

    

        ExRPG

        v0.2.1



    



  

    Table of contents

    
      


  	Modules
    

    	ExRPG


    	ExRPG.CLI


    	ExRPG.Dice


    	ExRPG.Globals


    	ExRPG.RuleSystems


    	ExRPG.RuleSystems.Abilities


    	ExRPG.RuleSystems.Abilities.Assignment


    	ExRPG.RuleSystems.Abilities.Assignment.PointBuy


    	ExRPG.RuleSystems.Abilities.Assignment.PointBuy.ScoreCost


    	ExRPG.RuleSystems.Abilities.Assignment.RollingMethod


    	ExRPG.RuleSystems.Abilities.ModifierCalculation


    	ExRPG.RuleSystems.Abilities.ModifierCalculation.Mapping


    	ExRPG.RuleSystems.Abilities.ModifierCalculation.Step


    	ExRPG.RuleSystems.Abilities.Spec


    	ExRPG.RuleSystems.Metadata


    	ExRPG.RuleSystems.RuleSystem


    

  



      

    


  

    
ExRPG 
    



      
Documentation for ExRPG.

      


      
        
          
            
            Anchor for this section
          
          Summary
        


  
    
      Functions
    


      
        
          hello()

        


          Hello world.



      


  


      


      
        
          
            
            Anchor for this section
          
Functions
        

        


  
    
      
      Link to this function
    
    hello()
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Hello world.
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  Examples


iex> ExRPG.hello()
:world
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The CLI for the project
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This module deals with the rolling of any and all dice
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          Rolls a die with the number of sides given in the input
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          Rolls the a number of multisided dice
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Rolls a die with the number of sides given in the input
Returns: the rolled number

  
  examples

  
  Examples


iex> ExRPG.Dice.roll(4)
3
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    roll(number_of_dice, dice_sides)
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Rolls the a number of multisided dice
Returns: List of die roll results

  
  examples

  
  Examples


iex> ExRPG.Dice.roll(3, 4)
[1, 4, 2]
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    validate_dice_str(str)
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Validates that a given string conforms to the expexted dice specifying format
Returns: the input string

  
  examples

  
  Examples


iex> ExRPG.Dice.validate_dice_str("3d4")
"3d4"
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Module which defines globals like project paths
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          The name for license files
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          The path to where the project lives on your machine
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          The path to where system configs are stored
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The regex pattern for identifying json files

  
  examples

  
  Examples


  iex> ExRPG.Globals.json_file_name()
  ~r/.+.json$/
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The name for license files
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  Examples


  iex> ExRPG.Globals.license_file_name()
  "license.md"
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The path to where the project lives on your machine
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  Examples


iex> ExRPG.Globals.project_root()
"/full/path/to/project/ex_rpg"

  



  
    
      
      Link to this function
    
    system_configs_path()


      
       
       View Source
     


  


  

The path to where system configs are stored

  
  examples

  
  Examples


iex> ExRPG.Globals.system_configs_path()
"/full/path/to/project/ex_rpg/system_configs"
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Module which enables interactions with the varying defined systems in the
system_configs. Basically sytem_configs define what systems are available and
how they should be interpreted, and this module is is the beginning of the
interpretation.
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          Ensures a system is configured. If the system is configured, the system name
is returned. If the system isn't configured, an exception is raised.
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          Checks if the given system is configured.
Returns true if system is configured, otherwise false.
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          List the systems available
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          Reads in all of the JSON files for the specified and decodes
the json into a %Systems{} struct



      


      
        
          system_path!(system)

        


          Returns the path to to the systems config directory
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Ensures a system is configured. If the system is configured, the system name
is returned. If the system isn't configured, an exception is raised.
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Checks if the given system is configured.
Returns true if system is configured, otherwise false.

  
  examples

  
  Examples


iex> ExRPG.RuleSystems.is_configured?("dnd_5e_srd")
true

iex> ExRPG.RuleSystems.is_configured?("non_existent_system")
false
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List the systems available

  
  examples

  
  Examples


iex> ExRPG.RuleSystems.list_systems()
["dnd_5e_srd"]

  



  
    
      
      Link to this function
    
    load_system!(system)
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Reads in all of the JSON files for the specified and decodes
the json into a %Systems{} struct

  
  examples

  
  Examples


iex> ExRPG.RuleSystems.load_system!("dnd_5e_srd")
%ExRPG.RuleSystems.RuleSystem{}

  



  
    
      
      Link to this function
    
    system_path!(system)
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Returns the path to to the systems config directory

  
  examples

  
  Examples


iex> ExRPG.RuleSystems.system_path!("dnd_5e_srd")
"/full/path/to/project/ex_rpg/system_configs/dnd_5e_srd"
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          Generates ability scores, assigned to abilities
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          Generates scores to be assigned to abilities
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Generates ability scores, assigned to abilities
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  Examples


iex> ExRPG.RuleSystems.Abilities.gen_scores(%ExRPG.RuleSystems.Abilities)
%{
  charisma: [4, 3, 1],
  constitution: [5, 6, 3],
  dexterity: [5, 3, 1],
  intellegence: [4, 3, 3],
  strength: [4, 1, 5],
  wisdom: [1, 5, 6]
}

  



  
    
      
      Link to this function
    
    gen_scores_unassigned(abilities)


      
       
       View Source
     


  


  

Generates scores to be assigned to abilities

  
  examples

  
  Examples


iex> ExRPG.RuleSystems.Abilities.gen_scores_unassigned(%Abilities{})
[[1, 6, 6], [3, 3, 2], [3, 6, 3], [4, 2, 1], [6, 5, 1], [6, 4, 6]]
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This module handles the different ways of assigning ability scores
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          Applies a method special to the rolled values
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          Returns the default assignment method for the defined assignment methods
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          Generates an ability score using the Assignment.RollingMethod
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Applies a method special to the rolled values
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  Examples


iex> Assignment.apply_method_special!([4, 3, 2, 1], "drop_lowest")
[2, 3, 4]
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    default_assignment(assignment)
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Returns the default assignment method for the defined assignment methods
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  Examples


iex> Assignment.default_assignment()
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    roll_via_method!(method)
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Generates an ability score using the Assignment.RollingMethod
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  Examples


iex> %Assignment.RollingMethod{dice: "3d6"}
[3, 4, 2]
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A spec is the base definition of an ability, defining its name, abbreviation,
and description. Additionally this module provides helper methods for
individual specs and lists of specs.
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Retunes the names of the given specs
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  Examples


iex> ExRPG.RuleSystems.Abilities.Spec.get_names(list_of_specs)
["names", "of", "specs]
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Gets the general information for a configured system.
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          Returns the license for the given system if it has one.
If the system doesn't exist, an exception is raised.
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Returns the license for the given system if it has one.
If the system doesn't exist, an exception is raised.
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Module for handling a specific Rule System
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          from_json!(system_config_json)

        


          Loads a RuleSystem struct from a json string representation



      


      
        
          gen_ability_scores_assigned(rule_system)

        


          Generates a set of ability scores assigned to the rule systems abilities
using the system's default assignment method .
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          Generates an unassigned set of ability scores using the system's default
assignment method.
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Loads a RuleSystem struct from a json string representation
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  Examples


iex> ExRPG.RuleSystems.RuleSystem.from_json!("a json string")
%ExRPG.RuleSystems.RuleSystem{}

  



  
    
      
      Link to this function
    
    gen_ability_scores_assigned(rule_system)


      
       
       View Source
     


  


  

Generates a set of ability scores assigned to the rule systems abilities
using the system's default assignment method .

  
  examples

  
  Examples


iex> RuleSystem.gen_ability_scores()
%{
  charisma: [4, 3, 1],
  constitution: [5, 6, 3],
  dexterity: [5, 3, 1],
  intellegence: [4, 3, 3],
  strength: [4, 1, 5],
  wisdom: [1, 5, 6]
}
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    gen_ability_scores_unassigned(rule_system)
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Generates an unassigned set of ability scores using the system's default
assignment method.

  
  examples

  
  Examples


iex> RuleSystem.gen_ability_scores(%RuleSystem{})
[[1, 6, 6], [3, 3, 2], [3, 6, 3], [4, 2, 1], [6, 5, 1], [6, 4, 6]]
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