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All Guild Members, including Initiates can Read/Send Guild Chat, and are not able to harm each other.

Guild Party:

If two guild members are on the same map and they both have Guild Party On, they will share a portion of each others
experience. Oddly enough, if a High Level and a Low Level are on the same map, both with Guild Party On, the high level
will gain more experience then he would alone. So, having Guild Party on can rapidly increase the amount of experience
you gain.

In order to turn on/off Guild Party type /Guild Party On or /Guild Party Off. By Default, guild party is off.

Guild Halls;
Guild Hall Commands:
/guild hall info, /guild hall buy, /guild hall leave

How To Buy A Guild Hall:
In order to purchase any guild hall, you must first have 3 members total in your guild and enough money to afford the guild
hall in your GUILD BANK
Anyone can add money into the guild bank with /guild pay <amount>. In order to check the current guild balance type /guild

balance.
The Money you pay to the Guild Bank cannot be withdrawn-- ever.

If your balance ever falls below 0, your guild will be disbanded in the next 24 hours if you have no met your debts.

Why A Guild Hall?:

Once you've started a guild, you'll want to purchase a guild hall. They can be expensive, but they are ultimately worth it.
Why?
Now that your in a guild, all those white named maps you knew before as safe as now dangerous. Any other guild could
attack you there. A guild hall offers you a safe haven.
But of course, there are other reasons than just that.
Typically a Guild Hall has stored areas called "Keeps". These tiles can hold items that will never disappear. You can store
up to 50 items per map on these keep tiles.
Also, a Guild Hall normally has a starting location. This means that after you die, you will respawn in your guild hall, or an
area specified by which guild hall you own.
In addition, a Guild Hall has limited access. Only Guild Members and higher ranks of the guild owning the hall can enter it.
No one else can get in unless you let them.
Finally, some guild halls have special features. But, there's no reason to get into that right now...

Let's take a look at an example of a typical Guild Hall...
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A Guild Hall Must Have A Touch Plate With A Hall# Greater Than 0 To Be Registered As A Guild Hall

Explanation of remaining Guild Commands;
/guild help- displays a list of guild commands
/guild leave- leaves your current guild
/guild chat <message>- prints a message to your online guildmates
/guild who - Tells who from your guild is online.

Quick Links
Getting Started
How to Play
In-Depth General Playing
Guilds and Guild Halls

Operating The Server
Godding Tutorial
Mapping Tutorial
Scripting Tutorial

Mapping Form

Editing The Interface




