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World of Warcraft is « massively multiplayer online game in which you assume control of a character who is part of the worlds of Azeroth and Outland. These worlds
are filled with magic and fantastical creatures, but you will also catch glimpses of advanced technology.

Massively Multiplayer? Online?

Massively multiplayer online games, or MMOs, are games played simultaneously by hundreds or thousands of players.
Many of the characters you see in the game world are controlled by other players.

MMOs also do not have an offline component to the gaming experience. Where many games (such as first-person shooters or
real-time strategy games) typically have a single player campaign in addition to multiplayer options, all gameplay in MMOs is
done online. You must be connected to a server in order to play the game.

When you enter the game you become part of a story which is set in a time of increased friction between long-time enemies, the Alliance and Horde. The Horde consists
of Blood Elves, Orcs, Goblins, Taurens, Trolls and Undead. The races of the Alliance include Draenei, Dwarves, Gnomes, Humans, Night Elves, and Worgen. The recently
redisocvered Pandaren may choose which side of the conflict they join.

In addition to selecting one of the races of Azeroth, you must assign a class to your character. There are ten classes available to you, and your class selection has the
greatest impact on your experience while playing the game.




The level values in the following tables are not exact, but instead provide a general range for each zone. Use the maps on this page for a visual representation of the

information provided in the following tables.
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THE REALM SELECTION SCREEN

YOUR CHARACTER(S)

The number of characters you have on a given
server appears here. It lists the realms on which
you have characters at the fop of the list.

TYPE
Click on this header fo sort the list by type.

Millions of people can’t all play in the same place at the same time. As such, World of Warcraft isn’t hosted from a single computer. Instead, servers around the world host
the many realms where World of Warcraft is played. Each realm is a separate copy of the game where several thousand people play.

| Chara

PickiNG THE RiGHT REALM

Your first act, after you register, patch, and load the game, is to select a realm. If you have friends already playing, contact them and ask which realm to join.
Otherwise, you are strongly encouraged to try out one of the realms marked for NEW PLAYERS.

REALM NAME —{ 3
Click this header to sort the list in ulﬁhubeﬁcul 22 R POPULATION
order. Click on it again to switch between Click on this header to sort

uscendin? (starting with the letter A) and the list by population level.

Tuesday Downtime

Blizzard typically uses Tuesdays to perform server maintenance or apply the latest updates (known as patches) to
World of Warcraft. The game is often unavailable from early morning until early afternoon, depending on your time zone.
Downtimes are often given in Pacific Time since that is the timezone where Blizzard’s offices are located.

GEOGRAPHIC TABS <=“>_ United | Tournament

Click on the tab that's
-

TYPES OF REALMS POPULATION

The list of available realms may be daunting the first time you scroll through it, The last variable to consider is the player population of a server.
s0 how do you know which type of realm is for you? Use the following information
to help you reach a decision.

Normal realms are also known as PvE (Player-versus Environment)
Normal realms. If you're new to the game, strongly consider a Normal server
before trying any other type.

Medium A robust player base but not too crowded.
Low Sparse player base. You will always be able to do your task at-hand,
Roleplaying servers. Environments that encourage players to stay but there may not be many people around to help you.
“in character” while playing the game. There are additional rules
RP in place that govern player names, and behavior in public areas. Newer servers with a lower overall population. If you are trying out

New Players

There aren’t any mechanical processes that force you to role play World of Warcraft for the first time, choose one of these realms!

your character well (or at all), but it is encouraged in these realms.

Offline Grayed out servers are briefly unavailable, but will likely be online again
RP-PVP These servers combine the RP crowd with a PvP ruleset. soon— save for Tuesday downtimes.

TO MAKE YOUR SELECTION

Click on the realm where you want to play, then click Okay. You are now logged into that server. With no characters currently created, the character creation screen is
automatically opened for the player.



MAKING YOUR CHARACTER
CHARACTER RACE AND CLASS SELECTION

The Character Creation Screen is divided into two screens. You begin with a random character (which appears in the center) that you can customize in multiple ways.

The first screen lets you pick your race, class and gender.

GENDER
Choosing to play a male character or female character provides
different options for the character’s physical appearance.

CLASS

The icons for dlasses appear here; no race can play
every class, so some of these icons will be unavailable
regardless of the race you select.

ACE
Click on these icons to change the race of your character.
Choosing a race impacts which classes are available for you to play.

MORE INFO

Clicking this bution brings up two information boxes, one provides Race History,

while tﬂe other is a Class Description. The information provided in these boxes updates
as you dlick on different icons for races and classes. Each race has advantages and
extra abilities which are listed at the top of the Race History box. The Class Description
box displays a few brief lines that serve as an overview of the dlass, then provides
additional defails to give you a better feel for the class.

CHARACTER APPEARANCE AND NAME

When you are comfortable with your character’s class and race, click Next to bring up the second character creation screen. This screen allows you to change your character’s
gender and appearance. When you click an option on the left side of the screen (under the Gender window) the available options for that category appear on the right.
The number of options available vary by race.

GENDER APPEARANCE OPTIONS CURRENT CHARACTER CYCLE THROUGH OPTIONS

Current Character

Each time you click on a new option for race, gender, class, or physical appearance, the character displayed here is updated. The gender and the physical appearance
choices you make for your character are purely cosmetic; they have no impact on how your character performs in the game. Have fun choosing your hair color and markings.
After all, this is your in-game persona; you want to like what you see! You can press Randomize to let the game show you some options.

When you're satisfied with your character’s class, race, and appearance, it's time to select a name.

When choosing a name, consider that your character’s name is the first impression others have of you in the game. Blizzard has a “Naming Policy” that is designed to
discourage players from using character names that are inappropriate to the game. In general, you want to avoid real world names (like celebrities), offensive names,
names from other fictional worlds, or trademarked names. If you really can’t think of a name that you want, or if all of your good ones are taken already, try the
Randomize button under the bar. It might give you a few suggestions that suit you and are available.



FOR MORE INFORMATION
If you are most interested in playing a specific faction or Race, turn to page 24 for Alliance races, page 38 for Horde races, or page 36 for Pandaren. If you are most TAKING YOUR FIRST S TEPS

interested in playing a specific Class, turn to the appropriate page number (provided below).
With your character created, it's time to get into the real game. It seems pretty complex when you first log in to the game, with so many things up on the screen;

however, you're free to take as much time as you need to get comfortable before you start adventuring. The following pages introduce you to many aspects of gameplay
Y\ that you experience during your first time in World of Warcraft. Each of the topics is covered in more detail through this guide, but what you learn in this chapter will get
“a N

you started in World of Warcraft.

) After the opening movie ends you are given control of your character. The first things to do are skim the Beginner Tooltips that appear and take a look at the minimap
located at the top right corner of your screen.

= N W A 0O N ®©

S a—— THE MINIMAP

: The circle in the top right corner of your screen is
the minimap. The minimap is a valuable fool that
you should get to know as quickly as possible.
The minimap eventually provides greater detail
about the nearby area, but the basics are all you
need for now.

GNOME DWARF GOBLIN HUMAN PANDAREN
PAGE 28 PAGE 26 PAGE 40 PAGE 30 PAGE 48 PAGE 36

g1 TOOLTIPS

When a question mark appears at the hottom
center of the screen, it indicates that you have
encountered a new aspect of the game.

Click on the question mark o bring up a box
with more in?ormuﬁon. These tips are helpful
to new players, so take a moment o read each
one as it appears.

= N W A 0Oy N ®

WORGEN TROLL : DRAENEI
PAGE 24

TAUREN J NIGHT ELF BLOOD ELF
PAGE 32 PAGE 38 PAGE 34 PAGE 46

DEATH

KNIGHT PRIEST Your character is indicated by an arrow. It points in the same direction that your character faces. For now, look for the
Page 52 Page 84 nearby quest giver (marked with a yellow exclamation point). That's your first destination.
DRUID ROGUE
Page 58 Page 90
HUNTER SHAMAN
Page 66 Page 96
QUEST GIVER
MAGE WARLOCK YOUR CHARACTER
Page 72 Page 102
PALADIN WARRIOR

Page 78 Page 110




MOVE YOUR CHARACTER

There are two ways to control the movement of your character: with your keyboard,
or with your mouse. If you prefer to use your keyboard to move your character then
use the W, A, S, and D keys. W and S move your character forward and backward,
Aand D turn your character left and right. To turn, press W to move foward,

then press A/S (while still holding down W). Pressing just A or S spins your
character in place.

To control your character’s movement with the mouse, press the left and right mouse
buttons simultaneously to move forward. Your character continues to move forward
50 long as you hold down both mouse buttons. Slide the mouse to the left or right
to turn your character in that direction.

A game-controlled character’s comment
CHAT LOG

In the bottom left corner of your screen is the chat log. Whenever the game or :

other players want fo communicate with you, the text appears here. Two tabs are s |

available (“General” and “Combat Log”) but the General tab is all you need to

focus on for now. 3 Get b filthy beast!
For Iro |

To say something to anyone nearby, hit enter. If screen doesn’t read “Say”, then hit ; beast!

enfer and type /say. Type in the message you want to share with anyone standing

nearby, then press enter.

]
5
e

r

[

For a private message, use /whisper to talk with a specific person. Just type in
/w along with the name of the person. Type in your private message. If someone
whispered you first, you can just press “r" to respond to that whisper.

Another i)lul]/er’s comment. Nofe that
characters controlled by other players are set

apart with brackets around their name.

INTERACT WITH A QUEST GIVER

No matter where you start, there’s a nearby character with a yellow exclamation point over his or her head.
These characters have tasks for you to perform. These tasks are called Quests in World of Warcraft and they are
an integral part of your gaming experience.

Right-click on the quest giver to speak with him or her. The quest giver describes a task and offers compensation in
the form of money and items. In addition to the listed rewards, you earn Experience Points for completing quests.

1122

COMPLETING QUESTS

After you accept a quest, it is tracked on the screen near the top right corner.
To review the quest in greater detail, press the letter “I” on your keyboard to
open your Quest Log. It lists all quests you have accepted but have not yet
completed. The quest log also contains a summary of what is expected of you
to complete a given quest. The Minimap is updated as well. A thick, golden
arrow points in the direction you need to travel for the quest.

re
ite of Strength &

lold, Gulhwa. The very presence of the
back is a blight. Nothing is left in i
f wake but corpses and barren land.
Ip Narache could become what we see |
:in but a few days, unless we stand
fight.

| Mud
% | splattering
| Hammer.

ENEMIES

Do some exploring and put your mouse cursor over the different
creatures. Look near the bottom right corner of the screen for a small
information box to appear. If the enemy is one you need for a quest,
target it and start attacking!

Mousing over this enemz brings up an
information box here. The game even tells you
if you need the creature for a quest.

COMBAT

To start fighting a creature, you must first select it by left-clicking while your mouse
pointer is on it. For your first fight, move close to your target and attack it with
your melee weapon by placing your pointer over it and right-click your mouse one
time. Hunters are the lone exception here. They start with a ranged weapon, so they
should attack from a few yards away. If you already selected the enemy with a left-
click, press the letter “t” on your keyboard to start attacking. In the starting area
you can defeat any enemy with this basic technique, but in future fights you should
start to use your character class abilities to make things go much faster.

If you're at close range, the first attack you make triggers what is known as your
auto-attack. This means that your character will continue to strike the enemy again
and again with no further action on your part. Every character can do much more
than this when you're actively fighting and using abilities, but auto-attacks are good enough to bring down early enemies.

13



Nameplate Colors

When you select an enemy, the color of its name text provides an important bit of information. If the text is yellow,

the creature won'’t attack until you initiate combat. You are free to attack or ignore these creatures as you wish. If the name
appears in red, the creature is aggressive and will attack as soon as you move within a certain range. Don’t stray too far
from your starting point without finishing a few quests and getting a feel for combat. The enemies closest to where you start
won’t come after you, but there are aggressive enemies lurking in the area.

ACTION BAR

Your Action Bar appears at the bottom of the screen. At low levels, you won't have many abilities here, but that will change as you get further into the game. All characters
begin with the number 1 initiating either the starting attack for your class or a simple melee attack. There are other abilities on your Action Bar, but they are different
depending on which class and race you chose for your character.

Meeting Your Trainer

One of the earliest quests you get in any starting zone will introduce you to your class trainer. After you learn a new ability,
it appears on your Action Bar. This only happens if there are any spaces free on your main bar. Once the bar is full, abilities
will no longer be placed there automatically, and you will have to do it yourself, or place them on different bars and move
abilities around.

LOOT

Almost all enemies offer some kind of
loot. When you have loot waiting, your
dead enemy sparkles and a golden loot
icon is displayed as you mouse over the
dead enemy’s corpse. Right click to open
the enemy loot box, then click on each
item to put it into your inventory. If you
press Shift and Right-click, at the same
time, each item is sent directly to

your Backpack.

Some quests also award items when
you complete them. These items also
go directly to your backpack. Any money you collect (just coppers at this point)
are also stored in your backpack.

Limited Inventory Space

INVENTORY

Everything that your character owns _ £
will either be equipped, which means |
wearing it; or it will be stored in your H |
Backpack. Press the letter “b” to
open your backpack and to see what
is inside.

Backpack

As you collect items (either from
killed enemies or collected on quests)
they go to your backpack. Every
character starts the game with a
Hearthstone, which is the blue and
white item in the first slot.

You begin with a single backpack that can hold 16 items. Whenever you are near a vendor, sell off excess items so you have

room for items you may need to collect.

WHERE TO GO NEXT

If you want to learn more about the User Interface
and controlling your character turn to page 116.

If you want to learn more about communicating with
other players, turn to page 168.

If you're ready to complete quests, turn to page 16.

If you want learn more about combat and special
abilities, turn to page 134.

S

e
If you want to learn more about enemies,
turn to page 143.

If you're looking for more resources about the game,
including setting Parental Controls, turn to page 239.

If you're not sure what a game term means,
use the glossary on page 190.
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QUESTS

Quests tell the stories of the inhabitants of World of Warcraft and sometimes reveal in-game secrets. Questing is also an efficient way to increase your character level,
earn money, and acquire improved gear.

WHAT’'S WITH ALL THE PUNCTUATION?

0o, 6,0 6

Completed quest.
You have completed
all the requirements
of the quest and
you can now speak
with the quest-
giver to claim

your reward.

Kill a creature with
a red excloamation
point over its head
to begin a quest.

Not a quest giver,
but a flight master.
Speak with these
NPCs whenever you
find them.

Repeatable quests.
These quests

can be done
multiple times.

Future quest.

You need to gain
a few levels to get
this quest.

Incomplete quest.
You already have
this quest but you
have not met all
the requirements to
complete if yet.

Available quest.
Talk to the quest
giver now fo start
the quest.

FINDING QUESTS

For most quests, you right-click on the person or item, read the quest, and (if you don’t automatically accept the quest) click Accept to add the quest to your log. There are
many sources of quests, so keep an eye out for any of the following characters or objects. You may get some quests simply by entering a new zone! Watch for a prompt
under your minimap as you travel to new areas.

QUEST GIVERS

Quest givers are identified by the exclamation point floating over their heads. Many quest givers offer
more than one quest. Some quests even come from items, events, or areas.

Items as Quest Givers

The most common item that gives quests are Wanted Posters. These appear in highly populated areas,
frequently offering rewards for local villains who need tracking and killing. There are also items found in
the open, or in a camp of creatures that give out quests. All these items have golden exclamation points
that appear over them.

Dropped items

Some enemies drop items that initiate a quest. Any item that begins a quest has a gold exclamation point
integrated into its icon. Right-click the item to see the quest it offers.

Quest Log |

Against the Giants
Second Chances
That's Abominable!
1 Jewelcrafting
Shipme| lood Jade Amulet (Daily)
The Forge of Souls
Inside the Frozen Citadel
1 The Oculus
The Struggle Persists
1 Wintergrasp

(Group)
(Group)

(Dungeon)

(Dungeon)

Bones and Arrows (PVP) |39

Abandon ] Share i Track

TYPES OF QUESTS

——
Show Map E88E

he best fishing is often the most
angerous. Wintergrasp boasts a bountiful
atch for the brazen.

n fact, it's the only place to catch the
abled Terrorfish - a fish both lethal and
ous. Bring me some, and we'll have
ething to discuss.

You will receive:

Most quests are designed so you can complete them on your own and do them only once. There are other types of quests, however. Your Quest Log identifies certain quests

as one of the following:

Group

A quest with a recommended number of players to complete it. Frequently,
the objective is killing a high level monster.

Dungeon

Quests that must be completed inside an instanced dungeon (the earliest you'll see
a dungeon is level 15). You must enter the dungeon and complete these quests as
part of a group.

Raid
Quests that must be completed with a raid group. Raid groups are essentially

multiple groups joined together. You won't need to worry about raid quests until
you reach a much higher level.

Daily

The quests marked as “Daily” in your quest log can be completed once each
day. These quests come from the quest givers with blue exclamation points over
their heads.

Class

Some quests are available only to a specific class. These quests often lead to
learning a new class skill or acquiring a nice piece of gear.

Seasonal

Quests that are available during certain events during the year. Check the in-game
calendar for information about events.

17
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MORE QUEST TYPES

While the game doesn’t categorize quests in the following ways, most quests fall into one of the following types:

Breadcrumb quests require you fo speak with a character in another area, or take an item to another character. They are called breadcrumb because they are designed fo
lead you to a new zone or area with more quests.

There are two types of collection quests. The first type does not require you fo fight. After accepting the quest, look for objects that sparkle. Put your mouse pointer over
the object and right click on it to put it in your backpack. The second type of collection quest involves items that are carried by enemy characters. These enemies must be
killed before they surrender their item. Just like the objects in the first type of collection quest, defeated enemies sparkle when they have items for you to pick up.

The objective of kill quests is to eliminate a number of a specific kind of enemy. These quests are simple and straightforward. Once you find the right type of enemy,
it's a matter of taking them down in combat.

In an escort quest, you free an in-game victim and lead the character to safety. These quests are usually encountered in out-of-the-way locations while completing
other quests.

A quest chain is a series of quests that must be completed in a certain order. Chained quests aren’t marked as such in your quest log, but it's easy to tell when you're in
the midst of a quest chain when you speak with the sume quest giver many times. Completing a long quest chain can be one of the most satisfying and rewarding aspects
of the game.

QUEST LEVELS

Your Quest Log also indicates the level of difficulty of your quest using corresponding colors. The level of difficulty is a comparison between the level of the quest and your
current level. As you gain levels, the quest becomes relatively easier, so the color changes.

If a quest is too difficult for you currently, leave it in your log as long as you
QUEST COLOR | DESCRIPTION can spare the room. The benefit to tackling red and orange quests is that the
Gray Very easy quest, but not worth much XP. XP reward is greater; in fact, if you wait until a quest tums Gray to complete
it, it's worth only 10% of the XP had you completed it as a Red quest!
Green Easy. Simple to complete solo.
Yellow Normal. Likely to complete solo.
Orange Hard. Consider finding help for the quest.
Red Very Hard. Don’t try this quest without some help.

COMPLETING QUESTS

Remember to read the quest text carefully. If you complete several

quests simultaneously, you can turn them in at the same point and time.
When you complete a quest, the quest tracker points you to where to turn
in the quest for your reward. Frequently, you return to the original quest
giver, who is indicated with a gold question mark.

@

Not all quests re(i‘uire you fo refurn to a quest giver fo
complete them. When you see this rrompi, dick on it to
complete the quest and get a follow-up quest as well.

Phasing

While you are questing, or have just completed a quest, you may notice the world

around your character undergoes a change. Buildings look different, NPCs might move
to different areas, or monsters might be there that weren’t before. This sort of change is
known as phasing. If you're playing on your own, you may not even notice these changes,
or you may consider them just a part of the story being told around you.

If you're in a group, however, it could cause problems. Phasing is individual to each
character, meaning two people in the same group could be standing close by and not
even see each other! If that happens, look next to the character portraits in the upper left
portion of the screen. If you see a swirl next to a party member’s portrait, that character is
out of phase with you.

There are two ways to get characters back into phase. The first way is to have both players
complete the same quests. The second way is to move both characters out of the phased
area. Phasing isn’t worldwide, so you should eventually find a spot where you can see each

other again.

1%



The numbered icons which appear on the region map are fied to the quests which are being tracked. Mousing over one of the numbered circles brings up the objectves for
TRA CKING YOUR QUE ST PRO GRE S S that quest. The yellow arrow on the minimap points you in the direction of the currently selected quest you are actively tracking. If you want to track a different quest,
click on that quest’s numbered circle (either on the region map or in your quest tracking list).
When you accept most quests, look for a quest tracking window to appear just under your minimap. The text here
summarizes the objectives you must meet in order fo complete the quests in your log. Not every quest has objectives that
can be tracked, so not all quests will appear here; every active quest always appears in your quest log.

If you need more information about a specific quest, click on the text (not the numbered circle) to bring up ifs quest log
entry. Clicking the numbered circle to the left of each quest changes which quest you are actively tracking on your map and
minimap. If you want to change the order in which the quests appear (or stop tracking a certain quest), right click on the
quest you want to change to bring up a menu of options.

Skulls on the Minimap

When the objective of a quest is to find a specific enemy (often referred to as a “named”) that

)} First Lieutenant Gonnor

-0/ 1 First Lieutenant Connor enemy appears as a regular numbered callout on the region map. However, when you are close

E enough, its location is marked by a skull on your minimap.
How DaiThey

Destroyed

Taking the Overlook 3
0/1 Commander Largo slaii

If you must use an item for a quest, a shortcut fo use the item
appears in the quest fracker. In the quest log shown here, the quest
“Magnets, How Do They Work?” has one such shortcut.

The yellow question marks are where you go to turn in already completed quests. The circle question mark indicates the turn-in for the quest which appears at the top of
your quest tracking window. As you approach the indicated area the yellow question mark will appear on your minimap, providing the exact location for you to complete
your quest.

UsING THE MAP TO FIND QUEST OBJECTIVES

After accepting a quest, you often see a yellow arrow appear on your minimap. This arrow indicates the direction in which you should travel to complete the quest.
The region map displays even more information, in the form of either a yellow question mark or a numbered icon. To open the region map, either press the letter “m”
or click the map icon near the zone name at the top of the minimap. Click the arrow in the top right corner to expand or shrink the region map.

The smaller map above provides only the location of each quest's
objective. The expanded map on the right includes a summary of
the acfive quests in the zone as well as the full quest text for the
currently selected quest below the map.

East. ALWAYS 16 tHE Enst
qun o High Executor Destingion at the
Bulwark in Tirlsfal Glades.

" Bescrjrtion
¥ You've done much lot us hirve, Dankibikl
| but men of your caliber are needed
elsewhare.
0 the east fies the Bulwark: 4 foriitied
banicade against th
Maguelands. The B

Rl s<oinge invasions. and ba
J  enough san fid u
i d

21



22

i N The race you choose determines whether you will be part of the Alliance or the Horde. If you have friends in the game with whom you want to play, you need to choose the
>, CI IARACTER’ S RACE same faction if you want to work together in the game. There are no “good” or “bad” sides in this conflict. Both factions have rich storylines and compelling motives.

Alliance Races

There are 13 races in the game: six for the Alliance, six for the Horde and one race that can choose either side. Keep in mind that each race has limitations on

The Alliance gives the appearance of being on the side of righteousness and many of its leaders
available closses. [

are good people. However, they are also the source of hypocrisy and considerable lawlessness.
The destruction left behind by the Gnomes scientific mistakes, Dwarven civil wars, and Human
J_HUMAN | Dwarr | f NiGHTELF | aNowe | g Draene | woreeN | misconduct have scarred much of the Eastern Kingdoms.

Each race has innate benefits (known as Racial Abilities) that are unique to that race. These are abilities you have in addition to what you get from choosing your class.

Pandaren Race

B The enigmatic Pandaren have long been a mystery to the other races of Azeroth. For ten thousand years, they lived in isolation in their mist-shrouded
homeland, staying away from the conflicts of the world of Azeroth. Now the outside world has come to the continent of Pandaria and the Wandering Isle,

" giving each Pandaren the option of which faction they wish to join.
G

Horde Races

0
@ \

§| _UNDEAD J_ TAUREN §  TROLL

Though their ways are sometimes brutal and warlike, some of the leaders of the Horde exemplify
honor and courage. The various races of the Horde have struggled to free themselves from
demonic tyranny, a mindless plague, and countless wars.

§ BLOODELF | g GOBLIN

STARTING OUT WITH FRIENDS

Each race has its own home region, so the race you choose determines where you start in the game. If you and a friend want to start the game together, you must choose
the same race so that you start at the same location.

If you and your friend can’t agree on the same race, it won't take long to reach the major hubs of the game where you can join up. As a result, it's best to play the exact
character you want, even if it means waiting fo see your buddies a little bit longer.

The Most Important Factor

It’s not uncommon to see that one race might be better suited to the class that you’ve chosen compared with another,

but what if that isn’t the race that you had your heart set on? The best thing to do is ignore Racial Abilities if you have any
strong preference for a specific race. Bonding with your character is a real thing. Choosing a race that you don’t want to
play is something that grates on you over time. Don’t let that happen. Enjoy your time in the game. In the end, stats aren’t a
big deal; you won’t flounder just because you picked a “weaker” race to go with your class. None of the races are especially
overpowered or underpowered. Their bonuses are more of a tiny perk. They help, but they never make or break a class.
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The Draenei are an intelligent and spiritual race who no
longer have a homeworld of their own. They fled both
their home planet of Argus and then Outland as well.
The Burning Legion, a force of horrible evil, has dogged
their efforts at every turn. Currently, the Draenei have
crash landed on Azeroth in their capital ship (The Exodar).
Though their ship’s engines have been sabotaged, they are

ready and willing to continue the battle against evil.

Draenei are dedicated to magic and Holy Light.

The Draenei also have a spiritual affinity with the Naaru, 3 y
Start Location: Ammen Vale in Azuremyst Isle

energy beings who serve the Holy Light.
Draenei are 7-8 feet tall, with long tails and bipedal hooves.
Females have horns of varying shapes and sizes. Males have

unique cranial and facial features.

= 'RACIAL ABILITIES
.. GEMCUTTING

Jewelcrafting skill (a crafting Profession)
increased by 10.

GIFT OF THE NAARU

PP
wig Heals the target for 20% of the caster’s
‘Qj? total health over 15 sec.

=" HEROIC PRESENCE
™
:‘P} Increases your chance to hit with all spells

[ I [} and attacks by 1%.
SHADOW RESISTANCE

Reduces Shadow damage taken by 1%.

Elekks, the Draenei Racial Mount

AVAILABLE CLASSES

C @ BE LB =

DEATH KNIGHT HUNTER MAGE PALADIN PRIEST



Dwarves are a hardy people, due no doubt to living for
generations in cold regions, frequently in underground
fortresses. Masters of stone and ore, Dwarves are equally
skilled at building cities and crafting weaponry. Dwarves

are treasure seekers, explorers, and courageous fighters.

Dwarves are 4-5 feet tall, stocky, and muscular. Males prize
their elaborate beards; females, their decorative hairstyles

and piercings.

Start Location: Coldridge Valley in Dun Morogh

RACIAL ABILITIES
FROST RESISTANCE

4l Recduces Frost damage taken by 1%.

CRACK SHOT

Home City: Ironforge

Expertise with Maces and Two-Handed Maces
increased by 1%.

Removes all poison, disease and bleed effects and
reduces all damage taken by 10% for 8 sec.

= You find additional fragments when looting
archaeological finds and you can survey faster
% than normal archaeologists.

DEATH KNIGHT
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The eccentric Gnomes once thrived in Gnomeregan, [38

a city deep in the mountains beneath Dun Morogh.
When attacked by Troggs, the clever Gnomes released
toxic radiation against their attackers—and the gnome
citizenry as well. The surviving gnomes fled the city,
still sharing their inventions and odd devices with others.
They currently use Ironforge, the Dwarven capital, as a

place of refuge.

Gnomish and Goblin engineers have a long-standing

rivalry. It’s uncertain to outsiders which side is more

dangerous to their friends and enemies!

Gnomes are approximately 3 feet tall, being the shortest
sentient race in Azeroth. They have petite bodies but
larger facial features. Gnomes have only 4 fingers per hand.
Male and female Gnomes are known for their outrageous

hair colors.

RACIAL ABILITIES
ARCANE RESISTANCE

Reduces Arcane damage taken by 1%.

ENGINEERING SPECIALIZATION

Engineering skill (a crafting Profession)
increased by 15.

ESCAPE ARTIST

Escape the effects of any immobilization or
movement speed reduction effect.

EXPANSIVE MIND

D Mana pool increased by 5%.

SHORTBLADE SPECIALIZATION

Expertise with Daggers and One-Handed Swords
increased by 1%.

Mechanostriders, the Gnomish Racial Mount

AVAILABLE CLASSES

DEATH KNIGHT WARLOCK 'WARRIOR
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Humans are both proud and ambitious, seeking comfort

and glory and to change the world around them.
Many humans are laborers, working in the farms, mines,
and lumber mills outside of Stormwind, eagerly taking all
that nature offers. Humans are also courageous knights,

brave on the battlefield and loyal to their comrades.

Humans are 5-6 feet tall, strong and healthy. Human
physical traits vary greatly, with a wide palette of skin and

hair colors.

RACIAL ABILITIES
DIPLOMACY

Reputation gains are increased by 10%.

EVERY MAN FOR HIMSELF

Removes all movement impairing effects and
all effects which cause loss of control of your
character. This effect shares a cooldown with
other similar effects.

Home City: Stormwind

MACE SPECIALIZATION

Expertise with Maces and Two-Handed Maces
increased by 1%.

SWORD SPECIALIZATION

>

\\ Expertise with Swords and Two-Handed Swords
by ""‘ increased by 1%.

THE HUMAN SPIRIT

Spirit increased by 3%.

Horses, the Human Racial Mount

AVAILABLE CLASSES

e { "--
Lok B 5
DEATH KNIGHT HUNTER MAGE PALADIN PRIEST ROGUE WARLOCK 'WARRIOR
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Night Elves are perceived as aloof and solitary, preferring
nature to conventional cities and the company of their own
kind to that of other races. Rather than using nature as a
resource, Night Elves seek to be in rhythm with the natural
world. Night Elves blend magic and the forces of nature for
their protection and strength. This belief places Night Elves
in strong opposition to Blood Elves, who have consumed
tremendous magic against the flow of nature and who

continue to place ambition before reason.

Night Elves are approximately 7 feet tall; they are lithe and
athletic. Night Elves have prominent eyebrows and very
long ears. Males have elaborate facial hair. Females have

facial tattoos.

RACIAL ABILITIES
ELUSIVENESS
= Reduces the chance enemies have to detect you
),;\ e ‘ while Shadowmelded and increases your speed
ﬂ J while stealthed by 5%.
NATURE RESISTANCE

% il Reduces Nature damage taken by 1%.

Increases your chance to dodge melee and ranged
attacks by 2%.

SHADOWMELD

Activate to slip into the shadows, reducing the
chance for enemies to detect your presence.
Lasts until cancelled or upon moving. Any threat
is restored versus enemies still in combat upon
cancellation of this effect.

y WISP SPIRIT

Transform into a wisp upon death, increasing
speed by 75%.

AVAILABLE CLASSES

PRIEST ROGUE

Home City: Darnassus

@




It was once thought that Worgen were evil creatures
that came to Azeroth from another dimension. Time has
proven this false, as newer knowledge reveals that Worgen
are descendants of cursed Night Elven Druids. These
Druids worshipped Goldrinn and would take on the form
of the wolf. Eventually, this sect lost themselves in madness,

and their curse has continued for many generations.

The Greymane Worgen are infected with this curse,

but they have fought hard to retain themselves and

developed a partial cure to this illness. As such, they are not
5 Start Location: Ruins of Gilneas

driven toward uncontrolled violence. These Worgen have

reached out to the Alliance, forming the sixth member race

of this group.

These Worgen are both human and wolf, able to pass between
the two forms. They have full control over themselves in
wolf form, but still appear as true Worgen, growing thick

hair and possessing a feral, canine appearance.

RACIAL ABILITIES
ABERRATION

Reduces Shadow and Nature damage taken
by 1%.
Home City: Gilneas
DARKFLIGHT

Activates your true form, increasing current
movement speed by an additional 40% for 10 sec.

FLAYER

Skinning skill increased by 15 and allows you to
skin faster.

Worgen learn the racial ability Running Wild at level 20 in addition to the ability to use a mount.
AVAILABLE CLASSES

B0 C0PDREEQEH &

y
o - / - - % DEATH KNIGHT DRUID HUNTER MAGE PRIEST ROGUE WARLOCK WARRIOR
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Since breaking free of the control of the mysterious race known as the Mogu thousands of years ago, the Pandaren have
lived peacefully on the continent of Pandaria, and on the Wandering Isle, which is actually Shen-zin Su, the great turtle.

Pandaren are known to be tenacious and have a passion for food and imbibing spirits.

Pandaren are generally between 5 and 6 feet tall, and covered in fur from head to toe. Every Pandaren has two colors

of fur; one is always white but the other color ranges from black to brown to red.

Pandaren are unique among the playable races of Azeroth in that they begin as Neutral, part of neither the Horde nor
the Alliance. Pandaren who wish to see the rest of Azeroth must choose between the factions before they’re allowed to

depart the Wandering Isle.

RACIAL ABILITIES
EPICUREAN

| Your love of food allows you to receive double
1 the stats from Well Fed effects.

GOURMAND

Your rested experience bonus lasts twice as long
as normal.

Starting L ion: Shang Xi Training G ds on Shen-zin Su

QUAKING PALM

Strikes the target with lightning speed,
incapacitating them for 4 seconds,
and turns off your attack.

Dragon Turtle, the Pandaren Racial Mount

AVAILABLE CLASSES

N
HUNTER MAGE 'WARRIOR
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The Blood Elves are so named in honor of their High
Elf ancestors who died during the Scourge invasion of
their homeland, Quel’Thalas. Blood Elves seek power
through arcane magic, bending it to their will to create
warped, beautiful surroundings. Fiercely loyal to their race,
Blood Elves will do anything to avenge their ancestors
and reclaim their magic power. They are survivors hoping

to regain glory once again.

Those of a weak disposition are unable to control their

lust for magic and power. This burns away at their wills

and turns these Elves into a pathetic, weaker version of

what they once were.

Blood Elves are 5-6 feet tall, slim and wiry. Their hair
and skin color reflect their affinity to fire and the sun.
All Blood Elves have prominent eyebrows and long ears.
Males have minimal facial hair. Females have elaborate

ear jewelry.

RACIAL ABILITIES
ARCANE AFFINITY

Enchanting skill (an item-enhancing Profession)
is increased by 10.

ARCANE TORRENT

An ability that Silences all enemies within 8 yards
u for 2 seconds and restores Rage, Mana, Energy,

Focus, Chi, or Runic Power, depending on your class.
It also interrupts NPC spellcasting for 3 seconds.

Hawkstriders, the Blood EIf Racial Mount

i LR 3 AVAILABLE CLASSES i

€ ® B & =

DEATH KNIGHT HUNTER MAGE PALADIN PRIEST ROGUE WARLOCK 'WARRIOR
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Goblins are a creative race that often fails to see the

forest through the trees. This might be because of their

penchant for cutting down entire swaths of landscape.

Many Goblins have a fascination with technology and ). % . ,.'I'mt
innovative engineering. : g

Often found on neutral ground, many Goblins weren’t
interested in taking sides between the Horde and
the Alliance. There isn’t much profit in the choice
because it closes out a huge market from the other side.
However, recent developments in the world have made
> Starting Location: Kezan
it impossible for the Goblin race to sit on the sidelines.
As such, some have joined the Horde and are ready to lend

their inventions to the cause.

RACIAL ABILITIES
ROCKET JUMP

Activates a rocket belt to jump forward;

. the cooldown is shared with Rocket Barrage.
Effects which slow the rate of falling cannot be
used for 10 seconds after using this ability.

BEST DEALS ANYWHERE = T, A -:. (- 5 -. TER | @b, o
T 7 2 B e il
Always receive the best possible gold discount o e i,

regardless of faction standing.

Capital City: Orgrimmar (Goblin Slums)

Launches belt rockets at an enemy,
dealing fire damage.

Cash in on a 1% increase to attack
. and casting speed.

Turbo-Trike, the Goblin Racial Mount

AVAILABLE CLASSES

—= [ F\ ; :_P' -
C o R2eQ@n E&d

ok
DEATH KNIGHT HUNTER MAGE PRIEST ROGUE SHAMAN WARLOCK WARRIOR
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Orcs are large and terrifying to their enemies, but after
numerous wars, the Orcs seek peace and a return to their
shamanistic heritage. Thrall, their great Warchief, led his
people to Durotar, chosen due to its desolate climate
and isolated position. Due to their warring heritage,
Orcs are courageous on the battlefield. They are also a

hardy people, seeking a new path to glory and honor.

Orcs are approximately 6 feet tall, with muscular physiques.
Males have very long and unusual facial hair. Females have

eclectic hair styles and unusual piercings. All Orcs have

some variation of green skin.

RACIAL ABILITIES
AXE SPECIALIZATION

Home City: Orgrimmar

'@l Expertise with Fist Weapons, Axes and
] Two-Handed Axes increased by 1%.

Increases attack power or spell power by an
amount that increases by level. Lasts 15 seconds.

Wolves, the Orc Racial Mount

AVAILABLE CLASSES

HUNTER MAGE ROGUE SHAMAN WARLOCK 'WARRIOR
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The Tauren are a spiritual and nomadic race, wandering

the plains for survival and seeking the will of the Earth

Mother. Though inherently peaceful, hunting skills
are prized as being part of the natural order. Tribal in
nature, the Tauren were united under the rule of Cairne
Bloodhoof in majestic Thunder Blutf.

Tauren are 7-8 feet tall, with very large bulk and weight.
Tauren have long tails, bipedal hooves, and only three

fingers per hand. Both males and females have horns of

varying size and shape. ] z
Start Location: Camp Narache in Mulgore

i,

/il

RACIAL ABILITIES

— =
"y . CULTIVATION =
g "'\“f ! ) . . . : . Home City: Thunder Bluff
:‘\:‘ 1 ] Herbalism skill (a gathering Profession) increased
\ | by 15. Tauren also gather herb nodes faster than
LAMRP other races.

ENDURANCE

Stun up to 5 enemies within 8 yards
for 2 seconds.

Kodos, the Tauren Racial Mount

AVAILABLE CLASSES

DEATH KNIGHT DRUID HUNTER PALADIN PRIEST SHAMAN WARRIOR
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The Darkspear Trolls fled Stranglethorn Vale after

W, generations of wars with other troll tribes and invaders.
The Orcs offered the Trolls a new homeland in Durotar.
Sen’jin Village is named in honor of the Trolls’ fallen
leader. This was the temporary settling point for the Trolls,
but they’ve now pushed out to the Echo Isles, just oft the
by Durotar coastline.

Trolls are wild, from living in the jungle, and superstitious,

due to their tribe’s spiritual practices. They are 7-8 feet tall,

the tallest race in Azeroth. Males frequently squat in place,
Start Location: Echo Isles in Durotar

but females do not. Trolls have three fingers per hand and

two toes per foot. Both males and females have a variety

of tusk styles and wild hair styles.

RACIAL ABILITIES
BEAST SLAYING

)'\

eSS \«i Damage dealt against Beasts increased by 5%.

BERSERKING

Y

4

DA VOODOO SHUFFLE
h;'_" Reduces the duration of movement impairing
- effects by 15%. Trolls be flippin’ out mon!

REGENERATION

Y

10% of total health regeneration may continue
during combat.

Raptors, the Troll Racial Mount

AVAILABLE CLASSES

DEATH KNIGHT DRUID HUNTER MAGE PRIEST ROGUE SHAMAN WARLOCK 'WARRIOR
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A renegade group of Undead broke away from the Scourge
army and the rule of the Lich King. Led by Sylvanas
Windrunner, this group of Undead call themselves the
Forsaken. Hated by the living but unwilling to return
to the control of the Lich King, the Forsaken wage
a continuous battle for their independent survival.
They didn’t choose undeath, but they see that it has

its benefits.

Forsaken are 5-6 feet tall, scrawny, and gaunt. Their skin is

deteriorating, and their hair is unkempt. Both males and
Start Location: Deathknell in Tirisfal Glades

females have a variety of decomposing features.

RACIAL ABILITIES
CANNIBALIZE

When activated, regenerates 7% of your total

health and mana every 2 seconds for 10 seconds.

Only works on Humanoid or Undead corpses

within 5 yards. Any movement, action,

or damage taken while using Cannibalize -

will cancel the effect. Home City: The Undercity

SHADOW RESISTANCE
Reduces Shadow damage taken by 1%.

TOUCH OF THE GRAVE

Your attacks and damaging spells have a chance
to drain the target, dealing Shadow damage and
healing you for the same amount.

WILL OF THE FORSAKEN

Once every two minutes, an Undead can

remove any Charm, Fear and Sleep Effect.
This ability shares a 30 second cooldown
with other similar effects.

Skeletal Horses, the Undead Racial Mount

AVAILABLE CLASSES

Pl | & C @ EBG L &
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0f all the character-creation decisions, your class choice has the greatest impact on the type of experience you have in World of Warcraft. There are eleven available classes
in the game, but not all classes are available to every race. For your first character, you have nine class choices: Druid, Hunter, Mage, Paladin, Priest, Rogue, Shaman,
Warrior, and Warlock.

Death Knight

The tenth class is a “hero” class: the Death Knight. This class is available only to players who already have a high-level
character. You must wait to create a Death Knight until your first character reaches level 55. Any race, except Pandaren,
can play as a Death Knight.

A QUICK LOOK AT CLASSES

Mage, Priest, Rogue, and Warrior are considered the four archetypal classes because they are classic role-playing and fantasy heroes from the myths and
literature that inspired the creators of World of Warcraft. Warriors and Rogues are primarily melee combat classes, while Mages and Priests prefer fo stay at
a safe distance in combat.

Druid, Paladin, and Shaman are “hybrid” classes because they are versatile characters, equally comfortable fighting up close or using magic spells to harm
enemies or heal allies.

Hunter and Warlock are the “pet” classes, because both utilize a companion pet during combat. Hunters tame wild beasts, while Warlocks summon
demonic creatures.

The next thing to consider is how you plan to play the game. The “how” in this case is “How many people will you be playing with?”

Going Solo

If you plan to play solo (which means you’ll be playing the game alone for a majority of the time) any class is a viable choice. Because there are already a
number of people who play the game alone, large portions of World of Warcraft are designed around people playing solo.

Playing in a Group

If you plan on playing with other people (even if it’s just one other person), consider having someone in the group play a class with access to healing
spells. If you are that person, remember that healing is just one of the roles you can assume. Every character falls into one or more of three categories:
tank, healer, and damage dealer.

Tank

Do you enjoy shielding people from harm? If so, tanks are a good choice for you.
They are often expected to be the leader of groups, and people respect them when
they get the job done. It's not the easiest choice, but it is rewarding. Warriors,
Paladins, Druids, and Death Knights may assume the role of tanks.

Healer

Do you prefer to support other players while they do the killing? Healing may be
the way for you. Healers are essential to great groups. They rarely get the glory of
a tank, but they are needed, and wise players are quick to thank them for being
there. Priests, Shamans, Paladins, and Druids can fill this role.

Damage Dealer

Is self-reliance a big thing for you? Maybe you just want to slaughter when you get
the chance. You're a damage dealer. About 60% of a given dungeon or raid group is
composed of damage dealers. Some may have backup healing (or backup tanking)
potential, but their primary role is to disable or kill enemies. Any class can fill this
role but Rogues, Mages, Warlocks, and Hunters are notable choices because they are
dedicated to this task.

Tips for Choosing Your Class

Experienced players can debate all day (and they do) about which classes are
the easiest to play, hardest to play, strongest, weakest, over-powered, under-
powered —you get the idea. As a new player, you should make a choice based on
personal preference.

When considering classes, consider the role that appeals to you and keep the
following things in mind:

o Hunters, Mages, Priests, and Warlocks fight best from a safe distance. You must
learn how to control the range of a fight, because you're not built for melee combat.
Keep enemies away from you, and you'll be successful.

o Paladins, Rogues, Death Knights, and Warriors fight up-close and personal with their
enemies. Melee combat is generally more chaofic than what ranged
dlosses experience.

o Druids and Shaman can fight from long range or in melee combat, and it's up to you to
decide which way you prefer.

WHAT'S NEXT?

Use the following pages as an introduction to the classes available to you when
you first play the game. If you aren’t sure which class is the one for you, try a few
different classes. You may not know what you like until you try it!
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OVERVIEW

Death Knights are Azeroth’s sole hero class, able to utilize powerful spells and melee
strikes and manipulate the energies of shadow and frost to hinder and ultimately
slaughter their foes.

Death Knights are the only class to start at a level other than 1 (in their case, 55).
This means that, right away, they have an array of abilities already at their disposal,
including the benefit of selecting some talents to help them overcome foes.

Where other classes start their journey at a location determined by their race,

Death Knights always start in Acherus, a gloomy section of the Eastern Plaguelands
where they frain, eventually able to venture out into the world.

Being a hero class is not without its hindrances: in order to create a Death Knight,
you must have already achieved level 55 on a different class. You wouldn’t want a
Death Knight to be the first class you experience Azeroth with anyways, as this class
assumes you're already familiar with the basic mechanics of the game.

Either Faction

RACIAL ADVANTAGES

ALLIANCE HORDE
RACE NOTES RACE NOTES
) Heroic Presence grants Draenei +1% Hit chance. Gift of the Naaru heals the Draenei The signature Blood EIf mqulf Arcane Torren, provides Runic Power and an Aok
Draenei or anv allv. Dicenei foke less damage from Shdow spells Blood EIf silence. The former helps in tight situations, and the latter is great for PvP and
VO v pets. certain PvE encounters. Blood Elves take less damage from Arcane spells.
S?oneform s excellent for PuP and tanking, os t femoves ulllb\eeds, .PO'S[.)H and ) Rocket Jump is a great mobility tool. Additionally, Goblins get 1% increased Haste.
Dwarf Disease effects and reduces damage taken. Mace Specialization provides increased Goblin . )
v e Rocket Barrage is another source of damage for Goblins.
Expertise with one and two hand maces. Dwarves take less damage from Frost spells.
Escape Artist provides an extra ability for escaping slow or snare effects, making it Blood Fury increases your atfack power. Axe Specialization provides Expertise for
Gnome great for PvP. Shortblade Specialization provides increased Expertise with daggers Orc axes. As a bonus, Orcs get increased pet damage, which benefits your ghouls.
and one hand swords. Gnomes take less damage from Arcane spells. Hardiness reduces the duration of stun effects by 15%.
Human Every Man for Himself removes effects that cause loss of control. Sword and Mace Touren Nature Resistance increases a Tauren's ability to stand up to harmful Nature effects.
Specialization provides Expertise with one and two hand swords and maces. War Stomp provides an (AoE) sfun in melee range, and Endurance boosts base health by 5%.
Night Elves are less likely to be hit by any physical attack (perhaps the best racil Berserking grants a femporary increase in affack speed. Do Voodoo Shufle
Nioht EIF passive for tanking) and take less damage from Nature spells. Shadowmeld renders " ?asmvel\l/] reduc}]es Theﬁ”'m'”" of mover?(le]n{ Immelng eﬁ;eds, which is |m;30mf1m
I Night Elves invisible while motionless and cancels spells being cast by enemies on To or Death Knights. Troll regenerate Healh fuster than other races, and 10% o
the Night I total Health regeneration may confinue in combat. Trolls deal 5% extra damage
' versus Beasts.
Worgen get 1% increased Critical Strike from Viciousness. Darkflight increases
Worgen movement speed temporarily. Worgen take less domage from Shadow and Undead are more suited for PP as they can break out of Charm, Fear, and Sleep
Nature spells. Undead effects with Will of the Forsaken. Their passive racial, Touch of the Grave, is a life

SPECIALIZATIONS

At level 55, Death Knights must choose one of the following specializations:

leech and also provides a modest DPS increase in any situation. Undead take less
damage from Shadow spells.

EQuiPMENT OPTIONS

Blood, Frost, or Unholy.

Blood Death Knights are tanks who focus on holding
the attention of enemies in combat, and surviving the
resulting damage.

Frost Death Knights combine damage from direct
attacks and Frost-based spells. They also have resilience to

g disabling effects.

o Unholy Death Knights have better overall spellwork,
a improved damage over time, and have superior summonable

pets. They even get a special Gargoyle every few minutes.

ARMOR TYPE

SHIELD

Plate

No

1 HAND WEAPON 2 HAND WEAPON
Axes Axes
Maces Maces
Swords Polearms
Swords
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PrROMINENT CLASS ABILITIES

RUNIC POWER

Death Knights use a unique resource called runic power, commonly recognized for ifs
light blue tint.

This resource works similarly to a Warrior’s Rage resource in that some abilities
generate it, and some others spend it. The main difference between them is their
volatility: runic power builds up af a slower, steadier pace, with many damaging
abilities and melee strikes granting you a small amount, where rage builds and is
spent faster. Think of runic power as a buffer that can be spent in the appropriate
situation in order to deal more damage or increase your survivability.

RUNES

The other unique resource used by Death Knights is the rune system. Runes are a
regularly replenishing resource spent by quite a few Death Knight abilities, providing
a pacing mechanism that will require most of your attention in a fight.

f Kibdk '

The rune system is easy in its concept, but will likely require some practice in its
execution if you wish to get the most out of it. There are three types of runes:
blood, frost, and unholy (matching the names of the Death Knight specs, but not
exclusive to them).

Instead of spending mana, energy, rage, or runic power, some of your abilities will
simply spend, for example, “1 Blood.”

This means one of your two blood runes will be activated in order to use that ability,
triggering a 10-second cooldown on itself. Because you have two blood runes,

you can use another ability that requires a single blood rune, but that will disable
you from using any abilities that require blood runes until at least one of them

is replenished. They replenish one at a time within their element, so you can be
regenerating a blood and a frost rune at the same time, but two blood runes will
recover one af a fime.

This is fairly straightforward until you consider that some abilities consume two
types of rune at once, and there’s even a fourth type of rune —the death rune—
that works as a wildcard. Arguably the most complex resource in the game, the
rune system takes some time to get used to, but at some point, you'll keep track of
everything without even noticing.

PRESENCES

Another concept shared between Death Knights and Warriors (called stances for
Warriors) are the mutually exclusive Presences.

The three presences correspond to the three powers harnessed by Death Knights:
Blood, Frost, and Unholy. Death Knights have access to any presence at any time if
they meet the level requirement, but switching to a new presence will destroy any
accrued runic power.

The three presences are described in the following table.

Increases stamina, armor, threat generation, and reduces the damage you
take from all sources.

Blood Presence

Increases the generation rate of runic power, and reduces the duration of

Frost Presence
crowd control effects on you.

Increases Rune Regeneration by 10%, and also increases attack and

Unholy Presence
movement speed.

@ P1rAYING AS A BLooDp DeATH KNIGHT

Blood Death Knights manipulate the power of blood to sustain themselves in the
face of an enemy attack, protecting allies with their durable plate armor and health-
regenerating abilities. They are the only plate-wearing tank without a shield,
instead tanking with a two-handed weapon. However, that doesn’t mean they're
any less effective at any tank-related job, as several mechanics provide the defenses
necessary fo compensate.

Mastery: Blood Shield

Grants you a shield that absorbs damage when you use Death Strike
while in Blood Presence. The amount absorbed is based on your Mastery.

GETTING TO LEVEL 85

Blood is actually a respectable spec when it comes to leveling, though it is primarily
a tank spec. Opt for a more damage-oriented rotation, using your runes to deal the
most damage.

Like other Death Knight specs, choosing the right talents is key for leveling speed.
Consider passive talents or talents on short cooldowns, such as Roiling Blood,
Death’s Advance, and Death Pact. At higher levels you can learn Runic Corruption,
which provides a much needed boost to rune regeneration rate, allowing you fo use
abilities much more freely.

Death Knights have a slight advantage over other melee classes when it comes to
survivability in the battlefield, with many cooldowns that can be used to prevent
damage, restore health, or remove debuffs. Don’t save these for a rainy day when
leveling, as they will reduce your downtime from enemy to enemy.

BASIC ROTATION

Blood depends largely on the ability Death Strike as both an offensive and defensive
mechanism. However, this doesn’t mean you should ignore other abilities —try to
save Death Strike for when you actually need it, otherwise opt for its single-rune
counterparts. You have an outstanding number of defensive cooldowns, so remember
to use them — Vampiric Blood, Dancing Rune Weapon, Rune Tap, and Bone Shield
fall into this category, along with more situational ones like Anti-Magic Shell.

o Use Plague Strike if you have an unholy rune and you need to apply Blood Plague
o Use lcy Touch if you have a frost rune and you need to apply Frost Fever
o Use Heart Strike if you have a blood rune and don’t need immediate healing

o Use Death Strike if you're in need of hedling (note that it consumes a frost and
unholy rune)

o Use Rune Strike whenever you have enough runic power

PLAYING IN A GROUP

Being a fank is a big responsibility in groups, so make sure your gear is up to par
for the content you're attempting to do. That said, Blood is all about managing your
runes, especially the blood types. Note that Death Strike is not on a cooldown, but
costs two runes of different types. It is ideal to use Death Strike immediately after
taking a lot of damage as you'll gain maximum benefit from the self heal, however
all s not lost if you use this ability at max health because you can prepare for the
next large incoming attack by building up your Blood Shield by using Death Strike
on cooldown. As a side note, for bigger packs, you might want to consider using
Pestilence, Blood Boil, and Death and Decay, as Heart Strike can only hit three
targets at once.

For emergency situations, use your large cooldowns to hopefully survive a heavy
siege. Because Death Knights have many defensive cooldowns, you should use
these liberally.

GROUP BUFFS AND DEBUFFS
All Death Knights provide the Attack Power buff with Horn of Winter.

Necrotic Strike imparts the Cast Speed Slow debuff and negates healing on the
enemy target by absorbing it, and Blood Death Knights afflict enemies with
Weakened Blows from the ability Scarlet Fever.
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& PLAYING AS A FrROST DEATH KNIGHT

Frost Death Knights have the option of delivering vicious strikes through the use

of two-handed weapons or dual wielding. Making the most use of runic power,
these icy harbingers have an array of frost-based abilities that can hinder and wound
enemies while pummeling them with a flurry of lightning-quick attacks.

- Mastery: Frozen Heart
98 Increases all frost damage done by a percentage determined

by your Mastery.

GETTING TO LEVEL 85

Frost is great for leveling with its quick attacks and AoE-friendly abilities. Note that,
while it might be tempting to go to Unholy Presence for the added speed, you will
benefit more from remaining in Frost Presence, as several passive abilities interact
with your core spells to deal more damage.

Like other Death Knight specs, choosing the right talents is key for leveling

speed. Consider passive talents or talents on short cooldowns, such as Unholy
Blight, Death’s Advance, and Death Siphon. At higher levels you can learn Runic
Empowerment, which provides a much needed boost to rune regeneration rate,
allowing you to use abilities much more freely, especially considering Frost has two
permanent death runes instead of blood runes.

Death Knights have a slight advantage over other melee classes when it comes to
survivability in the battlefield, with many cooldowns that can be used to prevent
damage, restore health, or remove debuffs. Don’t save these for a rainy day when
leveling, as they will reduce your downtime from enemy to enemy.

BASIC ROTATION

An added feat of Frost Death Knights is their Blood of the North passive,

which converts blood runes into death runes (thus providing two wildcards).

This helps tremendously with your rotation, which uses mostly unholy and frost
runes. While in Frost Presence, Frost Death Knights also have cheaper runic power
abilities, making them a primary source of damage.

o Use Plague Strike o apply Blood Plague

o Use Howling Blast o apply Frost Fever, or to AoE enemies
o se Obliterate when both of your diseases are up on the target

o Use Frost Strike when you have enough runic power

PLAYING IN A GROUP

Execute your standard rotation for single enemies, using DPS-increasing cooldowns
as desired, and making sure not to pull threat (this is especially important for
Death Knights, as they are a melee class that has no threat reduction moves).
When fighting multiple enemies, you can Aok them by using your AoE-friendly
talents and Howling Blast.

If you pull aggro, or your tank happens to die, you can still save the day by quickly
switching to Blood Presence. This will make you very durable, hopefully giving
your group enough time to recover from a possible wipe. If you switched to Blood
Presence because you pulled aggro, however, don’t use any abilities until your tank
has the monster’s attention again, as they will generate a lot of threat.

GROUP BUFFS AND DEBUFFS

All Death Knights provide the Attack Power buff with Horn of Winter. Groups get the
Attack Speed buff from the Unholy Aura provided by Frost Death Knights.

Necrotic Strike imparts the Cast Speed Slow debuff and absorbs healing effects,
and Frost Death Knights use Brittle Bones to apply the Physical Vulnerability debuff.

@ PLAYING AS AN UNHOLY DEATH KNIGHT

Unholy Death Knights excel at defiling the ground with Death and Decay and then
spreading powerful diseases amongst all their foes. They are also masters of undead
control, being proficient at commanding ghouls and other undead minions, and
making them powerful through dark abilities.

Mastery: Dreadblade
Increases all shadow damage done by a percentage determined by your

mastery stat.

GETTING TO LEVEL 85

Unholy is arguably the fastest Death Knight leveling spec, considering you take full
advantage of Unholy Presence, have a permanent pet, and can dispatch multiple
enemies af once by using powerful diseases and Death and Decay.

Like other Death Knight specs, choosing the right talents is key for leveling speed.
Consider passive talents or talents on short cooldowns, such as Roiling Blood,
Death’s Advance, and Death Siphon. At higher levels you can learn Runic Corruption,
which provides a much needed boost to rune regeneration rate, allowing you to use
abilities much more freely.

Death Knights have a slight advantage over other melee classes when it comes to
survivability in the battlefield, with many cooldowns that can be used to prevent
damage, restore health, or remove debuffs. Don’t save these for a rainy day when
leveling, as they will reduce your downtime from enemy to enemy.

BASIC ROTATION

As an Unholy Death Knight, you want to be in Unholy Presence due to your Improved
Unholy Presence. Unlike the other two specs, you actually have to manage your

pet to some extent (which is permanent for Unholy), as a large portion of

your damage will come from its swings, especially under the effects of Dark
Transformation. To accomplish this, you can empower your ghoul by casting Death
Coil on your enemies.

® Use Plague Strike fo apply Blood Plague and Frost Fever

Use Scourge Strike if you don’t need to refresh your diseases yet

Use Festering Strike when you have a blood and frost rune to extend the duration
of your current diseases

® Use Dark Transformation upon reaching five sfacks of Shadow Infusion, which is
generated by casting Death Coil at your enemies

Use Death Coil whenever you have runic power

PLAYING IN A GROUP

Execute your standard rotation for single enemies, using DPS-increasing cooldowns
as desired, and making sure not to pull threat. This is especially important for Death
Knights, as they are a melee class that has no threat reduction moves, but less so
for Unholy, as a portion of the damage comes from your pet. When fighting multiple
enemies, you can Aok them by using your AoE-friendly talents and diseases.

If you pull aggro, or your tank happens to die, you can still save the day by quickly
switching to Blood Presence. This will make you very durable, hopefully giving

your group enough time to recover from a possible wipe. If you switched to Blood
Presence because you pulled aggro, however, make sure not to use any abilities until
your tank has the monster’s attention again, as they will generate a lot of threat.

GROUP BUFFS AND DEBUFFS

All Death Knights provide the Attack Power buff with Horn of Winter. Groups get the
Attack Speed buff from the Unholy Aura provided by Unholy Death Knights.

Necrotic Strike imparts the Cast Speed Slow debuff and absorbs healing effects,
and Unholy Death Knights use Ebon Plaguebringer to apply the Physical
Vulnerability debuff.



58

\
. < \f

J _Alliance Races

‘ NIGHT ELF §V/ORGEN

OVERVIEW

Druids are true hybrids and masters of shapeshifting. They are the class closest to
nature, and the only one able to master four different specialization trees.

Each form adoptable by Druids grants unique abilities or bonuses and has a purpose
gither in combat or outside of it. Unlike other classes, Druids are able to play every
role archetype proficiently: they can be melee DPS, tanks, casters, and healers.
They truly are Jacks of all Trades. This makes them a perfect fit for those who

wish to experience every aspect of combat in a single closs. Though Druids are not
without their own niches — for instance, they are the masters of heals over time
(HoT) among healers. Because of their affinity to nature, Druids possess a great
arsenal of nature-based spells, but they can also blast their enemies with arcane
spells (chiefly Balance Druids), further increasing their spell variety.

Either Faction
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RACIAL ADVANTAGES

ALLIANCE

HORDE

RACE NOTES

RACE NOTES

Night Elves are less likely to be hit by any physical atfack (perhaps the best racial

Nature Resistance increases a Tauren’s ability fo stand up to harmful Noture effects.

Shadow spells.

Night EIf passive f_or tanking) and 1gke less dumuge from Nature spells. Shadowmeld cancels Tauren S 60 i, i e e
spells being cast by enemies on the Night EIf.
Worgen get 1% increased Critical Strike from Viciousness. Darkflight increases Berserking grants a temporary increase in attack speed. Trolls regenerate

Worgen movement speed femporarily. Worgen take less damage from Nature and Troll Health faster than other races, and 10% of total Health regeneration may continue

in combat.

EqQuipMENT OPTIONS

ARMOR TYPE SHIELD

Leather No

USABLE WEAPONS

1 HAND WEAPON 2 HAND WEAPON
Daggers Maces

Fist Weapons Polearms

Maces Staves

SPECIALIZATIONS

At level 10, Druids must decide to follow one of the following specializations:
Balance, Feral, Guardian, or Restoration.

T

Balance opens the moonkin form, and causes the Druid to deal
: e more damage with their spells.

N
,,r
Feral provides a boost to the Druid’s cat form, turning them
info close-combat nightmares.

Guardian enhances the tank aspects of a Druid, allowing them
6 to act as the protector to everyone in their groups.

Restoration is a line dedicated to healing. The ultimate
expression of this line is the Druid’s ability to periodically
assume the form of a Tree of Life.
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PrROMINENT CLASS ABILITIES
FORMS

Shapeshifting is the bread and butter of Druid combat and travel.

At certain levels (starting at level 6) Druids are granted the ability to change their form into several different animals. Each animal has a specific function. The talent
Incarnation also allows you to temporarily shift into an improved version of the forms.

While shapeshifted, you are immune to Polymorph effects, and the act of shapeshifting frees you from movement impairing effects. This makes Druids incredibly mobile,
without even taking info account the abilities that grant speed boosts. Forms are very flexible; Druids can shift from one form to another without having to go back to their
original form first.

Mana is preserved across forms and continues to regenerate even while shapeshifted. This also applies to Cat Form’s energy resource, allowing for more hybrid-like play.

Cat / King of the Jungle Feral Melee DPS

Bear / Son of Ursoc Guardion Tanking

Travel None Ground traveling
Aquatic None Water traveling
Moonkin / Chosen of Elune Balance Caster DPS

Tree of Life Restoration Healing

Flight None Air traveling
Swift Flight None Air traveling

RAGE, ENERGY, AND COMBO POINTS

While in Bear Form, Druids will have a combat resource shared by Warriors, called Rage. Rage is generated by dealing damage with auto-attacks. Most abilities consume
rage instead of generating it, with a few exceptions like Mangle. The Enrage ability will allow Druids to instantly gain some rage, and then an additional amount over time.

While in Cat Form, Druids will have a combat resource shared by Rogues and Monks, called Energy. This resource is constantly replenishing itself as time passes, usually in
a speedier fashion than other resources (it's a matter of seconds for an Energy bar to go from empty to full). The highest amount of Energy is 100 by default. This resource
keeps regenerating in other forms.

Because this resource regenerates so quickly, abilities based on it often use a great amount at once, serving as a pacing mechanism for Cat DPS. Certain abilities also
generate Combo Points, which can be seen around your target's character portrait. These points are required for other abilities— the more points, the stronger or more
efficient these abilities will be. Some abilities, like Faerie Fire, don’t generate or spend Combo Points.
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© PLAYING AS A BALANCE DRUID

Balance is a caster DPS tree focused on abilities that excel at dealing ranged,
magical damage. Druids who specialize in Balance are able to stay atf range and dish
some serious damage through spells such as Wrath, Starfire, and Moonfire.

In addition to a mana bar, Balance Druids have a unique Eclipse bar that indicates
your Solar or Lunar energy.

r Mastery: Total Eclipse
Increases the bonus damage granted by Eclipse by a percentage

* determined by your Mastery.

GETTING TO LEVEL 85

Being the caster version of a Druid, you will benefit most from rooting abilities such
as Entangling Roots and Nature’s Grasp when leveling.

Consider Feline Swiftness and some healing (or hybrid) talents for maximum
leveling speed.

BASIC ROTATION

Balance rotation is about, well, balance. Your goal is fo go into Eclipse mode by
generating Solar or Lunar energy. Once you're in that mode, you will cast spells
associated with the opposite energy (as they will deal more damage), allowing you
to alternate. Either Eclipse will grant a significant spell haste and mana boost.

©  Apply/refresh Moonfire if working foward Solar Eclipse

o Apply/refresh Sunfire if working toward Lunar Eclipse
o (ast Starsurge when available when you're working toward either Eclipse effect
o (Cast Wrath if working toward Lunar Eclipse

o (ast Starfire if working toward Solar Eclipse

PLAYING IN A GROUP

Execute your base rotation while making sure to use talents and other damage-
increasing cooldowns when in Eclipse. Your Solar Beam ability is one of the few
Aok silences available to players, so it is usually appreciated, especially against
numerous caster enemies. Keep Faerie Fire in mind if nobody else can apply the
Weakened Armor debuff.

GROUP BUFFS AND DEBUFFS

Balance Druids apply the Stats buff with Mark of the Wild, and impart the
Spell Haste buff when they’re in Moonkin Form. Faerie Fire inflicts the Weakened
Armor debuff.

@ PLAYING AS A FERAL DRrUID

Feral Druids refer to the melee DPS version of Druids. Tanks have their own spec
called Guardian, allowing Feral to make the most out of Cat Form and its abilities.
Many abilities are shared between Guardians and Feral Druids, making synergy
between these two specs possible.

> Mastery: Razor Claws
Increases the damage done by your bleed abilities by a percentage

determined by your Mastery.

GETTING TO LEVEL 85

Cats are very versatile levelers, especially because they can so easily turn stealth.
Though this won't always be necessary — most of the time, you'll simply want to
pull an enemy with Faerie Fire and then apply your bleeds as soon as possible.

Don’t wait for 5 combo points fo use Rip on weaker enemies, as it's rarely worth if.

Consider whether Savage Roar is necessary or not—at 5 combo points, it can last
long enough to defeat several enemies.

For tougher enemies, consider using Prowl before a fight and opening with Pounce
or Ravage. The latter can actually be a very good all-purpose opener, as its critical
chance is greatly increased for targets with high health.

BASIC ROTATION

Cat DPS is all about maintaining bleed effects on targets that will live long
enough for them to fully tick. Because of Shred, you will usually want to be behind
your enemies.

o Apply/refresh the Rake bleed

o If you have 5 combo points and the effect isn't already active, use Savage Roar
o Use Rip when you have 5 combo points

o se Ferocious Bite when you have 5 combo points and Rip is already active,
or your farget is below 25% health

o Use Shred if positioning allows it

o se Mangle otherwise

PLAYING IN A GROUP

Being melee-based, you must watch your threat near the start of a fight, particularly
if the tank is less geared than you are. If you opted for hybrid talents, remember to
use them to aid your group — particularly those that allow you to tank temporarily
or heal allies while remaining in Cat Form. Use Faerie Fire often, as it will benefit
you and other melee classes in your group.

GROUP BUFFS AND DEBUFFS

Druids grant the Stats buff with Mark of the Wild. Feral Druids provide the Critical
Strike buff via Leader of the Pack.

Faerie Fire stacks impart the Weakened Armor debuff, while Thrash causes
Weakened Blows on ifs target.
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@ PrLAYING AS A GUARDIAN DRruUID

Tank Druids are called Guardians. With many passive and active abilities that benefit
Bear Form, Guardians can sustain the brunt of enemy attacks while still providing
some utility fo a group, mainly through hybrid talents.

GETTING TO LEVEL 85

Because Guardian Druids and Feral Druids share many abilities (most notably
Ravage, Rip, Rake, and Mangle), you're better off leveling in Cat Form (and thus
Feral Spec) than as a bear. If you can spare the gold, however, dual specialization
gives you a chance fo have a proper leveling spec and still be able to tank dungeons
as you level.

BASIC ROTATION

As with other tanks, Guardians can benefit greatly from proper resource
management. In this case, the Savage Defense ability will be your primary
defensive rage consuming skill.

Mastery: Nature’s Guardian

Increases your armor by a percentage determined by your Mastery.

o Apply /refresh Lacerate up to 3 stacks (depending on how long your target will live)
o Apply/refresh Thrash, especially for multiple enemies
o se Mangle

o [fyou have enough rage, consider Savage Defense or Frenzied Regeneration to
increase your survivability

PLAYING IN A GROUP

As a tank, your role is to keep all enemies off your party members. To accomplish
this, Bear Form grants you a large bonus to threat, making enemies much more
likely to attack you. Thrash is a key ability when facing multiple enemies, as it
weakens their attacks and deals damage to them, hopefully keeping them off more
fragile party members. Naturally, use your taunting ability, Growl, if you can’t seem
to get a single enemy’s attention.

Watch your health closely at all times, particularly when you predict large
incoming damage. Try to save some Rage for these occasions in order to use your
defensive abilities.

GROUP BUFFS AND DEBUFFS

Druids grant the Stats buff with Mark of the Wild. Guardian Druids provide the
Critical Strike buff via Leader of the Pack.

Faerie Fire stacks impart the Weakened Armor debuff, while Thrash causes
Weakened Blows on its target.

@ PLAYING AS A RESTORATION DRUID

Restoration is a Druid’s healing specialization, mostly employing nature-based
recovery spells in order to serve as a group’s healer. Restoration Druids are masters
of heal-over-time spells, and they also provide extra utility with many hybrid abilities
and falents.

Your direct healing is increased by an additional percentage and casting
your direct healing spells grants you an additional percentage bonus to
periodic healing for 20 sec.

’— Mastery: Harmony

GETTING TO LEVEL 85

Restoration is not optimal for leveling, but keep in mind Druids have talents and
abilities that allow them to use different forms efficiently. Chief among these

is Killer Instinct, a Restoration passive that increases your Agility by an amount
determined by your Intellect when you turn into a bear or a cat. This allows you
to be relatively efficient at leveling, but never like a Feral Druid. Consider dual
specialization if you want to be a healer in dungeons but level at maximum speed.

HEALING

Healer Druids, along with Discipline Priests, have the least standard of healing
spells. They do have the three main types of heal, but the way they interact with
passives and other abilities provides bonuses that might be less straightforward to a
newcomer. You can stick to the following guidelines, however.

An ally is in need of immediate Swiftmend if the farget has one of your main HoT spells,
healing otherwise Regrowth

Keep Lifebloom up, especially if the target is a tank;

it is refreshed by other heals, making this task easier.
Otherwise, Healing Touch or Nourish, depending on how
much health is missing

Healing a single target that’s not in
immediate danger

Cast Rejuvenation on all the targets you think will take
damage. For Restoration Druids, this spell has a shorter
cooldown, allowing you to accomplish this more easily

Everyone is healthy, but you know
there’s going fo be incoming damage

Get Wild Growth up on as many targets as possible. If this

Heavy AoE domage from enemies is't enough, use Tronquily

PLAYING IN A GROUP

Use your healing priority to conserve as much mana as possible, as you never know
when you'll need it. Innervate also helps you accomplish this. Note that Restoration
Druids can still use the crowd control abilities Hibernate and Cyclone, so don’t be

afraid to if you predict a large pack will make quick work of your tank. If someone
dies but you think the fight is still doable, be quick to use Rebirth—note that other
classes can use similar spells, however, if you're struggling to keep the group alive.

GROUP BUFFS AND DEBUFFS

Restoration Druids provide only the baseline Druid buff (Stats) with Mark of the
Wild and the Weakened Armor debuff with Faerie Fire.

65



66

JL_ DWARF Al NIGHT ELF

L DRAENEI J  WORGEN

Horde Races

J BLOOD ELF

§ HUMAN

Either Faction

\\ i PANDAREN

OVERVIEW

Hunters are masters of archery and marksmanship, relying on their ranged weapons
to eliminate their foes from afar, without the need to get close and personal.
Hunters are close to nature, allowing them to tame and summon wild beasts to do
their bidding. Azeroth has an immense variety of animal species, and Hunters are
able to charm their way into getting aid in battle from most of them. Pets are an
integral part of playing a Hunter, and there are a few pages devoted to them af the
end of this section.

Hunters are the only ranged class that primarily deals physical damage, mainly using
bows, crosshows, or guns. Because they’re best at range, Hunters can master

many slowing, snaring, and immobilizing mechanics to keep their enemies at bay.
Among these are traps, which can slow enemies down, prevent them from acting
altogether, or even help the Hunter deal more damage. Lastly, Hunters can take

on the aspects of several different beasts, modifying their abilities in various
interesting ways.
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RACIAL ADVANTAGES

ALLIANCE HORDE
RACE NOTES RACE NOTES
Drgenei Heroic Presence grants Draenei +1% Hit chance. Gift of the Naaru heals the Draenei The signature Blood EIf racial, Arcane Torrent, provides Focus and an Aok silence.
faenet or any ally. Draenei take less damage from Shadow spells. Blood EIf The former helps in tight Focus situations, and the latter is great for PP and certain
PvE encounters. Blood Elves take less domage from Arcane spells.
Stoneform is excellent for PvP, as it removes all poison, disease, and bleed effects ) N ) )
Dwarf and reduces domage taken. Crack Shot increases Expertise with ranged weapons by Rocket Jump is o great mobility tool, allowing Hunters fo stay af range; it can
%. Dwarves take less domage from Frost spells. Goblin also be used as a second Disengage. Goblins get 1% increased Haste from Time is
Money. Rocket Barrage is another source of damage for Goblins.
Human Every Man for Himself removes effects that cause loss of control of your character. Orcs are great for maximizing damage. Blood Fury increases your attack power.
Orc Command increases your pet's damage output. Hardiness reduces the duration of
Stun effects by 15%.
Night Elves are less likely to be hit by any physical attack and take less damage
Night Elf from ll\lnturilslat]el!s. Shod(t)]wmeld {enders ;]heNNI%hTHEfIf invisible while mofionless and Nature Resistance increases a Tauren's ability to stand up to harmful Nature effects.
cancels spells being cast by enemies on fhe Night Elt. Tauren War Stomp provides an (AoF) stun in melee range, and Endurance boosts Base
Health by 5%, making Tauren a good choice for PyP.
W Worgen get 1% increased Critical Strike from Viciousness. Darkflight increases . . .
orgen movement speed femporaril. Berserking grants a temporary increase in attack speed. Da Voodoo Shuffle
passively reduces the duration of movement impairing effects, which is important
Troll for Hunters. Dead Eye increases Expertise with ranged weapons by 1%.
Trolls regenerate Health faster than other races, and 10% of total Health
regeneration may continue in combat.
PANDAREN
RACE NOTES Undead are more suited for PvP as they can break out of Charm, Fear, and Sleep
effects with Will of the Forsaken. Their passive racial, Touch of the Grave, is a life
: o < : Undeod | gech and lso provides o modest DPS increase in any situation. Undead foke |
Pandaren Epicurean doubles the stafistical bonuses from being Well Fed. Quaking Palm acts eech and also provides a modest DFS increase in any sifuation. Undead foke less
as a form of brief crowd control. domage from Shadow spells.

EQuiPMENT OPTIONS

USABLE WEAPONS

ARMOR TYPE SHIELD

Leather until Level 40, then Mail No

1 HAND WEAPON 2 HAND WEAPON RANGED
Axes Axes Bows
Daggers Polearms Crosshows
Fist Weapons Staves Guns
Swords Swords

SPECIALIZATIONS

At level 10, Hunters must decide to follow one of the following specializations:
Beast Mastery, Marksmanship, or Survival.

Beast Mastery puts at least half of the damage output of
the Hunter/Pet team onto the pet. You get the strongest pets

9 in the game by selecting Beast Mastery. You also get the ability
to tame Exotic Pets.

Marksmanship swings the damage pendulum back onto
the Hunter. This is the line for massive ranged damage.
However, Marksmanship is much harder to play solo than

g Beast Mastery. Your pet won't hold quite as much attention

from monsters, so you need to know when to switch targets
when necessary, and stay more mobile.

Survival Hunters bring a number of tricks to a group,
but it's a challenging Hunter specialization to master.

Q Survival enhances traps and gives some of the best crowd

control abilities and Aok damage abilities among Hunters.
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PrROMINENT CLASS ABILITIES
PETS

Hunters have the ability to tame nearly any wild beast they encounter, turning it
into their sidekick. Whenever you tame a pet, you may give it a name and use its
abilities as you wish. The Beast Mastery specialization is dedicated to improving pet
performance, and even allows you to tame exotic beasts.

You are limited to five (depending on your Hunter’s level) beasts with you af a
time. You can store up to 50 more with the Stable Masters found throughout
World of Warcraft.

Hunter pets bring a variety of buffs and debuffs to groups. While Hunters can have
a single pet active af a time, they can change between a handful of pets between
fights. Plan ahead and take the pets that fill in any missing buffs or debuffs
provided by the rest of your group or raid.

FOCUS

Focus is the resource that both Hunters and their pets use to activate their abilities.
Most Hunters and Hunter pets have a maximum Focus value of 100 (Beast Mastery
Hunters and their pets have 120). Focus regenerates by itself over time at a rate
of 4 per second for the Hunter, and 5 per second for pets, but is increased with
additional values of Haste. There are a few different methods to increase the rate
at which you regenerate Focus. Casting Steady or Cobra Shot instantly restores

14 Focus. Several talents also cause you or your pet to generate Focus instantly.
Also, Haste is effective at increasing the rate at which you passively regenerate
Focus, and increases the rate at which you can cast your Focus generators like
Cobra Shot or Steady Shot.

Focus is a resource to be used! Don't ever let yourself get to maximum Focus after
the start of a fight. You should be doing something at all times, whether it is using
Steady Shot to regenerate Focus that you've used, or using an ability that costs
Focus. Most of your hardest-hitting abilities have cooldowns, so always try to have
enough Focus to cast them as soon as they're ready.

TRAPS

An important aspect of playing Hunters is the ability to drop traps to hinder your
enemies. They are valuable in a variety of situations, ranging from increasing your
damage, long-term crowd-control, or creating a patch of ice that slows all enemies
that approach it. The latter is one of the best ways to keep several enemies slowed
af once.

Traps can be placed in one of two ways: right under your character, or shot af a target location. The latter is possible due to Trap Launcher, which is now a toggled ability.
Until Mists of Pandaria, Hunters needed to keep using Trap Launcher before placing every trap. Now you can simply toggle Trap Launcher and throw every trap you use, or
you can toggle it off and place a trap to fend off an enemy that’s too close for comfort.

Note that traps trigger a cooldown based on their type. For example, you can place either Freezing Trap or Ice Trap. If you place either, the other becomes disabled for the
duration of the cooldown. Additionally, only one target can be frozen by Freezing Trap at once, so pick your target wisely!

ASPECTS

Hunters can take on the aspect of several beasts, providing a buff to themselves or their allies. The aspects are instant and unlimited, but only one of them may be active at
o time. Hunter Aspects require the use of an exclusive Aspect Global Cooldown both in and out of combat. This means that you must think carefully about the situation you
are in, and if changing Aspects will be a net gain for you at that time.

& PLAYING AS A BEAST MASTERY HUNTER

Hunters increase their affinity with beasts through Beast Mastery specialization,
which also allows them to tame a wider variety of beasts and boost the damage
caused by their pets. Exotic Beasts, which can be tamed starting at level 69, are a
great way to fill gaps in your group’s buffs due to class composition.

Mastery: Master of Beasts

Increases the damage done by your pets. Each point of Mastery
increases pet damage by an additional amount.

GETTING TO LEVEL 85

Beast Masters are adept at leveling, considering pets will do much of the work.

Do note that if your pet kills an enemy all by itself, you won't get any experience
points or loot off it, so you must damage all enemies af least once. That said,

the most important thing is getting an awesome pet to accompany you through your
adventures. As soon as you can tame Exotic Pets, tame one. It is important to keep
pets with you that provide the specific pet special abilities that you enjoy playing
with. Keep in mind that all of your pets can be specced into Tank, DPS, or PVP/
Defensive-oriented pets via the Pet Specialization trees. Your goal when fighting
such enemies is primarily to keep the enemy off you by using Misdirection and
Feign Death, and secondarily to keep your pet alive through Mend Pet and talents.
Don't be afraid to fight several enemies at once—you can also use Misdirection

to direct them to attack your pet instead of you. Remember to use your cooldowns
often as well, especially Bestial Wrath.

For talents, consider taking up Spirit Bond, Dire Beast, and Lynx Rush,
which is great for several enemies at once.

BASIC ROTATION

As Beast Mastery, your pet becomes significantly more powerful and an important
part of your damage output. Many passives grant your pet buffs based on your
attacks, and vice versa. Beast Mastery’s big cooldown, Bestial Wrath, will also
increase your damage done and reduce the Focus cost of your abilities.

o Apply/refresh Serpent Sting (Cobra Shot can refresh it too)

© |f you know your farget will be sticking around for a while, use your domage
cooldowns: Bestial Wrath, Rapid Fire, and Rabid; they won't always line up,
but ry fo use them simulfaneously

o Use Kill Command when off cooldown
o Use Arcane Shot if you have enough Focus
o |se Cobra Shot to generate Focus

o Use Kill Shot if your target is under 20% health

PLAYING IN A GROUP

When grouping, make sure your pet isn't accidentally tanking, unless this is the
infent. Use your rotation against single targets, and use Aok abilities on groups of
enemies that are not crowd-controlled. If you pull aggro (which is rare with Beast
Mastery), use Feign Death. Since enemies usually won’t be in melee range, focus on
using your DPS abilities and talents as opposed to the ones geaered for survivability.

Another important aspect of grouping: keep your pet alive! It takes significantly less
Ao damage than players, but that doesn’t mean it’s immortal. Let your healer(s)
know if your pet is dying often.

GROUP BUFFS AND DEBUFFS

Hunters provide the Attack Power buff with Trueshot Aura and apply the Mortal
Wounds debuff with Widow Venom.

Hunter pets provide a variety of buffs and debuffs, which are covered later in
this chapter. Only Beast Mastery Hunters can use the Exotic Pets and their
various buffs.
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€ PLAYING AS A MARKSMANSHIP HUNTER

Marksmanship Hunters excel at dealing damage from afar while relying less on their
pets and more on their weapons and skills. Particularly adept at dealing burst damage,
the Marksmanship tree excels in situations where survivability is not a concern.

Concussive Barrage and Bombardment offer improvements to dealing damage to
groups and controlling their movements. This doesn’t turn the Marksmanship Hunters
into a gifted AoE selection, but they contribute well during Aok encounters or while
attacking groups in PvP.

Mastery: Wild Quiver

Grants a chance for your ranged attacks to also instantly fire an
additional ranged shot. Each point of Mastery increases the chance.

GETTING TO LEVEL 85

Because Marksmanship is the tree that is most reliant on gear, its leveling
effectiveness will vary. If you're well-geared (perhaps due to heirlooms), you can
even kill monsters your level in one Aimed Shot critical hit (which happens often due
to Careful Aim).

Normally, however, you apply Serpent Sting if the target will live long enough for it
to run its full duration. Otherwise, open with Aimed Shot and follow with Chimera
Shot. If the target ends up being under 20% health, finish it off with Kill Shot.

For stronger targets, go the Beast Mastery route —use Misdirection to direct all
threat to your pet temporarily, and then Feign Death if you pull aggro. After this
happens, however, you must be careful not to pull aggro again (though Deterrence
or kiting can still save your life). Generally, you will be kiting more than the other
specs, so use Concussive Shot and frost-based traps liberally.

For talents, consider Aspect of the Iron Hawk and Fervor. Marksman is best at
quickly killing one enemy at a time.

BASIC ROTATION

Marksmanship damage is about watching out for Careful Aim vulnerable targets
(targets at 80% HP or above), keeping Serpent Sting on the target, and Steady
Focus active on the Hunter, and using Chimera Shot as often as possible.

o Apply/refresh Serpent Sting (Chimera Shot can refresh it too)

® | Master Marksman is stacked fo 3, use Aimed Shot
o Use Chimera Shot as soon as it's off cooldown

o Use Arcane Shot to consume your Focus

o se Steady Shot fo generate Focus

o Use Kill Shot as often as possible if your target is under 20% health

PLAYING IN A GROUP

Execute your standard rotation against single targets. For AoE, Bombardment
provides a great way to use Multi-Shot repeatedly. This allows Marksmanship to deal
bursts of Aok damage. Sustained AoE damage is best left to Survival, however.

As usual, use Feign Death if you pull aggro, and help your tank out by using
Misdirection often. Although your pet isn’t as vital to your DPS as it is to Beast
Mastery, it's still a significant source of damage, so try to keep it alive. Should it
die, consider how long the current fight will last before reviving it.

GROUP BUFFS AND DEBUFFS

Hunters provide the Attack Power buff with Trueshot Aura and apply the Mortal
Wounds debuff with Widow Venom.

Hunter pets provide a variety of buffs and debuffs, which are covered later in
this chapter.

@ PLAYING AS A SURVIVAL HUNTER

Survival Hunters have traded some of their damage potential for a bag of tricks that
is a constant frustration to their enemies. In small groups, they shine their brightest.
Survival Hunters are best at avoiding domage and dealing it while on the move.
Many of a Survival Hunter's attacks are also magic-based and are boosted through
their Mastery.

Survivalists Hunter traps have stronger effects than those from other Hunter
specializations. Entrapment locks down enemies, giving groups a few precious
seconds to fight major enemies without worrying about peripheral targets.

4 Increases all magical damage you deal. Each point of Mastery increases
magical damage by an additional amount.

GETTING TO LEVEL 85

Survival leveling is mobile and safe, but slightly slower than the other trees.

The increased effectiveness of traps allows you to get away from enemies

more easily, and your Focus-based abilities can be used on the move. As with
Marksmanship, use Misdirection on your pet liberally in order to keep enemies off
you. Because of Lock and Load procs, you still want to use Black Arrow, even if the
enemy won't be alive for its full duration. For numerous weak enemies, use Ice Trap
and proceed to Aok them down with Multi-Shot/Serpent Spread.

Notable talents are Crouching Tiger, Hidden Chimera (allows for the use of
Disengage more often), and Thrill of the Hunt (for more efficient AoF).

BASIC ROTATION

Survival’s rotation is similar to Marksmanship, but much more mobile. The most
important difference in your DPS output is how often you can use Lock and Load
procs, as Explosive Shot tends to be your top-damage ability. Note that Survival has
great sustained Ao due to Serpent Spread, so Multi-Shot becomes a DPS increase
with as few as 3 enemies in range.

o Apply/refresh Serpent Sting (Cobra Shot can refresh it too)

o Use Rapid Fire when available

o Use Black Arrow when available

o Use Explosive Shot when available

o se Arcane Shot fo consume your Focus
o Use Cobra Shot fo generate Focus

o Use Kill Shot on enemies under 20% health

PLAYING IN A GROUP

For single targets, execute your normal rotation. Make sure your pet is alive
before starting a fight, and use Misdirection on the tank to help out with threat.
Generally, you want to pick a target with a large health pool so Black Arrow

will have time to deal its full damage. Survival really shines for AoE packs,
especially ones that stay alive for a long time: with Serpent Spread, Multi-Shot
applies the Serpent Sting DoT on all the enemies it hits. Depending on the
situation, you can use all your Focus on Multi-Shots (generally for a large amount
of enemies), or you can Multi-Shot once to apply the DoT on everything, and then
continue your single-farget rotation on a target with a large health pool.
Naturally, use Feign Death if you pull aggro, and Deterrence as a last resort to
stay alive.

GROUP BUFFS AND DEBUFFS

Hunters pro