DiceRoller by Solace





DiceRoller, in addition to being a stand-alone application, can be programmed for use in your own applications with any language that supports calls to ActiveX interfaces.  This document is intended to serve as a rough description of the interface inherent to DiceRoller.  Before using DiceRoller in any of your own projects, please read the "About" section in the program itself.





This file is obviously a down-and-dirty description of the class module itself, and it assumes that you are fluent in the ways of programming and ActiveX design.  If you require more specific information, or something in this file isn't clear, please don't hesitate to let me know.  I'll be more than happy to get more specific, as well as update this file if it is necessary.  Heck, if I forgot any of the properties, events, or methods of the class module (and you pick it up while using an object browser), please let me know!





DiceRoller was written in Microsoft Visual Basic 5.0 Professional Edition.  DiceRoller is freeware.  As noted above, please read the "About" section in the DiceRoller program before using it for your own designs.





- Solace (solace@fuse.net)





DICEROLLER.DICE CLASS MODULE


The class module within DiceRoller that contains the desired properties, methods, and events is called DICE.  An instance of DICEROLLER.DICE must be created before the class can be used.  The DICE class is described below.





PROPERTIES


LOWRANGE (integer: read, write) -- This is lowest dice roll that can be produced when the dice are "rolled."  The default value for LOWRANGE is 1.





HIGHRANGE (integer: read, write) -- This is the highest possible result that can be rolled naturally.  Depending on the value of OPEN_ENDED and OPEN_POINT, actual dice rolls may be larger.  The default value for HIGHRANGE is 6.





OPEN_ENDED (boolean: read, write) -- This value indicates whether open-ended rolling should occur.  An open-ended roll works in this fashion: if the value rolled meets or exceeds a threshold (OPEN_POINT), the die is re-rolled and added to the result.  This process is repeated until the value of the roll is less than the OPEN_POINT.  The default value for OPEN_ENDED is TRUE.





OPEN_POINT (integer: read, write) -- If OPEN_ENDED is true (open-ended rolling is being used), this value indicates the threshold for open-ended rolls.  The default value for OPEN_POINT is 6.





DICE_DROP (integer: read, write) -- After rolling has occured, DICE_DROP is the number of dice rolls that will be randomly dropped from the list of rolls.  If DICE_DROP is greater than the number of dice rolled, all values will be dropped.  The default value for DICE_DROP is 0.  See DICE_KEEP (below) for more information on how DICE_DROP and DICE_KEEP work.





DICE_KEEP (integer: read, write) -- DICE_KEEP works oppositely of DICE_DROP.  DICE_KEEP specifies the number of dice rolls to randomly keep once the dice have been rolled.  DICE_KEEP has no default value.  By default, all dice that are rolled are kept.  If DICE_KEEP is set to any value or DICE_DROP is set to a non-zero value, the number of rolls that are kept will not necessarily be all the dice rolled.  To make sure that all dice rolls are kept after a DICE_DROP or DICE_KEEP set, reset  DICE_DROP to 0 (no dice are dropped).





DICE_SUM (integer: read only) -- This value is the sum of all dice rolled (minus any that may have been dropped through the use of DICE_DROP and DICE_KEEP).





DICE_AVERAGE (single: read only) -- This property returns the average value of all dice rolled (excluding dice that have been dropped through the use of DICE_DROP and DICE_KEEP).





DICE_MODE (integer: read only) -- The DICE_MODE property returns the statistical mode of the dice rolled (excluding dice that have been dropped through the use of DICE_DROP and DICE_KEEP).





DICEROLLS() (variant: read only) -- DICEROLLS() is the property that contains the resulting dice rolls once rolling has been invoked.  The property itself is an array of integers that represent that actual dice rolls -- there is one element in the array for each die rolled.  If there should be a bad parameter or problem after rolling has been invoked, DICEROLLS() will not contain an array -- it will simply contain the number 0.  This is the best way to determine if an error has occured during rolling.  The resulting rolls in DICEROLLS() are returned from highest to lowest value in the array.  DICEROLLS() has no default value.





FAILURE (integer: read, write) -- This value represents the point at which any die result becomes an instant failure (e.g., any result of "1" in Shadowrun is considered an instant failure).  If the result of a die roll is equal to or less than FAILURE, MISSES is incremented by 1.  The default value for FAILURE is 1.





HITS (integer: read only) -- This property returns the number of dice that rolled equal to or greater than  the target number of the last roll (target number is specified when the AUTOROLL or PAUSEROLL methods are invoked).  HITS has no default value.





MISSES (integer: read only) -- MISSES contains the number of dice that were instant failures in the last roll (as defined by the FAILURE property).  MISSES has no default value.





RETURN_NUM (integer: read only) -- This property contains the number of dice that are being returned from the last roll test.  It is also equal to the number of elements in DICEROLLS().  A value of 0 indicates that no rolls are being returned or that there was an error during the rolling process.  RETURN_NUM has no default value.





METHODS


AUTOROLL (ROLL_NUM as INTEGER, TARGET as INTEGER) -- This method instructs the DICE class to automatically roll a number of dice equal to ROLL_NUM against a target number of TARGET.  Any property values (described in the properties section of this document) can modify the results of this roll.  The class module will automatically roll the dice, and the actual results of the roll (in array form) will be made available in DICEROLLS().  If an error occurs during rolling, DICEROLLS() will actually contain the number zero.





CLEAR -- This method simply clears (sets to zero) DICE_SUM, DICE_AVERAGE, DICE_MODE, RETURN_NUM, DICEROLLS(), HITS, and MISSES.





DEFAULT -- This performs the same function as CLEAR, as well as restoring all properties to their default values: LOWRANGE = 1, HIGHRANGE = 6, OPEN_ENDED = TRUE, OPEN_POINT = 6, FAILURE = 1, and all dice rolls are kept (DICE_DROP = 0).





HIDEPANEL -- If the rolling panel (user interface) is visible, hide panel removes it from the screen.  This method is desireable to use if dice values are passed from DiceRoller back to the program calling it and its interface no longer needs to be displayed.  By default, DiceRoller's interface is not visible if it is called from another program.  In stand-along mode, DiceRoller's interface is always visible.





PAUSEROLL (ROLL_NUM as INTEGER, TARGET as INTEGER) -- This method functions in a manner that is similar to AUTOROLL.  ROLL_NUM and TARGET serve the same purposes as they do in AUTOROLL, but there are some important differences regarding the execution of PAUSEROLL.  PAUSEROLL first calls AUTOROLL to roll the appropriate number of dice against the desired target number.  Once the rolling is complete, though, a SHOWPANEL event is called and the user interface becomes visible (with the results of the roll and the property values visible).  Control is then returned to the calling program.  While the user interface is open, the user is able to modify the results of the roll, as well as any other properties and components of the user interface.  The user can then pass these results back by hitting the "PASS ROLLS" button on the user interface.  Hitting this button generates a DICERETURN event, which is trappable.





RECALC (TARGET as INTEGER) -- This method permits the recalculation of DICE_AVERAGE, DICE_SUM, DICE_MODE, etc., against a new target number (as specified by TARGET).  This method is best to run following a DICERETURN event, when it is uncertain how a user may have modified the results of a PAUSEROLL.





SHOWPANEL -- This method opens the user interface component of DiceRoller (normally visible only in stand-alone mode).  With the user interface open, the user is able to roll dice, modifiy properties, and perform any other functions normally available in the stand-alone operation of the component.  If the "PASS ROLLS" button is hit, a DICEPASS trappable event is generated.  This differs from the DICERETURN event that is generated when the same button is hit during a call from PAUSEROLL.





UPDATEPANEL -- This method attempts to update the open user interface with all the values currently contained in each of the DICE module properties.  It is essentially a way to take any programmatic changes to the properties and make them visible to the user by updating the interface, since the user interface will not automatically update itself anytime a change is made to any of the DICE module properties.





EVENTS


DICEPASS (SUCCESSES as INTEGER, FAILURES as INTEGER, ROLLS as VARIANT) -- This event is generated when the "PASS ROLLS" button is hit on the user interface anytime the interface is simply open without a PAUSEROLL method call.  SUCCESSES and FAILURES indicate the number of dice that met the target number and those that met the instant FAILURE criteria (respectively).  ROLLS is an array containing the dice rolls being returned, one element for each die roll.





DICERETURN (SUCCESSES as INTEGER, FAILURES as INTEGER) -- This event is similar to DICEPASS, but only SUCCESSES and FAILURES are provided.  This event is invoked whenever a PAUSEROLL method has been invoked and the user has subsequently hit "PASS ROLLS."








