List D        




Attribute

1





Race  (1:human 2:elf 3:half orc)

2





Strength

3





Dexterity

4





Intelligence

5





Magic Points

6





Health

7





Max Health

8





Experience

9





Next Level

10







11
Weapon (0:none 1:sword 2:staff 3:club 4:long sword 5:2 hand sword 6:heavy staff 7:great staff 8:mace 9:war hammer 10:sword of strength (extra damage) 11: sword of riches (extra gold) 12:staff of magic (all spells and reduced casting) 13: staff of experience (extra experience) 14:hammer of speed (attack speed less) 15:hammer of destruction (extra damage)

12





Weapon damage

13





Weapon speed



14





Weapon cost


15





Weapon sell for

16
Armor (0:none 1:leather 2:chain 3:steel 4:plate 5:platinum 6:diamond 7:dragon 8:enchanted 9:armour of evasiveness)

17





Armour resist

18





Armour accuracy modifier

19





Armour cost

20





Armour sell for

21
Magic (next level includes all levels below [0:none 1:magic missile 2:fireball 3:lightning 4:chain lightning 5:meteor 6:tsunami 7:implosion 8:holy fire 9:death])

22





Gold 

23





Potions

24





Elixirs

Variables




Purpose (non-battle)

A





Health

B





Strength

C





Dexterity

D





Intelligence

E





Weapon damage

F





Weapon speed

G





Weapon cost

H





Weapon sell for

I





Armour damage resist

J





Armour accuracy modifier

K





Armour cost

L





Armour sell for

M





Magic level

N





Max Health

O





Experience

P





next level

Q





Magic points

R





gold

S





potions

T





elixirs

U

V

W

X

Y

Z





Temporary variable

Theta





Temporary variable, get key routine

Strings

1





program protection

2





race

3





Weapon

4





Armour

5

6

7

8

9

0

Variables




Purpose (battle)

A

B

C

D

E

F

G

H

I

J

K

L

M

N

O

P

Q

R

S

T

U

V

W

X

Y

Z

Theta

Strings

1





Program protection

2





Race

3





Weapon

4





Armour

5





Monster name

6





Monster weapon

7





monster amour

8





monster magic

9

0

