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Passing Through Lorren is a module I’ve created to demonstrate, basically, that I
can create a module. I’'m looking to break into the gaming industry, specifically into making
MMGO:s. I’ve written up documentation on ideas I’ve had on boss encounters or specific facets
of gameplay in general, but have been told that the best way to focus my energies is by grab-
bing a toolset and showing that I can put the tools to work to back up my writing.

I’ve worked professionally with computers for years, and feel that a strength of mine is

the ability to just grab a new program and start flipping levers and twisting knobs; digging
through help files to figure out what does what. Learning a new program is a huge turn off
to some people, especially if they resent that the new version made most of what they just
struggled to learn in the previous version obsolete. I’'m the guy that’s eagerly downloading
new betas to see what cool new stuff they’ve packed in. I love trying to find multiple ways
to do the same task using different tools at hand, and I approach difficult situations with the
knowledge that there’s usually a better way to go about it.

Some quests included in this module are of the vanilla MMO ‘standard fare’. Kill ten rats,
go fetch five spores. These portions of the module are me sitting in the driver’s seat of a car
during a driving test. It’s where I demonstrate that [ understand about coming to a complete
stop at a red light, and looking both ways before proceeding. I get the basics. The creative
side (I hope) is where I’ve branched the plot according to how you go about the handling of
the spore fetching. The moral decisions made, and whether you ‘stick to the rules’ or not are
what determine which of the ten endings you arrive at.

The basic task at hand is to catch a boat home from the harbor. There are many different
ways to go about solving that problem. I’ve tried to leave as many Zows in the hands of the
player to run with as I could. This booklet is essentially a huge spoiler, so I hope you take a
short time to fire it up and run through it once or twice before returning to the dissection of
the parts I’ll be laying out here. It’s not a horribly long play; I actually kept it rather short on
purpose. The main point is the replayability offered by the multiple branching plot paths.

For those looking for a walkthrough, the back cover to this booklet breaks down how to pull
off each ending.
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Edit S5tring Ref...

Syp suspects Gevlon of stealing
from him, but has no proof. He
said that Gevlon keeps a dairy of
sorts on him at all times, and
that it might contain evidence
of wrongdeing. You were
uninterested.
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I'll Gladly Pay Y'ou on Tuesday...
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- Larisa has asked you to collect outstanding tabs. You refused. 1
- |arisa has asked you to collect outstanding tabs from some of the re... 10
-t You've collected Tobold's tab. but still need Syp's and Megan's. 11
-+ You've collected Syp's tab. but still need Tobold's and Megan's. 12
-+ You've collected tabs from Tobold and Syp. but still need Megan's. 13
-+ You've collected Megan's tab. but still need Syp's and Tobold's. 14
1 You've collected tabs from Tobold and Megan, but still need Syp's. 15
-+ You've collected tabs from Megan and Syp. but still need Tobold's. 16
-t You collected all the tabs! Return the money collected to Larisa at th... 17
- You retumned the collected tabs to Larisa at the Pink Pigtail. She gav... 99
He's Crafty
- Syp needs ore from across the river to craft some shovels. You polite. .. 1
- Syp needs ore from across the river to craft some shovels. Gonortht... 2
- You got a chunk of ore. but still need two more. 3
- You got two chunks of ore. but still need one more. 4
- You collected the three chunks. Way to go. you chunk collector. you! 5
- Syp was pleased at the prospect of building another . shovel. He pai... 99
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object oPC = GetModuleItemAcquiredBy () ;
object oItem = GetModuleItemAcquired() ;
int nQuestLevel;

if (GetTag(oItem) " syps_payment”)
if ('GetLocallInt(GetModule(),”Syp’s Payment Obtained”))
{
if ((nQuestLevel=GetLocallnt(oGuy, “NW_JOURNAL ENTRY” + “q ppitabs”)) >= 10)
AdvanceQuest (“gq_ppitabs”, nQuestLevel+2, oPC);
SetLocallnt (GetModule() ,”Syp’s Payment Obtained”,1l);

//Talk to Tesh, get page (q_thereandback) PEACEFUL

if ((nQuestLevel=GetLocalInt(oPC, “NW_JOURNAL ENTRY” + “g_thereandback”)) > 1)
if (GetTag(oItem)=="missingpage_peaceful”)
AdvanceQuest (“q_thereandback”,80,0FC) ;

//Kill Tesh, take page (q_thereandback) VIOLENT

if ((nQuestLevel=GetLocalInt(oPC, “NW_JOURNAL ENTRY” + “g_thereandback”)) > 1)
if (GetTag(oItem)=="missingpage_violent”)
AdvanceQuest (“q_thereandback”,90,0FC) ;




// tobold’s guest bed use script

// basically, I want this to only be ‘really usable’ if we’ve been

// told that “we should go take a nap” by Tobold to advance to nighttime,
// where q_blunt and q_mercykilling have their grand finales.

#include “ginc_transition”
ginc_

void main()

{

object oPC = GetPrimaryPlayer(); // define the player character
string sMessage = “I'm not feeling very sleepy right now.”; // our complaint that we aren’t sleepy

int nBlunt GetJournalEntry (“q_blunt”, oPFC); // defined this integer to grab the current state of q_blunt
int nMercy GetJournalEntry(“q_mercykillings”, oPFC); // defined this integer to grab the current state of g _mercykillings

//now the IF/ELSE statements that determine whether the bed is usable or not

if ((nBlunt == 2) || (nMercy == 2)) // if on the quest, jump to the ‘night time’ zone
{
FadeToBlack (oPC) ;
AssignCommand (oPC, JumpToLocation(GetLocation (GetObjectByTag(“wp_night”,0))));
}

{
FloatingTextStringOnCreature (sMessage, oPC); //otherwise, complain you aren’t sleepy

}
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void main ()

{

object oPC = GetPrimaryPlayer() ; // us, ixobelle
string sIC “I'm still fighting.”; // in combat
string sOOC = “I'm not fighting.”; // out of combat

if (GetIsInCombat (oPC)==FALSE)
{
AdjustReputation (oPC, OBJECT SELF, 50);
// FloatingTextStringOnCreature (sOOC, oPC) ;
}

{
FloatingTextStringOnCreature (sIC, oPC);
}

void main ()

{

}

//debugging “say you aren’t in combat” text

//debugging “say you are in combat” text

DelayCommand (8.0, ExecuteScript(“dont_talk_about_fightclub”, OBJECT_SELF)) ;













