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ABSTRACT 
New Horizon is an online computer game which is created by the swedish company Lypson 

Intelligent Systems. The aim in this project was to create a PHP-based character creation 

page in order to make people enjoy the game New Horizon because of the fact that creating 

the character was not easy in the game before and that was causing the players to be so 

much bored. In the PHP-based web page, while certain areas are filled out manually by the 

player, the other areas consist of drop-down lists which are connected to some specific 

tables in a database. HTML, CSS, PHP, MySQL, JavaScript, Apache Server are used in this 

project according to the project requirements. As a result, the player doesn't need to make 

the whole calculations to create a character and doesn't need to read the whole character 

creation guide so as to know how to make the calculations, such means the online game 

works in a better and effective way if we just compare it with how it was before. 
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1) Introduction 
This is a project which is gotten from a Swedish company called Lypson Intelligent Systems. 

Lypson is a Swedish consultant company working with software applications and hardware 

solutions. Lypson specializes in developing software solutions for embedded systems.  

The Swedish company Lypson Intelligent Systems has created the game The New Horizon 

and they want to see themselves in this wide game area with this game. Lypson needed this 

work in order to get a popular game. 

The project is a digital, web-based character sheet. The aim in this project is to create a 

digital web based character sheet for the game The New Horizon and add it as an online 

interface to the game [5]. It will help people, who are playing New Horizon, get rid of the 

mathematical calculations while creating a character. There won’t be any need of making 

unnecessary calculations for the players. Because these kinds of calculations are hard to do 

for the players, especially the young ones. And such a game would be boring for the ones 

who want to enjoy the game.  

The web page has some forms to create the character and to give specifications to the 

character that is created. This kind of project makes the game more user-friendly and 

entertaining. 

Anyway, the digital web-based character sheet will help the players create their characters 

in an effective and easier way. 

Let’s check the way how to play the game before the project is created. In the webpage of 

the game New Horizon [12]  there is a small explanation about the game (see Figure 1). 

 



 
 

2 
 

 

Figure 1: How to play New Horizon 

 

The players are downloading the Character Sheet [5], and the New Horizon Character 

Creation Guide [4]. After reading (see Figure 2) the  Player's Manual, to learn about 

Attributes, Backgrounds, Traits, Weapons, Armor and Equipment for their characters, they 

are downloading the New Horizon tables in order to select Weapons, Armor, Equipment, and 

other things from the New Horizon Tables. 

 The game was not fully completed to be played through an online web page. The players 

had to know so deep about the rules of creation a character, to know how  to make the 

calculations manually in every part of the creation like: how much points the attributes cost, 

how much points backgrounds cost  etc. The character sheet was just available as a picture 

and my project was to make a digital character sheet which has the same parts as that 

picture and doing the same job automatically. 

By the help of this thesis players can use an online digital character sheet in order to create 

their characters. In the web page, to reach the digital character sheet, a link: 'You can use 

our PHP-based character creation page' is added . The link helps the player to make the 

selections to create the character online and get the calculated results automatically. 
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Figure 2 : First Character Sheet 

 

 

 

If we summarize the project we can say there is a web page and this web page is filled out by 

the player and then there is a database with relevant data according to the values filled in 

the web page. The program retrieve needed information from the database according to 

some calculations. At the end the results are displayed in another web page. 
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2) Background 
Game development companies have to produce various features for game applications 

owing to the fact that there is a huge development in computer games and a huge increasing 

in the number of computer game players. 

What the companies are doing for this, they are in a big race with each other. If they want to 

sell more they need to produce better solutions. If they want their game to be chosen they 

need be good at the idea first, then they need to have the best visual characters, they need 

to have more user friendly web pages and also perfect visual effects and sounds. Most 

importantly a company which targets to get a place in computer world must be good at 

creating a fictional world even though it is a hard work. 

 

What are the requirements for this project 

1. Knowledge of how to create a web page by the help of HTML/XHTML 

2. Knowledge of CSS, to give a better appearance to the web page and create it as it 

wanted 

3. Knowledge of how to use PHP 

4. Knowledge of databases and how to interact the database by MySQL  

5. Knowledge of JavaScript 

6. Apache Server 

7. A programming tool like Netbeans 

8. General knowledge about the game New Horizon 

What is a database 

A database is a collection of relational data. In computer technology these data have both 

logical and physical forms. And they are stored in digital form for later process.  

In every field of life we are using databases and it is a huge range between just a small web 

application and an international company’s database [7]. We can enlarge the examples.  

What makes us to use a database management system? 

Database management systems gives us the opportunity to create a new database, store 

data, access database, get data from that database, insert delete and update data, not to 

write the same data so many times, make secure data, give different access rights to 

different users [8].   

Some of the database management systems are: 

 Oracle database  

 IBM DB/2  

 Adaptive Server Enterprise  
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 Informix  

 Microsoft Access  

 Microsoft SQL Server  

 Microsoft Visual FoxPro  

 MySQL  

 PostgreSQL  

 Progress  

 SQLite  

 Teradata  

 CSQL  

 OpenLink Virtuoso 

What is a relational database ? 

In relational database the data is stored in tables. In tables there are records stored in rows, 

and fields stored in the first row as columns. The field shows what kind of data is stored. 

Using tables makes it possible to get rid of problems while inserting, deleting and updating 

data.  

And there are relations between tables for saving space and providing security.  

To make the relations there are keys which are known as primary key and secondary key, 

according to their tasks.  

Relational database model is the most popular one between all of the data models.  

In relational database model one table is used to store just one kind of data. For example a 

customer’s table is used to store information about customers like customer name, 

customer surname, and customer’s phone number. If there are twenty customers that 

means there have to be twenty records totally.  

In relational database model the data is divided into some parts which will store different 

kinds of data related to each other. All these parts are tables. There is a relation between the 

tables according to some logical and mathematical calculations. There has to be a plan about 

how many tables there will be and how will they related to each other.  

To avoid unnecessary data in the database we are using normalization, which means not to 

store the same data more than it is needed both in tables and records.  

So, in order to make this project, we need HTML, CSS to give a good appearance to the 

website, a database management system, a programming tool, scripting language, the New 

Horizon rules and calculations. 
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HTML  

HTML stands for Hypertext Markup Language. Hypertext Markup Language is used in this 

project so as to describe how the page will look like. However it is not a programming 

language, there are differences with a programming language and HTML. HTML is a markup 

language and uses markup tags to describe the web pages [9]. An HTML code starts with 

<html> starting tag and ends with </html> ending tag. 

HTML Form 

In this kind of jobs while creating a web page including such a form there are many options 

to use such as Text Fields, Password Field, Radio Buttons, Checkboxes, Submit Button, Drop 

Down Lists. In our project Text Fields, Submit Buttons and Drop Down Lists are used 

according to the requirements. Even though Text Fields, Submit Buttons, and Drop Down 

Lists are used, the same work can be done in another way [9]. 

SQL 

SQL stands for Structured Query Language. It enables efficient communication with 

databases. What we can do with SQL is updating, deleting and requesting information from 

databases. Using SQL while managing databases brings efficient and fast results. Therefore 

by the help of SQL you can query and edit data stored in a database [10]. 

MySQL 

The database management systems we can use include Oracle database, IBM DB/2, Adaptive 

Server Enterprise, Informix, Microsoft Access, Microsoft SQL Server, Microsoft Visual FoxPro, 

MySQL, PostgreSQL, Progress , SQLite, Teradata, CSQL, OpenLink Virtuoso [8]. 

However MySQL is used to interact with the database in this project. MySQL is based on SQL.  

MySQL is the mostly used open source database because it is safe , it shows high 

performance and it is easy to use [1]. MySQL runs on many different platforms such as 

Windows, Linux, OS/X, HP-UX, AIX, Netware. LAMP (Linux, Apache, MySQL, PHP / Perl / 

Python.) applications use MySQL as database management system. It is the choice of the 

world’s biggest companies to make powerful tasks and get better solutions with high 

performance [11]. 

PHP 

In order to make our web page dynamic and interactive a programming tool such as ASP or 

PHP is required. Despite the fact that ASP can be used, PHP is the one used in this project . 

PHP has many advantages to use. It is fast and is not slowing down the computer. Another 

reason for using PHP is because of its providing security. You need to protect your system 

from malicious software like spam and viruses [3]. 

Those who have programmed with C programming language before can easily learn PHP on 

account of the fact that PHP is similar to C language, however it is not hard to learn for the 

ones who have never worked with C language.It is quite easy to integrate PHP codes into 
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HTML pages. You can also integrate JavaScript codes into your web pages to get better 

solutions on specific tasks. 

Adding different libraries for PHP and working with different extensions on PHP is quite 

simple. 

PHP has its own resource management system. That controls the big risk on your system like 

saving the system from crashing out. The system may be so big and have thousands of pages 

and this system needs to be safe in every situation. With the use of PHP this comes to the 

highest stability. 

PHP runs on many different platforms which means that you have easy access to PHP from 

anywhere. These platforms include Windows (95/98/NT/2000), most UNIX and Macs. While 

the code base is the same the PHP code runs on any of those platforms. 

PHP code is extendible and that also makes to choose PHP. 

On the other hand, PHP works perfect with many database interfaces like , MS SQL, Oracle, 

Informix, PostgreSQL and so on. 

PHP runs on apache module and apache runs faster than any other because of its being a 

small program. The high speed makes us to use PHP. 

Eventually, one of the most important reasons for using PHP is its being open source. That 

means you don’t have to wait for the upgrades to a new version and you don’t need to pay 

for it. When it is open source you don’t need to wait for the company to debug the program 

errors. It is apparently quite clear why PHP is chosen in the project. 

JavaScript 

Although there are many reasons to use JavaScript it is used in our web page to provide form 

validation [2]. Without using JavaScript controlling the web page is a little bit harder. 

Once the form filled out by the player the values has filled out need to be validated before 

sending the form to the next page. This can be done either “onsubmit” or “onchange” 

events according to the needs of the project. The JavaScript “onsubmit” event runs when the 

form is submitted and the JavaScript  “onchange” event runs when there is a change in the 

selection parts, for example, the player chooses a value from the drop down list. When the 

form is send without validation and if there are invalid inputs that causes invalid and missing 

results. And for example if you have “onchange” event that provides from wasting time and 

there is no need to go back after filling out the whole form. The player does not need to wait 

for the other page to load and wait for the whole time to get the wrong results and turn 

back. The player gets immediate alerts while filling out the form. Additionally, the mostly 

important reason to use JavaScript is to get rid of the unnecessary tasks like filling the form 

from the beginning when we get wrong results and calculating how much points are left 

during the character creation. 
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3) Implementation 

How to Implement 

Project consists of two pages (page1 and page2) and a database.Page1 is filled out by the 

player and page2 is automatically created. Values in page2 are calculated according to the 

values in page1 and in the database (see Figure 3). 

 

Figure 3: Implementation 

 

There are required areas that the user has to fill out and the other areas are automatically 

calculated according the values filled out. After the PHP program finishes the calculations 

the result is shown in the web page as tables. The areas consist of text boxes, check boxes, 

drop down lists, check buttons, submit buttons.  

The project is based on HTML, CSS, JavaScript, PHP and MySQL.  

The parts that the player has to fill out to create a character are player name, character 

name, points, attributes, background, traits, armor, close combat weapons and ranged 

combat weapons. 

Once the first parts are filled out later on  Encumbrance, Damage Thresholds, Armor, Fence, 

Power, Precision, Weapons (Closed Combat Weapons and Ranged Combat Weapons) are 

calculated automatically by the program. 

First, all the parts which are including attributes, backgrounds and traits are handled.  



 
 

9 
 

Attributes, backgrounds and traits parts are the parts the user must fill out so as to create 

the character. However the game master gives a specific value, for example 45 and 

according to that given number the player chooses both attributes and backgrounds & traits.  

In attributes part there are attributes like strength, constitution, toughness, willpower etc. 

Next to these attributes there is a text box in order that the player can write the attribute 

value between 3, 5, 7, 8, 9, 10, 11, 12, 13, 14, 15.  

In backgrounds and traits parts the player must choose backgrounds and traits. Although for 

backgrounds the user must give a value again in traits part the values are automatically 

calculated by the program.  

After these parts there is a submit button in the first page which sends all of the inserted 

values to the database. For the connection between the page and the database, PHP 

programming language is used.  

Inside the form in fact there is an action part where the form values are sent. As soon as the 

form is submitted the PHP page runs and gives the result parts as encumbrance and damage 

thresholds. Both of these parts are calculated in PHP code by taking the values from the 

database and inserted form values.  

But just before sending the values to the PHP program there is a JavaScript program that 

checks if the sum of points in attributes, background and trait parts are the same with the 

number the Game Master has given to that player. If both of the values are not same, the 

program gives the player a warning message and that causes the form not to be sent to the 

PHP code. 

In fact, there has been made a little change in the page style, dividing the page into two 

pages and making it dynamic is a better solution in such case. Because it is better for 

programming and for the player it makes more sense in this way.  

 

Page 1 

The project consists of 2 pages. The parts in the first page are attributes, background and 

traits, armor and weapons parts.  Player Name, Character Name, Points are are the parts the 

player fills out manually.  

The first page looks like Figure 4.  

 

 



 
 

10 
 

 

Figure 4: Page1 

 

Attributes 

First of all this section is located on the first page. Text box is used in this section (Player, 

Character Name, Points, Left Points). On the left side, there are attributes like strength, 

constitution, toughness, willpower etc. Though in the first character sheet (Figure 2) near 

the attributes there is a text box where the player writes out the value for the attribute 
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between 3, 5, 7-15  this part is changed into drop down lists. This is explained in problems 

and solutions part in detail.  

The drop down lists are written with HTML and after it needs PHP program to send the 

values selected in the drop down lists and to get the data from the MySQL database table. 

There is also JavaScript code for this part which does the form validation explained in details 

in “form validation” part. 

 

Figure 5: Attributes 

Each player has a certain amount of points to fill the attribute, background and traits parts. 

The Game Master (GM) decides how many points the player gets totally. For example if the 

Game Master gives 50 point that means the user may 50 points both in attributes, 

background and traits parts.  

The player writes down the attribute in this part and the program calculates the total point 

according to the number that the game master gives.  

When looked carefully to the attribute part (see Figure 5), it is seen that there are different 

type of circles. This means they have different values when calculated. During the 

calculation, a circle which is divided into two parts costs two points and a circle which is 

divided into three parts costs three points and the last one which has only one part costs just 

one point. According to that information we can simply make the above calculations for each 

attribute value: 

Value 3=1 point 

Value 5=1+1=2 points 

Value 7=1+1+1=3 points 
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Value 8=1+1+1+1=4 points 

Value 9=1+1+1+1+2=6 points 

Value 10=1+1+1+1+2+2=8 points 

Value 11=1+1+1+1+2+2+2=10 points 

Value 12=1+1+1+1+2+2+2+2=12 points 

Value 13=1+1+1+1+2+2+2+2+3=15 points 

Value 14=1+1+1+1+2+2+2+2+3+3=18 points  

Value 15=1+1+1+1+2+2+2+2+3+3+3=21 points  

 

Figure 6: Attributes2 

 

For strong understanding let’s think the user makes the choices in Figure 6 then that actually 

means the total amount of points needed for this part is 2+1+3+1+4+1+4+1=17 points.  

The code below is to make dropdown list for “Strength” in attributes part and it is repeated 

for all other attributes. 

 

<h5>ATTRIBUTES</h5> 
  
<table> 
  
<tr><td>Strength</td>   <td> <select name="dropdownattributevalue" onchange="countPoints()">  
<option value="0"> 0 </option>   
<option value="1"> 3 </option> 
<option value="2 "> 5 </option> 
<option value="3"> 7 </option> 
<option value="4 "> 8 </option> 
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<option value="6 "> 9 </option> 
<option value="8"> 10  </option> 
<option value="10 "> 11</option> 
<option value="12 "> 12   </option> 
<option value="15 "> 13</option> 
<option value="18">14 </option> 
<option value="21">15 </option> 
</select></td> </tr> 
<tr><td>Constitution </td>   <td>    <select name="dropdownattributevalue1" onchange="countPoints()">  

. 

. 

</select>  </td> </tr> 
</table> 

  

 

Background and traits 

Background  

Background part is done with HTML drop down list like attributes part is done through HTML 

drop down list. There are two drop down lists, one for choosing the background and another 

for the value of the corresponding background. The PHP code controls which background 

has been chosen and what is the value for that background. And of course there is also 

JavaScript code here so as to provide form validation where the details can be found in 

“form validation” part. 

The cost of points for background values is different than it is in attributes part. The 

calculation is given below:  

Value 1=1 point 

Value 2=1+1=2 points 

Value 3=1+1+1=3 points 

Value 4=1+1+1+1=4 points 

Value 5=1+1+1+1+2=6 points 

Value 6=1+1+1+1+2+2=8 points 

Value 7=1+1+1+1+2+2+2=10 points 

Value 8=1+1+1+1+2+2+2+2=12 points 

Value 9=1+1+1+1+2+2+2+2+3=15 points 

Value 10=1+1+1+1+2+2+2+2+3+3=18 points  
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Value 11=1+1+1+1+2+2+2+2+3+3+3=21 points 

 

Figure 7: Background 

To understand this part clearly we may think the user makes the choices in Figure 7 then 

that actually means the total amount of points needed for this part is 2+6+1=9 points.  

The code below is to make one dropdown list for background: 

<h5>BACKGROUND</h5> 
<select name="dropdownbackground" >  
<option value=" None"> None </option> 
<option value=" Artist"> Artist </option> 
<option value="Bounty Hunter "> Bounty Hunter  </option> 
<option value="Corporate Management "> Corporate Management  </option> 
<option value="Courier "> Courier      </option> 
<option value="Duelist "> Duelist       </option> 
<option value=" Hunter"> Hunter       </option> 
<option value="Investigator "> Investigator    </option> 
<option value="Journalist "> Journalist       </option> 
<option value="Law Enforcement Agent "> Law Enforcement Agent       </option> 
<option value="Mechanic "> Mechanic       </option> 
<option value="Mercenary "> Mercenary       </option> 
<option value=" Merchant"> Merchant       </option> 
<option value=" Miner"> Miner    </option> 
<option value="Physician "> Physician       </option> 
<option value="Programmer "> Programmer       </option> 
<option value="Scientist"> Scientist       </option> 
<option value="Soldier "> Soldier       </option> 
<option value=" Spy"> Spy       </option> 
<option value="Teacher "> Teacher       </option> 
</select> 
  
<select name="dropdownbackgroundvalue" >    
<option value="0"> 0 </option> 
<option value="1"> 1 </option> 
<option value="2 "> 2 </option> 
<option value="3"> 3 </option> 
<option value="4 "> 4 </option> 
<option value="6 "> 5 </option> 
<option value="8"> 6  </option> 
<option value="10 "> 7</option> 
<option value="12 "> 8  </option> 
<option value="15 "> 9</option> 
<option value="18">10 </option> 
<option value="21">11 </option> 
</select> 
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Traits 

Likewise, HTML drop down lists are used in traits part. There is just one drop down list in 

traits as they have their own values while there are two drop down lists in Background part. 

However, PHP code checks the values chosen in the three drop down lists and how much 

their values are. Here also there is JavaScript code which is used to validate the form before 

sending it.  

Despite the fact that traits have their own values, there is no need to give them extra values. 

There are two kinds of traits which are categorized as negative traits and positive traits. The 

traits and how much they cost are checked from the table “Trait Costs.xls” [6] . 

1. We may consider that the player has chosen only positive traits which means we face 

Figure 8: 

 

Figure 8: Positive Traits 

For the given table above if we make the calculation of required points , we need 1 point for 

Hibernate , 2 points for Echolocation and 1 point for Thermographic Vision. That means 4 

points needed for this part.  

2. Anyway, what happens if the player chooses only negative traits? Then we face Figure 9: 

 

Figure 9: Negative Traits 

For the table above if we make the calculation of required points , we need -1 point for 

Distinct Smell , -1 point for Noxious Breath 1 and -2 points for Power Inefficiency 2. That 

means -4 points needed for this part.  

3. There is another option for traits part. What if the player chooses both positive and 

negative traits? Then the following scenario comes out (see Figure 10): 
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Figure 10: Positive and Negative Traits 

 

For the table above if we make the calculation of required points , we need -1 point for Feral 

, 1 point for Mimic Sound and 1 point for Climbing Claws. That means 1 point needed for this 

part.  

The code for this part : 

<h5>TRAITS</h5> 

  
<select name="dropdowntrait"> 
<option value="0">None </option>    
<option value="0">Heliophage (0)  </option> 
<option value="1 "> Olympian Appearance (1) </option> 
<option value="0">Jaws (0)  </option> 
<option value="1">Jaws (1)  </option> 
<option value="1"> Mimic Sound (1)  </option> 
<option value="1">Prehensile Tongue (1) </option> 
<option value="1">Echolocation (1)  </option> 
<option value="2"> Echolocation (2)  </option> 
<option value="2">Infrasound (2) </option> 
<option value="0">Night Vision (0) </option> 

. 

. 

<option value="1">Vanir Armor (1)  </option> 
<option value="4">Vanir Nanobots (4)   </option> 
<option value="1">360º Vision Upgrade (1)  </option> 
<option value="1">Drone Slot (1) </option> 
<option value="1">Long Range Communication (1)   </option> 
<option value="1">Jotun Armor (1)   </option> 
<option value="1">Massive Frame (1)   </option> 
<option value="1">Shoulder Mount (1)   </option> 
</select> 
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Armor 

This section is divided into two parts; selecting the armor is located in the first page and the 

result is located in the second page.  

In this part HTML drop down list is used to select the armor (see Figure 11). And after that 

PHP and MySQL are used to make the calculations which are shown as a result in the second 

page.  

 

Figure 11: Armor 

The code for Figure 9: 

<h5>ARMOR </h5> 
  
<select name="dropdownarmor"> 
<option value="Armor Clothing">Armor Clothing</option> 
<option value="Armor Vest">Armor Vest </option> 
<option value="Armor Jacket">Armor Jacket  </option> 
<option value="Leather Armor">Leather Armor</option> 
<option value="Leather Vest">Leather Vest     </option> 
<option value="Leather Jacket">Leather Jacket </option> 
<option value="Synthetic Fibre">Synthetic Fibre</option> 
<option value="Fibre Vest">Fibre Vest  </option> 
. 
. 
<option value="Reinforced area">Reinforced area</option> 
<option value="Heavy Jotun Armor">Heavy Jotun Armor</option> 
<option value="Reinforced area">Reinforced area</option> 
</select> 
  

 
 

You can check the armors in the appendix part from the “Weapons and Armor.xls” [6] . 

 

Table 1: Armor 

Medium Armor Torso Head Arms Legs Coverage Deflect Stop Slow

Thick Leather Armor 16 3 6 10

Thick Leather Vest x 7

Thick Leather Jacket x x 10

Thick Synthetic Fibre x x x x 16 4 6 9

Thick Fibre Vest x 7

Thick Fibre Jacket x x 10
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Let’s see how the armor part works.  

If we think that the player chooses Thick Synthetic Fibre as armor then the coverage, deflect, 

stop and slow parts are shown as 16, 4, 6 and 9 in this section (see Table 1).  

 

Weapons 

Firstly, HTML drop down list is used in this part. The PHP code checks the weapons selected, 

calculates the weapon modifiers (fence, power, precision) as explained below. Afterwards it 

calculates the weapon specifications using the weapon modifiers and database values. That 

means also there is MySQL in this part. As a result, the weapon specifications both for close 

combat weapons and ranged combat weapons are shown in the second page as an HTML 

table. 

There are two kinds of weapons: 

1. Close Combat Weapons 

2. Ranged Combat Weapons 

There are three combo-boxes for these two weapon styles on the first page, which means 

totally there are six combo-boxes for weapons. This section has the same way as the others 

while programming.  

For both of the weapon types there are weapon modifiers so as to make the calculations of 

the weapons. There are three kinds of weapon modifiers: 

1. Fence=Close Combat-7 

2. Power=(Strength + Close Combat)/2-7 

3. Precision=Ranged Combat-7  

Let’s see what kind of specifications does both of the weapons have.  

1. Close Combat Weapons  

In close combat weapons the player has three default weapons which are punch, kick and 

wrestling.  

Close combat weapons has seven specifications calculated automatically by the program 

according the formulas given below. These values are calculated as soon as the player 

chooses the weapon and submits the character sheet.  
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Figure 12: Close Combat Weapons 

The code for this Figure 12 : 

<h6>CLOSECOMBATWEAPONS</h6> 
  
<select name="dropdownccw"> 
<option value="Padded Gloves">Padded Gloves</option> 
<option value="Knuckle Duster">Knuckle Duster </option> 
<option value="Steel-Toe Boot">Steel-Toe Boot  </option> 
<option value="Leg Enhancements 1p">Leg Enhancements 1p</option> 
<option value="Leg Enhancements 2p">Leg Enhancements 2p     </option> 
<option value="Climbing Claws">Climbing Claws </option> 
<option value="Combat Claws">Combat Claws</option> 
<option value="Jaws">Jaws  </option> 
<option value="Prehensile Tongue">Prehensile Tongue</option> 
<option value="Tentacle Whips">Tentacle Whips</option> 
<option value="Tail (Prehensile)">Tail (Prehensile)</option> 
 

. 

<option value="Mass or Chain">Mass or Chain</option> 
<option value="Rapier (case of rapiers)">Rapier (case of rapiers)</option> 
<option value="Offhand is unusable">Offhand is unusable</option> 
</select> 
  

 

1. Ranged Combat Weapons  

Ranged combat weapons have nine specifications which are calculated automatically by the 

program according the formulas given below. Additionally, these values are calculated as 

soon as the player chooses the weapon and submits the character sheet [5]. 

 

Figure 13: Ranged Combat Weapons 

The code for Figure 13: 

<h6>RANGEDCOMBATWEAPONS</h6> 
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<select name="dropdownrcw"> 
  
<option value="Cerus Composite Bow">Cerus Composite Bow</option> 
  
<option value="Moonflower Longbow">Moonflower Longbow </option> 
  
<option value="Jessamine Longbow">Jessamine Longbow  </option> 
  
<option value="Geranium Compound Bow">Geranium Compound Bow</option> 
  
<option value="Cupid Crossbow">Cupid Crossbow     </option> 

. 

. 

<option value="Quantum Photonizer">Quantum Photonizer</option> 
  
<option value="Infrasound Blaster">Infrasound Blaster</option> 
  
 </select> 

 

 

Form Validation 

In New Horizon there is a Game Master who decides how many points each player gets for 

attribute, background&traits parts. According to that number and the selected values the 

web page decides either to send the form for getting the corresponding results for the 

character or not to send the form. However, in the second situation the player gets an alert 

that the number of points is not completed yet, that is why JavaScript is needed to make the 

form validation. In fact, the JavaScript code checks each value for attributes and 

background&traits and finds the sum of the values. Additionally, after calculating the sum 

JavaScript code compares it with the number Game Master gives for that player in order to 

make form validation.  

<html> 
<head> 
<script type="text/javascript">  
function validateForm() 
{ 

In this part the program finds the sum and compares it with the number Game Master gives 

} 
</script> 
  
<body> 
  
<form name="myForm" action="welcome. php" onsubmit="return validateForm()" method="post">  
</form> 
  
</body> 
</html> 
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Figure 14: Form Validation 

  

When the numbers in the if clause does not match, the player gets an alert “Check your 

selections!!“ as it is shown in Figure 14.  

 

Page 2 

The second page is the page that is calculated automatically by the program. In this page the 

player doesn’t do anything, just see the results according to the first page.  

The parts are encumbrance, damage thresholds, armor’s deflect stop and coverage part, 

fence, power, and precision part, change to hit and damage parts.  

The page looks like Figure 15. 
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Figure 15: Page2 

 

 

 

 

 

 

Encumbrance 

Encumbrance is calculated from the encumbrance table in the “Stun, Injury, Tables.xls” [6] 

(see appendix). The rows, where the strength value is suited with the value the player fills in 

attributes part, are the required ones  to display as a result in the page. PHP code checks 

that value and gets the corresponding values for 0, -2 and -5 from the MySQL database and 

shows them in the second page of the project. 

For example; if we consider that the player fills 9 into the “strength” in the attributes part, 

the displayed encumbrance values are 25, 50, 125 as it is determined in the Table 2.  
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Encumbrance 
Weight in kilograms.  

Strength 0 -2 -5 
  3 5 10 25 
  5 10 20 50 
  7 15 30 75 
  8 20 40 100 
  9 25 50 125 
  10 30 60 150 
  11 40 80 200 
  Table 2: Encumbrance 

 

While the calculations in this section are done with the help of PHP, in MySQL database 

there is an encumbrance table which is used also. And after the encumbrance values will be 

displayed on the web page as HTML code.  

The code for getting encumbrance values: 

$x=$_POST["dropdownattributevalue"] ;   

$result = mysql_query("SELECT * FROM encumbrance WHERE Strength=$x");  

echo "<h3>  

while($row = mysql_fetch_array($result))              

{echo $row['0'] . " " . $row['-2']." " . $row['-5'];     echo "<br />"; } 

 

 

 

1. Close Combat Weapons  

 

The values for close combat weapons and the calculations are: 

Strike: 

The formula for Strike is: 

Strike =Fence + Weapon’s Strike Modifier from “Weapons and Armor.xls” [6].  

Guard: 

The formula for Guard is: 

Guard =Fence + Weapon’s Guard Modifier from “Weapons and Armor.xls” [6].  
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Grapple: 

The formula for Grapple is: 

Grapple =Power + Weapon’s Grapple Modifier from “Weapons and Armor.xls” [6].  

Defense: 

The formula for Defense is: 

Defense =Power + Weapon’s Defense Modifier from “Weapons and Armor.xls” [6].  

Pierce: 

The formula for Pierce is: 

Pierce =Power + Weapon’s Pierce Modifier from “Weapons and Armor.xls” [6].  

Stun: 

The formula for Stun is: 

Stun =Power + Weapon’s Stun Modifier from “Weapons and Armor.xls” [6].  

Injury: 

The formula for Injury is: 

Injury =Power + Weapon’s Injury Modifier from “Weapons and Armor.xls” [6].  

Let’s see how we make the calculations for closed combat weapons on an example. Now we 

will calculate values for the Padded Gloves (see Table 3). In order to make the calculations 

the table is needed to check the corresponding values. Before doing the calculations think 

that we have fence power and precision values as 0, 0, -2. 

 

Table 3: Close Combat Weapons 

Strike =10 

Guard=4 

Grapple=13 

Defense=7 

Pierce=4 

Unarmed Strike Guard Grapple Defense Range Pierce Stun Injury

Punch 10 4 13 7 5 26 20

Kick 11 2 12 5 6 29 23

Wrestling - - 12 8 bypass 28 28

Padded Gloves 10 4 13 7 4 28 15

Knuckle Duster 10 4 13 7 6 28 22

Steel-Toe Boot 11 2 12 5 +1 +2 +2
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Stun=28 

Injury=15  

 

The code for this part : 

echo "<h3> Close Combat Weapons </h3>"; 

$a=($_POST["dropdownccw"]); 

$result8 = mysql_query("SELECT * FROM close WHERE weapon='$a' ") or die("Query to get blah failed with 

error: ".mysql_error()); 

while($row = mysql_fetch_array($result8))             //wound penalties 

{$Strike=$row['Strike']; 

$Guard=$row['Guard']; 

$Grapple=$row['Grapple']; 

$Defense=$row['Defense']; 

$Pierce=$row['Pierce']; 

$Stun=$row['Stun']; 

$Injury=$row['Injury']; 

} 

$strike=$Fence+$Strike; 

$guard=$Fence+$Guard; 

$grapple=$Power+$Grapple; 

$defense=$Power+$Defense; 

$pierce=$Power+$Pierce; 

$stun=$Power+$Stun; 

$injury=$Power+$Injury; 

echo "<table >";  

echo "<tr>"; 

echo "<th>Strike</th>"; 

echo "<th>Guard</th>"; 

echo "<th>Grapple</th>"; 
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echo "<th>Defense</th>"; 

echo "<th>Pierce</th>"; 

echo "<th>Stun</th>"; 

echo "<th>Injury</th>"; 

echo "</tr>"; 

            

echo "<tr>"; 

echo "<td>". $strike ."</td>"; 

echo "<td>". $guard  ."</td>" ; 

echo "<td>" .$grapple."</td> " ; 

echo "<td>". $defense ."</td>"; 

echo "<td>". $pierce  ."</td>" ; 

echo "<td>" .$stun."</td> " ; 

echo "<td>" .$injury."</td> " ; 

echo "</tr>"; 

 

1. Ranged Combat Weapons  

The values for ranged combat weapons and the calculations are: 

Snap Shot: 

The formula for Snap Shot is: 

Snap Shot =Precision + Weapon’s Snap Shot Modifier from “Weapons and Armor.xls” [6].  

Directed: 

The formula for Directed is: 

Directed =Precision + Weapon’s Directed Modifier from “Weapons and Armor.xls” [6].  

Aimed: 

The formula for Aimed is: 

Aimed =Precision + Weapon’s Aimed Modifier from “Weapons and Armor.xls” [6].  

Auto: 

The formula for Auto is: 

Auto = Precision +Weapon’s Auto Modifier from “Weapons and Armor.xls” [6].  
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Attacks: 

The formula for Attacks is: 

Attacks =Attacks value from “Weapons and Armor.xls” [6].  

Range: 

The formula for Range is: 

Range =Range value from “Weapons and Armor.xls” [6].  

Pierce: 

The formula for Pierce is: 

Pierce =Power + Weapon’s Pierce Modifier from “Weapons and Armor.xls” [6].  

Stun: 

The formula for Stun is: 

Stun = Weapon’s Stun Modifier from “Weapons and Armor.xls” [6].  

Injury: 

The formula for Injury is: 

Injury =Weapon’s Injury Modifier from “Weapons and Armor.xls” [6].  

Let’s see how we make the calculations for ranged combat weapons on an example. Now 

the values for the Cronus Handgun will be calculated (see Table 4). For the calculation the 

table is required to check the corresponding values. Before doing the calculations think that 

we have fence power and precision values as 0, 0, -2. 

 

Table 4: Ranged Combat Weapons 

Snap Shot=2 

Directed=4 

Aimed=7 

Auto=3 

Attacks=2 

Range=3 

Handguns Snapshot Directed Aimed Auto Attacks Range Pierce Stun Injury

Ares Pistol 5 5 8 6 2 3 4 10 24

Paratus P55 Pistol 5 6 8 5 2 3 4 10 24

Vincere P74 Pistol 4 6 8 5 2 3 4 11 24

Cronus Handgun 4 6 9 5 2 3 5 12 26

Cold Swift 4 6 7 5 2 2 4 12 24

Frost Gunner 4 6 7 5 2 2 4 11 25
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Pierce=5 

Stun=12 

Injury=26  

 

The code for this part : 

echo "<h3> Ranged Combat Weapons </h3>"; 

$a=($_POST["dropdownrcw"]); 

$result8 = mysql_query("SELECT * FROM ranged WHERE weapon='$a' ") or die("Query to get blah failed with 

error: ".mysql_error()); 

while($row = mysql_fetch_array($result8))             //wound penalties 

{$Snapshot=$row['Snapshot']; 

$Directed=$row['Directed']; 

$Aimed=$row['Aimed']; 

$Auto=$row['Auto']; 

$Attacks=$row['Attacks']; 

$Range=$row['Range']; 

$Pierce=$row['Pierce']; 

$Stun=$row['Stun']; 

$Injury=$row['Injury'];} 

$Snapshot=$Precision+$Snapshot; 

$Directed=$Precision+$Directed; 

$Aimed=$Precision+$Aimed; 

$Auto=$Precision+$Auto; 

$Attacks=$Attacks; 

$Range=$Range; 

$Pierce=$Pierce; 

$Stun=$Stun; 

$Injury=$Injury; 

echo "<table >";  
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echo "<tr>"; 

echo "<th>Snapshot</th>"; 

echo "<th>Directed</th>"; 

echo "<th>Aimed</th>"; 

echo "<th>Auto</th>"; 

echo "<th>Attacks</th>"; 

echo "<th>Range</th>"; 

echo "<th>Pierce</th>"; 

echo "<th>Stun</th>"; 

echo "<th>Injury</th>"; 

echo "</tr>"; 

            

echo "<tr>"; 

echo "<td>". $Snapshot ."</td>"; 

echo "<td>". $Directed  ."</td>" ; 

echo "<td>" .$Aimed."</td> " ; 

echo "<td>". $Auto ."</td>"; 

echo "<td>". $Attacks  ."</td>" ; 

echo "<td>" .$Range."</td> " ; 

echo "<td>" .$Pierce."</td> " ; 

echo "<td>" .$Stun."</td> " ; 

echo "<td>" .$Injury."</td> " ; 

echo "</tr>"; 

 

Damage Thresholds  

There are sub parts in damage thresholds which are stun thresholds, wound penalties and 

injury thresholds, consequently this part needs a little bit more calculations than 

encumbrance part. 

This part is displayed as an HTML table at the end, also it is located on the second page. The 

PHP code makes the calculations above and gets the corresponding table values from MySQL 
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database and later on it shows the values to the player in the second page. Alternatively, for 

damage thresholds part there is no extra selection in the first page because of the fact that it 

uses the strength, constitution, toughness, willpower values in the attributes part. 

The code for damage thresholds: 

echo "<h3> DAMAGE THRESHOLDS </h3>"; 

echo "<table > <tr> 

<th> </th> 

<th>Negligible </th>  

<th>Minor </th> 

<th>Moderate </th> 

<th>Serious</th> 

<th>Severe</th></tr>"; 

Stun thresholds 

To calculate the stun thresholds the formula is given below: 

Stun Table Value =Strength+Constitution+2*(Toughness + Willpower) 

In our example it is: 

Stun Table Value=9+3+2*(5+3) = 28 

Stun thresholds 

Stun thresholds = Strength + Constitution + 2x (Toughness + Willpower) 

Sum Negligible Minor Moderate Serious Severe 

18 1 6 12 17 21 

19 1 7 12 17 21 

20 2 7 12 17 21 

21 2 7 12 17 22 

22 2 7 12 18 22 

23 2 7 13 18 22 

24 2 8 13 18 22 

25 3 8 13 18 22 

26 3 8 13 18 23 

27 3 8 13 19 23 

28 3 8 14 19 23 

29 3 9 14 19 23 
Table 5: Stun Thresholds 
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The code to get the corresponding rows from stun thresholds which can shown in Table 5: 

echo "<td> stun tresholds </td>"; 

$a=$_POST["dropdownattributevalue"] 

+$_POST["dropdownattributevalue1"]+2*($_POST["dropdownattributevalue2"]+$_POST["dropdownattributeva

lue3"]);     

echo $a; 

$result2 = mysql_query("SELECT * FROM stunthresholds WHERE Sum=$a") ; //stun tresholds 

while($row = mysql_fetch_array($result2))             

{echo "<td>" .$row['Negligible'] ."</td> "; 

echo "<td>". $row['Minor'] ."</td>"; 

echo "<td>". $row['Moderate']  ."</td>" ; 

echo "<td>" .$row['Serious'] ."</td> " ; 

echo "<td>" .$row['Severe'] ."</td>";           }                 

  

Wound penalties 

In fact, in order to calculate the wound penalties, it is needed to check the penalties (for 

wound) table and get the rows that are suited with the characters willpower.  

Penalties (for wounds) 

Willpower Minor Moderate Serious 
  3: -3 -7 - 
  5: -2 -5 -10 
  7: -1 -4 -8 
  8: -1 -3 -6 
  9: 0 -3 -5 
  10+: 0 -2 -5 
  Table 6: Wound Penalties 

  

The code to get the table values for minor, moderate, serious (see Table 6) is  : 

$y=$_POST["willpower"] ;            

$result1 = mysql_query("SELECT * FROM penalties WHERE Willpower=$y"); 

while($row = mysql_fetch_array($result1))          

{echo $row['Minor'] . " " . $row['Moderate']." " . $row['Serious'];            

 echo "<br />";     }            
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Injury thresholds 

To calculate the injury thresholds, the formula is given below: [5] 

Injury Table Value=Strength+Constitution+2*Toughness 

According to our example,  

Injury Table Value=9+3+2*5=22 

Now that the injury table is checked with this value, the suited rows included sum, 

negligible, minor, moderate, serious, severe are displayed in the webpage (see Table7).  

The code: 
echo "<tr>"; 
echo "<td> injury thresholds </td> " ;          
$b=$_POST["dropdownattributevalue"] 
+$_POST["dropdownattributevalue1"]+2*$_POST["dropdownattributevalue2"]  
$result3 = mysql_query("SELECT * FROM injurythresholds WHERE Sum=$b");  
while($row = mysql_fetch_array($result3))             
{ 
echo "<td>" .$row['Negligible'] ."</td> "; 
echo "<td>". $row['Minor'] ."</td>"; 
 
echo "<td>". $row['Moderate']  ."</td>" ; 
echo "<td>" .$row['Serious'] ."</td> " ; 
echo "<td>" .$row['Severe'] ."</td>";            } 

 
 
 
Injury thresholds 
Injury thresholds = Strength + Constitution + 2x Toughness 

Sum Negligible Minor Moderate Serious Severe 

12 1 7 13 20 26 

13 1 7 14 20 26 

14 1 8 14 20 26 

15 2 8 14 20 26 

16 2 8 14 20 27 

17 2 8 14 21 27 

18 2 8 15 21 27 

19 2 9 15 21 27 

20 3 9 15 21 27 

21 3 9 15 21 28 

22 3 9 15 22 28 

23 3 9 16 22 28 

24 3 10 16 22 28 
Table 7: Injury Thresholds 
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Form Validation 

In New Horizon there is a Game Master who decides how many points each player gets for 

attribute, background&traits parts. According to that number and the selected values the 

web page decides either to send the form for getting the corresponding results for the 

character or not to send the form. However, in the second situation the player gets an alert 

that the number of points is not completed yet, that is why JavaScript is needed to make the 

form validation. In fact, the JavaScript code checks each value for attributes and 

background&traits and finds the sum of the values. Additionally, after calculating the sum 

JavaScript code compares it with the number Game Master gives for that player in order to 

make form validation.  

<html> 
<head> 
<script type="text/javascript">  
function validateForm() 
{ 

In this part the program finds the sum and compares it with the number Game Master gives 

} 
</script> 
  
<body> 
  
<form name="myForm" action="welcome. php" onsubmit="return validateForm()" method="post">  
</form> 
  
</body> 
</html> 

 
Figure 16: Form Validation 

  

When the numbers in the if clause does not match, the player gets an alert “Check your 

selections!!“ as in Figure 16.  
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 Database  

There is one web page that has to fill out by the player and after that with the help of the 

database values the second page is created. 

XAMPP is used in our project in order to find Apache Server, MySQL database, PHP in one 

platform.There are four XAMPP distributions which are XAMPP for Linux, XAMPP for 

Windows, XAMPP for Mac OS X, XAMPP for Solaris and XAMPP for Windows is used in our 

project according to the operating system [13]. 

To start apache server and MySQL we start running Apache Server and MySQL  as you can 

see from Figure 17: 

 

Figure 17:XAMPP Control Panel 

 

 

MySQL  tables are created in phpMyAdmin which is a part of XAMPP and the interface for it 

is like Figure 18. 



 
 

35 
 

 

Figure 18: phpMyAdmin 

In the phpMyAdmin page we create databases: 
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Figure 19: .xls Table 

 

Figure 20:Encumbrance Table 
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Let’s look at the encumbrance part in order to get a better understanding how the database 

is implemented in the project. All the tables are stored in the database are taken from .xls 

files [6]. In “ Stun, Injury, Tables.xls” [6] (see appendix) there are values for encumbrance 

(see Figure 19), which are stored in the database as encumbrance table in Figure 20 . 

Finally, the database is created and and there are tables which are named as armor, close, 

encumbrance, injurythresholds, penalties, ranged, stunthresholds (see Figure 20 ). 

Additionally, just to remember how the database was working let’s consider that the player 

fills 9 into “strength” in the attributes part, the displayed encumbrance values are “25, 50, 

125”. 
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4) Problems and Discussion 
1. First of all, in the attributes part we have a serious problem because of the fact that using 

text box is not restricting user about filling the box (see Figure 21) with just only possible 

numbers.  

 

Figure 21: Problem1 

Normally as wanted the player must fill the text boxes with the numbers 3, 5, 7, 8, 9, 10, 11, 

12, 13, 14, 15. But when a player fills it as given in Figure 22 the program does not control it 

and  it works as there is nothing wrong. To fix this problem it is required to use either 

JavaScript or drop down list instead of text box.  
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Figure 22: Problem1-1 

 

2. Secondly, in traits part there are some traits which the player gives the point between 

available points. That means there must be one dropdown list for traits and one dropdown 

list for the point of that trait. To avoid that problem it is done in this way (see Figure 23). 

 

Figure 23: Problem2 
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There are different points for some traits as you can see above. The numbers written inside 

the parentheses shows the points for that trait. So the there is no need to make another 

dropdown list. Because this is just for some traits and it is not a huge range of points.  

 

3. Additionally, the user may not choose three backgrounds or three attributes. For example; 

the user can choose two backgrounds and one can be empty, or the player can choose one 

trait and the other two can stay empty. In this situation there is a need of an empty choice. 

For this reason, to avoid the problem we add one more ‘None’ option for each as you can 

see from Figure 24.  

 

Figure 24: Problem3 

  

4.  While programming the attributes part we used the style in Figure 25. 

 

Figure 25: Problem4 

But as calculating the points to use in the game according to the number Game Master has 

given, the values was different than the selected ones. 

<tr><td>Constitution </td>   <td>    <select name="dropdownattributevalue1">  
<option value="0"> 0 </option>   
<option value="1"> 3 </option> 
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<option value="2 "> 5 </option> 
<option value="3"> 7 </option> 
<option value="4 "> 8 </option> 
<option value="6 "> 9 </option> 
<option value="8"> 10  </option> 
<option value="10 "> 11</option> 
<option value="12 "> 12   </option> 
<option value="15 "> 13</option> 
<option value="18">14 </option> 
<option value="21">15 </option> 
</select><br /> </td> </tr> 

 

The value for three returns one, the value for five returns two, the value for seven returns 

three, the value for eight returns four. Normally this does not seem to be wrong. The 

problem comes when we need the values as three, five, seven, and eight in another part of 

the program. That is why we have used the PHP code to get those values also. 

 

switch ($_POST["dropdownattributevalue1"])  

{ case 0: 

$_POST["dropdownattributevalue1"]=0; 

 break; 

case 1: 

 $_POST["dropdownattributevalue1"]=3; 

 break; 

case 2: 

 $_POST["dropdownattributevalue1"]=5; 

 break; 

case 3: 

 $_POST["dropdownattributevalue1"]=7; 

 break; 

 case 4: 

 $_POST["dropdownattributevalue1"]=8; 

 break; 

case 6: 

 $_POST["dropdownattributevalue1"]=9; 



 
 

42 
 

 break; 

case 8: 

 $_POST["dropdownattributevalue1"]=10; 

 break; 

case 10: 

 $_POST["dropdownattributevalue1"]=11; 

 break; 

case 12: 

 $_POST["dropdownattributevalue1"]=12; 

 break; 

case 15: 

 $_POST["dropdownattributevalue1"]=13; 

 break; 

case 18: 

 $_POST["dropdownattributevalue1"]=14; 

 break; 

case 21: 

 $_POST["dropdownattributevalue1"]=15; 

 break; 

 

} 

5. Also the page style is a little bit different than it is considered to be. The project is 

considered to be just one web page but later on it is decided to divide the page in order to 

make a sense on the player and build up a user friendly web page [12]. Also it is better while 

programming.  

6. It is thought to use just PHP but while doing the thesis it is seen that JavaScript is also 

needed in this project.  

7. Eventually, the attributes part where are attributes like strength, constitution, toughness, 

willpower it was supposed to write numbers between 3, 5, 7, 8, 9, 10, 11, 12, 13, 14, 15.  
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Figure 26: Result1 

At the beginning this part was like in Figure 26. But later the idea is changed to make it with 

text box. And it is seen that while doing it in this way there has been some problems. The 

problems are for example if the user fills out the text box with another number or if the user 

fills out the text box with a character not a number what should the program do. These are 

all JavaScript problems. According to all of these details the attribute part has changed to list 

box.  
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5) Results 
 

The online game could be played from its own website called New Horizon [12]. The 

company has changed the code a little bit and has added some pictures and their own CSS 

code. Let’s look at the website so as to get a better understanding about the game. 

 

 

 

Figure 27: NewHorizon First Page 

In picture 27 you can see the game page. In this page first you click the “Games” option. 

Now that you cliked “Games” option you will see the second page (see Figure 28) , and in 

this page just click “Click here to learn more about New Horizon roleplaying!” in order to 

learn more about the game detailed. 
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Figure 28: NewHorizon Second Page 

 

 

Figure 29: Php Based 

InFigure 29 you see “What you need- In Short” part and in this part just click the “character 

creation page” which is mentioned to be PHP-based. 
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Figure 30: Game1 

Finally you are in New Horizon online game (see Figure 30).  After you fill out the Player 

Name,Character Name  and choose your race got to step 2. 

 

Figure 31: Game2 



 
 

47 
 

In figure 31 you can see the second step and here just fill the page according to your 

character specifics, make your selections and go to step 3. 

 

Figure 32:Result 

 

Finally you see your results of your selections (see Figure 32). 

If we compare the result with our project we can give the comments below: 

The code is still working the same there is just little bit difference in the appearance. 

I divided the project into two parts (see Figure 4, Figure 15) but Lypson later divided into 

three parts (see Figure 30, Figure 31, Figure 32). 

“Player Name”, “Character Name” stays the same as a text box (see Figure 4, Figure 30). 

A new text box added “Geodites given by GM “(see Figure 4, Figure 30). 

“Points” changed as “Points given by GM” (see Figure 4, Figure 30). 

“Left Points” changed as “Remaining Points to invest” (see Figure 4, Figure 30). 

“Race” part stays the same just it is moved to first page (see Figure 15, Figure 30). 

“Attributes” stay the same (see Figure 15, Figure 31). 
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“Background” stays the same (see Figure 15,Figure 31). 

In “traits” part they added more drop down options (see Figure 15, Figure 31). 

Instead of three drop down lists they used only one drop down list (see Figure 4, Figure  31). 

“Equipments” part is added (see Figure 31). 

Normally in my project the “attributes”, “background” and “traits” parts were not resulted 

again in the result page but Lypson resulted them as a picture like their old character sheet 

(see Figure 32). They wanted to show all of the selected and resulted values in one page at 

the end. 

In Figure 32 “encumbrance” is resulted as a table again like in Figure 15, only it is resulted 

with the encumbrance column values “0,-2,-5” from the encumbrance table [6] (see 

appendix) . 

“Damage Thresholds” part also stays the same just the displayed table format is changed 

little bit (see Figure 15, Figure 32). 

“Fence, Power, Precision" part also stays the same just the table format is changed (see 

Figure 15, Figure 32). 

“Weapons part” in Figure 32 has the same meaning with closed combat weapons and ranged 

combat weapons in Figure 15, they were just separated in my project in order to make it 

clear. 
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Appendix 

  

Here you can see Stun, Injury, Tables.xls [6]: 
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