TownMUD

Game Specifications

Not An Epic Tale


Most role playing games have a hero, or a set of heroes. In most MUDs, everyone gets to be the hero. The problem is, in a town full of "heroes", no one is much more heroic than anyone else. Do you want to be a mage, a cleric, a warrior, or a thief? Go play some other game. This is NOT AN EPIC TALE of an adventurer making his muscular way though the world. This is the tale of a townsperson who just wants to live a fun, happy life. You can be a fighter, sure. But you can also be a cook, craftsman, or just a bum who goes around picking weeds for the major. Or you can do all of those things, and be whatever you want to call yourself.

Okay, but what's a MUD?

From the CircleMUD web page: "A MUD is a computer program which allows Internet users from around the world to connect to it, create fictional characters for themselves, and then interact with other real users as well as computer-generated entities in a virtual environment. Users can explore their virtual world, talk to or perform actions with other human players, roam through dangerous monster-infested areas, solve puzzles, and seek treasures (Jeremy Elson)." A MUD is a "text adventure", meaning no pictures. TownMUD is a built on top of a common MUD called CircleMUD. If you have played a MUD before, most of this game will seem very familiar to you. The major differences between TownMUD and a generic CircleMUD are that TownMUD has a skill system rather than a level system, item-creation from raw materials, a user-interface in the form of a web page, and a sense of humor. If you already know what a MUD is, you probably will never read this specification page. Fine, don't read my laboriously detailed document! When the large purple elephant squashes you because you didn't have any peanuts for it, don't complain to me!

What? Who Would Want To Do That?


Well, hundreds of people already play MUDs. Since this is a free type of game with no fancy graphics, the only advantage is fun. But for a game, fun is pretty good. The community experience and imagination of a MUD is often what brings the players back, so TownMUD attempts to promote camaraderie and humor for the benefit of both experienced and newbie players. TownMUD is especially friendly for a variety of newbie players because of its graphical user interface, which makes the MUD game play more familiar for non-text command gamers. Also, TownMUD is special because of the wide variety of playing styles it accommodates. The TownMUD skill system allows players to choose their own destiny... I mean hobbies. It doesn't just tell a linear story. One of the greatest qualities of a MUD is that it can be whatever you want… as long as you want text.

Logging In


To play TownMUD you must use a computer that has an Internet connection at a rate of 28.8k or faster. TownMUD can be accessed through telnet from any computer with internet access, however to use the graphical user interface you must be running a recent windows32 system (right now, WinXP is where it's at). 
The user must go to the TownMUD webpage and click on the link to download the client. Then, open the client; it will display a login window. An Internet café computer is perfect for this. You have no saved file: all your information is kept on the game server. Every time you switch to a new café computer, you can just download the client again and lose nothing. After you browse through your email and view the www.badgerbadgerbadger.com web site for an hour or so while sipping coffee, go to the TownMUD web page. You will see a pretty picture that says "TownMUD," a login box asking for your character name and password, and a link that says, "New Players Click Here." Maybe you see some other links, but DON’T GO TO THEM. They are decoys. If you do not have a character yet, you are a new player. If you have a new player but you have just started, then you are not a new player; you are a newbie. A Newbie (and other characters) logs in with her name and password. Remember your password. The MUD will not remember it for you. If you want to change your password to something else later by clicking on the "change password" button at the bottom of the screen, you will still have to know your old password. But you are a new player and have no password, so click on the "New Players Click Here" link. It will take you to a page where you can set up your new character. Choose a name, password, character description, and gender. Two players in the game can't have the same name. You see, townsfolk would get offended if you tried to confuse them by pretending to be that other person. _If you have someone else's name, you will be asked to return it and get your own._ Small towns are like that. When you have entered your information into the text boxes (and the radio button for gender), click the "done" button at the bottom of the screen. It either will say you have the wrong name or it will accept you as a newbie and place you in town. You will have a variety of abilities that were determined at random a moment ago when you created your character. If you don't like them, destroy your character and start again. The odds are that you will get a normal character most of the time. Also, take time writing your text description. This is how other characters will see you. Remember to act lowly and humble in front of other players in the game until you are no longer a newbie. You are not yet a productive member of society. You are a parasite living off the good will of others, and you know it. Go get yourself another coffee.

Starting Out


Before you start out, let's have a little talk. You may have noticed… changes… in your body. This is natural for someone your age. We'll try and help you get through it as best we can. It's an awkward time for anyone. Feel free to ask questions. About anything.

Your Character


You are good at nothing. You don't have any money, and none of your stuff is any good. You don't know where you are, or what to say. You have all these ideas, but you don't know how to express them. You're not familiar with your body. Yes, you're a newbie. All that will change. You will change it. Things won't happen right away, but eventually you will have a character to be proud of. This diagram will help you understand the basics of what your body is like now, and how it will change.

Body Needs: (as bars)
Hunger

Rest

Health Points / Max Health
Mind Points / Max Mind
Ability
Constitution (effects health points)
Intelligence (effects mind points)
Wisdom (effects learning speed)
Strength (effects damage)

Dexterity (how fast you can accomplish tasks)

(Hidden attributes: Luck. Luck should be based on faith and never revealed to the players of TownMUD as an actual attribute. Items such as "lucky hat" should not have luck appear as a statistic, though it may have a luck component. Luck plays a part in determining whether a character gets a real magic spell, or just a silly one. Burn this memo upon reading it.)

Skills:


Defense (if you are hit, this goes up) (effects hit points)

Magic (offense, also what kind of spells you get)

Evasion (if someone tries to hit you and misses, you get this kind of experience)

Close Range Assault (determines attack strength close up)


Long Range Assault (determines attack strength far away (aim))


Tracking (locate animals easily)


Farming (produce raw goods from plants or live animals)


Forestry (produce lumber)


Mining (recover ore or stones and jewels)


Herb Locating (find raw goods for cooking and medicine)


Cooking (make food)


Stealth (hide/move silently)


Stealing (steal items from monsters, unlock)


Medicinal (make potions)


Armorer (make metal and leather armor)


Tailor (make clothing which is prefaced with an expense modifier)

Blacksmith (make weapons)


Jeweler (jewelry is prefaced with an expense modifier)
In addition to your gender and text description that you chose as you set up your character, you have a short list of body needs, a short list of attributes, and a long list of skill levels. You can change your gender 
or text description from the button on the bottom of the page marked "change my body".

Your skills represent your areas of expertise. Right now, you are inexperienced. Have you ever been experienced? The only way to gain skills is by attempting to do the activities associated with each skill. You can become an expert logger simply by acquiring your basic small axe and chopping down all the small trees you can find. It will just take a lot of small trees to get very far, and it will take you a long time. Eventually, you will be very good at chopping down trees! It will be so easy you will chop them all. Then, when all the trees are gone and no one can make anything out of wood ever again, the town will convene to discuss your execution.

Your attributes are normal. If you have ever played a role playing game, don't bother looking at them. Right now, as you start out, defenseless, vulnerable, and have poor health, mental, and learning powers. What a pity. Didn't you learn anything in school? These things will not change very much through the course of the game. You can pretty much forget I ever mentioned them. The exception to this is that just a few items can add points to your attributes. Try and get those items. See "Items and You" for more about that.

Body needs such as hunger and rest go down with time, and body needs such as health points and mind points go down with damage or use. Hunger and rest are fairly obvious. If you are hungry, eat food. If you are tired, rest on the ground or in a sleeping bag. If you are hurt (low on health points) or frazzled (low on mind points), give your body some time to recover. You recover faster when still. There are also potions from the medicine store that can help restore your body needs. If you allow yourself to become completely tired and hungry, you will not die. (If a townsperson is around, they will come over and perform some silly or gross action to make you just-full-and-rested enough not to die.) However, taking care of your body is good for you. It helps you work more efficiently. That is, if you keep your body need bars high, you will do more work from the same action. How can you work when you're tired and hungry?
Your health and mind points have a maximum that they cannot go over, no matter how much you try and rest. For instance, when you start the game you may have 10 as your health max, but your body health bar starts out only half full, at 5 health points. No matter how much you heal yourself (by waiting around) you can never have more than 10 health points. It's like trying to lose weight (or, uh, gain weight). However, later in the game, you may increase your health max to 16. Now when you start out the game and your body is only half full (Or is it half empty?), you have 8 health points out of 16 possible points. Woohoo! 

You Also Have Magic


In Town, it is generally accepted that dangerous monsters and animals roam the large countryside, and that magic is native in the human psyche. Many rustic volumes have been written on the connection between the two, sparking heated debates over the value of monsters. Occasionally statues are erected in town in honor of various monsters, only to be torn down by mothers and spray-painted with anti-monster slogans such as, "Dingos ate my baby!" You will start out with a few magic spells that you came up with on your own, accidentally. You should try them out to see what they do. Like any other skill, as you practice magic your skill level will go up. However, magic is special- you cast spells with specific purposes. Unlike item creation, where you are guaranteed at least limited success, most magic requires no raw materials and has the possibility of failing. Failed attempts at magic still give you experience points. Every so often while casting a spell you will learn a new spell at (or below) your current magic level. Some spells are useful. Some spells just make frogs. Magic can be very powerful, but also dangerous. Some kinds of dangerous magic are banned inside the town. For instance, arson (fireball) is not allowed.

Items and You


There are three types of items; items you wear, items you use up, and items you sell to the pawn broker. Any kind of item can have any kind of attribute bonuses, so beware. There are also items with negative attribute effects. Spandex, (suspenders?) for instance, is just no good for anything.
You can wear (equip) different kinds of clothing, jewelry, armor, and weapons on different parts of your body. This may seem straight forward, but you'd be surprised how often someone tries to wear his boxers up on his head. There is an equip screen that lists the parts of your body and what you are wearing. Additionally, unlike some crazy MUDs, you can wear more than two rings. Who wears only two magic rings when they have ten rings and ten fingers? "Cancel out each other" my big furry rear! Since not all characters will focus on fighting, not all characters need armor. However, I recommend at least wearing clothes. Not only does it protect you from crowds of angry townsfolk, expensive or rare clothing makes you look wealthy.

Some items you use go away once you use them. Examples of these types of items are food, magic potions, and magic scrolls. Each kind of item does something different and some items work better than others. For instance banana crème pie is more satisfying than a banana and fills up your hunger bar faster. A sleeping bag helps you rest faster. There is a weight limit to the items you can carry. A locker room in town allows you to purchase the use of a locker to store extra or large items.
If You Want It Done Right… (Item Creation)
_You can get a banana from any old monkey, but it takes a good cook to make a banana crème pie._ Some skills require tools such as an axe to chop wood or a shovel to dig up plants or small stones, and some skills require raw materials such as wood or stones to make them into items. To become skilled at cooking, you must gather raw food ingredients such as plants, eggs, or meat, and then attempt to make food out of it by choosing a command from the "make item" drop-down box. If you do not have raw ingredients, you cannot make an item from them. You may consult a table of what objects can be made from what raw goods, or you can just go get some raw goods and then see what you can make from them by looking in the drop-down list. The quality of the food you make will depend on your skill level. Food you make when you are just starting out will not be very appetizing. If you are also good at magic, you may make food with magical qualities! Or if you are good at medicine, your banana crème pie just might be the cure for acne.

While it is good experience to make lots of useless items with your very low skills, sometimes you are going to need items that are good before you can make them yourself. For a little money (pull weeds or gather some raw materials), you can buy most of the equipment you will need at shops in the town. High quality items cannot be purchased; they must be made. Items from the store do not have special bonuses, such as magic bonuses. 
Take a Look At Yourself


When you go into a room, TownMUD will display information about that room for you in the description text window. In fact, when you were put into the game for the first time it told you what the room looks like and what directions the exits are in. If anything happens in the room you are in, like a fly moves or lightning strikes, that will also be displayed automatically. You can move from room to room, and you can usually only see and hear things that are in the same room as you. If you want to see the description of the room again, either scroll up in the description window or, in the pull-down menu of things you can look at, choose the "look room" option. It will display the text information for whatever you look at. You can always look at the room, any other players near you, yourself, and objects. Sometimes there are secret parts of the room you can look at that you must figure out from the text description. No, I'm not going to tell you; I said it was secret! If you ever feel a bit lost, take a look at things in the room, and the world will just pop right out at you!


Speaking of which, there is a small map window which shows you what rooms you have been in since you logged in. As with all the windows, you can hide this if you do not need it. So many people seem to recommend "getting lost" to me that I just have to try it out and see what they're all so excited about!
Talking To… Other People


Do you have the voice of a God? Not yet, because you are still a newbie. Newbies are so lowly that they cannot speak across the whole MUD. Go ahead, try it. Chat appears in the chat text window. You can type by entering text into the text box and then hitting the enter button for Global chat. See, it didn't work. Until you become a regular player, you will only be able to chat in the same room that you are in. (Use the Local chat button.) This means that every time you want help finding your pants which you just accidentally dropped in front of you (an easy thing to do), not everyone in the whole MUD has to hear you yell about it. Other players may be kind to you and go help you in your first days of excitement. Or they might take your pants and run off. Ha ha ha! (They're not supposed to do that. They'll get in trouble.) Now, I've been pretty harsh on you, but really there's nothing to worry about. Everyone starts as a newbie and everyone has a ton of questions. Don't feel bad. There are a few other kinds of chat that affect the rooms around the room you are in, but they are rarely used. Check these commands out in the help menu if you want to know more. There is also a large selection of "socials" or social actions you can do to other players in the room. _You can yawn, hug, slap, and more._ Beware- how you see yourself is not always how others see you. 


In addition to chat, there are bulletin boards and mail. Bulletin boards are in public areas, and anyone (except you newbies) can post on them. Bulletin board postings should be related to information relevant to the location the board is in. Cooking boards should contain fun recipes and hints, whereas the town board should contain town information. You can also send mail to other characters if you know their name. When you log in, and whenever you check your mail with the mail command, you will get the text another player has sent you. 

No Really, Go Ahead!


Explore the town. Don't worry; it's safe. There are guards around the town to protect it from the roaming monsters outside. There are not very many ways to hurt yourself in the town. But if you should happen to die, by some freak accident ("Mind that bus," "what bus?" "Splat!"), don't worry- it doesn't hurt. Little friendly gnomes will come and find your collapsed body and will bring you back home with all of your belongings, perfectly intact. If you ever feel grateful to those tiny gnomes, leave some food or something in the dump. They, uh… like… the dump.

Moving around is done with the navigation buttons on the top right hand part of the game page. You can move up, down, north, south, east and west, but only when there are doors or passages in those directions. When you enter a room it will show you where you can go, and if you miss it you can look in those directions. Sometimes there are doors that are locked. You can become skilled in Stealing to get around the locks, unless you find some sort of key for them. Some locks are more difficult than others. Chests and other containers can also be locked.


There are several shops and places to explore in the town. There is a shop for each kind of profession, and in each shop you will find a profession bulletin board, a shopkeeper, and sometimes other rooms. Shops will not only sell average and below quality items, but also buy the kinds of raw materials they commonly use. There is also a mayor who wanders around the town keeping an eye on things. If you look at the descriptions of the outdoor areas inside the town, you will notice that weeds grow up all over the place, giving the town a messy appearance. For example, a new user could read the town bulletin board and you will see that the mayor is quite disturbed by this plague of weeds. She has offered a reward for any picked weeds, so picking weeds and giving them to her is a great way of earning a few dimes. Around the town you will find a dump, which sometimes contains fairly badly made and worthless items such as shovels, buckets, and raggy clothes. To a newbie, the dump can look like a sparkling meadow of happiness. There will be random town events, and shops may change a bit over time. This is normal. Read the bulletin board for special town information.

Outside the Town


Well, now that you have picked up a few things and are familiar with the text environment, why don't you go outside and see the world a little? Why; because you will be instantly killed. But you will need to gather supplies and raw materials from the area near the town! Your solution is to hire one of the many NPC bodyguards that make a business of escorting non-fighters and new players around the local area. Many of them offer tour guides and brochures. _Bodyguards come at different prices depending on how good they are, and what kind of bad jokes they tell._ Items far from the town are more rare and valuable. Monsters far away from the town are more dangerous, and require lots of fighting experience or an expensive bodyguard to kill. You can hire the cheap bodyguards with your weed money if all you want to do is smell that fresh air.


Watch where you step- because outside the town has not only monsters and plants but also animals. These animals will never attack you first, and you may not see them without a lot of practice, but they are there. You can tell, because they leave evidence under your shoes. (Yuck, wipe that off!) If you are careful, you can collect the droppings, including eggs or wool, for various animals. If you kill them, you can collect various animal parts such as leather, meat, and bone. You don't have to kill them- most animals have a by-product they produce just by living in your backyard while they're alive. An animal in the wild will leave produce and also re-produce asexually, but while the adult-born animals will stick around, in the wild their eggs or shed antlers are just objects and will disappear when the area refreshes. Refreshing is an automatic MUD procedure that cleans up the objects on the ground, and replaces monsters (and sometimes animals). Some areas refresh often and others hardly ever. This makes animal products in quick-refreshing areas harder to get. This asexual animal (and plant) reproduction should create 'patches' of animals and plants that exist in the same area and can be wiped out by an irresponsible player. Plants and animals can also be left in game areas on purpose to 'seed' those areas with that plant or animal. Plants or animals divide once in a long while, perhaps every three days. If you do not want to look for plants or animals, you can dig for rocks and minerals, or chop down trees for lumber. If you happen to find very tiny monsters you can attack them before your bodyguard gets to them. That way you can practice fighting with something at your level. I recommend squirrels. Before you go, make sure to get a scroll that will help you get back home again in case you get lost. They are cheap. Then again, just attack your bodyguard and soon the gnomes will have you home again right away.
Logging Out


No, don't quit! Being a newbie is not that bad! You'll be zipping right along with the best of them very soon! The game is fun, really! Keep playing? Please? Oh… the café is closing? Well, in that case it’s best to hit the "log off" button at the bottom of the screen. But you don't have to.
Game Commands


All game commands are accessible from the user interface, even if you have to type them in the command text box. Feel free to try out all of your commands to see what they do. Commands that are not possible will be "grayed out" that is, disabled. Here is a list of major game commands. Note the "help" and "help x" commands, which provide you with information about any command.

List of Basic Game Commands That Come with CircleMUD
-------------------------------------------------------------------------------

Movement:                        




NORTH SOUTH EAST WEST UP DOWN LOOK EXITS ENTER LEAVE SLEEP WAKE REST SIT STAND (LOCK UNLOCK OPEN CLOSE)

Communication:

SAY GSAY SHOUT HOLLER TELL ASK WHISPER MAIL RECEIVE CHECK GOSSIP GRATS AUCTION NOTELL NOSHOUT NOGOSSIP NOGRATS NOAUCTION

Objects:

GET DROP JUNK DONATE PUT GIVE WEAR GRAB INVENTORY EQUIPMENT REMOVE EXAMINE EAT DRINK TASTE SIP POUR

Information:

SCORE HELP INFO WHO NEWS TIME WEATHER WHERE CONSIDER LEVELS WIZLIST IMMLIST CREDITS TOGGLE FLAGS WIZHELP

Combat: 

KILL WIELD FLEE ASSIST TRACK (KICK BASH RESCUE BACKSTAB CAST)

Utility:

! BUG IDEA TYPO QUIT SAVE BRIEF COMPACT

TITLE NOSUMMON COMMANDS SOCIALS DISPLAY

-------------------------------------------------------------------------------

Further information available by HELP <keyword>, keyword being a command or

(for example) one of the following:

   SOCIAL SHOPS INNS CLERIC WARRIOR THIEF MAGIC SPELLS LINK
What is a "Feature"?


Okay, so I lied. Some of these specifications are wrong. I not only talked about items that are essential, I also discussed items that are purely hopeful- extras to implement if we have time. The major differences from CircleMUD way back in the first paragraph had a short list of the basic features that we promise to accomplish, at least in a basic way. By "basic way" I mean that there will be a skill system, although some of the skills mentioned may not be implemented. There will be funny magic spells, but maybe not very many. You can make items, but not very many kinds of items. There will be a user interface as defined in the Architecture Document, but it may not have all the perks listed here. Any information your character has which does not have its own segment of the user interface can be viewed the normal way, in the main description text window. Houses may not affect your character in any way. Sorry.

Oh, By The Way…


This specification document is far from complete, as is the game. There will most certainly be changes. When you can't find a large purple elephant no matter where you look… well, you've been warned.

Risks

Will rapid clicks be a problem? Since almost all of the display will be simple text, it will most likely be fast enough. An option (if speed becomes an issue) is to put any frequently-loaded commands in their own little window. An option if multiple clicks cause a problem is to have a little box next to each button to specify the number of times a certain action should be performed. The skill system might be trouble to implement since the level system is integrated so closely in the original CircleMUD. If that is the case, the level system can be contained and hidden in the skill system. The user would still never see the level, but would have a level equal to the sum of all the player's skills. The player's hit points would go up as is already defined by the level system. If we choose to apply the OLC patch, item-dropping monsters will not be a problem. If we do not want to implement OLC then items may have to appear spontaneously in certain areas where monsters are wont to roam.
Immortals, Administrators

Immortals are high-level players with special abilities. Immortals have all the commands a normal player has and more. Immortals are the administrators and are responsible for policing mortals, general MUD upkeep, and zone/room creation. Mortals who are doing illegal MUD activities can be frozen in place with the Freeze command, Jailed temporarily until the issue is resolves (or as a penalty) or Purged from the game entirely for seriously bad behavior. Occasionally posts on bulletin boards will need to be removed, and system information posted in case of changes or power outages. It is very important that immortals do not take advantage of their powers. If we choose to implement the OLC patch, then zone/room creation is made extremely easy for immortals. This is a solid extra feature that can be added if there is time. If so it would be the only change to the immortal features of the original CircleMUD. Without the patch, immortals must know how to modify C code to create new areas of the game. Immortals are also in charge of creating quests and other fun game activities. Immortals can hold bank holidays for instance, distributing party favors and cake at will. Characters do not become immortals unless they are made that way by other very high-ranking immortals. Players who have gotten up very high in the game must speak to immortals to be considered. Immortals are not visible to mortals unless they wish to be. Immortal commands are not supported by special functions in the UI; however the immortals can use all the UI that the players can for normal actions.
�Actually, any W32 machine with .NET framework would suffice….


�Are you sure this is a good idea?





