About the Lower Earth Role-Playing Game


LERPG is a sword-and-sorcery, kick-in-the-door RPG for the TI-83 and TI-84. I started it in late 2006, worked on and off, and have finished version 1.0 as of September 21st, 2008. I released this version (1.1) on February 4th, 2009. The game is mostly text-based with some primitive maps and movement. It takes up 18,600+ bytes, so make sure you have enough memory for that on your calculator. My suggestion for learning the game is to start it (by running LEMAIN) and looking at this guide when you have questions. If the guide doesn’t explain something or there is a bug, my email address is jesse@jessenewbold.com. Do not redistribute this game anywhere. I don’t know what I’ll do to you, but you won’t like it. LERPG copyright (c) 2008 Jesse Newbold.
Instructions

Creating a new game offers you a choice of four different classes:

· Warriors are the best raw fighters. They have less skill points and power points for their abilities, but they deal the most damage and have the most hit points. Warriors can use STUN ATTACK, which has a chance to stun your opponent, and WHIRLWIND, which has a chance of getting a critical hit.

· Clerics are decent fighters as well as casters. They can use CRIPPLE, which decreases your enemy’s attack damage, and DRAIN ATTACK, which heals you and does damage.

· Rogues are also decent fighters. They have SNEAK ATTACK, which multiplies the damage you deal, and PICKPOCKET, which deals damage and gives you gold.
· Wizards have the weakest stats. Their abilities are powerful, though; they have LIGHTNING, which deals a lot of damage, and CURSE, which gives your opponents a chance to miss on their attacks.


Once you begin and select your class, you’ll see a strange-looking screen with different letters in various places. This is the world map.

· The ‘X’ is your current location. You can move yourself around by using the arrow keys on your calculator.

· ‘F’ is the forest, and ‘M’ is the mountains. Shortly after entering them, you will find a monster to fight.

· ‘T’s are towns. They all give you a menu when you walk onto them, allowing you to buy items, fight monsters, save, and quit the game.

· ‘D’s are the dungeons. Dungeons have harder monsters to fight. To enter the dungeons, type ‘Y’ or ‘YES’ when you walk onto them. Typing anything else will exit out.


The forests and mountains are self-explanatory, though you would be well-advised after killing a monster to run off of the square as quick as possible, lest you be forced to face another one.

Towns are a whole new world in themselves. The TRAIN option matches you up with an opponent of slightly weaker abilities than you. EXPLORE starts (or continues) your quest; when you complete it, you win the game. Note: if you beat a portion of the quest before you explore, you’ll have to do it over again to get credit. So explore at the beginning and whenever you complete a task.


The STORE allows you to buy items. You may only have one weapon, piece of armor, and spell at the same time, whereas you may have as many potions as you like. Weapons increase your damage, armor decreases the damage your opponents deal, and spells last only once, so use them wisely. Here’s a list of spells:
· SHOCK simply deals damage.

· ACID ARROW deals damage and decreases your opponent’s armor.

· DEFLECT may stun your opponent and deal damage, but it does not always work.

· FREEZE may freeze your opponent and give you extra turns, but it does not always work.

· TIME STOP may as well be called Greater Freeze, as it does the same thing but is more powerful.

· DETONATE deals massive damage to your opponent but deals damage to you as well.

List of potions:

· HEAL POTION increases your hit points by a set amount but will not go above your maximum hit points.

· PP POTION fully restores the power points of your abilities so that you can use them again.

· BURNING OIL deals damage.

· FULL HEAL completely restores your hit points.

· FROST WAVE deals damage and may stun your opponent.


There are three more options on the TOWN menu. DEPART exits the town and returns you to the world map. SAVE stores all your data into the SAVE list. There is only one save slot, so be careful not to erase anything. QUIT ends the program but does not save.


Dungeons, the final type of area, each have a sub-map you can move around in. When you enter a dungeon, you’ll see the X that marks where you are, and you’ll also see a 1, 2, and 3. The other three numbers are enemies you can fight in order of increasing difficulty. The first time you go through a dungeon, you must beat the enemies in order to escape. If you enter again, you’ll only have to fight the third to escape.

When you get enough experience, you will level up. Leveling up increases your stats and lets you allocate skill and power points. Skill points make your abilities more powerful, and power points allow you to use your abilities more times before resting. Each additional power point lets you use an ability once more per day.

Changes for version 1.1:

-Fixed a bug that wouldn’t let you cast spells

-Fixed some random variables

-Changed dungeons

-Fixed Drain Attack

-Balanced Curse

-After buying an item in the store, you now go back to the main store screen

-A few other minor changes

Plans for future versions:

· A more user-friendly battle interface

· More monsters, items, spells, and abilities

· More complicated quests and dialogue

· Different races

· More balanced characters

· A few minor tweaks for the game to make more sense

