/down arrows on the left of the Hotbar. 

Now that you've got your Hotbar loaded, let's cover the two special buttons at the end of the Hotbar: Interlock and Free Fire. 


Free Fire 

The Free Fire button is the one all the way to the right (the one with the target-sight above it). In my Hotbar picture above, the icon looks like a fist. This is actually not a good thing. What you'll want to do is first select the small down-arrow immediately below the fist. This will drop-down a panel showing you all of your Ranged Weapons (i.e., guns). Select the weapon of your choice to designate that one as your Free Fire weapon. 

Now, to engage in Free Fire, target an enemy, get within range (the Free Fire button will become full-color when you're within range), and click the Free Fire button. You'll now automatically fire rounds at your target over and over until: 
- You press the Free Fire button again to stop it 
- Your target dies 
- Your target (or perhaps another enemy) forces you into Interlock Combat (to be explained below) 
- You force Interlock Combat 
- You get out of range 
- You die 




If your target has a gun or if they're Hacker-based (i.e., uses Viruses for combat), then it's quite possible your entire battle may consist of just Free Fire back and forth (luckily, in MxO, ammo is endless). But, quite often, you'll get pulled into Interlock Combat. 

Interlock Combat 

Interlock Combat is very different from traditional combat in other MMORPGs. You will no longer be able to control the physical movement of your character during Interlock! This can feel a bit weird to MMORPG veterans. I expound on the reasonings behind this system in my article above, but for here, just realize that you are literally "locked" in combat and you're not going to be high-tailing it away too easily. 

Think of Interlock Combat as a round-based game within a game in MxO. In each round, your attack selection will generate a random roll and be compared to the random roll of your opponent's attack selection. Whoever has the higher roll wins that round and will successfully "complete" that attack (the loser, on the other hand, gets nothing aside from getting to be the victim). One of the benefits of this system is that it allows for amazing combat animations that couldn't be accomplished in a traditional MMORPG combat system. Since both characters are "locked" in combat, the game can completely control the animation of both characters and show a unique animation appropriate to the winning attack (complete with the wince-inducing animation of the "loser"). 

Entering Interlock Combat requires you to first get close to your target and then simply press the Interlock Button on your Hotbar (the one just to the left of your Free Fire button). The required range has scaled-down quite a bit through Beta and ended with it being very close to your target. When you're within range, your Interlock Button will become full-color. You can also be forced into Interlock by an enemy; in fact, it's quite frequent. 

However, just as with Free Fire, you'll always want to make sure you have the "type" of Interlock Combat you want selected in your Hotbar (i.e., you'll want this selected long before heading out into the dangerous areas of the city). Do this the same way by clicking the small down-arrow just below the Interlock Button. This will drop-down a two-column panel. The left column will be your available Melee styles and the right column will be your available Gun choices (yes, you can use Guns in Interlock; I'll explain shortly). Initially, you'll only have one available Melee style: "Self Defense" (i.e.: The "I don't know martial arts, but I was pretty good at beating-up other kids at school!" style). If you choose to progress down the Martial Arts tree, eventually you'll be able to choose Karate, Kung-Fu, or Aikido as your Melee style. So for now, let's assume that you've select Self Defense (and not one of your guns). 

Upon entering Interlock, your Interlock Button will drop down and five new buttons will appear beside it (four to the left, and one to the right): 




The buttons on the left are your four "auto-attack" choices. Whichever one you have selected (shown by the small down-arrow at the top of the button; in this case, the blue fist is selected) will be the attack that will be queued-up next and will keep repeating until you change it. This "queued-up" attack is also shown immediately below this area right below the "Next" text. While an action is shown in that "Next" box, you still have time to change it. However, as each round goes by, the queued-up attack will slide to the left and be locked-in. 

As stated earlier, at each round, the currently "locked-in" attack which you had selected will determine a randomly generated number. The randomly generated number is based on your current Combat Tactics (CT) skill (which is viewable in your Character Stats display). There are a lot of things that can effect your Combat Tactics skill at any given round. For example, you'll find items and buffs that will boost your base Combat Tactics skill. You'll find items that can boost your Melee Combat Tactics (i.e., you get a bonus to your CT when you're doing Melee-based interlock only, not guns; but there are also Ranged Combat Tactic boosting items). When you start learning Karate, Kung-Fu, or Aikido, you'll get a CT bonus if you've chosen the attack that is designed for it (i.e., the green fist attack ("Grab") gets a bonus if you're using the Aikido style). And you'll also be able to obtain bonuses (both CT and Dmg) for other special abilities such as using the Detect Vulnerability and Precise Blows skills from the Awakened tree (which can give you indications on what attack your opponent will be most vulnerable to in the next round). Of course, on the flip-side, your opponent may be doing things which can lower your CT skill for a few rounds. 

I hope it's obvious at this point how important Combat Tactics is for winning Interlock battles. If it's not, let me spell it out: I-T I-S I-M-P-O-R-T-A-N-T-! 

Whenever a round completes, you'll see the number you "rolled" in the small box next to your attack. Numbers that are green indicate that you had some sort of bonus applied to your roll. Numbers in red mean a negative modifier was applied. 

So which of the five buttons should you click on? Here are the official descriptions: 

Blue Fist = Speed Attack: You are trying to land as many blows as you can. In practical terms, you get more chances to hit the enemy. Individual successful attacks do relatively less damage, but a series of successful attacks may do significant damage during an Exchange. A successful hit may daze your opponent for several exchanges, hindering his attack and defense, and making him vulnerable to certain special attacks. 

Red Fist = Power Attack: You are trying to land a devastating blow on a vulnerable spot. You’ll get fewer chances to hit your opponent during an exchange, but you do more damage when you do hit. A successful hit may stagger your opponent for several exchanges, hindering his attack and defense, and making him susceptible to certain special attacks. 

Green Fist = Grab Attack: You attempt to grapple and restrain your target. You do little damage, but make it more difficult for your foe to use Upgrades or special abilities. A successful hit may make your opponent off-balance for several exchanges, hindering his attack and defense, and making him susceptible to certain special attacks. 

Yellow Hand = Block: You concentrate on evading or warding off your opponent’s attacks. You are harder to hit, and you may regain some Inner Strength. A successful block may allow you to come out of being dazed, staggered, off-balance or some other negative effect earlier than you otherwise might. 

The "get more chances" and "get fewer chances" mentioned above doesn't actually mean you'll increase/decrease the rate of your attacks. Instead, you probably (I'm not certain) get a slight CT bonus/penalty when using those attacks in exchange for decreased/increased damage, respectively. So, from a strict damage vs. chance-to-hit consideration, you would want to use Power Attacks if you're sure you'll normally be able to roll higher than your opponent (i.e., confident you have a respectably higher CT). But if you think your enemy is tougher, Speed Attacks may be a smarter choice. 

You'll notice that the three primary attacks all mention the possibility of causing a particular "state" on your opponent. The percentage chance seems to default to around 33%. That is, if you successfully win the round (and you used one of the three primary attacks), you'll have a 33% chance of also placing your enemy in the corresponding state. These states are shown in two ways: 
- An icon beneath your targeting window 
- Special "effects" on your target (e.g., Daze looks like little stars around the head) 

These states can be very critical to close battles since they can directly modify the subsequent rolls and damage of upcoming attacks. In addition, some of your special attack abilities may require that your opponent be in a certain state before it can be used. 

The Block attack will give you a fair bonus to your roll, giving you a greater chance of winning the round. So effectively this is a purely defensive option because your Block attack doesn't do any damage when it wins. However, if your opponent managed to get you Dazed, Off-Balance, or Staggered, then a successful Block on your part can immediately remove that state from you (but not guaranteed). 

Important Note: The three primary attacks are NOT (NOT as in "ain't") Rock-Paper-Scissors! New players often make the mistake of thinking that Red beats Blue and Blue beats Green and Green beats Red, yadda, yadda, yadda. Not the case! What determines whether or not you win a round is your random roll which is determined by your CT and any modifiers! 

Another thing to point out is the comparison to other MMORPGs: at first, this combat may feel very "hands-off" compared to traditional MMORPGs. But in reality, all we've covered so far is the equivalent of hitting the Auto-Attack button in those other games. We still haven't covered the activation of special attacks, executing viruses (i.e., "spells"), using special attack items (e.g., Wooden Stakes against Vampires), mid-combat heals, etc. 

So think of the Speed, Power, Grab, and Block attacks as four versions of Auto Attack. 

Important Tip: If you get pulled into Interlock Combat by an enemy (i.e., you didn't initiate it), your default attack will be Block. While not a terrible option, you probably are going to want to quickly change that to something that actually deals damage. 

Before we talk about Special Attacks, let's look at the fifth option that's always present on your Interlock Bar: Withdrawal. By selecting the far right button, you'll attempt to disengage from your enemy and leave Interlock. If successful, you'll see yourself roll backwards away from combat and then regain control of your character. Tip: One of the early abilities you get in the Awakened Tree is Hyper-Sprint which will greatly (but only temporarily) boost your run speed. Be ready to hit that as soon as you successfully disengage from Interlock. It's no good to successfully disengage only to be pulled back in a few seconds later! 

An interesting side note: One of the benefits of the Spy tree is you get better versions of the Withdrawal option. For example, in addition to disengaging from Interlock combat, a successful Side Roll Escape will give you a 30 sec buff which makes it more difficult for enemies to pull you back in. 

As discussed earlier, you'll want to load-up your Hotbar with the Special Attacks you've got loaded in memory. To activate them during Interlock, simply press the appropriate button on your Hotbar and that will now become your next queued attack. However, following that attack (successful or not), your queuing will return to your previously selected regular attack (i.e., Power, Grab, etc.). The special attacks usually have unique animations associated with them and often can trigger a "bullet-time" moment. 
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The Special Attacks will generally use-up a certain amount of Inner Strength (IS) which is indicated by the yellow bar just below your health bar in the upper right of your screen: 




Obviously, if you don't have enough IS, then you can't execute that Special Attack. In addition, Special Attacks usually have post-use timers which must expire before you can use them again. 

Ranged Interlock Combat 

As I eluded to earlier, Interlock Combat can also use guns. Simply select one of your weapons from the drop-down panel underneath your Interlock Button on your Hotbar (click the small down-arrow to drop-down the panel). When engaging in Ranged Interlock, everything works exactly the same. However, the names of your primary attacks change to: 
Red Gun = Aimed Shot 
Blue Gun = Burst 
Green Guns = Retaliate 




However, even though the names changed, all of the associated actions (bonuses/detriments/states/etc) are the same. What's essentially different are the animations. How can someone using Self Defense go up against someone using Ranged Interlock? It works out fairly logically. If the melee combatant wins the round, then it shows the ranged combatant trying to fire but missing while the melee combatant lands a punch/kick/etc. And if the ranged combatant wins, then he'll often perform some sort of "push-back" maneuver and fire off a couple successful shots at the melee combatant. And of course there are even more combinations of animations for when two ranged-based combatants go at it in Interlock. 

Something to keep in mind, however, is that certain regular and special attacks have a chance of disarming ranged combatants during Interlock. So even if you choose a weapon for your primary Interlock method, you often might be falling back to Self Defense for portions of the fight. 

When going down the Soldier Tree, you'll find that you can branch-off into Martial Arts Initiate or Gunman. While Martial Arts eventually breaks down into Karate, Kung-Fu, and Aikido; Gunman breaks down into specialties of Pistols, Rifles, and SMGs. And just as Aikido gets a bonus for using the Grab attack, Pistol specialists get a bonus for using Retaliate. And also, just as there are Martial Arts Special Attacks, you'll find corresponding Gun-based Special Attacks to use during combat. 

Avoiding Interlock 

Sometimes you may want to avoid getting pulled into Interlock. Such as when you're passing by Gangs on the way to a Mission. Or perhaps your combat style is non-Interlock based (e.g., you prefer Free Fire or you concentrate on Virus Execution). One of the initial Abilities you acquire is Evade Combat (very top-left of your Awakened Tree). Evade Combat places a "shield" around you that prevents others from pulling you into Interlock. However, the shield is "charged" in a way that each time an opponent fails at pulling you into combat, it loses some power. Eventually the shield will completely fail and you'll be vulnerable. When this happens, there's a short timer that must expire before you can activate the Ability again. 


Virus Execution 

If you specialize down the Hacker line, you'll start having a number of damage inducing Viruses you can direct towards your enemy. Some are immediate damage while others are Damage-over-Time (DoTs). These can usually be used both in and out of Interlock combat (which isn't always the case for many other melee/gun Special Attacks). They're fairly simple to activate: just select your target and activate the Virus by clicking it's button on your Hotbar. 




There's an execution time (i.e., "casting time") for most code execution. And just like in other games, it's possible you could be interrupted during the process and have to start over. One of the Awakened abilities you can obtain is Concentration which will help in preventing interrupts. 

Of course, after you've hit your target with a virus, they'll probably be a bit angry and try to engage you with Free Fire attacks, pull you into Interlock, or perhaps retaliate with a virus of their own. 

Multi-Person Combat 

Sometimes you'll have to go up against more than one enemy at a time. How does that work? Well, you'll still only have a single target to engage in Interlock with. However, that's only for the purposes of dealing damage. There will still be additional "Interlock rolls" for the attacks of the other opponents against you. Although you won't be landing punches on the extra attackers, if you win the roll, you can at least avoid damage from them. Normally, the extra attackers get a bonus to the combat rolls against you, however, if you've got the Multi-Fighting ability loaded (in the Soldier Tree), then you can face up to 3 total enemies and none of them will gain that bonus. 

Most of the time, however, you'll find that if you're engaged in Interlock with an enemy, his friends will simply go into Free Fire mode and start taking shots at you. The good side of this is that there is a penalty for Free Fire attacks against an enemy who is engaged in Interlock. For players, there's an ability you can gain (Sharpshooter in the Soldier tree) that removes that penalty for when you're the one firing the shots; but it's unknown if NPC opponents have access to this bonus. 

Final Comments on Combat 
Again, the combat in MxO is quite different and can take some getting used to. However, an additional aspect of combat which can frustrate new players is the camera movement. I personally feel this area could stand the most improvement. The camera can sometimes jump-around and swing-around way too much during Interlock. And although the Bullet Time generally looks pretty cool, it sometimes zooms in so close, it's hard to see the whole effect (and during the later stages of Beta, a number of bullet-time animations were a bit out of sync: the slow-motion would happen AFTER the attack finished). 

So hopefully improvements will come for this aspect of the game. In the meantime, I can only suggest that you keep the camera zoomed out to better help you see the action. Tip: Also, even though it seems like you've lost control of the camera during Interlock, you can still rotate the camera around the action (except during Bullet Time). However, to do that, I'd recommend just pushing your mouse to the left or right edge of the screen (which will rotate the camera). It tends to work much better than trying to "mouse-look" or "left-click-pan" during combat. Plus, the "left-click-pan" method can have the side-effect of unselecting your target. 

DEATH 

If you should "die" in The Matrix, you'll be returned to the Loading Area (luckily, the technology has improved and the system now jacks you out immediately before death so your Real World body doesn't actually die). However, for the next several minutes, you'll face a Death Penalty. This Dealth Penalty reduces the effectiveness of many of your Abilities (this can be viewed on the Bonuses tab of your Status display). In addition, any Code Bits/Fragments you've obtained will be lost; so remember to upload them to a hardline often (see the Crafting section below for more information on Code Bits/Fragments). 

To be more precise, when you die, you don't immediately return to the Loading Area. You'll actually have a box appear which gives you the option to do that (Reconstruct). The reason you'd choose not to do so would be if you had a team member nearby who could Restore you right there on the spot (assuming they have the Ability loaded). 

Also, during your first several levels, you will not face the Death Penalty or Code loss.

MISSIONS 

One of the things you'll want to start doing relatively quickly is Missions. They work rather similar to "quests" in other MMORPGs, but there are definitely some key differences. 

To get started, open-up your Contacts display by selecting the Green Cell Phone button next to your compass and selecting the "Mission" option. 




This will bring-up your Contacts list. When you first start playing, you'll only have one Contact (Tyndall). So dial her up. This will change the display to your Mission Panel. 




Normally, you'll have two variables you can adjust before Downloading the mission: Time and Difficulty. Time represents how long you want to spend on the Mission. Difficulty adjusts the level of the enemies you'll encounter. However, the Critical Missions (the only ones available at first) are all pre-scripted and cannot have their Time altered. After adjusting the Difficulty, press the Download button and she'll transfer all of the mission details. In addition, your Mission Panel will now be tabbed and include a list of Objectives and a Log of all mission actions. Since the Objectives are the most important aspect, you'll get a separate Objectives panel on your screen listing what you need to do next. 

There are two other display elements to consider. First, you'll get messages from your Hovercraft Operator right above your compass: 




Pay attention to those since they'll give key advice as to what to do next. Once you've read the Operator message, you can click on it to make it disappear. If it disappears on its own and you need to re-read it, just check your Mission Display and go to the Log tab (get to the display via the green Cell Phone button). 

The other key display element is the Waypoint Indicator. This will automatically appear and show you the direction you need to travel to get to the next stop (along with showing the distance). However, it doesn't really account for obstacles in the way, so while you know the direction and distance, you'll still have to do some general navigating around buildings and across bridges to get where you're going. 




Eventually, you'll arrive at the building for your Mission: 




Open the door and head-in and your Waypoint Indicator will update to the next location which will usually be an Elevator. Once inside the Elevator, "use" the Elevator Panel and you'll be able to select the floor you need. The floor for your Mission is clearly indicated: 




Select the appropriate floor, and then "use" the elevator doors to open them and head out. Your Waypoint Indicator should now be leading you to the actual location for your Mission. The Mission location is instanced and only you and your group mates will be able to enter it. On your map display, you'll be able to identify the instanced portion in red: 




What you need to do in the Mission will obviously vary, but it generally involves transporting packages, leading NPCs to other locations, killing bad guys, etc. Just take it slow and follow the instructions given to you by your Operator and the Objectives panel. 

Missions are the best way to make $Info and the payouts are usually very good. The XP earned may not seem terribly large, however you usually gain XP throughout the Mission itself (both for completing sub-goals and also from killing bad-guys along the way). So you'll find that you still made a fair amount of XP from the Mission as a whole. 

Mission Progression and Organization Reputation 

When you first start playing, you'll only have Tyndall as your only method for Missions. As you start to explore the city, you'll run into other NPC Contacts. These Contacts have their own series of missions designed for their local neighborhood. Once you talk to them the first time, they'll show up in your Contacts List. You can't call Neighborhood Contacts on the Cell Phone, but you can activate a Waypoint to them and travel there to get the Mission directly. 

Tip: When you reach your teens, you may find yourself sometimes getting primary Critical Missions from Tyndall that lead you into areas that seem slightly too tough for you (i.e., you're getting killed by gangs just trying to get to the Mission). If you want to level-up some more first, try doing the Neighborhood Contact Missions for a while. They generally keep their Missions confined to a local area so you'll already know if you're comfortable with the level of the area. 

Even though the Neighborhood Contact Missions are good, you should still try to keep-up with the primary Organizational Missions from Tyndall. After a certain number of her missions, you'll be contacted by representatives from both The Machines and The Merovingian. These will immediately appear as new Contacts in your list. At this point, you'll have to start deciding which Organization you wish to be aligned with: Zion, The Machines, or The Merovingian. From here on out, all Missions you do with Tyndall will start raising your Reputation with Zion and lowering it with either of the other two. Similarly, doing Missions for either of the other two will raise the appropriate Reputation with them and lower it with one of the remaining two (i.e., Zion). 

You can try to play the "pay-off-one-credit-card-with-the-other" game and try to keep everyone happy, but in the long run, it's probably not going to work and you'll eventually miss out on content. For example, if you want to become Captain of your own Hovercraft Crew, you must have a certain Reputation level with one of the three Organizations. Also, the Critical Missions are going to be one of the key methods for being part of the ongoing story of The Matrix. If your Reputation isn't high enough with any of the Organizations, then there's a good chance the current story-based Missions will come-and-go without you having the opportunity to try them out. 

When you reach a Reputation of 10 with one of the Organizations, you'll then have access to Standard Missions from that Contact. These are essentially randomly generated missions and you can now select the Time aspect prior to downloading. You'll have a handful of mission types to choose from (e.g., Assassination, Delivery, Rescue, etc.). These Standard Missions will never run out and offer a nice alternative option to other forms of leveling. (In many ways, they're similar to the generated missions in Anarchy Online). 

Mission Tip: A lot of the missions you'll receive will require you leading NPCs throughout the city. This can be one of the more frustrating mission types (especially when you obtain the Hyperjump ability and can jump over buildings to get around quickly; but you can't do it when you're leading mission NPCs around). What will inevitably happen is the mission NPC will get killed by gangs along the way. So two things to keep in mind when doing missions in difficult areas (especially with following NPCs): 
1) Run down the middle of the major streets. It may seem odd to be playing chicken with cars and vans, but the primary streets usually have enough buffer to the sides that you'll avoid aggroing any gangs. Just bring-up your map and try to figure out your route along major roadways to your mission location. 
2) Be patient and don't just charge down the most direct alley when getting close to your mission building. Most buildings have multiple entrances. Even though your Waypoint Indicator is directing you to a specific door, you don't have to use it. Just get into the building via any means. If you take your time, you can often find a much safer route into the building. And if you haven't got an NPC tagging along, consider entering from the roof entrance. If you have Hyperjump, that's pretty easy. But even if you don't, often times there are ladders and pipes you can climb to reach the roof. 

COLLECTORS 

As an alternative to doing Missions, you can also gain XP and $Info by taking on the various Exile Gangs scattered throughout Megacity. Each small neighborhood has its own brand of thugs that need taken care of. However, as Smith is fond of pointing out, it's "purpose" that drives us. So you might as well have one when it comes to these gangs. 

You'll find in each neighborhood a special NPC Collector who will give you a decent item in exchange for a certain number of "trinkets" dropped by the local gang members. The item will always be the same, but you can talk to them ahead of time to see what the item will be. The final item often isn't worth much in the way of $Info to a vendor, so I'd really only concentrate on the Collection Items if it's something you want or if you just know you'll be killing those gang members anyway. To find the Collectors, just open-up your in-game map and look for the purple "recycling" icons.

CRAFTING 

As you progress through the Missions and start collecting items from kills, you'll notice that you've built-up a number of Code Bits. These Code Bits are numbered 1 thru 9 and seem to serve no purpose. However, these are essentially the raw resources for crafting. As mentioned earlier, all Code can be uploaded at a Hardline and stored in your Code Storage area (unfortunately, the Code Storage area which is viewable in the Loading Area, can get rather messy because it currently doesn't auto-stack Code Bits that are transferred there AND there's no easy way to get them stacked manually either. Best advice: just let it go and don't worry about the mess. There's at least filters for the "types" of code displayed.) 

To start crafting, you'll need to acquire the Write Code Ability and Load it into your Memory (again, you do this at a Hardline, in the Loading Area, or at a Vendor; although remember, if you just purchased the Ability from the vendor, you've got to upload it first). In addition, you need a Code Analyzer Tool. If you haven't obtained one via normal loot drops, you can get one at a low level Item Vendor. 

After you've got the Ability Loaded and you've acquired the Code Analyzer Tool, put the Tool on your Hotbar and press it to bring up the Coding Interface. On the left you'll see three filtering drop-down selections. This is essentially filtering out the selection process to show you your "recipes". Some recipes you get automatically based on your Write Code skill (remember that it's a Levelable Ability, so you'll have to spend $Info to level it up). Other recipes are obtained by literally destroying an already existing item with a Decompile Item Tool and the Decompile Items skill (found on the Programmer Tree). 

After selecting a recipe, the right side of the display will show you the various Code Fragments that are required to create the CODE. I point out "code" because this is not creating an ITEM. It's creating the code for an item. However, if you're crafting an Ability, the Code is the end result anyway. But if you are trying to create an actual item like a weapon or piece of clothing, there will be an additional step beyond creating the code. You'll have to actually "compile" the code into an Item using a Code Compiler Tool. 

The Code Fragments that are required in the recipe are actually the "sub-combines" of the final product. To obtain the Code Fragments, you have to first make them from the Code Bits that you've been collecting. You'll find that Code Fragments have their own filter selection in the recipe selection area. When viewing a recipe, you'll see that there are three different "highlights" to the displayed fragments: 
- Green with Color Highlights: You actually have the Code Fragment in your Inventory or in your Code Storage. 
- Green: You don't have the Code Fragment, but you DO have the necessary Code Bits to make the Fragment. 
- Red: Not only do you not have the Code Fragment, you also don't have all of the required Code Bits to make the Fragment. 

Tip: Right-click a recipe ingredient which is just plain Green (i.e., you have the bits, but it's not made yet) to be presented with the option of making that fragment. 

So as you can see, the Code Bits are always going to be key ingredients in the Crafting process. However, to help you along during your early levels, you'll find Fragment Vendors in the low-level areas who will sell you pre-made Fragments to use in your Crafting. 

As you climb higher in the Crafting skills, you'll eventually start working towards recipes that require drop-only components (and they can't be made from Code Bits). So the Marketplace will be a key resource for Crafters to buy and sell these limited-availability components. 

While not an advanced Crafting Guide, the above section should hopefully be enough to get you started in the Crafting profession. Remember, even though you may be concentrating on Combat Abilities, you can swap Abilities in/out whenever you want at a Hardline. This is one of the unique aspects of MxO. You can instantly become a Coder to make your items/abilities, and then switch back to a Kung-Fu master afterwards! However, as I warned earlier, trying to do too much at once will break your pocketbook VERY quickly. So for now, I'd recommend you only obtain the Write Code ability to start with (along with a Code Analyzer Tool) and fiddle around with Crafting a bit to see if it's something you want to pursue

GETTING AROUND 

Hardlines 
Initially you'll get around on foot. But as mentioned earlier, you'll start finding Hardlines that are not already in your Hardlines List (only viewable at a Hardline and in the Loading Area). When you're at a Hardline, you can instantly teleport to another Hardline. Once in a while the destination Hardline will be listed in Red. This means the neighborhood is inaccessible right now. This can be due to too many players in the area, or it could be a server problem. If this happens, try to find a different Hardline that's nearby. 




Subway and the Districts 





Another means of getting around are the Subway lines. To use them, head down into a Subway Station and "use" the Subway Train (if there's none there, just wait a minute, it'll be there shortly). This will bring-up the Subway Map for that area and show you the various stops along the line. Just pick your destination and click Accept. 





Some Subway Lines will take you to different Districts, although I wouldn't head to them until you're ready. Currently there are four Districts available in the game: 
Richland: Level 1-10 Neighborhoods 
Westview: Level 10-20 Neighborhoods 
International: Level 10-20 Neighborhoods 
Downtown: Level 20-50 Neighborhoods 

Westview is also known as "The Barrens" and is the dump of the dumps. 
Richland (where you start; aka "The Slums") is slightly better in "quality". 
International is a major step up and has a Chinatown feel. 
Downtown is extremely impressive and clean. The skyscrapers are phenomenal! 

Maps 
I'm sure as the game expands over the coming months/years, that more and more Districts will be added. In the meantime, I'd recommend perusing some of the great online maps available at various sites: 
MxO Archive's Maps 
Matrix Dojo Maps 
MxO City Guides at Rumbaar.net 

Access Nodes 
Now's a good time to bring up another unique aspect of MxO: Access Nodes. When you start venturing out of Richland, you'll see that you start getting warning messages that you're in a Restricted Area: 




The story is basically this: With the Peace came restrictions on Red Pills. Richland was authorized as the only full District where Red Pills could wander freely. The other Districts were supposed to be avoided and left to the Blue Pills to go about their lives. However, we humans aren't very good at following rules sometimes. We found out how the Exiles were able to avoid Machine detection: the Access Nodes. By hacking an Access Node, you're able to hide your presence in that Neighborhood of the District. Each Neighborhood has their own Access Node and you only have to hack it once. 

To Hack, however, you need to get the proper Key Card. The Key Cards are carried by Gang members in nearby (i.e., lower-level) Neighborhoods. Key Cards for a specific Neighborhood Access Node are found on one specific type of Gang. For example, to get the Roger's Way Access Node Key Card, you'll need to hunt down some members of the Guillotine gang who can be found in Southard in Westview. The key's are not common drops, but you'll eventually get one. They're primarily found on three-chevron gang members. 

So what happens if you don't hack the Access Node? Well, at first, probably nothing. But eventually, this: 




I'm sorry. Not eventually. Inevitably. 

Hyperjump 
Finally, since we're talking about getting around, you should be aware of an absolutely essential ability: Hyperjump. Unless you pre-ordered, you'll have to wait until Level 10 to load it. But when you can, get it immediately. It allows you to jump from rooftop to rooftop (or from/to the ground as desired). There's two ways to activate it (once you have it loaded). The first is to press-and-hold the keyboard assigned Superjump key (don't forget to hold the key down until you land or you've traveled as far as you want). That's the quick, but imprecise method. You'll automatically jump as high and far as you can (and generally jump much higher than you needed to). However, if you're on the run, that's the best choice. 

The other method is by clicking the Hyperjump button on your Hotbar (once you put it there). This will give you a top-down view where you'll get a targeting indicator and you can select exactly where to jump to (if the indicator is red, you're trying to target an area that's too far or is blocked for some reason). The jump animation is more efficient and direct with this method, along with the fact that you're precisely picking your landing spot. 
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Initially at Level 10, the horizontal range of your Hyperjump will be fairly limited, but Hyperjump is a levelable ability so make sure you spend $Info on it as you gain Character Levels. Pre-order players obtain the benefit of "Hyperjump Beta" right at Level 1. This is equivalent to a static Level 10 Hyperjump. However, Hyperjump Beta cannot be leveled, so once pre-order players reach Level 11, they'll want to switch to the regular Hyperjump ability. Also, Hyperjump Beta provides a +10 bonus to the regular Hyperjump once obtained.

WHAT ELSE TO DO? 

This guide is drawing to a close, so let me just give a quick rundown on some of the other activities you might engage in as you live out your virtual existence in The Matrix... 

Join a Crew 
"Guilds" in MxO are actually called Factions. However, unlike other MMORPGs, Factions consist of mini-guilds called Crews. Essentially, a Faction is a collection of like-minded Hovercraft Captains. Crews can only have a maximum of 12 members. So if there's a Faction out there you think you wish to join, you'll have to get one of their Captains to accept you as a crewmember (assuming they have room). 

You can form your own Crew without the need for a higher-level Faction. To do that, you'll have to have a minimum reputation level with one of the three Organizations (Zion, Merovingian, Machines) and then pick your "allegiance" with that Organization. On the same screen, you'll name your Hovercraft and then all that will be left is for you to find someone who likes you enough to join your Crew. When they do, your Crew will be officially formed and you'll be the Captain. From there, you can join-up with an already existing Faction or you can form a new Faction with other Crews who aren't already attached to a Faction. 

There are separate chat channels for both Crews and for Factions. 

Note that Crews are not the same as a Team. A Team is just your temporary Group of players for that play session (i.e., grouping-up to do a Mission together, etc.) 

Invade the Exile Hideouts (Dungeons) 
There are quite a few Exile Hideouts (a.k.a.: Dungeons) through Megacity (I think the current count is 14). These are essentially static dungeons with Boss opponents at the end. Unfortunately, they're not instanced, so you may be competing with other Teams. 

Check Out the Constructs 
Constructs are special areas of (outside?) the Matrix which some say are remnants of previous versions. They are all very different from the typical city-life you're normally experiencing. However, be warned: these are all open PvP areas! To enter them, you'll have to first achieve a certain Reputation with one of the Organizations. Then you'll need to see the appropriate Archivist (the one for your Organization) who will sell you a "Book" which can be used in conjunction with a teleporting Archivist who will transfer you to that Construct. They're all located in the Richland Neighborhoods (Zion Archivist in Moriah Projects, Machine Archivist in Midian Park, and Merovingian Archivist in Apollyon). 

The Constructs are all level based (both a min and a max). Currently they are: 
Yuki: 15-25 
Ashencourte: 20-30 
OneZero: 26-35 
Sakura: 30-40 
Widow's Moor: 36-45 
ZeroOne: 40-50 

When you first enter the Construct, you'll be in a "safe-zone" particular to your Organization where there are Guards that will attack opposing players from other Organizations. However, as you venture out, you'll (very) quickly run into hostile NPCs and eventually into areas where other players can attack you (but only players of an opposing Organization). 

The Constructs aren't "huge", but they provide a nice alternative to traditional MxO play. 

Here's a screenshot of first showing-up in the Yuki Construct: 




Visit a Club 

During Beta, MxO became a very community-oriented game. Weekend parties, scavenger hunts, and other gatherings are quite common and Megacity has some great hot spots! There are quite a few clubs throughout the city that have very diverse and unique themes (e.g., Industrial, Goth, etc.). So once the game goes live, check out the Player Events Board on the Official Site and see if anything piques your interest! 





Visit the Sites 

Megacity has a lot of history hidden within it. Check out the sites! 



The circles represent the Durability of an item. Essentially the small dots "tick-down" (i.e., disappear). When they're gone, the big circle reduces in "rank" by one level and another set of dots appear. I believe the ranks are: 
- Full Green 
- Half Green 
- Full Yellow 
- Half Yellow 
- Full Red 
- Half Red 
- You lose the item 
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I'm not sure exactly what causes an item to "tick-down" in durability. It's either a random chance on use (for Guns), or perhaps a random chance when you take damage (for Clothes), or it could be a straight time-based value where items have a preset rate of decay. 

The Coder Tree has an Ability to repair the durability of an item. However, I've never played around with it and don't know if you're able to always prevent the loss of an item. 

As for items lasting a "certain number of uses". That mainly applies to pharmaceuticals. Each of those are single-use only. But most single-use items will stack upon eachother in your inventory (up to a max of 20). You can see the current count in your inventory or by hovering over the item with your mouse: 





Guns are not limited use and never run out of bullets (although you still have to worry about Durability).

CONCLUSION 

Hopefully this guide has helped you understand all of the major facets of MxO and will get you started on the right path towards enjoying your time in The Matrix. 

Remember, MxO is intended to be much more story-based than previous MMORPGs. I know this promise has been made before in other games, but continuing the storyline of The Matrix has always been one of the top priorities of MxO. So if you're a Matrix fan, definitely take the time to explore the various story aspects of the game: 
- Definitely watch the Cinematics available in the Loading Area! 
- Use one of the Newspaper stands in the game. It's interesting to read what the Bluepill writers of The Sentinel newspaper are thinking. 
- Pay attention to the story elements of your Missions (the Critical Missions are intended to be story-based) 
- Keep an ear to the rumors and gossip from other players (both in-game and on the message boards). During the final Sneak Peak, we got to see how key members of the Matrix storyline will be interacting directly with players and Factions (sometimes via secret meetings with just a select few). Sure, you might not be able to participate in a lot of these activities, but you'll be hearing first-hand from players who had direct contact with Morpheus, The Oracle, and others! 

Despite the length, this guide can only do so much. As Morpheus said: "No one can be told exactly what The Matrix is." So jack-in and see for yourself!

