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Money = mvarMoney 
End Property 

P~ic Property Let Weight (ByVal vData As Byte) 
" d when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Weight = 5 

mvarWeight = vData 
End Property 

Public Property Get Weight() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print x.Weight 

Weight = mvarWeight 
End Property 

Public Property Let Height (ByVal vData As Byte) 
'used when assigning a 'Talue to the property, on the left side of an assignment. 
'Syntax: X.Height = 5 

mvarHeight = vData 
End Property 

Public Property Get Height() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Height 

Height = mvarHeight 
End Property 

Public Property Let Sex(ByVal vData As Boolean) 
'used when assigning a value to the property, on the left side of an assignment. 
'-'tax: X.Sex = 5 

mvarSex = vData 
End Property 

Public Property Get Sex() As Boolean 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Sex 

Sex = mvarSex 
End Property 

Public Property Let Age (ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Age = 5 

mvarAge = vData 
End Property 

Public Property Get Age() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Age 

Age = mvarAge 
End Property 

Public Property Let Name(ByVal vData As String) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Name = 5 
_ mvarName = vData 

f' Property 

Public Property Get Name() As String 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Name 

Name = mvarName 
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End Property 

Public Property Let Wrestling(ByVal vData As Byte) 
'~d when assigning a value to the property, on the left side of an assignment. 

~ax: X.Wrestling = 5 
mvarWrestling = vData 

End Property 

Public Property Get Wrestling() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Wrestling 

Wrestling = mvarWrestling 
End Property 

Public Property Let weaponlore(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.WeaponLore = 5 

mvarWeaponLore = vData 
End Property 

Public Property Get Weaponlore() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.print X.WeaponLore 

Weaponlore = mvarWeaponLore 
End Property 

Public Property Let Swordfighting(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'~tax: X.SwordFighting = 5 

mvarSwordFighting = vData 
En", Property 

Public Property Get Swordfighting() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.SwordFighting 

Swordfighting = mvarSwordFighting 
End Property 

Public Property Let Swimming(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Swimming = 5 

mvarSwimming = vData 
End Property 

Public Property Get Swimming() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Swimming 

Swimming = mvarSwimming 
End Property 

Public Property Let Social (ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Social = 5 

mvarSocial = vData 
E~Property 

Public Property Get Social() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Social 

Social = mvarSocial 
End Property 
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Public Property Let Skinning(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'~tax: X.Skinning = 5 

~varSkinning = vData 
End Property 

Public Property Get Skinning() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Skinning 

Skinning = mvarSkinning 
End Property 

Public Property Let punching(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Punching = 5 

mvarPunching = vData 
End Property 

Public Property Get punching() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.print X.Punching 

Punching = mvarPunching 
End Property 

Public Property Let PickPocketing(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.PickPocketing = 5 

mvarPickPocketing = vData -K Property 

Public Property Get pickPocketing() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.print x.pickPocketing 

PickPocketing = mvarPickPocketing 
End Property 

Public Property Let performance(ByVal vData As Byte) 
'used when assigning a 'falue to the property, on the left side of an assignment. 
'Syntax: X.Performance = 5 

mvarPerformance = vData 
End Property 

Public Property Get Performance() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Performance 

Performance = mvarPerformance 
End Property 

Public Property Let parrying(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Parrying = 5 

mvarParrying = vData 
End Property ,-
F ic Property Get Parrying() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Parrying 

Parrying = mvarParrying 
End Property 
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Public Property Let Mountaineering(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Mountaineering = 5 
.,- mvarMountaineering = vData 

E Property 

Public Property Get Mountaineering() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Mountaineering 

Mountaineering = mv.arMountaineering 
End Property 

Public Property Let Knifefighting(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.KnifeFighting = 5 

mvarKnifeFighting = vData 
End Property 

Public Property Get Knifefighting() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.KnifeFighting 

Knifefighting = mvarKnifeFighting 
End Property 

Public Property Let Kicking(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
,- tax: X.Kicking = 5 

mvarKicking = vData 
End Property 

Public Property Get Kicking() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Kicking 

Kicking = mvarKicking 
End Property 

Public Property Let Jogging(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Jogging = 5 

mvarJogging = vData 
End Property 

Public Property Get Jogging() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Jogging 

Jogging = mvarJogging 
End Property -
Public Property Let Itemlore(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.ltemLore = 5 

mvarltemLore = vData 
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End Property 

P~ic Property Get Itemlore() As Byte 
d when retrieving value of a property, on the right side of an assignment. 

'Syntax: Debug.Print X.ltemLore 
Itemlore = mvarltemLore 

End Property 

Public Property Let Hunting(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Hunting = 5 

mvarHunting = vData 
End Property 

Public Property Get Hunting() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Hunting 

Hunting = mvarHunting 
End Property 

Public Property Let Hiking(ByVal vData As Byte) 
'used when assigning a '.alue to the property, on the left side of an assignment. 
'Syntax: X.Hiking = 5 
-mvarHiking = vData 

El.~ Property 

Public Property Get Hiking () As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Hiking 

Hiking = mvarHiking 
End Property 

Public Property Let Herblore(ByVal vData As Byte) 
'used when assigning a ·value to the property, on the left side of an assignment. 
'Syntax: X.HerbLore = 5 

mvarHerbLore = vData 
End Property 

Public Property Get Herblore() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.HerbLore 

Herblore = mvarHerbLore 
End Property 

P~ic Property Let Handtohandcombat(ByVal vData As Byte) 
d when assigning a value to the property, on the left side of an assignment. 

'Syntax: X.HandToHandCoa~at = 5 
mvarHandToHandCombat = vData 

End Property 
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Public Property Get Handtohandcombat() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.print X.HandToHandCombat 
~Handtohandcombat = mvarHandToHandCombat 

E Property 

Public Property Let Foraging(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Foraging = 5 

mvarForaging = vData 
End Property 

Public Property Get Foraging() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Foraging 

Foraging = mvarForaging 
End Property 

Public Property Let Fishing(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Fishing = 5 

mvarFishing = vData 
End Property 

,-
P~_~ic Property Get Fishing() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Fishing 

Fishing = mvarFishing 
End Property 

Public Property Let Firebuilding(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.FireBuilding = 5 

mvarFireBuilding = vData 
End Property 

Public Property Get Firebuilding() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.FireBuilding 

Firebuilding = mvarFireBuilding 
End Property 

Public Property Let Fencing(ByVal vData As Byte) 
'~d when assigning a value to the property, on the left side of an assignment. 

tax: X.Fencing = 5 
mvarFencing = vData 

End Property 

Public Property Get Fencing() As Byte 
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'used when retrieving ,ralue of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Fencing 

Fencing = mvarFencing 
Epa... Property 

Public Property Let Cooking(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Cooking = 5 

mvarCooking = vData. 
End Property 

Public Property Get Coc-king () As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.print X.Cooking 

Cooking = mvarCooking 
End Property 

Public Property Let Commerce(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Commerce = 5 

mvarCommerce = vData 
End Property 

P- ic Property Get Commerce () As Byte 
'uwcd when retrieving value of a property, on the right side of an assignment. 
, Syntax: Debug. Print X. ·20mmerce 

Commerce = mvarCommerce 
End Property 

Public Property Let Chopping(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Chopping = 5 

mvarChopping = vData 
End Property 

Public Property Get Chopping() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Chopping 

Chopping = mvarChopping 
End Property 

Public Property Let Carving(ByVal vData As Byte) 
'used when assigning a ~'alue to the property, on the left side of an assignment. 
'Syntax: X.Carving = 5 

mvarCarving = vData 
EpQ... Property 

Public Property Get Carving() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Carving 

Carving = mvarCarving 
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End Property 

r-P ic Property Let Carpentry(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Carpentry = 5 

mvarCarpentry = vData 
End Property 

Public Property Get Carpentry() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Carpentry 

Carpentry = mvarCarpentry 
End Property 

Public Property Let camping(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Camping = 5 

mvarCamping = vData 
End Property 

Public Property Get Camping() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Camping 
~Camping = mvarCamping 

EL_ Property 

Public Property Let Butchery(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Butchery = 5 

mvarButchery = vData 
End Property 

Public Property Get Butchery() As Byte 
'used when retrieving vs.lue of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.E.utchery 

Butchery = mvarButchery 
End Property 

Public Property Let Brawling(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Brawling = 5 

mvarBrawling = vData 
End Property 

P~ic Property Get Brawling() As Byte 
, j when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Brawling 

Brawling = mvarBrawling 
End Property 
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Public Property Let Bluntweaponfighting(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'~tax: X.BluntWeaponFighting = 5 
, .nvarBluntWeaponFighting = vData 

End Property 

Public Property Get Bluntweaponfighting() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.BluntWeaponFighting 

Bluntweaponfighting = mvarBluntWeaponFighting 
End Property 

Public Property Let Blindfighting(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.BlindFighting = 5 

mvarBlindFighting = vData 
End Property 

Public Property Get Blindfighting() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.BlindFighting 

Blindfighting = mvarBlindFighting 
End Property 

-
Public Property Let Begging(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Begging = 5 

mvarBegging = vData 
End Property 

Public Property Get Begging() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Begging 

Begging = mvarBegging 
End Property 

Public Property Let Barter(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Barter = 5 

mvarBarter = vData 
End Property 

Public Property Get Barter() As Byte 
'~ed when retrieving value of a property, on the right side of an assignment. 

tax: Debug.Print X.Barter 
Barter = mvarBarter 

End Property 



Player - 18 

Public Property Let Bandaging(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Bandaging = 5 
~mvarBandaging = vData 

E Property 

Public Property Get Bandaging() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Bandaging 

Bandaging = mvarBandaging 
End Property 

Public Property Let Armorlore(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.ArmorLore = 5 

mvarArmorLore = vData 
End Property 

Public Property Get Armorlore() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.ArmorLore 

Armorlore = mvarArmorLore 
End Property 

P~ ~ic Property Let Archery(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Archery = 5 

mvarArchery = vData 
End Property 

Public Property Get Archery() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'Syntax: Debug.Print X.Archery 

Archery = mvarArchery 
End Property 

Public Property Let Appraising(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.Appraising = 5 

mvarAppraising = vData 
End Property 

Public Property Get Appraising() As Byte 
'used when retrieving value of a property, on the right side of an assignment. 
'~ntax: Debug.Print X.Appraising 

Appraising = mvarAppraising 
Ena Property 

Public Property Let AnimalLore(ByVal vData As Byte) 
'used when assigning a value to the property, on the left side of an assignment. 
'Syntax: X.AnimalLore = 5 
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mvarAnimalLore 
End Property 

vData 

P~ic Property Get AnimalLore() As Byte 
d when retrieving value of a property, on the right side of an assignment. 

'Syntax: Debug.Print X.AnimalLore 
AnimalLore = mvarAnimalLore 

End Property 

-

,-
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Public Property Let LabelText(ByVal New Label As String) 
Label.Caption New_Label 

End Property 

~ 

P ic Property Let MessagePicture(ByVal New_Picture As String) 
Messagelmage.Picture LoadPicture(New_Picture) 

End Property 
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Public Property Let LabelText(ByVal New Label As String) 
Labell. Caption New Label 

End Property 
c,.... ..... 

F ic Property Let image(ByVal New_Picture As String) 
Imagel.Picture LoadPicture(New_Picture) 

End Property 

-

-
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Public Property Let PlayerName(ByVal New Name As String) 
NameLabel.Caption = "Name: " + New Name 

End Property -P ic Property Let PlayerAge(ByVal New_Age As Byte) 
AgeLabel.Caption = "Age: " + CStr(New_Age) 

End Property 

Public Property Let PlayerHeight(ByVal New_Height As Byte) 
HeightLabel.Caption = "Height: " + CStr(New_Height) 

End Property 

Public Property Let Playerweight(ByVal New_Weight As Byte) 
WeightLabel. Caption = "Weight : " + CStr (New_weight) 

End Property 

Public Property Let PlayerMoney(ByVal New_Money As Integer) 
MoneyLabel.Caption = "Silver: " + CStr(New_Money) 

End Property 
Public Property Let PlayerEvade(ByVal New_Evade As Byte) 

EvadeLabel.Caption = "Evade : " + CStr(New_Evade) 
End Property 
Public Property Let PlayerArmor(ByVal New_Armor As Byte) 

ArmorLabel.Caption = "Armor: " + CStr(New_Armor) 
End Property 
Public Property Let PlayerAgility(ByVal New_Agility As Byte) 

AgilityLabel.Caption = "Agility: " + CStr(New_Agility) 
End Property 
Public Property Let PlayerStrength(ByVal New_Strength As Byte) 
-- StrengthLabel. Caption = "Strength : " + CStr (New Strength) 

Er.", Property 
Public Property Let PlayerFitness(ByVal New_Fitness As Byte) 

FitnessLabel.Captiol1 = "Fitness: " + CStr(New_Fitness) 
End Property 
Public Property Let PlayerHealth(ByVal New_Health As Byte) 

HealthLabel. Caption = "Health : " + CStr (New_Health) 
End Property 
Public Property Let PlayerIntelligence(ByVal New_Intelligence As Byte) 

IntelligenceLabel.Caption = "Intelligence: " + CStr(New_Intelligence) 
End Property 
Public Property Let Playerpersonality(ByVal New_personality As Byte) 

PersonalityLabel.Caption = "Personality: " + CStr(New_Personality) 
End Property 
Public Property Let BackGroundColor(ByVal Color As ColorConstants) 

BackColor Color 
End Property 
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Dim m Minutes As Long 
Dim m_Days As Long 
Dim m_hour As Integer 
D:i,.m.. day_type As Byte 

Public Event newday() 

Public Property Get days() As Long 
days = m_Days 

End Property 

Public Property Let days(ByVal new value As Long) 
m_Days = new_value 
PropertyChanged (" days" ) 

End Property 

Public Property Get minutes() As Long 
minutes = m_Minutes 

End Property 

Public Property Get Hour() As Integer 
Hour = m hour 

End Property 

Public Property Let Hour(ByVal new value As Integer) 
m_hour = new_value 
PropertyChanged ("H-our") 

End Property -
P1...._.J.ic Property Let min'utes (ByVal new value As Long) 

m Minutes = new val'ole 
PropertyChanged ("Minutes") 
m_Days = m_Minutes \ 1440 
Label1.Caption = m_Days 
m_hour = «m_Minute:3 Mod 1440) * 24) \ 1440 
SetDisplay 

End Property 

Private Sub SetDisplay() 
Dim cur_day As Integer 
Select Case m hour 

Case 0: 
Labe13.Caption = "Midnight" 

Case 21 To 23, ~ To 5: 
Label3.Caption "Night" 

Case 6: 
Label3.Caption "Sunrise" 

Case 7 To 11: 
Label3.Caption "Morning" 

Case 12: 
Label3.Caption "Noon" 

Case 13 To 16: 
Label3.Caption 

Case 17 To 19: 
Label3.Caption 

Case 20: 
Label3.Caption 

End Select 
cur_day = m_Days 
m_Days = m_Minutes \ 1440 

"Afternoon" 

"Evening" 

"Sunset" 
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-
Select Case m hour 

Case 6 To 20: 'daytime 
sunmovement 
If day_typE~ <> 1 Then 

Picture1.Picture = LoadPicture(DRIVE & "dayback.jpg") 
SunMoon.Picture = LoadPicture(DRIVE & "sun.gif") 
day_type = 1 

End If 
Case 0 To 5, 21 To 23: 'nighttime 

moonmovement 
If day_type <> 0 Then 

Picture1.Picture = LoadPicture(DRIVE & "nightback.jpg") 
SunMoor_.Picture = LoadPicture(DRIVE & IImoon.gifll) 
day_type = 0 

End If 
End Select 
If cur_day <> m_Days Then 

RaiseEvent newday 
End If 

End Sub 

Private Sub sunmovement() 
Dim angle As Double 
Dim hyp As Integer 
Dim sine, cosine As Double 
Dim opp, adj As Double 
Dim todays_time As :Long 
hyp = 1300 
todays time = m Miro~tes Mod 1440 

--angle: 180 - «((todays_time - 360) * 180) / 900) 
angle = (angle * 3.14159) / 180 
sine = Sin (angle) 
cosine = Cos (angle) 
opp = sine * hyp 
adj = cosine * hyp 
SunMoon.Left = 1400 + adj 
SunMoon.Top = 1600 .. opp 

End Sub 

Private Sub moonmovement: () 
Dim angle As Double 
Dim hyp As Integer 
Dim sine, cosine As Double 
Dim opp, adj As Double 
Dim todays_time As Long 
hyp = 1300 
todays_time 
If m_hour > 

angle 
Else 

= m_Minutes Mod 1440 
20 Then 
180 - «(todays_time 1260) * 180) / 540) 

angle 
End If 

180 - «(todays_time + 180) * 180) / 540) 

angle = (angle * 3.14159) / 180 
sine = Sin (angle) 

_ cosine = Cos (angle) 
opp = sine * hyp 
adj = cosine * hyp 
SunMoon.Left = 1400 + adj 
SunMoon.Top = 1600 - opp 

End Sub 
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Private Sub UserControl Initialize() 
day_type = 2 
m Minutes = 0 

.. , ..... ,SetDisplay 
E 3ub 

-

-
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Appendix III 

Skills Documentation 

The skills used in this game 
were loosely based on this document. 
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Skills 

What is a Skill? 

A skill is either an activity that the character is able to perform or an ability that 
the character has which will help them in their adventures. Skills could include tasks 
such as: jogging, hiking, cooking, fire building, and swimming, or other skills such as 
wrestling, paITying, and weapon lore. 

Skills are basically a way of enhancing game play so that the character has added 
considerations to make while going through their adventures. Skills give the character 
and the game an added look and feel which allows the player to further customize their 
characters, make them more unique, and offers more options in game play. 

Characters will have a proficiency at using every skill in the game. These 
proficiencies will start at 0, but through game play and the initial character creation will 
increase (both of these are described in detail in the following pages). Skills will have a 
maximum value of 100 points. A character with a 100 proficiency in archery would be 
considered to be a grand master in archery (one of the best in the world). The following 
table lists the approximate equivalents of how proficiency points relate to actual 
experience: 

Proficiency Equivalent 
0 No knowledge whatsoever 

1-20 Beginning to learn, but still a novice. 
21-40 Becoming proficient, better than those who treat skill as a hobby. 
41-60 Equal to those who are considered very good in the chosen skill. 
61-80 Considered an expert in the skill-one of the best in each city. 
81-100 Master to Grandmaster-Few if any can compete with you. 

Types of Skills 

There are four specific kinds of skills which all skills are sub-classed into. These four 
skills include the following: 

• Direct Use 
• Automatic 
• Knowledge 
• Combat 

Direct Use-
A direct use skill is a skill in which the player explicitly selects the skill from the 

skills list. Examples of this include a player selecting to fish, camp, make a fire, cook, 
skin an animal, or anything else that a player can directly do. The use of these direct 

4 



-

-

skills often require an item (i.e. a fishing pole for fishing, or a knife or dagger for 
skinning). Vlhen these skills are used, the program will first check to see if the player has 
the required item (if any) and will then check to see if the player is skilled enough in the 
given skill to perform it. The success or failure of these skills is typically determined by 
doing a skill check (see below). 

Automatic-
An automatic skill is a skill which is automatically used at various occasions 

within the game. These skills are never chosen from the skills list. Skills of this type 
include: jogging, mountaineering, hiking, and various other skills which perform 
modifiers to various actions within the game. Of the above examples, hiking, would 
increase movement speed and decrease fatigue points lost for those characters with higher 
skills in these areas. 

Knowledge-
A knowledge skill is a skill which provides the character with useful knowledge 

during gameplay. This knowledge could consist of helping with the identification of an 
item such as a weapon or armor, or perhaps even identifying various herbs found within 
the game. The primary use of knowledge skills is that the character may then learn other 
skills once they know the specific knowledge. An example of this includes a character 
which learns item lore can then learn both armor and weapon lore. Once weapon lore is 
learned then various other combat and weapon related skills such as fencing may later be 
learned. 

Combat-
Combat skills are those skills which are only used in combat. Unlike the above 

three skill categories there are actually two types of combat skills direct and automatic. 
These skills are similar to the above described categories except for the fact that they are 
only used in combat. Various skills, such as parry, kick, punch, and others, are directly 
chosen by the character will in combat from a skills list (similar to the skills list the 
character chooses things such as fishing from). Other skills such as sword fighting, stick 
fighting and knife fighting are automatic skills. These skills will provided specific 
benefits to the character while in combat using these type of weapons or when fighting an 
opponent using these kind of weapons. These skills are never chosen, but rather are 
automatically applied modifiers for the character. 
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Skills by Type 

Direct Use Automatic Knowledge Combat 
Alchemy Hiking Animal Lore Archery 
Animal Training Jogging Armor Lore Blind Fighting 
Appraising Leadership Commerce Blunt Weapon 

Fighting 
Bandaging Mountaineering Herb Lore Brawling 
Barter Item Lore Fencing 
Begging Mathematics Hand-to-hand· 

Combat 
Bribing Social Kicking 
Butchery Weapon Lore Knife Fighting 
Camping Parrying 
Carpentry Punching 
Carving Stick Fighting 
Chopping Sword Fighting 
Climbing Wrestling 
Cooking 
Fire Building 
Fishing 
Foraging 
Hiding 
Hunting 
Lock Picking 
Performance 
Pick Pocketing 
Riding 
Skinning 
Swimming 
Tracking 

Skill Check 
A skill check is commonly used during game playas a way of determining 

whether a character's skill in a particular area is sufficient enough for a task which the 
character is trying to complete. 

A skill check is typically executed as follows: A random number between one 
and one hundred (1-100) is rolled by the program. This number is then compared with 
the current value of a character's proficiency. If the character's proficiency is higher than 
the random number rolled, then the character passes the skill check and succeeds with the 
skill. If the proficiency value is less than the random number, then the character failed 

,- the skill check and will be unsuccessful in accomplishing the skill. Often a modifier will 
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be added to the roll (either plus or minus) depending on the situation in which the 
character is in. 

Example: 
William the wandering rogue attempts pick the pocket of a lowly street sweeper. 

William has a pick pocket skill of 60 (as he has had a lot of experience with this sort of 
thing in the past). Because the street sweeper is considered a relatively easy target, 
William gains a modifier of +10 (which gives him a virtual 70 for his pick pocket skill). 
The program rolls a 65 for the "skill check" which being less than the modified 
proficiency score (70) means that William passed the skill check and successfully picked 
the pocket of the street sweeper. 

Instead, if William had tried to pick the pocket of a veteran warrior (who 
obviously who be far more aware and careful about who is around them), a -10 modifier 
may have been applied. In this case, William's 65 would have been higher than is virtual 
50 for his pick pocket skill, in which case, the pick pocket would have failed, and the 
warrior would have been alerted to what William was trying to do, and probably attacked 
him. 

Choosing Initial Skills for a Character 

At the beginning of the game, the character will be faced with the task of not only 
determining what their basic attributes (strength, intelligence, etc ... ) are (this is described 
in detail in an earlier section), but also in determining what their initial skills are. This 
section gives a detailed description of how that is to be done and what choices the 
character's will have. 

As with attributes, a character will be allotted a certain amount of points (in this 
case 250) which they will then be able to distribute between various initial skills. The 
following is a list of the initial skills, which a player will be able to choose from when 
creating their character: 

Animul Lore 
Fire Building 
Hunting 

Bruwling 
Fishing 
Item Lore 

Camping 
Foraging 
Social 

Chopping 
Hiding 
Wrestling 

Commerce 
Hiking 

These skills will be listed in a column fashion to the player with information on 
what each does available to the player by clicking on the word itself, or a help icon next 
to it. To the right of each skill will be a label, which lists the current experience the 
player has with each scale. Initially all of these values will be set to O. At the bottom of 
the screen will be another label displaying the number of points the character has left to 
attribute. This label will initially display 250. 

There will be up and down areas to the right of each skill's label which the 
character can click on to increase a skill or decrease it. By holding the mouse button 
down while on an up or down arrow, the value should increase with a faster rate. 

The maximum value that any skill can be at from this initial creation screen will 
be 50 points. Ideally, this means that a player could max out five (5) skills to 50 points 
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apiece with their 250 points and then not have any left to distribute. Alternatively, a 
character could give approximately 15 points to every skill on the list and have a basic 
knowledge in each. 

Upon completion, the character will click a DONE button at the bottom of the 
screen which will only be enabled when all 250 points have been spent. In this way, a 
character can not leave this creation screen without spending all 250 points. It would be 
pointless for the character to leave any points unspent as there is no relevant use for 
them later in the game. 

Hierarchy of Skills 
Many skills within the game require the knowledge of other skills before learning 

them. This is referred to as a hierarchy of skills. The concept behind the hierarchy of 
skills is that it attempts to mimic real-life learning of skills in that the basic skills are 
learned first, and then more complicated, but related skills, are learned later. As an 
example, hiking is learning first, followed by jogging, and finally mountaineering. Each 
one of these is a progressively more complicated skill which requires the previous ones to 
be learned. 

Every skill listed in the Master List of Skills will list a Requires and Allows field 
which contains the skills which the character must know before learning the given skill. 
Additionally, the Allows field lists any skills that the character can later learn because 
they now know the listed skill. 

When multiple skills are listed, this means that a character must learn more than 
one skill before being allowed to learn a listed skill. An example of this is the blind 
fighting skill which requires both the parrying and fencing skill before a character can 
learn it. 

A certain knowledge of each skill is required before the character may learn a 
more complicated skill. A character who has simply one (1) point in a skill is not 
allowed to leam a more complicated skill even though the character has experience in the 
basic skill. This is because one (1) point out of 100 is simply not enough to warrant the 
learning of a more complicated skill. Instead, 33 points is required for a character to be 
able to learn a more complicated skill. 

For example, if a character wishes to learn blind fighting, that character must have 
at least a proficiency of 33 in both parrying and fencing. The discussion of how new 
skills are learned is contained in the Learning New Skills section below. 

Becoming more proficient in known skills 

During the course of the game, the character will have the opportunity to become 
more experienced in the use of their skills. The added experience comes to the character 
in various ways. Perhaps the simplest way in which skills increase is what happens with 
the direct use skills. Every time one of these skills is used by the character there is a 
percentage chance that the character's proficiency in the skill will increase. The 
percentage chance that it will increase should be dependent on the type of skill. Harder 
skills to learn will thus have less percentage chance than those skills which are typically 
easy to pick up. However, until values have been set up for all the direct use skill a 
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default value of 20% should be used. Thus, every time a character attempts to use their 
fishing skill, there is a 20% that it will increase by one (1) point. 

In real life, there is often a steep learning curve at the beginning, and then over 
time it becomes more and more difficult to become better at a given skill. To mimic this 
kind of learning, the check to see if the skill increases will only be performed when the 
character fails in their attempt to use a skill. 

This can best be illustrated by an example: 

William, our wandering rogue has a fishing proficiency score of 
50. He decides to go fishing in the local lake. William will then make a 
skill check to see if he catches a fish. He will thus have a 25% (25/100) 
chance of catching a fish. Therefore, a check to see if his ability increases 
will only be made the 75% (100 - 25) of the time in which he fails. Now, 
instead imagine Esmerelda, a female warrior, who also wants to go 
fishing. She is quite an accomplished fisherman and has a proficiency of 
99% in fishing. Thus, she will have a 99% (991100) chance of catching a 
fish. Therefore, a check to see if her ability increases will only be made 
when she fails, which is 1 % (100 - 99) of the time. 

It is consequently 75 times more difficult for Esmerelda to increase 
her fishing skill than it is for William because she is so advanced in 
fishing already . 

Regardless of a character's proficiency, the 20% rule will always apply. The fact 
that they have to first fail in the use of the skill will handle making it easier for 
character's to learn a skill than for character's to become great in a skill. 
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The following chart shows how a character's proficiency in a given skill affects 
whether or not they have a chance of increasing their proficiency by a point. 
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ALCHEMY 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

ANIMAL LORE 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

ANIMAL TRAINING 
Type: 
Requires: 
Allows: 
Description: 

Master List of Skills 

Direct Use 
Fire Building, Herb Lore 
None 
Alchemy allows the character to create various potions for use in 
the game. These potions could include healing salves, poisons, 
and others. 
Depending on the potion the character is attempting to concoct, 
they will require components to make the potion. These 
components could include: herbs, grasses, roots, etc ... Upon 
choosing "alchemy" from the skills list the character will be 
presented with a alchemy pop-up window. This window will 
display components the character has on them and will allow the 
character to drag and drop these components into a mixing vat. 
Upon clicking a "finished" button, the character will be given a 
message specifying success or failure. If successful, the new 
potion will appear in the player's inventory, otherwise the 
components are just lost. 

Knowledge 
None 
Animal Training, Riding 
Animal Lore is a knowledge skill which has the primary purpose 
of allowing other skills to be learned off of it. The skill will have 
some direct effects which include animal encounters in the wild 
being more pleasant. 
This skill will aid a character when they encounter animals in the 
wild (deer, wolves, tigers, etc ... ). This encounters will be more 
pleasant for the character (i.e. the character will have better 
modifiers if the character attacks, because the character knows the 
animal through their animal lore skill). 

Direct Use 
Animal Lore 
None 
This skill allows characters to encounter animals in the wild and 
attempt to train them. By training the animal, the animal will then 
follow the character and assist the character in combat situations. 
Additionally, if the animal can be ridden (i.e. a horse) then the 
character can possibly mount the animal. 
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APPRAISING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

ARCHERY 
Type: 
Requires: 
Allows: 
Description: 

Animal Training is a skill which the character will choose from the 
skills menu. The character will then need to select the animal they 
wish to train (probably by clicking on them). After this is done, a 
check will be made to see if the character is successful (this is 
based on the wildness of the animal as well as the characters 
ability in training animals). A check will also be made to see if the 
animal is already tame. If this is the case, a pleasant message will 
be given to the character telling them not to bother. After it has 
been determined that a character has been successful or 
unsuccessful, a message will be sent to the character. The animal 
(if the training was successful will then begin to follow the 
character). If the training was unsuccessful then there should be 
attack (depending on the animals wildness) that the animal will 
attack the character. 

Direct Use 
Barter 
None 
Appraising allows the character to make an approximation (made 
more and more accurate depending on their skill level) of the value 
of a specific item. 
After selecting this skill from the skills menu, the character will 
click on an item either in their inventory or on the ground in the 
near vicinity. A message will then appear to the character listing 
the approximated value. This approximated value will be 
determined partly by the obscurity of the item, and mostly by the 
characters skill in appraising. Even a character with a very poor 
appraising skill (1/100) should successfully appraise an item 
although poorly (A novice adventurer might appraise a 100 silver 
gem for 10000 silver pieces for example). An item attribute in the 
item structure will store whether a given item has been appraised 
before. This will solve the problem of a character appraising an 
item over and over. The character will instead be given a message 
saying that the item has already been appraised. 

Combat 
None 
None 
Archery, as it sounds, improves the characters archery abilities 
while in combat. It will also have a side-effect of assisting in 
hunting if a character decides to go hunting with a bow. 
Additionally, if the character enters an archery tournament, their 
degree of skill in archery, will assist them. The only side effect of 
the archery skill is that arrows need to be replaced frequently as 

12 



-

--

-

Implementation: 

ARMOR LORE 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

BANDAGING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

the arrows are lost when shot. 
Whenever the character uses their bow they will have a chance to 
receive some kind of bonus depending on the proficiency of their 
archery skill. Additionally, when hunting with a bow, the 
character will have an increased chance of success. 

Knowledge 
Item Lore 
None 
Armor Lore gives the character knowledge about various types of 
armor. This knowledge can increase a characters defense and 
offense, because they will know how to use their armor better as 
well as how to exploit their opponents armor. Additionally, upon 
finding new armor, characters with strong skill in armor lore will 
have a better idea of the statistics for the armor. 
While in combat, a character with a very high armor lore skill will 
gain bonuses to their defense because of their strong knowledge of 
their own armor. Additionally, if the character is fighting an 
opponent who is in armor, the character may gain a bonus in their 
attack because they will know where to strike the opponent. 
Additionally, if the character uses the "identify" command on a 
type of armor, the armor lore of the character will be checked to 
determine how successful the character will be at identifying the 
item. 

Direct Use 
Herb Lore 
None 
Bandaging allows the user to apply bandages and healing 
techniques to wounds either they have sustained or others have 
sustained. Bandaging requires that the character also be carrying a 
first-aid kit. 
After clicking on the bandage skill in the skills list, the program 
will first check to see if the character is carrying a first aid kid (this 
is required for using the bandage skill). If not, then the program 
will return a message saying that the character doesn't have the 
appropriate supplies. If the character is carrying a first aid kit, a 
message will be given to the character asking them to select who 
they wish to bandage. The character can then either select 
someone on the movement screen (within in a few squares) or their 
own picture in the upper right hand comer of the GUI. After the 
person is selected a random amount of points will be added to the 
recipient of the bandaging. This amount will depend almost 
entirely on the characters skill in bandaging as well as a little 
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BARTER 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

BEGGING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

BLIND FIGHTING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

randomness. Something along the lines of: (skill / 10) + Id6 
would be appropriate. After successfully bandaging someone, a 
flag on the victim should be set so that they can not again be 
bandaged for a period of time (possibly 24 hours). 

Automatic 
Commerce 
Appraising, Bribing 
The barter skill is used when characters interact with shopkeepers. 
This skill is automatically applied and will allow the characters to 
receive a better deal on certain purchases if their barter skill is 
high. 
The barter skill works similar to other puchasing related skills in 
the game. Basically, barter will benefit the character by giving 
them a discount on purchases which they make. The discounts 
will include the following (Note: Other skills also will provide a 
discount on purchases. All of these discounts are combined 
together). 
A barter skill from 1-20: 2% discount, 21-50: 5% discount, 51-74: 
10% discount, and 75-100: 15% discount. 

Direct Use 
Commerce 
None 
This skill allows the character to beg passers-by for silver. If 
successful the passers-by will give the character a few pieces of 
silver. 
Upon selecting this skill from the skill menu, the character then 
needs to click on the person whom they wish to beg for silver. A 
check will be made with the NPC to determine if they have silver 
on them which they could donate, and then the begging skill is 
checked with the friendliness of the NPC to determine if they will 
give the character silver. The amount of silver is determined based 
on the funds available to the NPC and the characters begging 
ability. 

Combat 
Fencing, Parrying 
None 
This skill is automatically used in combat by a character while in 
darkened conditions or while blinded. This skill will help to offset 
any negative effects caused by these conditions. 
Blind Fighting will provide an attack bonus to characters when 
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fighting in nighttime hours. Nighttime hours are specified by 9pm 
to 5am hours. Additionally, there is a 5% chance that one's blind 
fighting will increase with use. 

BLUNT WEAPON FIGHTING 
Type: 
Requires: 
Allows! 
Description: 

Implementation: 

BRAWLING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

BRIBING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

Combat 
Weapon Lore 
None 
Being an expert in Blunt Weapon Fighting allows a character to 
gain bonuses when using weapons of a blunt type (i.e. maces, 
flails, etc ... ). The bonus could also apply to opponents that are 
using the blunt weapons because the character would have 
knowledge of how to defend against that weapon. 
Blunt Weapon fighting like other proficiency fighting skills gives a 
character an advantage when fighting with a blunt weapon or when 
fighting an opponent who is wielding a blunt weapon. This skill 
will always be checked with a skill check whenever combat is 
initiated. It will provide the character a bonus to both attack and 
defense if the character passes. This skill will increase 5% of the 
time when a character fails at using it. 

Combat 
None 
Punching, Kicking 
Brawling is a skill which doesn't have any direct affect, however it 
does allow for a few skills to be learned which do. Brawling does 
have an effect on a characters fighting ability when fighting 
without weapons (basically when brawling) and will give the 
character certain bonuses. 

Direct Use 
Barter 
None 
Bribing allows the character to bribe certain NPC's in the game to 
gain useful information or perhaps to gain access to certain areas 
that they otherwise would not have been given access to. Success 
or failure at bribing is determined by the bribing skill of the 
character and by the NPC they are trying to bribe. 
After the character selects the "bribing" skill from the skill's list, 
the character will then need to select the NPC who the character 
wishes to bribe. After selecting the victim, a pop-up box will 
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BUTCHERY 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

CAMPING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

appear where the character will specify how much silver they will 
attempt to bribe the NPC with. The NPC's who typically will be 
"bribable" include: bartenders, guards, villains, and possibly 
shopkeepers. A special section of the NPC class (data structure) 
will contain information about an NPC's reaction to bribing. 
Typical reactions might include: offering a rumor to the character 
(bartenders), moving out of the way (guards), or giving the 
character an item (villain). Certain mobs, instead of giving the 
character something useful, will be offended at the bribe and may 
attack the character. A noble knight for example would likely 
never take a bribe. 

Direct Use 
Hunting 
Skinning 
Butchery allows the character to take the corpse of a recent kill (in 
most cases animal) and strip off all the edible meats from it so that 
the character can cook it at a later time. If the character is 
successful a piece of meat will be placed in the characters 
inventory. This meat can be sold to butchers or ate later to 
improve health. If unsuccessful, a bloody mess will be made, 
which will be of no practical use to the character and will prevent 
any further attempts to be done on the corpse. 

Direct Use 
None 
Cooking (wi Fire Building), Tracking, Herb Lore (wi Foraging) 
Camping allows the character to set up camp in the outdoors. By 
camping, a character can start a fire, cook, and do numerous other 
things that they could not otherwise do while on the road. This 
skill does not have much of a direct affect on game play, but will 
allow the character to learn other skills which depend on camping. 
Additionally, a high skill in camping will allow characters to make 
camp in areas which would otherwise be difficult if not impossible 
to set up camp in. 
After being chosen from the skills list, the program will first check 
to see if the character is in an appropriate place to camp. If the 
character is allowed to camp there then a message telling the 
character that they have set up camp will be displayed. 
Additionally, a tent will appear on the view screen where the 
character was to symbolize that they are camping. Additionally, it 
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CARPENTRY 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

CARVING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

CHOPPING 
Type: 
Requires: 
Allows: 

would be useful if an option list were to pop up listing the 
characters options while in "camping" mode. These options 
should include: Stop Camping, Rest (for a period of time specified 
by the character), Start a Fire, Cook, Save the game, and other 
possibilities. If the character chooses to rest, they will be asked for 
how long. When this is chosen the game clock will speed through 
that amount of time applying healing and other time-dependent 
changes to the character. When the character exits from 
"camping" the tent will disappear, being replaced by the character 
again, and the options screen (with rest, build fire, and other 
options) will disappear. 

Direct Use 
Carving 
None 
Carpentry allows the character to craft items out of wood. The 
crafting of these items require that the character have wood (either 
bought or chopped from trees) as well as carpentry tools in order 
to make these items. Items which the character can make (chairs, 
tables, benches, bows, arrows, wooden weapons, etc ... ) can then 
be sold to stores or used by the character. 

Direct Use 
Chopping 
Carpentry 
Carving is a basic version of the carpentry skill. Carpentry allows 
the character to do minor crafting out of wood. The success or 
failure of the creation of the item is determined by the skill level of 
the character in carving as well as the difficulty of the item. Items 
that can be created with the carving skill include: arrow shafts and 
walking sticks. 
Carving allows the character to carve items out of wood. If the 
character is holding a bladed weapon then they will be presented 
with a list of possible things to carve. These items will require a 
passed skill check to make. If made, the character can then sell 
these items in a town. 

Direct Use 
None 
Carving 
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Description: 

Implementation: 

CLIMBING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

Chopping allows the character to easily chop down trees for wood. 
Since it is not very difficult to chop down a tree, the 
success/failure check is a very small part of this skill. Primarily, 
the level, of expertise in chopping affects the speed which it takes a 
character to chop down a tree. A very inexperienced character 
might take hours, whereas an expert could do it in minutes. A 
failed attempt could result in the character mauling the tree and not 
being able to use the wood for anything. 
Chopping is a skill which is chosen from the skills list. Two 
things must happen in order for a character to use this skill. First 
of all, a character must be wielding some type of bladed weapon 
which would allow someone to chop down a tree (this could 
include: sword, dagger, axe, etc ... ). Ideally, the chopping time 
and success would depend on the weapon used as well, however 
for simplicity it makes more sense to treat all weapons the same. 
Secondly, a character must be standing on a tree. It does not 
matter if this tree is in the grass forests or the winter forests as 
either will provide the same wood. Once these two factors are 
determined to be true, the character then begins chopping. A 
character will always be successful when chopping. The changing 
variable is how much time it will take the character to chop down 
the tree. The formula used to determine the chopping time 
required is the following: «lOO/proficiency) * 10 minutes). 
Therefore an extremely good woodchopper (proficiency of 100) 
could chop down a tree in 10 minutes, whereas a poor 
woodchopper (proficiency of 10) would require almost two (2) 
hours to chop down the same tree. Upon completion of the wood 
chopping task, a piece of wood will be placed in the character's 
inventory. This piece of wood can later be used for starting a fire, 
carving, carpentry, or selling in town. 

Direct Use 
Hiding 
Mountaineering (w/Jogging) 
Climbing is used by the character to scale sheer (or near sheer) 
walls. A higher skill in this area enables a character to have more 
success in walls which would have otherwise been nearly 
impossible to climb. This skill will 
also benefit a character who is hiking in mountainous regions by 
improving the pace which the character moves at. 
Climbing improves the character's fitness when walking through 
mountainous areas such as hills. A higher climbing skill will 
decrease the amount of time required to walk across areas and will 
also decrease the amount of fatigue taken from a character. 
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COMMERCE 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

COOKING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

FENCING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

Knowledge 
None 
Begging, Barter 
Commerce is a general skill which has the primary purpose of 
allowing other skills to be learned. Commerce does however give 
the character a small bonus when negotiating with shopkeepers 
and bribing. 
This skill is a watered down version of the barter skill. Primarily 
this skill simply gives the character the ability to learn skills such 
as barter, however it does have a small modifier to purchases as 
well which can be seen in the following: A commerce skill of 1-
50 gives a 2% discount on all purchases, 51-74 gives a4% 
discount on all purchaes and a 75-100 skill gives a 6% discount to 
all purchases. Note that this percentage increase is added to any 
purchases modifiers already in effect. For example, if a character 
has a commerce and barter skill each of 100. Then that character 
would receive a 6% discount for the commerce skill and an 
additional 15% discount for the barter skill, giving the character a 
21 % discount on the purchases cost of the item. 

Direct Use 
Fire Building, Camping 
None 
Cooking allows the character to take food (usually meat) from 
their inventory and cook it over a fire. Success will result in a tasty 
dinner for the character to eat. Failure will result in ruining the 
food so that the character can not eat it. 

Combat 
Sword Fighting, Knife Fighting 
Blind Fighting 
Fencing is an advanced fighting technique which will aid the 
character when fighting with bladed weapons such as swords. 
Fencing will give the character various bonuses against an 
opponent, especially when fighting an opponent who is also using 
a bladed weapon. 
This skill provides the character with an extra attack if the monster 
misses an attack on the character upon a successful skill check. 
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FIRE BUILDING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

FISHING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

FORAGING 
Type: 
Requires: 
Allows: 
Description: 

Direct Use 
None 
Cooking (w/Camping), Alchemy (w/Herb Lore) 
Fire Building, as it sounds, is used to start fires. Similar to 
chopping, this skill does not deal with success or failure (since 
success is almost always guaranteed) as much as it deals with the 
length of time required to start a fire. A more expert fire starter 
will be able to start a fire far faster than would someone 
inexperienced. Additionally, if very poor weather conditions exist 
(i.e. rain, snow, etc ... ) it may be impossible to start a fire by 
anyone but an expert. 
Fire Building is used through the camping menu. Once a character 
has successfully camped, they will be presented with a list of 
options, one of which is building a fire. This skill can be used 
over and over regardless of how many times the character fails. 
Each successive attempt will take 10 minutes (1/6 of an hour), and 
will require the passing of a skill check in order to successfully 
start the fire. The only modifiers that exist for starting a fire are 
the following: snowy terrain: -15, swamp: -10. In each of these 
cases the character's proficiency in fire building will be 
temporarily dropped by that amount to compensate for adverse 
conditions in which this character is attempting to start the fire. 

Direct Use 
None 
None 
Fishing allows a character, carrying a fishing pole and standing 
next to water, to fish. Fishing will take a considerable amount of 
time (dependent on the skill level of the character) and will also 
not always result in success, as some areas just do not have many 
fish. If the fish are caught, they are placed in the character's 
inventory where they can later be cooked or sold for silver. If 
unsuccessful, a message will be displayed to the character. 

Direct Use 
None 
Herb Lore (w/Camping) 
Foraging is used by characters when in the wild to acquire herbs, 
berries, roots, and other plant life. These plants may then be used 
for food, sold at stores, components in alchemy potions, or any 
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Implementation: 
other uses that the character can think of. 
After being selected from the skills list, the program first must 
determine if the character is in an area where foraging is possible. 
Foraging is possible in most "green" land areas (including: 
grasslands, forest, and others of similar type). If the character is 
not in one of these areas, a message is displayed to the character 
saying that they can not forage there. If the character is in an area 
where foraging is possible, a radio-button window will appear to 
the character offering them the choice of foraging for: berries, 
herbs, or roots. Berries can be eaten by the character for 
nourishment and herbs and roots are both used by the character for 
"alchemy" purposes. A "skill check" is then made to determine if 
the character successfully finds any of these items. Berries receive 
a modifier of +25, herbs a modifier of + 10, and roots a modifier of 
nothing. If the skill check is successful, the character finds: 2d4 
berries, or Id4 herbs, or Id2 roots. If the skill check is 
unsuccessful, then an appropriate message is returned to the 
character. 

HAND-TO-HAND COMBAT 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

HERB LORE 
Type: 
Requires: 
Allows: 
Description: 

Combat 
Wrestling, Punching, Kicking 
None 
Hand-to-hand combat is an advanced technique which the 
character learns after becoming an expert at punching, kicking, and 
wrestling. Characters with this skill will receive bonuses while in 
combat situations where they are not using a weapon. It is also 
likely that a character with this skill who is fighting someone not 
using a weapon, will have a bettered defense because they will be 
familiar with their opponents attack. 
This skill was not implemented due to the fact that we determined 
the character would never not be holding a weapon, so using a skill 
which only aids a character that is not wielding a weapon seemed 
unnecessary. 

Knowledge 
Camping, Foraging 
Bandaging, Alchemy (wlFire Building) 
Herb Lore gives the character knowledge about plants growing 
throughout the game. However, this skill primarily is used to 
allow for the learning of Bandaging and Alchemy (two of the 
better skills in the game). Herb Lore, however, will be used if a 
character finds a root, leaf, plant, etc... and attempts to do a 
"identify" on it. In this case, a higher herb lore score would give 

21 



,-
Implementation: 

HIDING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

HIKING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

HUNTING 
Type: 
Requires: 

the character a better chance at identifying it. 
Herb lore provides the character with a better working knowledge 
of the various roots, herbs, and plants that can be found in the 
world. With a higher herb lore a character is able to create more 
potent potions to use on themselves. Healing salves, and other 
such components can also be created through a character's 
experience in herb lore. 

Direct Use 
None 
Climbing, Pick Pocketing, Lock Picking 
Hiding allows the character to get out of the way of prying eyes 
and hopefully be unobserved. This skill will be primarily used in 
towns where a character might want to avoid being seen by an 
NPC walking through the streets. 

Automatic 
None 
Jogging, Swimming 
Hiking improves the characters fitness by allowing the character to 
walk greater distances (at a faster rate) without affecting their 
fatigue points as greatly. 
(See also: jogging and mountaineering) 
Hiking is never explicitly chosen by the character, but rather every 
time the character moves on the world view it is considered. 
Whenever a character moves from one square to another the 
program will first check the square they are moving from to 
determine the terrain type. Once the terrain type is determined a 
time value and a fatigue value are determined for that distance. 
Once this is done, the character's hiking skill is used as a modifier 
to reduce the amount of time and fatigue for crossing that distance. 
The higher the skill of the character in hiking, the better each item 
will be reduced. In a best case scenario, hiking will reduce the 
fatigue and time by 10% (i.e. 90% of the total time and fatigue). 
This will occur when the character has a hiking skill near 100. 
Jogging and mountaineering allow the character to increase this 
modifier by greater than 10%. 

Direct Use 
None 
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Allows: 
Description: 

Implementation: 

ITEM LORE 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

Butchery 
Hunting is used by a character to hunt animals in the wild. The 
success or failure of this skill is determined by the area in which 
the character is hunting (a forest makes a lot better hunting ground 
than a desert), and the characters skill in hunting. If successful, the 
character will kill the animal and be left with the corpse which the 
character can do with as they please. If unsuccessful, a message 
will be sent to the character specifying this. Additionally, hunting, 
whether successful or unsuccessful, will take a great deal of time. 
The better the skill of the character the less time the hunting will 
take. 
The hunting skill is chosen by the character from the skill's menu 
and will cause the character to begin to hunt. Hunting is 
automatically done by the program (so the player doesn't have any 
actual interaction with it). If the character fails a hunting attempt, 
the character may hunt again. However, every attempt the 
character makes will use up one (1) hour. A character is 
successful in hunting if the character passes a skill check with the 
following modifiers: grasslands: -5, hills: -20, swamps: -25, trees: 
+5, desert: -40, snowy grasslands: -10, Snowy hills: -25, snowy 
tree: even (meaning no modifiers). A player CAN NOT hunt 
while on a bridge! If a character is successful in their hunting 
attempt, they will have an animal carcass (or something similar) 
placed in their inventory. For simplicity, their will only be one 
kind of animal carcass, although in reality a character might be 
killing dozens of different kinds of animals. 

Knowledge 
None 
Armor Lore, Weapon Lore 
This knowledge will assist the character in the identification of 
new found items. Additionally, it allows for armor lore and 
weapon lore which are both very important combat related skills. 
This skill functions automatically when a character attempts to 
identify an item. The character's proficiency at item lore is 
compared with the item's obscurity value (an attribute that needs 
to be added). Items which are more obscure will require a higher 
item lore to identify than those with a low obscurity value. If the 
item is identified, a message appears to the character telling the 
character what the item is. This message could look like: "You 
found a magical sword!" Otherwise, a vague message such as 
"You found a weapon" will be displayed. This skill could be 
enhanced to allow for various degrees of messages such as "You 
found a sword" being an intermediate message, and "You found a 
magical sword of goblin slaying" being a message given only to 
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JOGGING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

KICKING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

those extremely proficient in the skill . 

Automatic 
Hiking 
Mountaineering (w/Climbing) 
Jogging, like hiking, improves the character's ability to walk great 
distances with less fatigue and greater speed. Jogging especially 
allows the character to move at very quick rates, without running 
out of fatigue points. Jogging also aids the character in poor
terrain areas (such as mountains). 
(See also: hiking and mountaineering) 
Jogging is an improved version of the hiking skill. Jogging will 
decrease the amount of time required to travel between two 
adjacent squares on the world map. It will also reduce the amount 
of fatigue points which are taken off when moving. The jogging 
skill can potentially remove up to 20% from both the fatigue and 
time required. For a more detailed explanation of how the time 
and fatigue are calculated when moving see the "hiking" skill. 

Combat 
Brawling 
Hand-to-hand Combat (w/Punching, Wrestling) 
Kicking is used by the character while in combat. It is a type of 
attack which the character will choose to execute on their 
opponent. If successful, damage will be done to the victim (the 
damage is determined by the level of skill at kicking). If 
unsuccessful, the character is thrown off balance and will have 
their attacks and defenses handicapped for a few seconds. 
Kicking is an advanced technique which characters can use while 
in combat. Kicking is an option under the skill subset in the 
combat menu. This skill removes minimal fatigue points from the 
character (5 points) and does up to 25 points of damage to the 
opponent. The amount of damage which is done is determined by 
the proficiency in kicking. (proficiency / 7) + 2d6 is the algorithm 
which will be used to determine the damage that is done to the 
victim. This skill does more damage than the "punching" skill, 
however it does take more fatigue points to execute (five versus 
three for punching). Additionally, there is always the chance of a 
character being thrown of balance when using this skill. On a 
hitroll of 1-10 (out of 50) the character will be thrown off balance 
and lose a round of offense as well as giving the opponent a bonus 
to their attack. This can be prevented if the character successfully 
makes a "skill check". 
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KNIFE FIGHTING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

LEADERSHIP 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

LOCK PICKING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

Combat 
Weapon Lore 
Fencing, Parrying (both w/Sword Fighting) 
Knife fighting is a skill particularly favored by the roguish type. 
As the name implies, characters proficient in this skill will gain 
increased bonuses in combat when using daggers and knives. 
Additionally, when fighting an opponent who is using a knife or 
dagger, the character will gain defensive bonuses because of their 
knowledge of how to defend against that specific weapon. 
If the character is wielding a knife and passes a successful skill 
check then the character will receive a bonus to their attack roll as 
well as their damage roll depending on their level of proficiency in 
knife fighting. 

Automatic (suggest removal) 
Performance 
None 
Leadership improves the character's ability to receive assistance 
from NPC's. The willingness of NPC's to give advice and aid will 
be due in part to a character's leadership. Additionally, a higher 
leadership skill helps character's interact with NPC's within the 
game by giving the NPC positive feelings towards the character. 

Direct Use 
Hiding 
None 
Lock Picking gives the character a chance to pick a lock in a door 
or a chest. If successful the character will gain access. If 
unsuccessful, the character might set off a trap or draw attention to 
them. 
After clicking on the lock picking skill in the skills list the 
character will then select which object on the screen they wish to 
attempt to pick the lock for. When this is done, a skill check will 
be made for the character to see if they are successful in picking 
the lock. If successful, the lock will be opened and the character 
can gain access to anything within. If unsuccessful, a check will 
be made to see if a trap goes off. If not, then a flag will need to be 
set on the lock specifying that it was recently picked (this way a 
character can not attempt to pick a lock over and over again). 
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MATHEMA.TICS 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

MOUNTAINEERING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

PARRYING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

Every time thereafter that a character attempts to pick the lock, the 
program will check the status of the lock to see if the character has 
attempted to pick it recently. A small portion of time will also go 
by every time that a character attempts to pick a lock in the game. 

Knowledge (currently not being used) 
None. 
None. 
Mathematics is a field of knowledge which a character can become 
experienced in. Mathematics does not have many direct uses, 
although it does allow the learning of Carpentry which is a very 
valuable skill. 
Mathematics was removed from the game early on as it was 
deemed unnecessary. However, in future versions of this game, 
mathematics might give the character added abilities in such key 
areas as carpentry, astrology, and others. 

Automatic 
Jogging, Climbing 
None 
Mountaineering, like jogging and hiking is an automatic skill with 
the greatest benefit being that it improves the characters walking 
speed and ability to not feel fatigue. Mountaineering is better than 
jogging in this regard and will allow the character to move through 
mountainous regions with only small amounts of discomfort. 
Additionally, mountaineering will help a characters Climbing skill. 
Mountaineering aids a character when moving over terrain by 
giving a -10% modifier 

Combat 
Sword Fighting, Knife Fighting 
Blind Fighting (w/Fencing) 
Parrying is an advanced fighting technique used to defend against 
an attacker. By parrying, a character effectively blocks an 
opponents strike with their weapon and potentially gains a quick 
attack against the enemy. This skill will improve combat results 
for a character when used against opponents wielding weapons. 
This skill will be chosen from a list of options given to the 
character while in combat. This option will only be displayed if 
the character has a minimal proficiency in it. If the character 
chooses to use this in combat, the character will forego and attack 
in exchange for a strong defense against an attacker. This benefits 
the character in that while the attacker is using up strength and 

26 



-

-

-

PERFORMANCE 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

PICK POCKETING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

PUNCHING 
Type: 
Requires: 
Allows: 
Description: 

fatigue points to throw blows at the character, the character can 
parry these attacks with little discomfort (and so in effect can rest, 
while the opponent is still working hard). Additionally, a clean 
shot may result after a character parries an attacker's swing, the 
character may then be able to get in a quick strike (which is almost 
always damaging). The odds of this quick strike are random and 
determined by the program (mostly by the skill level of the 
character in parry), so the character never explicitly says that they 
want to do a quick strike, it just happens. 

Direct Use 
Social 
Leadership 
Performance allows the character to "perform" in public (i.e. in a 
pub, town square, etc ... ) to hopefully earn favors from passer-bys 
(i.e. silver coins, food, a night in an inn, etc ... ). The success or 
failure of this performance is determined by the proficiency in the 
performance skill as well as the area in which the character is 
performing. Performance is relatively time consuming and a 
character must be prepared to work at it for hours to be successful. 

Direct Use 
Hiding 
None 
Pick Pocketing allows the character to steal money from the 
pockets of an NPC in the game. This skill can be very dangerous 
to use as it can often result in very angry NPC's when the attempt 
is unsuccessful. These NPC's may very likely attack the character 
for attempting to steal from them. The success or failure of this 
skill is determined by the proficiency of a character in this skill 
and also by the type of person that the character is trying to pick 
pocket. 

Combat 
Brawling 
Hand-to-Hand Combat (w/Wrestling, Kicking) 
Punching is an attack (similar to kick) which the character can use 
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Implementation: 

RIDING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

SKINNING 
Type: 
Requires: 
Allows: 
Description: 

in combat. The character can select "punch" from a list of combat 
options. This attack, if successful, will result in a more powerful 
attack against the opponent than conventional attacks. However, if 
the character fails in their attempt to "punch" the opponent, it 
could throw the character off balance and give them a free attack 
on the character. 
Punching is an advanced skill which the character can use while in 
combat. This skill is chosen from the skills submenu (as is kicking 
and parrying). The skill when used will remove 3 points from a 
characters fatigue points. Additionally the damage done to the 
victim will be: (proficiency / 10) + 2d6. This skill does a bit less 
damage to the opponent than does the kick skill, however this skill 
does not remove as much fatigue points as does kick. As with 
"kicking" there is a small chance of the character getting thrown of 
balance while punching. This will happen if the character rolls a 
1-5 (out of 50) on the hitroll and then fails a skill check (see 
previous section on skill checks). If the character is thrown off 
balance the character will lose a round of offense as well as the 
opponent getting an increased bonus to their attack. 

Direct Use 
Animal Lore 
None 
Riding allows a character to mount and ride numerous animals in 
the world. These animals could include (but are not limited to): 
horses, dragons, griffins, mules, etc ... Depending on the type of 
animal, whether or not the animal is tame (see: animal training), 
and the skill level of the character, riding an animal by or may not 
be successful. Once a character has successfully mounted an 
animal, there is still a chance that at some later time this character 
will be bucked off. 

Direct Use 
Butchery 
None 
Skinning is used along with the hunting skill. After a character has 
successfully hunted and killed an animal, the character then may 
"skin" the animal which if successful results in a fine fur pelt. If 
unsuccessful the character can not make another attempt on the 
corpse as it will have been destroyed beyond salvaging in the 
character's initial attempt. It is possible to "skin" and "butcher" 
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Implementation: 

SOCIAL 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

STICK FIGHTING 
Type: 
Requires: 
Allows: 
Description: 

the same corpse, however if either attempt fails, then the character 
will not be able to do either to the corpse, as either failure will 
destroy the corpse. 

Knowledge 
None 
Performance 
This skill primarily enables other skills to be learned, most 
notably: performance and leadership. Social also has the side 
benefit of improving the reaction of new mobs. Additionally, a 
high social skill could gain the character friendlier service from 
innkeepers, shopkeepers, and other people that the character may 
meet along the way. 
Ideally, social would enable the character to receive better 
encounters (random monster) while in the wild. A better social 
score would influence the reaction of the monsters and hopefully 
make them less likely to instantly attack the character. Typically a 
random number would be rolled when a random monster 
encounter occurred. This number could for example be a number 
between 1-20 with the following reactions possible: 1-12: monster 
attacks instantly, 13-16: monster waits to see what character wants 
to do, 17-20: monster is nice and leaves. In this case, social would 
have the effect of giving a positive modifier to whatever this role 
happened to be. These modifiers could look like the following for 
example: If the social skill is 0 then no modifier, if 1-20: character 
gets + 1, 21-40: +2, 41-60 +3, 61-80 + 4, 81-99 +5. This is a 
simple yet effective way of rewarding character's with more 
pleasant wandering monster encounters. 
Additionally, social could enable a character to benefits at shops. 
The following is a suggested list of modifiers for purchases based 
on a characters social skill: 1-20: 2% discount, 21-40: 5% 
discount, 41-60: 8% discount, 61-80: 10% discount, 81-99: 15% 
discount. This would also give the character various benefits for 
having a strong social skill. 

Combat 
Weapon Lore 
None 
Stick Fighting is a skill for those character using stick-type 
weapons (poles, sticks, staves, etc ... ). By having this skill the 
characters will have improved attacks when fighting opponents. 
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Implementation: 

SWIMMING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

SWORD FIGHTING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

TRACKING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

Additionally, when fighting characters who are using these kind of 
weapons, a knowledge of this skill will be useful in a character's 
defense. 

Direct Use 
Hiking 
None 
Swimming allows the character to go swimming in water (not 
terribly surprising). The character will never drown (even if his 
swimming skill is very low), rather, if the swimming skill is too 
low there is a chance that the character will not be able to start 
swimming. This could be due to the fact that the water is too 
rough (along an ocean, rapids, etc ... ). 

Combat 
Weapon Lore 
Fencing, Parrying (both wlKnife Fighting) 
Sword Fighting is one of the skills most coveted by warrior-types. 
This skill allows those characters who wield swords to have 
increased success while in combat. Additionally, by having a high 
sword fighting proficiency and fighting opponents who wield 
swords, a character will benefit from increased defense due to 
better knowledge of the opponent's weapon. 

Direct Use (On hold) 
Camping 
None 
Tracking allows the character to follow paths previously created 
by either NPC's, animals, or monsters. The success or failure of 
this skill will be determined by the character's proficiency in 
tracking, the length of time since the tracks were made, and the 
type of creature who made the tracks. 
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WEAPON LORE 
Type: 
Requires: 
Allows: 

Description: 

Implementation: 

WRESTLING 
Type: 
Requires: 
Allows: 
Description: 

Implementation: 

Knowledge 
Item Lore 
Sword Fighting, Knife Fighting, Blunt Weapon Fighting, Stick 
Fighting 
Weapon Lore gives the character basic knowledge about various 
kinds of weapons (both their uses and the identification of). This 
skill removes negative modifiers that would be applied to 
character's for wielding weapons new to them and also assists in 
identifying objects that are weapons. Additionally, this skill 
allows the character to learn four (4) different subsets of weapon
mastery skills. 
Weapon Lore will give a plus modifier to identifying an item when 
that item is a weapon. A very high "item lore" skill and "weapon 
lore" skill all but assure the character of being able to identify any 
weapon in the game. Additionally, "weapon lore" also may add a 
bonus modifier to the character's attack. A "skill check" will be 
taken every round of combat and if successful, a + 1 modifier will 
be applied to the character's hitroll. 

Combat 
None 
Hand-to-Hand Combat (w/Punching, Kicking) 
This skill is similar to brawling, however more refined. A 
character who fights without weapons will benefit greatly from the 
use of this skill. Additionally, when fighting an opponent who is 
fighting without a weapon and in a wrestling format, the character 
will receive increased defense if they have a strong proficiency in 
this skill. 
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Character Database 

This database contains all the information 
that is read into the array of characters 

of type Character Class. 
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Item Database 

This database contains the information 
that is read into the item array 

containing all the items of type Item Class. 
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Monster Database 

This database contains all the information 
that must be accessed during combat 

or from the AttackForm. 
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Deadline O/Jjective Responsibility Status 

2117 Create monster class to fight Tim Completed 

2117 Create character class to talk to Karen Completed 

2/17 Finalize 7 locations and objects All Completed 

3/27 Finalize skills document Jeff Completed 

2/24 Sample monsters Tim Completed 

3/21 Introductory Story Finished Christina Completed 

3/21 Finalize game map All Completed 

3/21 Working combat system Tim and Karen Completed 

3/27 Combat system fully integrated into GUI Tim and Karen Completed 

3124 Movement System Finalized Jeff Completed 

3125 ASCII map typed in Jeff Completed 

4114 Code to support all unique map images Jeff Completed 

3/27 Movement system integrated into GUI Jeff and Karen Completed 

4114 Story Screen Karen Completed 

4/07 New Player Screen Karen Completed 

4/07 Skills Screen Karen Completed 

4/20 Pictures for player characters MaryCarol Completed 

4/17 All terrain images Jeff Completed 

3/31 Complete list of items Karen Completed 

4/10 Pictures for all items Karen Completed 

4/11 Access Database completed for monsters Tim Completed 

4/21 Pictures for monsters Tim Completed 

4/19 Pictures for all characters Karen Completed 

4114 Code to track time and fatigue Jeff Completed 

4/14 Time counter Jeff Completed 

4114 Skills completely implemented Karen, Tim, and Jeff Completed 

4117 Access Database Completed for items, characters Karen Completed 

4117 Random Monster Encounter Code Finished Jeff Completed 

4120 Final alterations made for colors schemes and backgrounds Karen Completed 

4/20 Code to pass time Karen Completed 

4/17 Ability to place characters on map Karen Completed 

4117 Ability to talk to characters Karen Completed 

4118 Ability to learn new skills Karen Completed 
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4/18 Towns - maps and images Tim and Karen Completed 

4/19 Towns - all options completed (buy, sell, etc.) Karen Completed 

4/20 Ability to save and load player infonnation Jeff Completed 

4/20 Code Completed except for minor revisions Tim, Karen, Jeff Completed 

4/25 Demo Game in RB for students Karen, Tim, Jeff Completed 

5/1 Thesis turned into Dr. McGrew Karen and Tim Completed 

516 Revised Thesis turned into Honors College Karen and Tim Completed 


