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[1.0] Design Notes

[1.1] General Terminology

· Data structure identifiers (DSIs) – all data structures are referenced by a unique identifier termed a DSI. The DSI of each data structure is highlighted in bold. This is also termed the “primary key” or PK.

· Link identifiers (LIs) – most data structures are linked to one or more other data structures. This connection is controlled by the use of LIs. LIs are highlighted in italics and should be linked to a DSI in another data structure. This is also termed a “foreign key” or FK.

[1.2] Campaigns

The system supports multiple campaigns and a special, "base", campaign. The base campaign serves as a template for all of the information for the actual campaigns. The system ships with the base campaign (or Campaign Zero) already filled out.

There are also pre-built Campaigns (called Startups) which are specific to various time periods.

When the GM does an Import Campaign or New Campaign, the base campaign is copied into the "new" campaign as its basis. This allows Throne to ship the basic setup, and then let each GM customize it to their heart's content. They can experiment forever…

[1.3] Geocodes

We describe our playing map not only in an image (supported by the SVG format of the Mapping Project) but by describing each location (region, city, factory) by a unique ID, or GeoCode. The master GEOCODE table contains the unique list of codes, which fit into the following general hierarchy:

Campaign


System (a Solar System)



Planet




GeoZone (like a continent – Europe, Asia, Africa, etc.)





Region (which includes both Land Provinces and Sea Zones)






Location (cities, fortresses, factories, etc.)

Our data description of the relationship of regions and their adjacencies (the MAP) uses GeoCodes to identify which areas have a common border.

The Commands table (which handles armies, leaders and garrisons) uses GeoCodes to specify where the Command is located at the end of the turn, and as it is moving.

[1.4] Distribution of Results

Given the proper hardware, the GM will be able to use the program to generate and distribute stat sheets via the following means:

· Paper Copy

· Fax (if the GM has a fax/modem)

· Email (if the GM has email)

These new distribution technologies will require some kind of built-in fax component and an SMTP component. The PLAYERS database has been restructured to support this logic.

[1.5] Reports

Reports are generated from the main system in XML. An XSLT template is then applied to the ‘report’ XML to produce an HTML (formatted) version of the data.

In the case of the Stat Sheet report(s), the XML version will be dispatched to the player via email and the Player Client system will read in the XML directly.

· Players Stat Sheet

· Single Nation

· One or more Nations

· GM's Stat Sheet

· Single Nation

· One or more Nations

· ISI Listing

· ISI History Chart, by Nation, Last 10-20-30 turns

· Open Banks List

· Unit Build Chart

· Regions and Cities Listing

· Support Table(s) Listing

· Mailing Labels

· Current Random Events

· All Defined Random Events

· Validation table listing

[1.6] Validating Data Entry

Many fields in the db schema have a reference to being “validated.” This means the allowable values for the field in question (as in a pick-list or combo-box) is maintained in the VALIDATION db table. The Validation table holds not only the valid codes, but also a descriptive string and a variety of numeric modifiers associated with the code and value.

	VALIDATION
	
	

	Fieldname
	Type
	Notes

	VALIDATION_ID
	PK
	Autogenerated, primary key

	VALIDATION_CODE_NAME
	C30
	The grouping field (contains something like “LEADER_STATUS”

	VALIDATION_CODE
	C3
	The actual code (like “R” for Ruling, for Leader Status)

	VALIDATION_DESCRIPT
	C50
	Longtext description of the code (like “Ruling” for the R code)

	VALIDATION_MOD_01
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_02
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_03
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_04
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_05
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_06
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_07
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_08
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_09
	N7.3
	Numeric modifier associated with this Code Name and Code.

	VALIDATION_MOD_10
	N7.3
	Numeric modifier associated with this Code Name and Code.

	
	
	


Lookups into the Validation table are handled by a query against VALIDATION_CODE_NAME (which is a string like “LEADER-STATUS”) and VALIDATION_CODE.

Three kinds of results are normally used by the programs accessing the Validation table:

1. A test to see if a passed CODE is present in the table for this CODE_NAME. Returns true or false.

2. A request for an array of valid codes for this CODE_NAME and their Descriptions. Used to populate a pick-list or combo box of proper values.

3. A request for the matching description of a given CODE. For example, a request for LEADER_STATUS, code “C”, returns “On Campaign.”

[2.0] Data structures

[2.1] The Command/Leaders/Troops structure

Describing the location, placement, status and command of groups of troops has always been a little tricky in LOTE. We need to describe, with a fair level of detail, mobile armies and fleet, garrisons, fortresses and individual leaders – as well as mercenary bands and rebellious armies.

To impose some kind of order on this mess, each group of troops must be associated with a NATION. 

This means, immediately, that Mercenary Bands (condotierri) will have a nation record attached to them. This is useful for defining the name of the Mercenary band and their QR’s. Such a nation will not, in most cases, actually control any regions or make any money. However, since the Nation record will also contain the troop support requirements of the mercs and their QR’s this is a good thing. For the GM, this means there will be a variety of proto- or unplayed nations available for his or her use.

Each NATION has one or more COMMANDS associated with it. Each Command is a group of troops at a specific location (a GeoCode) and could be an Army, Fleet or garrison. A Command may have one or more TROOPS records associated with it, and it may also have (but is not required to have, specifically in the case of a Garrison) a LEADER.

So our hierarchy is:

NATION


COMMAND



TROOPS (at least one)



LEADER (optional)

A Leader by himself also requires a Command record to tie him to a Nation and a Location (geocode). He does not have to have any Troops associated. A Command is only a container to locate a Leader and/or Troops in a physical location.

2.1.1 Command Data Structure

	COMMAND
	
	

	Fieldname
	Type
	Notes

	COMMAND_ID
	PK
	Primary key, autogenerated by the database

	NATION_ID
	FK
	Foreign key, links to the Nations table.

	CAMPAIGN_ID
	FK
	Foreign key, links to the Campaigns table.

	COMMAND_SORT
	Number
	Sort order (army number, usually) for this Command for this Nation

	COMMAND_DESC
	Text (50)
	Description of this command (i.e. “North Sea Fleet”)

	COMMAND_STATUS
	C3.0
	Validated. (On Campaign, Imprisoned, etc.)

	COMMAND_GCODE
	Geocode
	Geocode, linking key to identify this location.


2.1.2 Leaders Data Structure

	LEADER
	
	

	Field Name
	Type
	Notes

	LEADER_ID
	PK
	Primary key, autogenerated by the database.

	CAMPAIGN_ID
	FK
	Foreign key, links to Campaigns table

	NATION_ID
	FK
	Foreign key, links to the Nations table.

	COMMAND_ID
	FK
	Foreign key, links to the Commands table, which contains the physical location of the leader.

	LEADER_TYPE
	C3.0
	Reserved word change, Validated by Lookup table (King, Lieutenant, etc.)

	LEADER_NAME
	Text (50)
	Example “Count Hohenstauffen”

	LEADER_COMBAT
	Number
	

	LEADER_DIPLOMACY
	Number
	

	LEADER_CHARISMA
	Number
	Or Guile, or Sorcery, depending on the campaign

	LEADER_ADMIN
	Number
	Translate for K, Q and R leaders

	LEADER_LOYALTY
	Number
	Translate for all other leader types

	LEADER_CURRENT_AGE
	Number
	

	LEADER_DEATH_AGE
	Number
	

	LEADER_DEMENSE
	C5.0
	Geocode field (their home region or city)

	LEADER_TREASURY
	Number
	Gold carried by leader

	LEADER_SEX
	C3
	Validated (Male, Female, Eunuch)


	TROOPS
	
	

	Fieldname
	Type
	Notes

	TROOPS_ID
	PK
	Primary key, autogenerated by the database

	NATION_ID
	FK
	Foreign key, links to the Nations table.

	CAMPAIGN_ID
	FK
	Foreign key, links to the Campaigns table.

	COMMAND_ID
	FK
	Foreign key, links to the Commands table.

	TROOPS_DESC
	Text (50)
	Ex. “Third Hussars”

	TROOPS_NUMBER
	Number
	

	TROOPS_UNITCODE
	C3.0
	Links to the Unit Type in the BUILDLIST table for this Nation

	TROOPS_CULTURE
	C3.0
	Links to the Culture types in the LOOKUP table. This is separate from the Nation culture so you can have Zulu or Apache (barbarian) regiments if you want. (Defaults to NATIONS.CULTURE on record creation)

	TROOPS_TECH_LEVEL
	C3.0
	Links to the Tech Level types in the LOOKUP table. This is separate from the Nation tech-level so you can have lower/higher-tech troops in your employ. (Defaults to NATIONS.TECH_LEVEL on record creation)

	TROOPS_ELAN
	Number
	Quantifier of the esprit/skill/morale of this particular group of troops.

	TROOPS_SKILL
	Number
	Quantifier of the actual combat experience of this group of troops

	TROOPS_NOTES
	Text (50)
	


[2.2] Campaign Data Structure(s)

The CAMPAIGN is the top-level structure for nearly all of the data in the system. There are a set of other “top-level” tables which are specifically placed outside of the Campaign structure, like the whole PLAYER subsystem, but nearly everything else is a child of Campaign.

This is to provide as much customization to the GM as possible, and to allow one GM – with one copy of the program and database – to run multiple campaigns if they are insane enough to do so.

The immediate children of Campaigns are tables like: Settings, BuildMaster, EventMaster, Nations, Map and System.

A special Campaign Zero contains a master copy of all the Campaign-specific data. When a new Campaign is created, all of the C0 data is copies to Cx.

2.2.1 Campaign data structure

	CAMPAIGN
	
	

	Field Name
	Type
	Notes

	CAMPAIGN_ID
	PK
	Primary key, autogenerated by the database.

	CAMPAIGN_NUMBER
	Text (3)
	Number assigned by ThroneWorld Enterprises to this campaign (like 001)

	CAMPAIGN_NAME
	Text (50)
	Example: One - The Age of Airships

	CAMPAIGN_URL
	Test (50)
	Example: www.thronewolrd.lote01


2.2.2 Campaign Settings data structure

	SETTING
	
	

	Field Name
	Type
	Notes

	SETTING_ID
	PK
	Primary key, autogenerated by the database.

	CAMPAIGN_ID
	FK
	Foreign key, links to the Campaigns table.

	SETTING_NAME
	Text (50)
	Identifying symbolic name of this setting (like YEARS_PER_TURN)

	SETTING_VALUE
	Text (25)
	Value of the setting, like “5” or “Yes” or “No”


The entries in SETTINGS are drawn from the old STATS.INI file, and can now be customized for each Campaign in the database. Examples are:

YEARS_PER_TURN
Current number of years per turn. Example: 2

BASE_YEARS_PER TURN
Base years per turn for this campaign. Example: 5

TURN_COST
Dollar cost per turn for this campaign. Used by the PAYLOG system when Charge events are posted.

KING_AUTO_ADMIN
Calculation setting - Kings count for Admin if NOT doing an Administration if this is set to TRUE

TROOP_SUPPORT_NFP
Calculation setting - Troops cost NFP in support if this is set to TRUE

ALLOW_CENSUS
Calculation setting - Censuses are allowed if set to TRUE

USE_TRAINING_CLASSES
Allow use of Elite/Inexperienced units

USE_EQUIPMENT_CLASSES
Allow use of Heavy/Light units

USE_RELIGON
If set to FALSE, then there are no Religious stats or effects on regions going Friendly, etc.

USE_INTEL
If set to FALSE, there are no Intel-related stats or Secret Empires.

TS_NFP_PERCENT
Percentage of current Troop NFP that must be paid each turn to maintain that army if the TROOP_SUPPORT_NFP flag is set to TRUE.

USE_BANKS
Allow use of Banks in the campaign.

CURRENT_YEAR
Keeps track of the latest year the campaign has reached.

And so on. Use of this table to hold the settings also allows programmatic changes without causing a data-structure change.

2.2.3 Turn data structure

	TURN
	
	

	Field Name
	Type
	Notes

	TURN_ID
	PK
	Primary key, autogenerated

	CAMPAIGN_ID
	FK
	Linking ID to the CAMPAIGNS table

	TURN_NUMBER
	Text (10)
	Turn number, zerofilled, entered by the GM when each new turn is done.

	TURN_STARTED
	Date
	Date turn processing started

	TURN_FINISHED
	Date
	Date turn processing was completed

	TURN_NOTES
	Text
	

	TURN_YEARS
	Text (10)
	Example: “AD 1723-1724”

	TURN_DATE
	Date or Text
	Current campaign date. Example 1724


2.2.4 CrossIndex data structure

	CROSSINDEX
	
	

	New Field
	Type
	Notes

	CROSSINDEX_ID
	PK
	Primary key, autogenerated.

	CAMPAIGN_ID
	FK
	Foreign key, linking ID to CAMPAIGNS table

	CROSSINDEX_KEY
	Text 25
	Segment value (like TERRAIN_TAX_RATE)

	CROSSINDEX_RETURNS
	N5.2
	The modifier to return for this KEY, X and Y value.

	CROSSINDEX_X
	C3.0
	X-axis lookup, like “C” for Civilized.

	CROSSINDEX_Y
	C3.0
	Y-axis lookup, like “W” for Wildneress


The CrossIndex table holds two-dimension lookup tables (with a copy specific to each campaign) like Tax Rate multiples (which match up a Culture Type with a Terrain Type to produce a Tax Rate Multiple).

2.2.5 Events data structure

	EVENTS Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	EVENT_ID
	C5.0
	ID, zero-filled, auto-generated

	
	CAMPAIGNID
	C5.0
	Linking ID to CAMPAIGNS table

	
	GEO_ZONE
	C5.0
	Validated (but allows a NULL). Geographic Zone that this event can occur in (if none, then All Zones)

	
	PROBABILTY
	N3.0
	Percentage chance of this event actually occurring when selected.

	
	SHORT_DESC
	C50.0
	Short description of the event

	
	LONG_DESC
	Memo
	Long description of the event


[2.3] Geozone data structure(s)

The GeoZone system is used to describe the physicality of a LOTE campaign.

We describe our playing map not only in an image (supported by the SVG format of the Mapping Project) but by describing each location (region, city, factory) by a unique ID, or GeoCode. The master GEOCODE table contains the unique list of codes, which fit into the following general hierarchy:

Campaign


System (a Solar System)



Planet




GeoZone (like a continent – Europe, Asia, Africa, etc.)





GeoCode (a specific location, which includes…)






Region (which includes both Land Provinces and Sea Zones)







Location (cities, fortresses, factories, etc.)


Jumplines (which connect Solar Systems together)
Note: Ever played a game called ‘Traveller’ – there’s absolutely stacks of stuff that would fit nicely into LOTE on jumps, cultures, starships (customisable) etc
Our data description of the relationship of regions and their adjacencies (the MAP) uses GeoCodes to identify which areas have a common border.

2.3.1 System Data Structure

	SYSTEM
	
	

	New Field
	Type
	Notes

	SYSTEM_ID
	PK
	Primary key, autogenerated

	CAMPAIGN_ID
	FK
	Linking key to Campaigns table

	SYSTEM_NAME
	Text (25)
	

	SYSTEM_STAR_TYPE
	Text (3)
	Validated code (“STAR_TYPE”)

	SYSTEM_NOTES
	Memo
	

	
	
	


2.3.2 Jumpline data structure

	JUMPLINE
	
	

	New Field
	Type
	Notes

	JUMPLINE_ID
	PK
	Primary key, autogenerated

	CAMPAIGN_ID
	FK
	Linking key to Campaigns

	JUMPLINE_SOURCE
	FK
	Linking key to Systems table

	JUMPLINE _DESTINATION
	FK
	Linking key to Systems table

	JUMPLINE_SIZE
	Integer
	Mass transit size of the jumproute

	
	
	


2.3.3 Planet data structure

	PLANET
	
	

	New Field
	Type
	Notes

	PLANET_ID
	PK
	Primary key, autogenerated

	SYSTEM_id
	FK
	Links to System table

	campaign_ID
	FK
	Links to the Campaigns table

	planet_Number
	Integer
	Orbital sort number (low = sun, high = away)

	planet_name
	Text (25)
	

	planet_type
	Text (3)
	Validated code (“PLANET_TYPE”)

	
	
	


2.3.4 GeoZone data structure

	GEOZONE
	
	

	New Field
	Type
	Notes

	Geozone_id
	PK
	Primary key, auto-generated

	PLANET_ID
	PK
	Primary key, autogenerated

	SYSTEM_id
	FK
	Links to System table

	campaign_ID
	FK
	Links to the Campaigns table

	goezone_desc
	Text (50)
	Example “North America”

	geozone_Harvest
	Text (3)
	Validated code (“HARVEST_TYPE”), example “Good”

	geozone_TECH_MULT
	Float
	Modifier to tech point accumulation

	GEOZONE_POP_MULT
	Float
	Modifier to base population 

	
	
	


2.3.5 GeoCode data structure

	GEOCODE
	
	

	New Field
	Type
	Notes

	geocode_ID
	PK
	Primary key, autogenerated

	Geozone_id
	PK
	Primary key, auto-generated

	PLANET_ID
	PK
	Primary key, autogenerated

	SYSTEM_id
	FK
	Links to System table

	campaign_ID
	FK
	Links to the Campaigns table

	geocode_X
	Integer
	Center point of the geocode for mapping purposes

	geocode_Y
	Integer
	Center point of the geocode for mapping purposes

	
	
	


There are lots of geocode records. They are used to locate (and categorize) regions, locations, armies, map boundaries, pretty much everything.

2.3.6 Regions data structure

	REGIONS Data Structure
	
	

	New Field
	Type
	Notes

	REGION_ID
	C5.0
	ID, zero-filled, auto-generated. Translated from Region Name. 

	CAMPAIGNID
	C5.0
	Linking ID to the CAMPAIGNS table

	GEOCODE_ID
	C5.0
	Linking ID to Geocode table

	GPV
	N3.0
	

	LANGUAGE_P
	C3.0
	Validated. Majority language of the province

	LANGUAGE_S
	C3.0
	Validated. Minority language of the province

	
	(delete)
	Translated to the LOCATIONS table

	
	(delete)
	

	REGIONNAME
	C30.0
	The name of the region. Changeable.

	CULTIVATEP
	N2.0
	

	
	(delete)
	Translated to the LOCATIONS table

	PWB
	N3.0
	

	RELIGION_P
	C3.0
	Validated. Majority religion of the province

	RELIGION_S
	C3.0
	Validated. Minority religion of the province

	REVOLT
	N2.0
	

	TERRAIN
	C3.0
	Validated

	
	(delete)
	Translated to the LOCATIONS table

	REGIONTYPE
	C6.0
	Char-array of Regional Types. Reserved word change.


[2.4] Borders data structure

	BORDERS Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	BORDER_ID
	C5.0
	ID, zero-filled, auto-generated

	
	CAMPAIGNID
	C5.0
	Linking ID to the CAMPAIGNS table

	
	REGION_ID
	C5.0
	Links the Border to controlling Region. Could have two Borders data structures for opposing sides

	
	ADJ_REGION_ID
	C5.0
	The ID of the Region lands facing the Border

	
	BORDERTYPE
	C6.0
	Char-array of Border Types. Reserved word change.


Table 1 Borders data structure

Note: This new data structure is used for placing locations and cities directly at the border of two regions. Why, well all movement through that border will have to be through the location or via the city – that way field forts and fortresses and even armies/garrisons can be placed at strategic areas.

The intention is also that later on it will be used for automatic calculation of movement – i.e. if every border has been identified then it allow the calculation of APs to be done automatically. Note, this will need the sea zones and rivers to be added as regions.

[2.5] Locations data structure

	LOCATION Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	GEOCODE
	C5.0
	ID, zero-filled, auto-generated.

	
	CAMPAIGNID
	C5.0
	Link to the CAMPAIGNS table

	
	REGION_ID
	C5.0
	Geocode Link to REGIONS table

	
	BORDER_ID
	C5.0
	New field for border locations. Null if the location is in the interior

	
	LATITUDE
	N5.0
	Used for determining the exact location of each location - this allows for auto-movement to eventually be determined.

	
	LONGDITUDE
	N5.0
	As above

	
	LOC_TYPE
	C3.0
	Validated. Type of Location (PORT, FERRY, FORTRESS…)

	
	RATING
	N3.0
	Number of points or size of whatever it is…

	
	DESCRIPTON
	C50.0
	What it is!

	
	SUPT_COST
	N5.1
	


Note: Megaliths should be a location type  (as should cities???).

[2.6] Megaliths data structure

	MEGALITH Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	MEGALITH_ID
	C5.0
	ID, zero-filled, auto-generated

	
	CAMPAIGNID
	C5.0
	Linking ID to CAMPAIGNS table

	
	LOCATION_ID
	C5.0
	Geocode of the Location that the Megalith is in.

	
	LATITUDE
	N5.0
	Used for determining the exact location of each megalith- this allows for auto-movement to eventually be determined.

	
	LONGDITUDE
	N5.0
	As above

	
	MEGA_TYPE
	C3.0
	Validated. Type of Construct.

	
	MEGA_LEVEL
	N2.0
	Number of levels it cost to build this Megalith.

	
	DESCRIPTON
	C50.0
	Description of the amazing construction.


[2.7] The Master Build List

2.7.1 Units data structure

	UNITS Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	CODE
	UNIT_CODE
	C3.0
	Reserved word change

	
	CAMPAIGNID
	C5.0
	ID, Zero, Auto

	SOCIETY
	CULTURE
	C3.0
	Validated. Linking key to CULTURE table. Note; there is no Culture table?

	AQRTYPE
	QR_TYPE
	C3.0
	

	BASEACTION
	ACTIONS
	N2.0
	

	BUILDAT
	BUILD_AT
	C20.0
	

	CARGO
	CARGO
	C3.0
	Type change from Numeric to Character

	FULLNAME
	UNIT_NAME
	C30.0
	

	GPC
	GP_COST
	N5.1
	

	MSIVALUE
	MSI_VALUE
	N4.1
	

	NFPC
	NFP_COST
	N4.1
	

	SUPTCOST
	SUPPT_COST
	N4.2
	


[2.8] Players and Payment Accounting

Players, unlike most other sets of data, are separated from Campaigns. We want one set of player records for each GM, unduplicated by Campaign, so that cross-campaign accounts can be supported.

2.8.1 Players data structure

	PLAYERS Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	ID_NUMBER
	PLAYER_ID
	C5.0
	

	ADDRESS1
	ADDRESS1
	C30.0
	

	ADDRESS2
	ADDRESS2
	C30.0
	

	CITY
	CITY
	C30.0
	

	COUNTRY
	COUNTRY
	C30.0
	

	CREDIT
	CREDIT
	N6.2
	

	EMAIL
	EMAIL
	C50.0
	

	FNAME
	FIRST_NAME
	C20.0
	

	ISI_NAME
	ISI_NAME
	C30.0
	

	LNAME
	LAST_NAME
	C20.0
	

	LOCAL
	PMAIL_RES
	L1.0
	Mail results by regular post (controls label generation)

	PHONE
	VOICEPHONE
	C20.0
	

	PRNT_PHONE
	SHOWPHONE
	L1.0
	

	RULEBOOK
	
	(delete)
	

	STATE
	STATECODE
	C3.0
	Reserved word change. Validated.

	ZIP
	POSTCODE
	C10.0
	

	
	SHOW_EMAIL
	L1.0
	

	
	FAX_PHONE
	C20.0
	

	
	NOTES
	Memo
	

	
	EMAIL_RES
	L1.0
	

	
	FAX_RES
	L1.0
	

	
	
	
	


2.8.2 Paylog data structure

	PAYLOG Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	PAYMENT_ID
	C5.0
	ID, zero-filled, auto-generated

	
	PLAYER_ID
	C5.0
	Linking ID to PLAYERS table

	
	LOG_CODE
	C3.0
	Validated. PMT (Payment received), CHG (Charge made vs. Account)

	
	LOG_DATE
	D8.0
	Date of payment or charge event

	
	AMOUNT
	N6.2
	Amount of Payment (positive), or Charge (negative)

	
	NOTES
	C50.0
	


[2.9] The Nation data structure

Nation is the parent of a whole subset of data which describes a specific political entity (held within a Campaign, of course). Generally speaking, there are:

Nations


Ratings


Control records



Regions



Locations


Trade Routes



Cartel Trade (optionally)


Merchant Fleets


Tithes


Monopolies


Families


Banks



Loans


History

2.9.1 Nation data structure

	NATIONS Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	NAME
	NATION_ID
	C5.0
	Translate to auto-generated code. ID, zero-filled, auto-generated.

	
	CAMPAIGNID
	C5.0
	Linking ID to CAMPAIGNS table

	EVENT_FLAG
	EVENT_ID
	C5.0
	Linking ID to EVENTS table

	GEO_ZONE
	GEO_ZONE
	C5.0
	Linking ID to GEOZONE table

	ID_NUMBER
	PLAYER_ID
	C5.0
	Linking ID to PLAYERS table

	AGRO_CONS
	AGRO_CONS
	N3.0
	

	AGRO_PROD
	AGRO_PROD
	N3.0
	

	AGRO_RESR
	AGRO_RESR
	N3.0
	

	AIR_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "AIR"

	AIR_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "AIR"

	BL
	
	(delete)
	Translated to RATINGS.LEVEL, "BL"

	BL_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "BL"

	CAV_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "CAV"

	CAV_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "CAV"

	CENSUS
	CENSUS
	L1.0
	

	CIT_INCOME
	CIT_INCOME
	N6.1
	

	COND
	
	(delete)
	Translated to RATINGS.LEVEL, "CND"

	COND_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "CND"

	CULTURE
	CULTURE
	C3.0
	Validated

	ECONOMY
	ECONOMY
	C3.0
	Validated

	ESI
	
	(delete)
	Stored in HISTORY table

	FRD_POPUL
	FRIEND_POP
	N10.0
	

	GMNOTES
	GM_NOTES
	Memo
	

	GOVT_SUPT
	GOVSUPPORT
	N5.1
	

	GOV_TYPE
	GOV_TYPE
	C3.0
	Validated

	GUN_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "GUN"

	GUN_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "GUN"

	HARV_CODE
	
	(delete)
	Handled by the GEOZONE harvest multiple entry.

	HBZ
	HBZ_RANGE
	N2.0
	

	HBZ_ORIGIN
	HBZ_ORIGIN
	C5.0
	Translate to Geocode of home region or city

	IAB
	
	(delete)
	Translated to RATINGS.LEVEL, "IAB"

	IAB_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "IAB"

	IAC
	
	(delete)
	Translated to RATINGS.LEVEL, "IAC"

	IAC_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "IAC"

	IAR
	
	(delete)
	Field no longer used

	IAR_I
	
	(delete)
	Field no longer used

	ICT_INCOME
	ICT_INCOME
	N6.1
	

	
	
	
	

	INFRA
	
	(delete)
	Translated to RATINGS.LEVEL, "IFR"

	INFRA_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "IFR"

	INF_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "INF"

	INF_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "INF"

	INTEL_SUPT
	INTSUPPORT
	N5.1
	

	IOB
	
	(delete)
	Translated to RATINGS.LEVEL, "IOB"

	IOB_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "IOB"

	IOC
	
	(delete)
	Translated to RATINGS.LEVEL, "IOC"

	IOC_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "IOC"

	ISINAME
	NATIONNAME
	C50.0
	

	LANGUAGE
	LANGUAGE
	C3.0
	Validated

	MCH_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "MCH"

	MCH_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "MCH"

	MSI
	
	
	Stored in the HISTORY table

	NAT_TYPE
	NATIONTYPE
	C3.0
	Validated

	NAV
	
	(delete)
	Translated to RATINGS.LEVEL, "NAV"

	NAV_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "NAV"

	NFP_REPLAC
	NFP_REPLAC
	N3.0
	

	NFP_SAVED
	NFP_SAVED
	N3.0
	

	NMV
	NMV
	N5.3
	

	NUC_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "NUK"

	NUC_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "NUK"

	PLAYERNOTE
	PLAYERNOTE
	Memo
	

	PROJ_SUPT
	PROSUPPORT
	N5.1
	

	PWB_INCOME
	PWB_INCOME
	N6.1
	

	REG_INCOME
	REG_INCOME
	N6.1
	

	RELG_SUPT
	REL_SUPPORT
	N5.1
	

	RELIGION
	RELIGION
	C3.0
	Validated

	REL_STRENGTH
	RELSTRNGTH
	N3.0
	

	ROB
	
	(delete)
	Translated to RATINGS.LEVEL, "ROB"

	ROB_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "ROB"

	ROC
	
	(delete)
	Translated to RATINGS.LEVEL, "ROC"

	ROC_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "ROC"

	ROR
	
	(delete)
	Field no longer used

	ROR_I
	
	(delete)
	Field no longer used

	SAVED_GP
	SAVED_GP
	N6.1
	

	SGE_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "SGE"

	SGE_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "SGE"

	SIZE
	IMP_SIZE
	N3.0
	Reserved word change

	SIZ_MULT
	SIZE_MULT
	N1.0
	

	SOCIETY
	SOCIETY
	C3.0
	Validated

	SPC_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "SPC"

	SPC_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "SPC"

	TAX_RATE
	ORIGINTAXR
	N4.2
	Original tax rate (calculated by the system)

	TAX_RATE
	SET_TAXR
	N4.2
	Tax Rate as used by the Player on the latest turn

	TAX_STATUS
	TAX_STATUS
	C3.0
	Validated

	TECHPTRT
	TECH_RATE
	N3.0
	Latest turns rate of Tech Point accrual

	TECH_LEVEL
	TECH_LEVEL
	C3.0
	Validated

	TECH_POINT
	TECH_PNTS
	N4.0
	Current number of tech points

	TOT_POPUL
	TOTAL_POP
	N10.0
	Total national population

	TRADERANGE
	
	(delete)
	Translated to RATINGS.LEVEL, "TRR"

	TRADER_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "TRR"

	TRADE_INCO
	TRD_INCOME
	N6.1
	

	TRADE_VALU
	ORIGIN_TV
	N5.1
	Original calculated Trade Value (before Monopolies or Events)

	TRADE_VALU
	MODIFIED_TV
	N5.1
	Trade Value after Monopolies and Events are applied

	TRAIN_SUPT
	TRNSUPPORT
	N6.1
	

	TROOP_SUPT
	TRPSUPPORT
	N6.1
	

	UNIVERSITY
	
	(delete)
	Translated to UNIVERSITY table

	UNIV_RATIN
	
	(delete)
	Translated to UNIVERSITY table

	UNIV_TIO
	
	(delete)
	Translated to UNIVERSITY table

	WAR_QR
	
	(delete)
	Translated to RATINGS.LEVEL, "WAR"

	WAR_QR_I
	
	(delete)
	Translated to RATINGS.INVESTMENT, "WAR"

	
	TRPSPT_NFP
	N6.0
	Troop Support cost in NFP, if the TRPSPTNFP entry in the CAMPAIGN table is set to YES.

	
	
	
	


2.9.2 Control data structure

	CONTROL Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	CONTROL_ID
	C5.0
	Unique Control identifier

	
	CAMPAIGNID
	C5.0
	Linking ID to CAMPAIGNS table

	NAT_NAME
	NATION_ID
	C5.0
	Translated to ID. Linking ID to NATIONS table.

	REG_NAME, CIT_NAME
	GEOCODE
	C5.0
	Linking ID to REGIONS or CITIES table. Translated from Region Name and City Name during import. Also links to Borders or Locations

	CIT_GARSN, REG_GARSN
	GARRISONID
	C5.0
	Translated during breakout of City  or Region Control status. Links to Army DS.

	
	TYPE
	C5.0
	Region, City, Location or Border

	CIT_MGAR, REG_MGAR
	
	(delete)
	

	CIT_NOTES, REG_NOTES
	NOTES
	C50.0
	Translated during breakout of City Control status

	CIT_STATUS, REG_STATUS
	STATUS
	C3.0
	Translated during breakout of City Control status. Validated.

	YRSFROMCON
	YRSFROMCON
	N3.0
	Translated during Region and City Control breakout

	
	
	
	


2.9.3 Family data structure

	FAMILY Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	FAMILY_ID
	C5.0
	ID, zero-filled, auto-generated

	
	CAMPAIGNID
	C5.0
	Linking ID to CAMPAIGNS

	NATION
	NATION_ID
	C5.0
	Translate to ID, link to NATIONS

	LOCATION
	LOCATION
	C5.0
	Translates to Geocode field, link to REGIONS, CITIES or LOCATIONS

	AGE
	AGE
	C3.0
	Zero-filled

	DEATH
	DEATH
	C3.0
	Zero-filled

	MALE
	SEX
	C3.0
	Translate to "Male" and "Female". Validated.

	NAME
	FAMILYNAME
	C30.0
	Name of the person

	
	LINEAGE
	C50.0
	Shows antecedents (mother and father)

	
	DEATHCAUSE
	C30.0
	Filled in by the GM upon the occasion of death.


[2.10] The National Bank

Banks are associated with a Nation, and have sub-records in the form of LOANS.

2.10.1 Banks data structure

	BANKS Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	BANK_ID
	C5.0
	New unique identifier

	
	CAMPAIGNID
	C5.0
	Linking ID to CAMPAIGNS

	NATION
	NATION_ID
	C5.0
	Translate to ID, linking ID to NATIONS

	EXTERNAL
	EXT_RATE
	N4.2
	

	INTERNAL
	INT_RATE
	N4.2
	

	INVESTED
	INVESTED
	N6.0
	

	NAME
	BANK_NAME
	C30.0
	

	NOTES
	PLAYERNOTE
	Memo
	

	
	GM_NOTE
	Memo
	

	
	PUBLICNOTE
	Memo
	

	OUT
	LOANED_OUT
	N6.0
	

	STATUS
	BANK_STATUS
	C3.0
	Validated.

	VALUE
	VALUE
	N6.0
	


2.10.2 Loans data structure

	LOANS Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	LOAN_ID
	C5.0
	ID, zero-filled, auto-generated

	
	CAMPAIGNID
	C5.0
	Linking ID to CAMPAIGNS

	
	NATION_ID
	C5.0
	Translate to ID, linking ID to NATIONS. Nation whose bank is extending the loan. Should this not be Bank ID?

	
	LOANED_TO
	C5.0
	Linking ID to NATIONS (shows who took this loan out)

	
	LOANSTATUS
	C3.0
	Validated field. (Paid, Out, Defaulted)

	
	AMOUNT
	N6.1
	Principal amount of the loan

	
	PAID
	N6.1
	Amount paid so far on the loan

	
	DUE_BY
	C4.0
	Year the loan is due

	
	NOTES
	M10.0
	Notes about this loan


2.10.3 Projects data structure

	PROJECTS Data Structure
	
	

	Old Field
	New Field
	Type
	Notes

	
	PROJECT_ID
	C5.0
	ID, zero-filled, auto-generated

	
	CAMPAIGNID
	C5.0
	Linking ID to CAMPAIGNS table

	
	NATION_ID
	C5.0
	Linking ID to NATIONS table

	
	COST_GP
	N5.0
	Cost of project in GP

	
	COST_NFP
	N5.0
	Cost of project in NFP

	
	COST_TIME
	N5.0
	Cost of project in time, in years

	
	PAID_GP
	N7.1
	GP paid so far on project

	
	PAID_NFP
	N5.0
	NFP paid so far on project

	
	PAID_TIME
	N5.0
	Years spent so far on the project

	
	DESCRIPTON
	C50.0
	Description of the project

	
	NOTES
	Memo
	Attendant notes about the project


2.10.4 History data structure

2.10.5 University data structure

2.10.6 Ratings data structure

2.10.7 Merchant Fleet data structure

2.10.8 Monopoly data structure

2.10.9 Tithes data structure

2.10.10 Routes data structure

2.10.11 Cartel data structure
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