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1. Introduction

RetroCthulhu is work in progress RPG inspired by tabletop pen and paper games such as Dungeons
and Dragons[1] as well as out of the box tabletop games such as Arhkam Horror[2]. While the game
itself is intended to be played online through the browser, initial development will rely heavily on

in-person pen and paper sessions to figure out balancing and mechanics for the game.

The issue the author currently faces is the tedious job of creating new scenarios for playtesting as
well as an unorganized feedback system where notes are left in shared Google Docs files or simply
sent as messages through messaging apps. This has the added issue of stripping away all context
from the feedback and playtesting sessions because specific game settings can not be correlated

with given feedback.

This project aims to create a simple tool for gamemasters playtesting the game to create simple
scenarios to follow when playtesting and also to leave additional comments while playing for future
reference. This means the feedback can be correlated with and actual game session and will provide

additional context for future refining of game mechanics.

This project will encompass creating different game entities such as characters, enemies, ships and
planetary systems that can all then be integrated into a single game scenario which can then be
references when playing the game using pen and paper. This removes the cumbersome process of
writing everything out by hand and also gives a convenient way to leave comments about different

aspects about the game while playing the game.

A gamemaster using this application will first create all the game pieces they need for the scenario,
starting from creating a basic ruleset for his or her scenario. Then the gamemaster will create
enemies to be used in the game, as well as a transport vessel and its armaments. The gamemaster
will also create generic characters that can be further modified during playing the scenario. Finally
the gamemaster will combine all these components together into a signle scenario description that
can then be introduces to the players and given feedback on. The application will also provide a

simple stat tracker for characters, weaponry, enemies and vessels as well as a turn counter.

Future development will allow for the creation of game sessions from scenarios which can also be
used as a stat tracker while playing the game on pen and paper and eventually this project will
develop into an actual scenario editor as part of the actual game for players to create their own

custom scenarios for RetroCthulhu.



2. ERD Scheme

The following diagram shows the ERD schema that will be used in this project. It is to be noted that
this scheme omits many-to-many joining tables where the joining table will contain no new
information and is automatically generated by Entity Framework. AppUser is also not separately

brought out as it is also provided by the framework.

Rulesets
Weaponry WeaponryinScenario
PK | Rulesetid uuiD
PK | Weaponid uuin PK | WeaponinScenariold | UUID i s
FK Userld uuID
FK | AppUserld uuio FK | Scenariold uuID b App
Name varchar(32) FK | Weaponid uuID NumberOfPlayers | INTEGER
StartingDistance INTEGER
Power INTEGER CoolDownCounter INTEGER g
Cooldown INTEGER DifficultyModifier | INTEGER
Size INTEGER 1
Vessels VesselsinScenarios s ’
cenarios
PK Vesselld uuIiD PK | VessellnScenariold uuiD . PK Scenariold wuID
FK AppUserld uuiD FK | Scenariold uuiD Bro—f— ] Name varchar(s4) po
Name varchar(32) FK | Vesselld uuiD H-C—
t TurnNumber INTEGER
Speed INTEGER HullPoints_M INTEGER " |sFinished BOOL
NrOfHardpoints | INTEGER
HullPaints INTEGER
EnemiesinScenarios
PK | EnemylnScenariold uuip
Enemies
FK | Scenariold UuiD
PK Enemyld uuiD
snemy’e |[=2 " od Fk | Enemyla uwip  po Notes
FK AppUserld uuiD
P Health_M INTEGER PK | Notel uuID
Name varchar(32
2 Power_M INTEGER o 1 od FK | AppUserid UuID
Description varchar(256)
HasEntered BOOL o FK | Scenariold uuID
Health INTEGER
HasDied BOOL FK | CharacterinScenariold | UUID
Power INTEGER

o FK | EnemylnScenariold uuiD
IsEtherial BOOL

FK | VesselinScenariold uuiD
IsNecrotic BOOL

FK | WeaponinScenariold uuiD

IsVisible BOOL
MoteContent varchar(512)
IsMassive BOOL
TimeAdded timestamp
IsAncient BOOL
CharactersinScenarios
CharacterinScenariold
Characters PK uuip
FK | Scenariold UuiD o
PK | Characterid | UUID H_|—0< PlanetarySystems
FK | Characterld UuID
FK AppUserld uuIiD PlanetarySystemid o
Health_M INTEGER po———— PK v a0
Name varchar(32) FK | AppUserld uuiD
Power_M INTEGER
Description varchar({256) NrOfPlanets INTEGER
Engineering_M INTEGER
Health INTEGER IsNebula BOOL
Lore_M INTEGER
Power INTEGER IsDead BOOL
Luck_M INTEGER
Engineering INTEGER HabitablePlanetExists | BOOL
Lore INTEGER
Luck INTEGER

Figure 1: Database Schema



3. Client view

Client side application will be build using React/Typescript as a simple single-page-app with basic
CRUD functionality. Most of the interactions on the page will be done using modals as a way of
showing new information to the user.
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=

Figure 2: Landing page view
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Figure 3: Login Modal
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Figure 4: Logged in view

Scenario TestScenario
Current turn: 8

. . Vessel And
Character List Enemy List Weaponry
Add modifier Add modifier Add modifier

Add comment Add comment

Possible Star
system
locations

Figure 5: Play scenario modal
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