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Introduction

The purpose of this document is to summarize apthexthe data model used by the Planeshift
MySQL database. As with most large software e$fdtie database is a crucial and complex part
of the system and must be understood well by alieseengine developers. Additionally, client
developers will gain a deeper understanding of tiegame works by understanding the database.

Structure

The document will be divided into sections basedSuperEntity”, i.e. the high level conceptual
objects which in most cases will require more tbaa table to implement. Each section will
enumerate the tables which make up its SuperEntiti,column by column descriptions and
functional descriptions of how the table is used.

Naming Standards
In general, the following naming standards werfoéd:

* Table names are always plural.

» Auto generated sequence numbers serving as prikegsyare always named “id”.

* Columns which have only “Yes” or “No” answers auffixed with “ind” (short for
indicator).

» Columns which have other one letter mnemonic abétiens should be suffixed with
“code” instead of “ind”.

» Columns representing foreign keys to other tabéegtihe name of the linked table in the
name, followed by the column name if a detail rdcor a purpose description if the table
represents supplemental information.



Overall System Entity Relationship Diagram

I Player ltems

4

Buddies|_
Player | Players
Spells
Player plaver |
yer Player Gui
Stats N | Guild
Quests| | Factions| Leveld
A

- |

In this ERD, all entities not related to NPC Diakrg shown, and are color-coded as follows:

* Yellow — Data specific to each player/charactethimgame.
» Blue — Data specific to the magic system.

* Green - Data related to RPG rules and settings.

* Red - Data related to Item specification.

» Light Blue — Data related to player social support.

» Teal — Data stored for technical server or grapteasons.



Characters and Creatures

accounts Table

The Accounts table represents every login accautitd game, which is a distinct userid/password

combination used by a player to access his chafarte the game.

Here is the definition for this table:

Column Name Key Type Description

id PRI Int(10) Auto-increment unique identifier for each acco

username Unique | Varchar(50 Username of the account. This is the email addvege
account the person created using the web registrati
system.

passwor Varchar(32 Password t access account, MD5 Si

last_logir datetime Date and Time of last successful loi

created_dat datetime Date and Time of account creati

last_login_IF Varchar(16 IP address of last loc

security leve tinyint(3) The GM level of the accour Ranges from 0 to 9 with
being normal players and 9 a full server admin.

verificationic varchar(32 The registration verification id for this accot

country varchar(32 The country this player is from. Used for statgposes
only.

statut char(J) U - Un verifiec
B — Banned
A — Verified

comment text

realnam varchar(64 Real name of playe




characters Table

The characters table represents every player isyistem. Each character is mapped to an account
( or superclient account for NPCs ) It also mairga record for every living NPC, since they have
Strength, Intelligence, and so on just like players

Here is the definition for this table:

Column Name Key Type Description
id PRI Int(10) Autc-increment unique identifier for eaplayel
name Varchar(30 First name of charact
lastnam Varchar(30 Last name of charac
racegender_| smallint(5] Foreign key to Races tak
base_streng Float(10,2 The character's base strength le
base_endurna Float(10,2 The chaacter's base endurance le
base_agilit Float(10,2 The character' base agility lel.
base_intelligenc Float(10,2 The character's base intelligence le
base_wil Float(10,2 The character's base will le\
base_charisn Float(10,2 The claracter's base charisma le
base_hitpoints_m: Float(10,2 The max hitpoints the character can currently
mod_hitpoint: Float(10,2 The current hitpoints the character |
base_mana_m Float(10,2 Character's max mana le
mod_man Floai(10,2 Character's current mana le'
base_fatigue_m: Float(10,2 Character's maximum fatigue le\
mod_fatigus Float(10,2 Character's current fatigue le\
money_circle Int(10) Number of circles in inventor
money_octa Int(10) Number of otas in inventory
money_hexe Int(10) Number of hexas in inventol
money_tria Int(10) Number of trias in inventor
bank_money_circle Int(10) Circles in bank vaul
bank_money_octi Int(10) Octas in bank vaul
bank_money_hex Int(10) Hexas n bank vault
bank_money _tric Int(10) Trias in bank vault




Column Name Key Type Description
loc_sector_ii Int(10) Key into the sector_info table for characters lmmt
loc_x Float(10,2 Players x location in secl
loc_y Float(10,2 Players y location in sect
loc_z Float(10,2) Player's z location in sect
loc_yrof Float(10,2 Player's rotation about Y ( ie facin
guild_member_c Int(10) Key into guilds table for player's current gu
TinyInt(1) Player's level in guilt
guild_point: Int(10) Player's guild poits.
guild_public_note Varchar(255 Player's public guild lo
guild_private_note Varchar(255 Player's private guild note
faction_standing Blob Csv comma text for players standings with differfactions
progression_scri Blob Any scripts hat the player has pending on their chare
npc_spawn_ru Int(10) Key into the spawn rule. This is only used for Nét@aracter:
npc_master_i Int(10) If this is a clone of a npc then it will share thié same
qualities as the master in terms of skills andsstat
npc_impervious_in Char(1 Y — The NPC cannot be attacl
N — The NPC Can be attacked
account_it Int(10) Key into the accounts table for who owns this cbi@a For
NPCs the account ID should point to one of the safient
accounts.
time_connected_s Int(10) The total time in seconds that this player has eevorld. (
Counts only online time not total existance time ).
experience_poin Bigint(15) Character's current level of experiel
progression_poin Int(10) Characer's current number of progression poil
duel_point Float(10,2 The amount of duel points the character has
advisor_point Float(10,2 The number of advisor points character has beendaa
Descriptior Texi Player defined description folayer
kill_exp Int(5) Amount gained for killing this charact




Character_Traits Table
This table is a simple character/trait pair storagere each character keeps a list of all itisstra

Column Name Key Type Description
character_i Int(10) Key into character tak
trait_id Tinyint(3) Key into traits tabl
character_skills Table

Column Name Key Type Description

character_i PRI |Int(10) Key into the character table for who this entrfois
skill_id PRI | Int(10) Key into the skillstable for which skill this entry is fc
skill_z Int(10) Currnet practice level of the sk
skill_Y Int(10) Current knowledge level of the sk
skill_Rank Int(10) Current skill rank

character_quests Table
This table stores the current status of the questsracter is involved in. Also stores the player
personal notes about the quests.

Column Name Key Type Description
player_ic PRI Int(10) Key into character table this entry is-
quest_it PRI Int(10) Key into quests table that thistry is for.
Statu: Char(1 Current quest statt
D — Delete on logout
C - Completed
A - Assigned
Notes Varchar(255 |Player's personal not
assigner_i Int(10) Key into character table for NPC that assigned

player_spells Table
This table stores the spells that characters hearat by combining of the glyphs in the correct

order.

Column Name Key Type Description
player_ic PRI Int(8) Key into character table that that this entryois
spell_ic PRI Int(8) Key into spells table thatis entry is for
spell_slo Tinyint(3) Where this spell is in the character spell b

character_advantages Table

Column Name

| KEY | Type |

Description




Column Name KEY Type Description
character_i PRI Int(10) Key into characters table for this en
advantage_| PRI Int(10) ID for this advantage. Unsure of sot




NPCS

npc_bad text Table
This table stores all the dialog that was said mp@that it didn't understand. Used to make the

NPC's smarter.

Column Name Key Type Description
Id PRI Int(10) Autolncremer
Badtex Varchar(2'5) What was said to the NF
Playe Varchar(50 Player name that said the t
Npc Varchar(50 Name of the npc that did not underst:
Occurret Datatime When the text was sa

npc_disallowed_words Table
This is a list of words that NPCs should not hageduse they are too common.

Column Name

Key

Type

Description

word

PRI

Varchar(30

The word the NPC should have in
dictionary.

npc_knowledge_area Table

This table maintains a list of the different Knodgde areas (ie common dialog set ) that a NPC

knows about.

npc_responses Table

This table stores the list of npc responses tadidt will pick on of the 5 responses at random to

Column Name Key Type Description
player_ic PRI Int(10) Key into characters table for this n
Areg PRI Varchar(30 The name of the knowledge area this npc
Priority Tinyint(1) The order in which this knowledge area ist's list of
different ones.

use.
Column Name Key Type Description
Id PRI Int(10) Autolncremer
response Texi Responst
response. Texi Responst
response Texi Responst
response Texi Responst
Response Texi Responst
pronoun_hin Varchar(30 If the response uses a name mark the name




Column Name Key Type Description
pronoun_he Varchar(30 If the response uses a hame mark the name
proncun_it Varchar(30 If the response uses a name mark the name
pronoun_ther Varchar(30 If the response uses a name mark the nam
Scrip! Blob Script to run with this respons
quest_it Int(10) Key into quests that this response trigg

npc_spawn_ranges Table

The NPC Spawn Rangles table is where rectanguasare defined, within which a particular
mob will spawn randomly. A Spawn Rule can spefitp N number of these ranges, and the mob
will distribute the probability of spawning in eaphrticular range proportionally to the area of the
range.

Here is the definition for this table:

Column Name Key Type Description
Id PRI Int(10) Autolncremer
npc_spawn_rule_ Int(10) Key into npc_spawn_rules for this rar
X1 Float(10,2 Corner 1 of spawn bac
Y1 Float(10,2 Corner 1 of spawn bac
Z1 Float(10,2 Corner 1 of spawn bac
X2 Float(10,2 Corner 2 of spawn ba
Y2 Float(10,2 Corner 2 of spawn ba
Z2 Float(10,2 Corner 2 of spawn ba
cstr_id_spawn_sect Int(10) Key into common_strings for sector name of range
range_type_coc Char(1

npc_spawn_rules Table

The NPC_Spawn_Rules table is what determines hogrdomonster stays dead when he is killed
and where he will appear when he respawns. Algm fare occasions, another monster is
spawned instead of the replaced one (a rare sp#vis)s specified in this table.

Here is the definition for this table:

Column Name Key Type Description

Id PRI Int(10) Autolncremer

min_spawn_tim Bigint(10) Min time before spawnini

max_spawn_tirr Bigint(10) Max time before spawnin

substitute_spawn_od Float(10,2 Percentage chance that the rare spawn mob w
spawned instead of the standard one.

substitude_play Int(10) Player ID foreign key to the sttitute mob in rare spaw
cases.




Column Name Key Type Description
fixed_spawn_ Float(10,2 For mobs which always respawn in the same plaes,
can specify that location in the following 5 fields
fixed_spawn_ Float(10,2
fixed_spawn_ Float(10,2
fixed_spawn_rc Float(10,2
fixed_spawn_sect Varchar(40
loot_category_i Int(10) Key into loot_categories tab
dead_remain_tin Int(10) How long to remain dead before starting respawicgss

npc_synonyms Table
This table is used to group common words undengiesione. For example:
'Hi' is the same as 'Hello' or 'Greetings'.

Column Key Type Description
Word PRI Varchar(30 The word that is a synony
synonym_o Varcchar(30 The common wort
more_gener;i Varchar(30

npc_triggers Table
The key words that have to be said to the NPC tohgen to trigger a respon.

Column Name Key Type Description

Id PRI Int(10) Autolncremer

Trigge! Varchar(255 Trigger word:

response_i Int(10) Key into npc_response
table for the response for
this trigger.

prior_respose_require Int(10) Key into npc_response
table for the response that
has to be given before this
one can be trigger.

min_attitude_require Int(5) NPC attitude toward
character for trigger.

max_attitude_require Int(5) NPC attitude toward
character for trigger.

Aree Varchar(30 Knowledge area trigge
belongs to.

quest_it Int(10)

sc_npc_definitions Table

Column Name Key Type Description
char_ic PRI Int(10) Key into characters tab
Name Varchar(30




Column Name Key Type Description
Npctype Varchar(30
Regior Varcher(30)
move_vel_overrid Float(10,2
ang_vel_overrid Float(10,2
char_id_owne Int(10)

console_debt

Char(1




ltems

item_animations Table

Column Name Key Type Description
Id PRI Int(10) Autolncremer
cstr_id_animatio PRI Int(10) Key into common strings
for animation string.
Min_use_leve Int(5)
type_flag: Smallint(5

item_categories Table
This stores a list of all the possible item categgofor merchants to sell.

Column Name Key Type Description
category_ii PRI Int(8) Autolncrenent
Name Varchar(20 Name of the categot

item_instances Table

This table stores a list of all the items in garmiéis includes items that are in containers or in
players inventory or in world.

Column Name Key Type Description

Id PRI Bigint(20) Autolncremer

char_id_owne Int(10) Key into characters table for the owner of thisnit® if
no owner and item is in the ‘world'.

parent_item_i Bigint(20) If not O then the items is in a container and tisis key
into the item_instances table for this items paitemb.

Location_in_parel Smallint(4 Slot number the item is in the parent ( owne
container)

stack_cour Int(10) Amount of the item in this stac

creator_mark_i Int(10) If the item is crafted this is a key into the claters table
for the crafter.

guild_mark_ic Int(10) If the item is crafted this is a key into the gsildble for
that crafter.

sector_info_i Smallint(4, Key into sector_info table for the world locatidrif
item is in world ).

loc_x Float(10,2 X Location of item in world ( if in world

loc_y Float(10,2 Y Location of item in world ( if in world

loc_z Float(10,2 Z Location of item in world ( if in world

loc_yrol Float(10,2 Y axis rotation of item (if in world

item_quality Float The quality of the item (- 1)

item_deca Float(3,2 How the item decays in gan

item_stats_id_standz

Int(10)

Key into the item_stats table for the stats debni




Column Name Key Type Description
item_stats_id_uniqt Int(10) Key into the item_stats table for the unique sof this
item.
locatior Char(1 Where the item i
| — Inventory
E — Equiped
C- In Container
equipped_slt Varchar(30 Which equipment slot the item is
Flags Varchar(40 String field of the flags on the ite
lock_sti Int(5) The strength of loc on this item (if any
lock_skill Int(2) ?
openable_lock Varchar(100 ?

item_stats Table

This table defines the 'base’ stats for items.rjfiem in the game is an instance of one of this

stats definitions.

Column Name Key Type Description
Id PRI Int(10) Autolncremer
stat_typt Char(1 B — Base Stz
U — unique Stat
Name Varchar(40 Name of iten
Weight Float(10,2 Object weigh
visible_distanc Float(10,2 The range to the item before it becomes visb
players.
Size Int(45) The siz«of the object ( used to measure capac
container_max_si: Int(5) The largest item that can be placed in:
valid_slot: Varchar(100 | String fields of the slots an item can gc
decay_resistan Float(10,2 How well this item keep
Flags Varchar(40 String field of item flags
item_skill_id_1 Smallint(3’ Key into skills table that this item trai
item_skill_id_z Smallint(3’ Key into skills table that this item trai
item_skill_id_: Smallint(3’ Key into skills table that this itenrains
item_bonus_1_at Varchar(15
item_bonus_2_at Varchar(15
item_bonus_3_a Varchar(15
item_bonus_1 m: Float(10,2
item_bonus_2_m: Float(10,2
item_bonus_3_m: Float(10,2
weapon_spes Float(10,2
weapon_dmg_sla Float(10,2) The amount of slash damage the item ¢
weapon_dmg_blu Float(10,2 The amount of blunt damage the item d
weapon_dmg_pier Float(10,2 The amount of piercing damage the item ¢




Column Name Key Type Description
weapon_dmg_forc Float(10,2 The amount of force damache item doe:
weapon_dmg_fir Float(10,2 The amount of fire damage the item d
weapon_dmg_ic Float(10,2 The amount of ice damage the item d
weapon_dmg_s Float(10,2 The amount of air damage the item d
weapon_dmg_posit Float(10,2 The amount of posion damage the item ¢
weapon_dmg_disee Float(10,2 The amount of disease damage the item
weapon_dmg_ho Float(10,2 The amount of holy damage the item d
weapon_dmg_unha Float(10,2 The amount of unholy amage them does
weapon_dmg_pct_sla Float(10,2 The amount of slash damage the item ¢
weapon_dmg_pct_blu Float(10,2 The amount of blunt damage the item d
weapon_dmg_pct_pier Float(10,2 The amount of piercing damage the item c
weapon_dmg_ct_force Float(10,2 The amount of force damage the item d
weapon_dmg_pct_fi Float(10,2 The amount of fire damage the item d
weapon_dmg_pct_ir Float(10,2 The amount of ice damage the item d
weapon_dmg_pct_z¢ Float(10,2 The amounof air damage the item do
weapon_dmg_pct_posi Float(10,2 The amount of posion damage the item ¢
weapon_dmg_pct_dises Float(10,2 The amount of disease damage the item
weapon_dmg_pct_hc Float(10,2 The amount of holy damage them does
weapon_dmg_pct_unhc Float(10,2 The amount of unholy amage the item d
weapon_penetratit Float(10,2 The penetration ability of the weay
weapon_block_target Float(10,2 The ability of the weapon to block incoming atta

from target.
weapon_block_untarget Float(10,2 The ability of the weapon to block incoming atta
from other targets.
weapon_counter_blo Float(10,2 The ability of the weapon to counter an attack fia
block.
armor_hardne: Float(10,2 A measure of anems hardness as an arm
armor_prot_slas Float(10,2 The amount of slash protection the item d
armor_prot_blur Float(10,2 The amount of blunt protection the item d
armor_prot_pierc Float(10,2 The amount of piercing protection the itdoes
armor_prot_forc Float(10,2 The amount of force protection the item d
armor_prot_fir Float(10,2 The amount of fire protection the item dc
armor_prot_ic Float(10,2 The amount of ice protection the item di
armor_prot_a Float(1(2) The amount of air protection the item dt
armor_prot_posic Float(10,2 The amount of posion protection the item d
armor_prot_disea Float(10,2 The amount of disease protection the item ¢
armor_prot_hol Float(10,2 The amount of hol protection the item doe
armor_prot_unhol Float(10,2 The amount of unholy protection the item d
cstr_id_gfx_mes Int(10) Key into common_strings table for mesh of it
cstr_id_gfx_icol Int(10) Key into common_strings table for th e inven icon
of this item.
cstr_id_gfx_textur Int(10) Key into common_strings for the texture of thignit




Column Name Key Type Description

cstr_id_pat Int(10)

armorvsweapon_ty) Varchar(20

category_ii Int(8) Key into item_categories table for the merck
category of this item.

base_sale_pric Float(10,2 The sale price (in trias ) of this itel

item_type Varchar(30

requirement_1_nar Varchar(30 Stat or skill name this item requires to be u

requirement_1_vall Float(10,2 Value for above requireme

requirement__nami Varchar(30 Stat or skill name this item requires to be u

requirement_2_valt Float(10,2 Value for above requireme

requirement_3_nar Varchar(30 Stat or skill name this item requires to be u

requirement_3_vall Float(10,2 Value for above requiremel

item_type_id_amm Int(10) Key into item_stats table for the type of ammo
item uses.

spell_id_on_h Int(10) Key into spells table as to which spell is cashié
item hits something.

spell_on_hit_pro Float(6,4

spell_d_featur Int(10)

spell_feature_charg Int(10)

spell_feature_timin Int(10)

item_anim_ic Int(10) Key into item_animations table for the chara
animation to play when using this item.

Descriptior Texi The description of this iter

Sounc Varchar(50 The sound to play when pickup/dr

item_quality Int(11) Basic quality of the iter

prg_evt_equi Varchar(40 Key into progression_events table for the script th
triggered when item is equippied.

prg_evt_unequi Varcchar(40 |Key intoprogression_events table for the script thi

triggered when item is un-equippied




Socials Entities

merchant_item_categories Table

This table maps merchants to item categories ta sttiich merchants buy and sell which types of

item.
Column Name Key Type Description
player_ic PRI Int(8) Key into characters table for this merch
category _ii PRI Int(8) Key into item_categories table for merchant to bglto
trainer_skills Table
Column Key Type Description
player_ic PRI Int(8) Key into charactes table for NPC traine
skill_id PRI Int(8) Key into skills table for the skill that can beitrad
min_rani PRI Int(8) Minimum skill trainer can start
max_ran| Int(8) Maximum rank skill be traine
min_factior Float Faction level for training

bad names Table

This table stores a list of restricted names thahot be used as player names because they are

reserved or are not appropiate for PlaneShift.

Column Name

Key

Type

Description

PRI

Int(8)

Autolncremer

Name

Texi

The name that restricted

factions Table

This table stores all the factions in the game.

Column Name Key Type Description
Id PRI |Int(8) Autolncremer
faction_nam Varchar(40 The name of the factit
faction_weigh Float(6,3 How much weight this faction carriin the world

guilds Table

This table tracks the existence and ownershipl afiallds.

Here is the definition for this table:

Column Name ‘

Key‘

Type

Description




Column Name Key Type Description
Id PRI Int(11) Autolncremer
Name Varchar(255 | Name of the guilc
char_id_founde Int(10) Key into charcters table for the founding chara
web_pag Varchar(255 | Guild's web pag
date_create Datetime When the guild was creat
karma_point Int(10) Awarded Karma point
secret_in Char(1 Y - Guild labels will not show

N — Guild labels will show up.

Motd Char(255 Guilds Message of the Day that shows up in lo
Alliance Int(10) Key into the alliacnes table that this guild belsntg

guildlevels Table

This table tracks the levels and rights of eackdgui

Here is the definition for this table:

Column Name Key Type Description

guild_id PRI Int(11) Key into guilds table.

Level PRI Smallint(3) Level Index.

level_name Varchar(25) Name of level in guild.

Rights Smallint(3) Bitfield of capabilities forithlevel in this guild.




buddy_list Table

This table tracks the “friend list” for each playso when they log on, they will be able to seista |
of their buddies who are currently online.

Here is the definition for this table:

Column Name Key Type Description
player_ic PRI Int(10) Key into character table for this en
player_budd PRI Int(10) Key into character table for this character's bu

Online notification function would simply pull bie@ll the player buddy ids in this table whose
player id is the player logging on, and could npotife player which ones are online.

alliances Table
This table stores the various alliances betweeéddsyu

Column Name Key Type Description
Id PRI Int(11) Autolncremer
Name UNIQUE |Varchar(25 The name of thalliance
leading_guilc Int(11) Key into the guilds table for the guild that is tiead of
the alliance.

petitions Table
This table stores a list of player generated petitifor GMs to handle.

Column Name Key Type Description
Id PRI UNIQUE | Int(10) Autolncremer
Playe Int(11) Key into characters table the petition is
Petitior Blob Petition information from playe
Statu: Varchar(20 | Petition statu:
Categor Varchar(30
created_da Datetime When the petition was sent by play
closed_dat Datetime When the petition was closed ( by player or C
assigned_gi Int(10) Key into characters table for the GM assig
Resolutiol Blob How the petition was solve
escalation_lewv Int(10) The GM level of the petition. ( Not all Glevels car

solve all petitions. )

RPG Rules Entities



skills Table

Column Name Key Type Description
skill_id PRI Int(10) Skill index
Name Varchar(35 Skill name
Descriptior Varchar(255 Description of skill that will be shown to clie
practice_actol Int(8) 0-100 value of practice level needed for this ¢
Price Int(2) Price (trias) to gain knowledge in this s
base_rank_ca Int(2)

progression_events Table

Column Name Key Type Description
Name PRI Varchar(40 Name of the eve
event_scrip Texi XML script for event

loot_categories Table
This table stores a list of the different loots MRan have.

Column Name Key Type Description
cat_ic PRI Int(10) Loot Category II
item_stat_i PRI Int(10) Key into item_stats for iter
Probability Float(5,4 Probability that an item will be droppt
min_mone' Int(10) Min amount of trias that will be droppt
max_mone Int(10) Max amount of trias that will be dropp
armor_vs_weapon Table
Column name Key Type Description
Id PRI Int(5) Autolncremer
1a Floal
1k Floal
1c Floal
1d Floal
28 Floal
2b Floal
2c Floal
38 Floal
3k Floal
3c Floal




Quests Table

The Quests table is where descriptions of questkept. This is essentially so that players can

track what quests have been assigned to them aecdwhey are in each one.

Here is the definition for this table:

Column Name Key Type Description
Id PRI Int(10) Autolncremer
Name Varchar(40 Quest nam
task Varchar(250 What the quest invols.
cstr_id_icol Int(10) Key into common_string

table for quest icon.

master_quest_ Int(10)
minor_step_numb Tinyint(3)
player_lockout_tim Int(10)
quest_lockout_tim Int(10)
races_info Table
The Races table is where descriptions of racekege
Here is the definition for this table:

Column Name Key Type Description
race_ic PRI Int(10) Race IC
Name Varchar(35 Name of rac
cstr_id_mes Int(10) Key into common_strings for base mesh for r
start_» Float(10,2 Starting locatin for new characte
start_\ Float(10,2 Starting location for new charact
start_: Float(10,2 Starting location for new charact
size Float(12 Character dimensior
size ) Float(12 Character dimensior
size_: Float(12 Character dimetions.
start_sector_i Int(10) Key into sector_info table for starting sec
cstr_id_base_textu Int(10) Key into common_strings for starting texture foce:
initial_cp Int(10) Starting CP points for this race for character toee
start_st Int(5) Starting STR valu
start_en Int(5) Starting END value
start_ac Int(5) Starting AG
start_in Int(5) Starting Intelligenc
start_will Int(5) Starting Will value
start_ch Int(10) Starting Charisma valt




Crafting & Trade Skills

trade _autocontainers Table

Column Name Key Type Description
Id PRI Int(10) Autolncremer
item_instance_| Bigint(20) Key into item_instance table for this contai
garbage_item_ Bigint(20) Key into item_instance table for garbage itemahsform
failed.
owner_guild_ic Int(10) Key into guilds table for the owning guild of coimter.
trans_point Int(10)
Animatior Varchar(30 Animation to player when using ite
Descriptior Varchar(30 Description of iterr

trade_combinations Table

Column Name Key Type Description
Id PRI Int(10) Autolncremer
pattern_it Int(10) Key into trade_patterns table for the pattern
combination is for.
result_ic BigInt(20) Key into item_stats table for the result of the bamation
result_gt Int(10) Resul quantity produce:
item_ic BigInt(20) Key into item_stats table for the required it
min_qty Int(10) Minimum quantity of required iter
max_qty Int(10) Maximum quantity of required ite
descriptiol Varchar(255 | Description of combinatio

trade_constraints Table

Column Name Key Type Description
Id PRI Int(10) Autolncremer
Constrn Varchar(64
Messag Varchar(128
Descriptior Varchar(255

trade_patterns Table

This table defines all the 'mind' item patternd #ra used for crafting. Each item that can be made

should be part of one of these patterns.

Column Name Key Type Description
Id PRI Int(10) Autolncremer
pattern_narr Varchar(40 Name of the patte
group_ic Int(8) Name of pattern group this pattern is par




Column Name

Key

Type

Description

designitim_id Bigint(20) Key into item_stats table of the item the pati
corresponds to.

k_factol Float(10,2

Descriptior Varchar(255

trade_transformations Table
Table that stores all the possible transformatairane item into another.

Column Name Key Type Description

Id PRI Int(10) Autolncremer

pattern_it Int(10) Key into trade_patterns table for this transforiom

result_ic Bigint(20) Key into item_stats table for the item that is proed

result_qgt Int(8) Amout of item that is produd.

item_ic Bigint(20) Item to be transforme

item_qty Int(8) Quantity required for transformatic

item_quatlity Float(10,6 Maximum result quality of the transformati

trans_point Int(8) ammount of time ( seconds) to compl
transformation

Animatior Varchar(30 Animation to play while transform is taking pla

Workitem_ic Bigint(20) Key into item_stats table for required work itefiiké
furnace ).

equipment_i Bigint(20) Key into item_stats table for item that has tc
equipped for transformation.

Constraint Varchar(64 constraints that apply to transformati

garbage_i Bigint(20) Key into item_stats table for failed transformat

garbage_qt Int(8) Amount of garbage item produc

primary_skill_ic Int(10) Key into skills table for the requires skill fi
transformation.

primary_min_skil Int(8) Minimum skill value to do transformatic

primary_max_ski Int(8) Maximum skill value to do transformatic

primary_practice_poin Int(8) number of practice primary skilloints gained fo
performing transformation.

primary_quality _factc Int(3) percentage of the primary skill range that apptioe
quality

secondary_skill_i Int(10) Key into skills table for the requires skill f
transformation.

secondary_min_sk Int(8) Minimum skill value to do transformatic

secondary_max_sk Int(8) Maximum skill value to do transformatic

secondary_practice_poil Int(8) number of practice secondary skill points gainec
performing transformation.

secondary_quality_faor Int(3) percentage of the secondary skill range that appdi
quality

Descriptior Varchar(255 Description of transformatio




Game Support Entities

natural_resource Table
This table is a list of the natural resources daatt be collected from the world by various

production means ( ex mining )

Column Name Key Type Description
Id PRI Int(10) Autolncremer
Secto Varchar(45 The name of the sector the resource |
loc_x Float(10,2 Centre point for resourc
loc_y Float(10,2 Centre poinfor resource
loc_z Float(10,2 Centre point for resourc
Radius Float(10,2 Range from centre point where resource can be f
visible_distanc Float(10,2
Probability Float(10,6 Chance of successful collection of resot
Skill Smallint Key into skills table for the skill required to cadit

resource.

skill_level Int(3) Level of skill required to collect resour
item_quality Float(10,6 Quality of resource collecte
Animatior Varchar(30 Animation to play while collecting resroL.
anim_duration_secon Int(10) The length of time the animation should p
item_id_rewan Int(10) Key into item_stats for the resource that is codc
reward_nicknam Varchar(30

gm_command_log Table
This table stores a list of all the commands thgt<Ghave used. It is for monitoring for GM abuse.

Column Name Key Type Description
Id PRI Int(10) Autolncremer
Gm Int(10) Key into characters table for this C
Commant Varchar(200 The command that the GM us
Playe Int(11) Key intc the characters table for the target of the
command
ex_time Datetime When this command was issu

common_strings Table
This is a list of strings that can be shared actbest and server. Basically a way to reduce

size/bandwidth.

Column Name

Key

Type Description

UNIQUE

Int(8)

Autolncremer




Column Name

Key

Type Description

String

UNIQUE

Varchar(60

The common strin

action_locations Table
These are locations that are based on locatiomaps that the player can interact with.

Column Name Key Type Description
Id PRI INTEGER Autolncrement I
Master _ic INTEGER
Name Varchar(45 The name of this locatic
Sectornam Varchar(30 The name of the sector this location is
Meshnam Varchar(30 The name of the mesh this location is attache
polygor INTEGER The polygon in the mesh that this location is
pos_)> FLOAT The centre X location for this action locati
pos_\ FLOAT The centre Y location for this action locati
pos_: FLOAT The centre Z location for this action locati
radius FLOAT The radius to trigger this action around the ab

defined point.

Responsetyr Varchar(10 What type of response cna be gi

EXAMINE

Respons

TEXT

The text to send for this action location to ther




sectors Table

Currently, this table is only used to define weattehaviors per sector. Later, other per sector
information could be stored here as well. Eachaseran have frequent, long, gentle rains, or
infrequent, short intense storms with lots of lighg.

Here is the definition for this table:

Column Name Key Type Description
Id PRI Smallint(3° | Autolncremer
Name UNI Varchar(30 | Name of sector in questic
Rain_min_ga Int(10) Minimum Time gap between end of rain and starteoftmain
Rain_max_ga Int(10) Maximum Time gap bween end of rain and start of next ra

The weathermanager on the server randomly seldttea
interval in the max to min range.

Rain_min_duratio Int(10) Minimum Length of rain once it star
Rain_max_duratic Int(10) Maximum Length of rain oncit starts

Rain_min_drop Int(10) Minimum number of drops in each rainsto
Rain_max_drog Int(10) Maximum number of drops in each rainstc
Lightning_min_ga Int(10) Minimum interval between lightning flashes durirg.
Lightning_max_ga Int(10) Maximum interval between lightning flashes duriagt

Security_Levels Table

The Security_Levels table is where the various sgclevels are listed. Right now there are 6
defined levels, ranging from O for player, 4 formid, and 99 for Superclient.

Here is the definition for this table:

Column Name Key Type Description

Level PRI Int(5) Level of Security authorizationdaestion.

Title Varchar(30) | Text name of this level (Play@M, Admin, etc.)




Traits Table

This table defines all the possible charactert&raiThese are things that players can use to
customize the appearance of their character ( @'$NP This can be things like hairstyles, hair
colour, beards, faces, etc. This is the masteofipossible traits.

Column Name Key Type Description
Id PRI Int(10) Auto incremented db ke
next_trai Int(10) Used for traits that is composed of multiple tralitg. skin have t
have traits for hands, feets,...
race_ic Int(30) Key into the race_info table. Picks up race ANInder
only_npc Int(1) 0- Available to playe
1 — Available to npc only.
Locatior Varchar(30 | Name of the group this trait belongs to. ( Usedctmracte:
creation screens ).
Name Varchar(30 | The name that will appear in the character creatwaens for
this choice.
mest Varchar(30 | The name of the mesh on the character model toget
Material Varchar(30 | The material name for this trait choice to go ahi® mesk
Texture Varchar(255 | Texture file name for the above mate!
Submes Varchar(25E | The name of the submesh ( if any ) to ch:
server_options Table
Column Name Key Type Description
Option_nam PRI Varchar(50 Option name. Current optiosns ¢
1) db_version
2) standard_motd
option_valu Varchar(255 Value for option aove
tips Table

This is a list of all the tips in the game that slhewn at login or via the /tip command.

Column Name

Key

Type Description

Id

PRI

Tinyint(3) Autolncremer

Tip

Varchar(255 Tip text.




Spells SuperEntity

Ways Table

This table simply lists the major 6 categories aigio. It is used to subdivide the Spells.

Here is the definition for this table:

Column Name Key Type Description

id PRI Int (10) Unique number for the Way

name Varchar(20) Name of Way (“Crystal”, “Azuretc.).
Spells Table

This table summarizes all the spells which arelalks in the game and gives the engine all
information required to execute and animate thdl.spe

Here is the definition for this table:

Column Name Key Type Description

Id PRI Int(8) Autolncrement

name UNI Varchar(40) Name of spell, like “LucifetHammer”.
way_id Int (8) Key into ways table for way thelskielongs to.
Realm Tinyint(3) The realm (ie level ) of theeipn the way.
casting_duration Int(10) Time ( csTicks ) it takesast spell.
interval_time Int(10)

caster_response Varchar(255)

target_response VarChar(255)

image_name Varchar(100)

spell_description Text Description of spell shown to client.
Offensive Tinyint

progression_event Varchar(255) Name of event fired if spell cast.
saved_progression_event Varchar(255) Nameof event fired if player savedpsll
saving_throw Varchar(32) Stat or skill name for saving throw




Column Name Key Type Description

saving_throw_value Int(4) Value to be used in saving throw.
max_power Int(4) Max power that can be put into spell
target_type Int(4)

cstr_npc_spell_category Int(10)

npc_spell_power Float(10,3)




Spell_Glyphs Table

This table is used to define Glyph sequences ambimtions which are valid to produce a certain

spell. The magic system uses these to validajepkttempted combinations.

Here is the definition for this table:

Column Name Key Type Description

Spell_Id PRI Int (10) Foreign Key to Spells talfla, which spell this glyph is
referring to.

Item_id PRI Int(10) Foreign Key to Items table sfeecify the object in question,
actually representing the glyph stone.

Position Tinyint(3) Numeric indicator of orderind@his allows for a Spell Glyph

sequence to be specified as a 3 glyph sequenbeasuc
“Fire/Hand/Water”.




Conclusion

Hopefully this document will help explain the unigerg capabilities of the database so that they
can envision new directions and new features wtiieldatabase can support easily. While the
C++ classes will provide a much needed level ofrabon to this data model, it is important to
know the underlying structure.



