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1. Project description
1.1. Collection and information objects
The Gamer’s Association RPG Library is an RPG library for the Gamer’s Association, an RPG club located in southwest Houston.  It caters to a general gaming crowd, with members paying membership dues and gaining access to gaming rooms, commons, vending, and in particular this library.  The library principally grows through the payments of the members, but members also periodically donate books.  At present, the library carries around 3000 books, mostly due to donations and principle inputs by founding members.

Reference works in this library are principally books, hard or soft bound, generally octavio size.  They may include non-book elements, such as GM screens or similar.  Handouts and scratch pieces that are not bound to the book are removed and kept behind the desk for the staff to photocopy.  Many of the books see frequent use – the D&D section in particular has many copies of each of the principle works (fewer for older editions).  Works are not checked out of the library, but see frequent use in the library in the gaming areas and in workrooms where writers can use them for reference.

Book types include core rulebooks (which includes system agnostic setting books), sourcebooks, and adventure scenarios and scenario anthologies.  For these purposes, products like GM screens (which often have their own rules booklets) count as “sourcebooks.”

1.2. Users' demographics and knowledge
Users come in a wide diversity of characteristics.  There are no major trends in age, gender, ethnicity, cultural background, or faith.  They tend to have a moderate to strong education, though the younger members might not be out of high school yet.  Most are the sorts of people accustomed to “self-education,” and they have at least minimal experience in research.  Most members are at least lower middle class, but the diversity of economic conditions is otherwise just as wide as for age and other factors.

What ties users together is an interest in roleplaying games.  While this is a narrow thread, it includes much else.  Gamers are likely to be interested in speculative fiction, technology, and esoteric pastimes.  In essence, most gamers are “geeks” (almost by definition).  This means a great deal of specialized information in odd and out of the way areas.

As the purpose of the collection is to assist in the knowledge access of the domain group, understanding the preexisting knowledge within the knowledge group is important to understanding their present knowledge needs.  This is more than simply knowledge within the subject matter of the collection.  For instance, it is imperative that the skills needed to access the information in the library do not exceed the skills possessed by the domain group.

Users are measured in this work in terms of general knowledge, domain knowledge, systems knowledge, and information seeking knowledge.  General knowledge is a measure of the general awareness and insight a person has in most subjects other than the other three measured knowledge areas.  The sweeping majority of club members will have moderate general knowledge.  Some members might be children, but they will be exceptions rather than the rule.  It would be predictable that they would be somewhat exceptional, and may have broad knowledge of the world despite their age.

Domain knowledge is knowledge of the subject matter of the library itself.  Some users will have more knowledge than others, though few will have broad expertise to know practically any game, understand game systems of any kind, know something about any major game setting, etc.  There will likely be a set of newer users who are inexperienced with games.  However, all users are in a club, which means individual members frequently have access to the expertise of a larger group.  Thus, members new to gaming may obtain knowledge from more experienced members.  This justifies a median measure of overall domain knowledge, which rates as moderate.

Systems knowledge measures the user’s understanding of technology and technical infrastructure.  While users are generally geeks, geekdom is not a guarantee of computer literacy (there are art geeks).  However, it would be rare to unheard-of for a gamer in the club to have literally no competence in using a cell phone or checking their e-mail.  Users will generally have moderate systems knowledge.

Information seeking knowledge measures the user’s ability to seek, locate, select, and obtain information on any topic.  By definition, gamers are accustomed to looking up information in books.  This does not make them experts in the field of research, but it does mean they routinely open books and gain useful information from them.  Users will generally have moderate competence.

Measuring these as our expectations, one can expect search queries of some complexity.  Given their needs (as these books are more about specific application, and the individual books rather specialized), they likely will not have high recall questions.  They have some skills at knowledge acquisition, and given the high rate of technical skills they will likely generate technical questions.  The system should be up to a more complex search capability, but it can survive inability to perform truly sophisticated tasks.  It should not be single-word at all.  Searches are possible in multiple attributes and may involve multiple hits within a single “list” attribute.

1.3. Users' problems and questions 
User questions are typically “need based.”  That is to say, they require some specific thing for some specific purpose at the moment.  This is mostly for reference, though with the gaming areas there will always be a need for extra copies of books and, quite often, a need for an “emergency scenario” because the players have gone off the deep end and the GM has nothing for them.  They tend to have low to moderate precision and recall.

Principle attributes for searching are based on game system (D&D3/3.5, Pathfinder, Savage Worlds, etc.) and product type (core rules, rules supplement, adventure module/anthology, etc.).  Genre/subject is another category, which may include anything from “this adventure principally features orcs” (an Orcs tag) or “this supplement principally discusses adventuring equipment” (a Gear tag).

Typical questions include:

User question 1:  I need an adventure for Pathfinder, fast!  Give me several.  I need to be sure it’ll work.
Object attributes:  Game System, Product Type
Desired precision:  Moderate
Desired recall:  Moderate

User question 2:  Have you got any d20 books, 3.5 edition, that aren’t WotC?  I need some monster guides, more than one just to be sure I get some good stuff to kill PCs.
Object attributes:  Game System, Product Type, Publisher, Genre/Subject
Desired precision:  Moderate
Desired recall:  Moderate

User question 3:  I like my game system but I need a setting.  Show me a system-agnostic fantasy setting.
Object attributes:  Game System, Product Type, Genre/Subject
Desired precision:  Low
Desired recall:  Low

User question 4:  I need the mecha rules for Savage Worlds.  Get me the Science Fiction Companion.
Object attributes:  Title, Game System
Desired precision:  Low
Desired recall:  Low

Unlike most libraries, searches by author are unlikely (unless they are looking for Monte Cook).  Major search attributes include Game System, Product Type, Publisher, Genre/Subject, and Title.  Additional criteria which are less likely (or entirely unlikely) to be searched but which may be useful include Setting, Author, and ISBN.

2. Representation of information objects
2.1. Entity level
Entity level measures the granularity of the information resources desired by a user.  In other words, it is how the system categorizes the information resources, whether it be by book, by article, by volume, etc.  The entity level is the measure of how information resources in the collection should be represented.  A more formal definition would be “the magnitude of an instance of information resource in an information set.”

Users of this collection think in two ways – one is by “component” and the other is by “book.”  Thus, someone looking for the “underwater combat rules” seeks a sourcebook containing that component of rules (say, “Aquatic Environments” in Perilous Places & Serious Situations).  That sourcebook is also, generally, an “instance” – it is the sourcebook for “hazardous environments.”  Since gamers are accustomed to thinking in terms of whole books, that's a useful alternative.

For this collection, the entity level is a whole book, including appended materials (pocket parts, screens, etc.).  To break it down by rules set requires a phenomenal amount of sorting and cataloging work for very little practical benefit, and this coarse granularity is still within the expectations of the client base served.  To produce some of the benefit of a finer granularity, the Genre/Subject element can contain many of the individual resource components of a book, which means less hunting by the user.
2.2. Metadata elements and semantics 
Metadata elements are the descriptive elements used by the collection catalog to uniquely identify every information resource in the catalog.  The individual elements do not need to be unique, but taken together they should uniquely identify a work (with the possible exceptions of a catalog containing separate entries for identical works).  The attributes described in section one are each metadata elements aside from ISBN, which serves no practical purpose within the metadata of this catalog.

In addition, the Sort Number element has been added.  This is for sorting the physical catalog.  The term is used in favor of “Call Number” because users who might benefit from using Call Numbers get scared away by academic library terms, and “Sort Number” sounds less formal.  This means, in total, there are eight metadata elements.

Users approach information retrieval within this or any other collection by a four step process.  These steps are the general process of information seeking, and understanding those individual steps in the process is an important part of understanding how a catalog can best assist users in finding the information they seek.  The four steps are finding, identifying, selecting, and retrieving.  Each is explained below.

The first step is finding, when the user puts out the proverbial net to catch whatever basic needs they have.  A user looking for a specific known work, such as the “player's guide” to whatever game they're playing, may simply look for that known Title.  Otherwise, they'll look for their Game System or Setting in combination with the Product Type.  This is the baseline mechanism for information seeking in most cases.  This is because of the nature of the search.  Seekers in the user group look for information of a type found either in core rules or of a type found in supplementary material, or in the alternative they look for a scenario to run for a game.  They look for recalls in terms of a specific system or setting.

Note that, although it is common that the Game System and Setting are a married pair, it is also common that they are independent.  Indeed, “system agnostic” games are setting without a game system, or with a game system “scaffold” that allows for ready conversion to any game system desired.  Thus, although they quite often come in matched pairs, they are distinct and need to be treated as such.

The next step in information seeking is identifying potentially useful works, picking out the likely candidates from those items found.  With a Title search at the find step, the next resource is usually Publisher, Game System, and/or Setting, if not simply relying on the title.  Although the Pathfinder Roleplaying Game Core Rulebook is likely to be the start and finish of a search, the Player's Guide is not, even though that is the Title of many, many player's guides, player's handbooks, player's core rules, player's sourcebooks, ad infinitum.

With a System/Setting/Product search, the finding step involves picking out information from the Genre and Subject field as well as the Publisher field.  Many games cross many publishers, and gamers often have favorites (or specific “inkblot” publishers they avoid).  Genre and Subject will contain information about specific contents, so that, for instance, those looking for the “underwater combat” rules might find Perilous Places & Serious Situations by seeing that it has “Underwater Environment” as part of its subject.

The selecting step is next, and involves picking and choosing which of the identified works are the ones the user actually wishes to retrieve.  For Title fields, the process is often self-completing at this point – only one result remains.  However, for System/Setting/Product searches, there could be many products still in the roster.  If Publisher was not of interest to the searcher prior to this, it may become of interest now, to select based on publisher credential.  Additionally, Author might enter the interest now, as known authors might be more desirable (Clint Black is a better name on a Wild West product than Tracy Hickman, though both are highly regarded in gaming).  However, the end-all at this point is actually the Title field.  The Title is often the final decider because it is the “ribbon on the package,” and game writers, being both technical and artistic, will reflect (intentionally or unintentionally) the value and function of the book in its title.
This overview touches on the value of each of these elements in information seeking, but to understand the practical functions of these elements, see Appendix A.

2.3. Record structure and specifications
The record structure contains ten fields.  These correlate one-to-one with the elements identified in 2.2 but for the addition of RecordID an RecordDate.  These are administrative tools that automatically insert an iterated number and a real date/time into each record as they are entered.  This serves several purposes, among them ensuring uniqueness to each record.  Even if two records had exactly the same information, this keeps them distinct in some way.  They also serve for administrative control.  For instance, if a specific record has an issue, it is easier to give its record number rather than its entry in any other field, especially because there is no guarantee of uniqueness.

The remaining fields match one-to-one to the elements.  Genre/Subject becomes Genre and Subject because the system does not allow for special characters for the field names.  Each field has specifications that describe how information can be entered into the field.  A specification is a technical requirement for the proper implementation of the field, necessary to ensure that the qualitative requirements for each element become quantitative results in the fields.  Note that this section does not discuss Sort Number.  That field has its own section under Classification, below.

The field type specification handles what form of information a field may take.  The most common types are text, number, and date, for entries of those types.  There is also autonumber and autodate, for numbers and dates entered automatically by the system rather than by the user.  RecordID is an autonumber, while RecordDate is an autodate.  Every other field in this catalog is a text field because all of the information is of a textual nature.

Indexing measures whether and how text can be searched.  Every indexed field has an inverted index file (also called a posting file), containing both a sorted map of the contents of every record in the index and a reference to every record that bears each index entry.  This allows for faster searches at a cost of greater processing on entry of a new record and greater disk space.

There are two forms of indexing available – word indexing and term or phrase indexing, and it is possible to index a single field both ways.  Word indexing means that every word in an entry is a search term.  In that case, a search for “elf” includes entries for “dark elf.”  Term indexing means that each entry in a field is a whole piece, so that a search for “elf” does not turn up results of “dark elf.”  If word indexing is active, a search for “dark elf” might turn up “elf,” “wood elf,” “underdark,” and “dark conspiracy.”

Other than RecordID and RecordDate, every field is both word and term indexed.  This is to permit considerable versatility in the searching capabilities.  Users come from diverse backgrounds, but most have moderate expertise in research and searching, and may need to have a bit of hand-holding in their searching.  Allowing both word and term indexing gives users the ability to have “sloppy” searches come up with some useful records.  The theory is that for these users, who might be marginally skilled and impatient, overinclusive results are better than underinclusive results.

RecordID is term indexed for administrative purposes – if there is an issue with a specific record, its numerical identification is the easiest way of calling it up.  It is not word indexed because a search for “7” should not turn up “17” or “77.”  RecordDate is not indexed at all because no searches are supported by it.

There are three entry validation specifications.  These determine what kinds of checks are in place to ensure a correct number of entries.  RecordID and RecordDate automatically bear all three specifications as part of their field type.  This is because these fields generate guaranteed uniqueness between records.  There must be a one-to-one correlation between entry and record for these fields.

The first type of entry validation is single entry validation.  In this case, an entry may or may not be required, but no more than one is possible.  RecordID, RecordDate, Title, and Setting all have single entry validation.  Title is single entry because a book has one title.  Setting is single entry because even in cases of “crossover” products, the product is for a specific game and uses characters, rules, and setting elements of that game, and simply bring the other game “into the fold.”

The second entry validation is unique entry validation.  With this, an entry may exist only once in this field across all records.  This only applies to RecordID and RecordDate, as it has no purpose and becomes counterproductive in any other field.

The third entry validation is required entry validation.  With this, every record must have at least one entry in this field.  Every field in this catalog other than Genre and Subject are required.  Products that lack one of the characteristics should have a specific earmark term to call them out rather than simply being left blank.  Genre and Subject can be blank, not because a work might possibly lack any genre or subject but because the cataloger might need to catalog a book without a serious look at its contents.  Thus, it might remain blank for a more careful look later.  Every other entry requires minimal fuss to find in most cases.

Finally, there is content validation, which means that the actual content of individual entries are scrutinized by the system.  This comes in two forms.

A mask is a content validation specification that imposes a scheme that all entries must follow.  The best example is a date field, which must follow a date/time format.  RecordDate is the only field with this form of content validation, as it is the only place where such content validation makes sense.

The other form of content validation is a validation list.  A validation list is a list of possible entries into the field.  All entries into the field must match the list.  The only validation list in use in this catalog is for Product Type, as there are only three major categories of game product found in the library.  None of the other fields have a validation list because none of them are “closed lists.”  There will always be new game systems, new settings, etc.  Any validation list proposed would have a shelf life less than the time it takes to catalog all the books with that term.

See Appendix B for a more visual representation of the specifications for fields.

2.4. Record content and input rules
Content rules are the rules used to optimize both the input of entries into the catalog and the ability of users to search the catalog.  One of the most important of these is the chief source of information, which is the first place(s) a cataloger goes to find the information sought.  As metadata describes the record itself, quite often the chief source of information is the record.

Another principle form of content rule is the input rule.  This describes how the cataloger goes about putting information gathered into the fields.  This includes rules like name formats (such as “Last, First Middle”), use of language, and reference to lexicon and thesaurus.  These rules should be tailored to optimize the ability of the user group to go back into the system and retrieve the information put in by the cataloger.

The input rules for each entry in this collection are designed to accommodate the user's expectations, and not a librarians.  Thus, for instance, names are “first name then last name” for most English-language games (as well as Spanish-language games).  This is because most users are not librarians or academics, and even those that are librarians or academics tend, in “leisure” pursuits, to fall back on more common name ordering.  Most of the remaining rules are intended to provide similar utility to the user for searching the database.

See Appendix C for the specific rules for this catalog, and Appendix G for some example records.

3. Access and authority control
Authority control is a process of defining bibliographic and/or catalog information into specific, defined terms for ready cataloging and retrieval.  Subject authority control is an authority control process specifically dedicated to controlling the terms and expressions used in describing the subject of a record.  This is an important process for conveying subject information to the information seeker, and the specific process is detailed in 4.1.
Name authority control specifically describes the terms used in the database for conveying the information in fields.  It is necessary for providing clear methods of description for the different fields – the same term means the same thing, and the same thing gets the same term.  It is especially important in fields where there are proper names that require specific format.
A third form of authority control is a validation list, described in 2.3.  It provides a much more strict form of control, for when a field has a finite number of possible entries.  This ensures that nobody invents new categories that don't fit into the catalog or the classification scheme.
Several fields are under authority control.  Product Type requires a validation list.  Genre and Subject uses subject authority control, as described in 4.1.  Author, Publisher, Game System, and Setting use name authority control, described in 5.
4. Representation of information content
4.1. Subject access
The fundamental purpose of any collection is to make information available.  Although the physical container is useful to know, the real item of interest to any user searching a collection is the subject matter within the container.  Because of this, it is necessary to provide some representation of the subject within the catalog.  Subject representation and authority control is especially complicated in this collection.
A controlled vocabulary is the principle means of subject authority control.  A controlled vocabulary is a set of terms with specified meanings.  The designer of a controlled vocabulary specifically arranges the terms and meanings to reflect the range of subjects present within a domain, and to make them readily understandable and accessible to users of the system for their information retrieval.
In order to describe the subject matter of a work, one must first analyze work to glean its subject.  Subject analysis is a four part process.  First, one must familiarize one's self with the record itself.  One must then extract from that knowledge the principle topics.  These topics then need translation into the controlled vocabulary of the system.  Finally, they must be formalized into the specific format required by the system.
The central difficulty in this collection is that not only are all subjects compound subjects, but they are compounded from a significant number of individual subject parts.  A simple subject is a single concept, like “automobile construction.”  A compound subject is one that has several distinct and independent elements, such as the Thirty-Six Stratagems, which encompasses “intrigue,” “war,” and “diplomacy.”
Games, however, are complex simulations of fictional worlds.  Unlike the world of a novel, the game world must encompass a broad variety of plots, especially plots never conceived by the actual creators of the work.  It also requires rules systems capable of handling a diversity of situations.  Thus, they support diverse concepts.  Indeed, games frequently get described by what they lack as much as what they bear.  This means there are many components to subject for any single work.  For this catalog, only the most significant elements of each work's subject are reflected in the catalog.
Although the Genre and Subject field is the principal container for subject information, and the one with the greatest burden on controlled vocabulary, but in reality it is a residuary container for all of the information not caught by other fields.  Game System, Setting, and Product Type are all fields handling elements of subject.  For instance, if one wants to know how to play a game, one looks to Product Type and Game System (the core rules of a specific game).  These terms also, to some extent, modify the relevance of specific terms within Genre and Subject.
The Sort Number field is the classification field for this collection.  Classification of records is, in great part, by the subject of the records classified, and the Game System, Setting, and Product Type fields all enter into the classification of this catalog.  See 4.3 for more information.
4.2. Thesaurus structure
The Genre and Subject field is the most relevant field for subject representation in the catalog.  Its subject authority control needs special mention.  As explained in 4.1, subject authority control is a process of defining the subject of a record into specific, defined terms for ready cataloging and retrieval.  The steps of the process requires translation into the language of the catalog and formalization of the language into standard protocol.  The principle source of all terms used in the archive is the thesaurus.
A thesaurus is a form of controlled vocabulary, regulating how terms get applied within the subject field.  It handles authority control by identifying which of any synonymous terms are to be used for actual entries in the subject field.  These are the authorized terms.  The non-authorized terms are still associated in the thesaurus, so that indexers can rapidly find the preferred term when a wide assortment of terms get used.
Thesauri produce a syndetic structure, which is to say a structure of connections between the meanings of terms.  There are three principle forms of syndetic relationships:  equivalency (“bird” is “avian”), hierarchy (“bird” is a subset of “animal”), and association (“bird” is related to “dinosaur”).  Each relationship is reciprocal.  There is a mandatory reciprocity – if “bird” is a subset of “animal,” then “animal” must be a superset of “bird.”  Thus, in a thesaurus containing these concepts, both bird and animal would have entries and would reflect these relationships.
The thesaurus for Genre and Subject covers the entire domain and scope of roleplaying games.  The terms should be moderately specific.  There are many common concepts in gaming, but every concept has a range of meanings, and in some cases that meaning varies one game to the other or one gamer to the other.  Thus, the indexers must accept that some imprecision will occur in subject headings.  The thesaurus will use depth indexing, which means it will index every major topic in the work.  This is extra effort, but merely summarizing the work as a whole will make the subject index useless for any user purpose.
As Genre and Subject attempts to cover every major topic in the work, this will be by its nature a deep index.  One rule is in place to limit the depth to something manageable.  The subjects indexed for any particular work will vary based on the Product Type.  For Core Rules, they only include those things ubiquitous, endemic, or iconic to the setting or rules system.  For Sourcebooks, they only include the principle matters covered in the sourcebook.  For Scenario/Anthologies, they only include major plot points, major locations, and other elements of significant narrative relevance to the action.
To see the Genre and Subject thesaurus, see Appendix D.
4.3. Classification scheme
Classification is a method of grouping individual records by relevant subject data.  This allows for ready access, especially in terms of physical location.  Classification is found in bookstores where all the romance novels are in the Romance section, and it is found in libraries with the various call number schemes that libraries might use.  In this library, the classification code is a record's Sort Number.

There are two principle means of classification – hierarchical and faceted.  A hierarchical scheme uses broad subject headings broken into narrower subheadings and attempts to blanket all possible subjects in a domain with subject headings.  A faceted approach has an open ended list of subject terms that can be readily expanded.  It is, in some ways, more of an ad lib classification scheme to the ad hoc hierarchical scheme, but it is preferred for domains whose list of subject terms are under frequent change.
In the gamer's collection, the first facet is a special “sort by” identifier.  There are special rules for this, but the specific purpose is for shelving, to determine which of the next two facets is used for book shelving.  The next facet identifies the Game System, the third identifies the Setting, the fourth identifies the Product Type, and the fifth is a unique identifier.  The unique ID is the RecordID of that product, and it serves to sort individual entries within the classification scheme for sorting purposes and to render each entry truly unique.
In this library, RecordID 1 is the Dragon Kings World Book, a core rulesbook which is system agnostic and uses the Dragon Kings setting.  Since it is the first record, it is also the first Setting.  This setting is system-independent, so it sorts by setting.  Its call number is S-XXX-DRK-CR-1.  Put into common language, this is “sort by Setting,” “system agnostic,” “Dragon Kings,” “Core Rules,” and “RecordID 1.”
The complete explanation for Sort Number classification is in Appendix E.
5. Name authority control
[Type narrative here]

6. System evaluation and development 
6.1. Performance test
[Type narrative here]

User question 1:

Object attributes: 
Desired precision:

Desired recall: 
Probable precision: 
Probable recall: 
Query formulation (n): 
Analysis of results:
(repeat last two for each query)

(repeat all of above for each question)

[Type narrative here]

6.2. Change and development
[Type narrative here]

7. Project summary 
[Type narrative here]

Appendix A. Metadata elements and semantics
	No.
	Element name
	Semantics

	1
	Title
	The name of the resource, as provided on the cover.

	2
	Author
	List of all authors, as credited.

	3
	Publisher
	The official name of the publisher(s).

	4
	Game System
	Rules system for rules content in the resource.

	5
	Setting
	The name of the setting, if any.

	6
	Product Type
	The type of game book for the record.

	7
	Genre/Subject
	The supported genres and specific subject matters.

	8
	Sort Number
	Classification for sorting and physical location.


Appendix B. Record structure and specifications
1. Record structure specifications 
	No.
	Field name
	Field type
	Indexing
	Entry validation
	Content validation

	1
	RecordID
	Autonumber
	T
	—
	—

	2
	RecordDate
	Autodate
	None
	—
	—

	3 
	Title
	Text
	T&W
	Required, Single
	None

	4
	Author
	Text
	T&W
	Required
	None

	5
	Publisher
	Text
	T&W
	Required
	None

	6
	Game System
	Text
	T&W
	Required
	None

	7
	Setting
	Text
	T&W
	Required, Single
	None

	8
	Product Type
	Text
	T&W
	Required
	List

	9
	Genre and Subject
	Text
	T&W
	None
	None

	10
	Sort Number
	Text
	T
	Required
	Mask


2. Textbase structure
Textbase Structure

Textbase Information

Textbase: C:\Users\Edmund Wilfong\Edmund Wilfong Textbase

Created: 10/2/2014 3:35:25 AM

Modified: 10/28/2014 4:36:15 PM

Field Summary:

  1. RecordID: Automatic Number(next avail=11, increm=1), Term

  2. RecordDate: Automatic Date(Both Date and Time,When Created)

  3. Title: Text, Term & Word

        Validation: required, single-only

  4. Author: Text, Term & Word

        Validation: required

  5. Publisher: Text, Term & Word

        Validation: required

  6. Game System: Text, Term & Word

        Validation: required

  7. Setting: Text, Term & Word

        Validation: required, single-only

  8. Product Type: Text, Term & Word

        Validation: required, valid-list

  9. Genre and Subject: Text, Term & Word

  10. Sort Number: Text, Term

        Validation: required, mask *-*-*-*-*
Appendix C. Record content and input rules
Field #: 1
Field Name:  RecordID
Semantics: A single natural number.
Chief Source of Information: Automatically generated by the system.
Input Rules: There should be no human input into this field.  If it appears to be required, then an error has occurred and the system needs checking.
Example:  1
Field #:  2
Field Name:  RecordDate
Semantics: Date and time in predefined format.
Chief Source of Information: Automatically generated by the system.
Input Rules: There should be no human input into this field.  If it appears to be required, then an error has occurred and the system needs checking.
Example: 10/4/2014 3:28:37
Field #:  3
Field Name:  Title
Semantics:  The name of the resource, as provided on the cover.
Chief Source of Information:  Credits page of the book in most cases.
Input Rules:  Enter the title, typically as found in the credits page.  Lacking a credits page, the front page will do.  If the actual name of the resource is unclear, turn to secondary sources (RPG.net databases are useful for this purpose, as are publisher's websites where the publisher still exists).  Remove any special font styling, such as to remove superscripts and subscripts.  Retain special characters unless the system will not permit that form of text in the entry field.  In that case, look for examples of its usage in the gaming community and determine how they spell it.  If a secondary title is present (such as Liber Ka followed by The Book of Magic), then use whatever text identifier separates it in the text.  If no text identifier separates it, use a dash (“Liber Ka – The Book of Magic”).
Example:  Dragon Kings World Book
Field #:  4
Field Name:  Author
Semantics: List of all authors, as credited.
Chief Source of Information: Credits page of the book in most cases.
Input Rules: This includes every person with writing credit, but not editors, artists, etc.  Use “Uncredited” if no author is credited.  Order of names should be cultural standard of the place of publication.  For most games in this collection, this will mean first name, middle name or initial (if any), and last name.  Use separate whole names for every author, even if they're listed as a pair (“Tracy and Laura Hickman” becomes “Tracy Hickman” and “Laura Hickman”).  Otherwise, use the name as credited (including listed middle initials, honorifics, titles, nicknames, etc.).  Put spaces between initials, even if none are put in the credits.  If a name is a known pen name, or if the author has a known pen name, the database director should update the thesaurus to associate the two names, but leave the name in the entry as credited.  “Uncredited” is a protected term in this lexicon.  Do not use it for any other purpose.
Example: Timothy Brown, Darren Pierce
Field #:  5
Field Name:  Publisher
Semantics: The official name of the publisher(s).  Include on the list of publishers licensors given publication credit, designers, and publication houses.
Chief Source of Information: Credits page of the book in most cases.
Input Rules: Use the trade name of the publisher.  Do not abbreviate unless the publisher's trade name is the abbreviation (use “BTRC” and not “Blacksburg Tactical Research Center”).  In general, the trade name will be printed on the credits page.  If it is not or there is no credits page, either find the trade dress of the company (usually available from publisher's websites) or look up the legal name of the company (available online).
Example:  Soldier-Spy, Studio 2 Publishing
Field #:  6
Field Name:  Game System
Semantics: Rules system for rules content in the resource.
Chief Source of Information: Usually available from the book, but it may require perusal of the book to be certain.  Also, check promotional materials and online resources such as RPG.net.
Input Rules: The trade name of the game system.  If the game system is unique to a single game line and doesn't have a special name, use the term “Unique System.”  If the product is system agnostic and either lacks game rules or has “fill-in” rules that are intended to lay benchmarks to make conversions easier, use “Agnostic.”  The thesaurus should reflect “Custom System” associated with “Unique System.”  Sometimes, there are legitimately multiple names.  Use the one used in the work, but the database manager should associate all those names in the thesaurus.  In general, the game system's name will be whatever name the creators call it.  It is possible that at the time of publication, a system was unique, but it later became a more widespread system (for instance, Traveler).  Upon discovery of this, catalogers should include the later trade name.  “Agnostic,” “Unique System,” and “Custom System” are protected terms in the lexicon.  Do not use them for any other purpose.
Example:  Agnostic
Field #:  7
Field Name:  Setting
Semantics: The name of the setting, if any.
Chief Source of Information: Usually available from the book, but it may require perusal of the book to be certain.  Also, check promotional materials and online resources such as RPG.net.
Input Rules:  Use the trade name for the setting, as used in marketing and trademarks.  If the product is entirely rules, presenting no setting, use the term “Generic.”  If the setting has a specific “in-character” name in general use (Toril for Greyhawk, for instance), the database director may opt to associate that term in the thesaurus.  The term “Generic” is protected in the lexicon.  Do not use it for any other purpose.
Example:  Dragon Kings
Field #:  8
Field Name:  Product Type
Semantics: The type of game book for the record.
Chief Source of Information: Perusal of the book will reveal the general weight of Sourcebook material and Scenario/Anthology material.  Core Rules are identifiable by the nature of their promotional material (if the book identifies itself as “the game,” then it's probably Core Rules).
Input Rules:  Enter “Core Rules” for products required to run a game in the system or the setting.  Enter “Sourcebook” for products that provide additional ancillary rule and setting materials (at least 30% of the book's content must be source material to qualify).  Enter “Scenario/Anthology” for products that contain prefabricated scenarios for GMs to run (at least 30% of the book's content must be source material to qualify).  A product can be both a Sourcebook and a Scenario/Anthology.  Despite the name, Core Rules can include works without any actual rules.  This includes many system agnostic setting materials.
Example: Core Rules
Field #:  9
Field Name:  Genre and Subject
Semantics:  The supported genres and specific subject matters.
Chief Source of Information: The contents of the book.
Input Rules: Enter descriptions appropriate to every major subject element in the work, including principle genre(s).  If the book comes with associated materials (like GM screens), include that as part of the “subject.”  Only include items of significance, not every mentioned thing.  Include the principle genre(s) of the work.  For core rules, include things fundamental or ubiquitous to the setting (if a setting is present).  Include the general rules style if appropriate, and major rules elements (if a game system is present).  For sourcebooks, include the principle subject matter for rules or setting material.  For scenarios and anthologies, include the major plot elements.  If multiple subject matters or scenarios are included, include subject entries for each.  It is inevitable that new subjects will appear that have yet to be handled.  Consult with the database director to ensure that the new subject is truly new, and if so the director will identify how to handle the new entry.  Spellings should be normalized to their most common usage, with thesaurus associations for similar spellings (“orc” is standard, while “ork” should be in the thesaurus).  Anglophone games should not be labeled as such, but hispanophone or other foreign language works should have the language given as “XXX-language,” where XXX is the name of the language (“Spanish-language,” “Japanese-language,” etc.).
Example: Fantasy, Post-Apocalyptic, Nontraditional Fantasy, Environmental Hazard, Dark God(s), Dark Magic, Psionics, Faith Powers, Magic, Dark Lord(s), Politics, Resource Poverty
Field #:  10
Field Name:  Sort Number
Semantics:  Classification for sorting and physical location.
Chief Source of Information:  See Appendix E for more information.
Input Rules:  See Appendix E for more information.
Example:  S-XXX-DRK-CR-1
Appendix D. Sample thesaurus
after the bomb


USE post-apocalyptic

apotheosis

RT faith power
cleric


USE faith powers

comedy

NT satire
computer hacking


USE netrunning

conspiracy

RT politics


RT urban fantasy
dark god(s)

RT dark lord(s)


RT faith powers
dark lord(s)

RT dark god(s)
dark elves
demonic creatures


USE devils

demons


USE devils

desert survival

BT hazardous environment
devil PCs

BT devils


BT PC races
devils

BT NPCs


NT devil PCs


RT monsters


RT nonhumans


UF demons


UF demonic creatures
dungeon crawl

UF spelunking


UF underground adventure
divine magic


USE faith powers

equipment

NT vehicles

faith powers

RT apotheosis


RT dark god(s)


UF cleric


UF divine magic
female heroes (nonfeminist)
fantasy

NT nontraditional fantasy


NT sword and sorcery


NT urban fantasy


RT high seas adventure

RT otherworld


RT science fantasy
hazardous environment

NT desert survival


RT resource poverty
hacking


USE netrunning

high seas adventure

RT fantasy


UF pirates

human adversaries


USE rogue's gallery

intelligent monsters


USE nonhumans

intrigue


USE politics

modern

NT urban fantasy

monsters

BT NPCs


NT nonhumans


RT devils


RT rogue's gallery
netrunning

UF computer hacking


UF hacking
nonhumans

BT monsters


BT NPCs


RT devils


RT PC races


RT rogue's gallery


UF intelligent monsters
nontraditional fantasy

BT fantasy
NPCs

NT devils


NT monsters


NT nonhumans


RT rogue's gallery
orcs

UF orks
orks


USE orcs

otherworld

RT fantasy


RT science fantasy
pirates


USE high seas adventure

politics

RT conspiracy


UF intrigue
post-apocalyptic

RT hazardous environment


UF after the bomb
PC races

NT devil PCs


RT nonhumans
psionics
resource poverty

RT hazardous environment
rogue's gallery

RT monsters


RT nonhumans


RT NPCs


UF human adversaries
vehicles

BT equipment


RT space travel
satire

BT comedy
science fantasy

RT fantasy


RT otherworld


RT science fiction


UF speculative fiction
science fiction

RT science fantasy
setting development
space travel

RT vehicles

speculative fiction


USE science fantasy

spelunking


USE dungeon crawl
sword and sorcery

BT fantasy
thriller

RT urban fantasy

urban fantasy

BT fantasy


BT modern


RT conspiracy


RT thriller
underground adventure


USE dungeon crawl
Appendix E. Classification scheme
1.  Scheme

	Sort By
	Game System
	Setting
	Product Type

	Game System (G)
	(see rule)
	(see rule)
	Core Rules (CR)

	Setting (S)
	
	
	Sourcebook (SBK)

	
	
	
	Scenario/Anthology (ADV)

	
	
	
	Sourcebook and Scenario (SUP)


2.  Notation rules
Facet name: Sort By
Chief source of information: Some investigation is required.  Games whose Core Rules are Generic are sorted by system.  Games whose Core Rules are system agnostic or that use a unique system are sorted by setting.  If a game setting is published in more than one system, these are sorted by setting, even if the games of that system are normally sorted by system.  In the majority of cases, sort by game system.
Notation rules: Enter G to sort by Game System, or S to sort by Setting.
Facet name: Game System
Chief source of information: Usually available from the book, but it may require perusal of the book to be certain.  Also, check promotional materials and online resources such as RPG.net.
Notation rules: For system agnostic games, use XXX.  For unique systems, use ZZZ.  The library maintains a list of all cataloged game systems.  Each one gets a three-letter code.  The code should be selected for maximum recognition.  For instance, the third edition of Dungeons & Dragons (also called the D20 system) is DD3.  For new codes, the administration should select one that encourages visual recognition but isn't already taken.
Facet name: Setting
Chief source of information: Usually available from the book, but it may require perusal of the book to be certain.  Also, check promotional materials and online resources such as RPG.net.
Notation rules: For generic works, use XXX.  The library maintains a list of all cataloged settings.  Each one gets a three-letter code.  The code should be selected for maximum recognition.  For instance, The World of Xanth is XAN.  For new codes, the administration should select one that encourages visual recognition but isn't already taken.
Facet name: Product Type
Chief source of information: Perusal of the book will reveal the general weight of Sourcebook material and Scenario/Anthology material.  Core Rules are identifiable by the nature of their promotional material (if the book identifies itself as “the game,” then it's probably Core Rules).
Notation rules: Enter CR for core rules.  For products that are solely sourcebooks, use SBK.  For products that are solely scenarios, use ADV.  For products that are both sourcebook and scenario, use SUP.
3.  Rule for unique number
The unique identifier occurs as a fifth facet of the Sort Number.  Insert the RecordID entry given by the system in that space.

4.  Example
Sort Number S-XXX-DRK-CR-1 is the Dragon Kings World Book.  It is a system agnostic core rulesbook for the Dragon Kings setting.  It has a RecordID of 1.  As it is a system agnostic core rulesbook, products in the Dragon Kings setting are sorted by setting.
Appendix F. Name authority file
1.  Record structure specifications
	No.
	Field name
	Field type
	Indexing
	Entry validation

	1
	RecordID
	Autonumber
	
	—

	2
	RecordDate
	Autodate
	
	—

	3
	AuthorizedName
	
	
	

	4
	VariantNames
	
	
	

	5
	SourcesUsed
	
	
	


2.  Textbase structure (View Inmagic Walkthrough Tutorial for what goes here)
[insert textbase structure]
3.  Record content and input rules 

Field #: 

Field name:

Semantics:

Input rules:

Example:

(repeat above for each facet)

4.  Sample records 
[insert five NA file records here]

Appendix G. Sample records
RecordID 1

RecordDate 10/5/2014 0:31:12

Title Dragon Kings World Book

Author Timothy Brown

; Darren Pierce

Publisher Soldier-Spy

; Studio 2 Publishing

'Game System' Agnostic

Setting Dragon Kings

'Product Type' Core Rules

'Genre and Subject' fantasy

; post-apocalyptic

; nontraditional fantasy

; hazardous environment

; desert survival

; dark god(s)

; dark magic

; psionics

; faith powers

; magic

; dark lord(s)

; politics

; resource poverty

'Sort Number' S-XXX-DRK-CR-1

$

RecordID 2

RecordDate 10/5/2014 8:03:49

Title Savage Worlds Science Fiction Companion

Author Paul "Wiggy" Wade-Williams

; Shane Lacy Hensley

; Clint Black

; Jodi Black

; John Goff

; Matthew Cutter

; Mike McNeal

; Steve Todd

; Piotr Korys

; Preston Dubose

; Ed Wetterman

; David Jarvis

; Adam Loyd

Publisher Pinnacle Entertainment

; Studio 2 Publishing

'Game System' Savage Worlds

Setting Generic

'Product Type' Sourcebook

'Genre and Subject' science fiction

; equipment

; netrunning

; nonhumans

; PC races

; space travel

; vehicles

; monsters

; rogue's gallery

; setting development

'Sort Number' G-SVG-XXX-SBK-2

$

RecordID 3

RecordDate 10/5/2014 8:26:46

Title Heroes, Villains, and Monsters

Author Nancy Berman

; Kevin P. Boerwinkle

; Steve Crow

; Dana DeVries

; Noah Dudley

; B. D. Flory

; Andrew Getting

; Jim Pinto

; Les Simpson

; Rob Vaux

; Eric Yaple

Publisher Alderac Entertainment Group

'Game System' D&D D20

Setting Swashbuckling Adventures

'Product Type' Sourcebook

'Genre and Subject' fantasy

; high seas adventure

; rogue's gallery

; monsters

; NPCs

'Sort Number' G-DD3-SBA-SBK-3

$

RecordID 4

RecordDate 10/27/2014 23:42:57

Title FGG1: Fane of the Fallen (Pathfinder Edition)

Author William Christenson

Publisher Frog God Games

'Game System' Pathfinder

Setting Generic

'Product Type' Scenario/Anthology

'Genre and Subject' fantasy

; dungeon crawl

; politics

; dark elves

; orcs

'Sort Number' G-PTH-XXX-ADV-4

$

RecordID 5

RecordDate 10/27/2014 23:52:51

Title Pathfinder #25; Council of Thieves: The Bastards of Erebus

Author F. Wesley Schneider

; Sean K. Reynolds

; Steven Schend

; Amber Scott

; Dave Gross

; Mike Ferguson

Publisher Paizo Publishing

'Game System' Pathfinder

Setting Golarion

'Product Type' Scenario/Anthology

; Sourcebook

'Genre and Subject' fantasy

; politics

; PC races

; monsters

'Sort Number' G-PTH-GOL-SUP-5

$

RecordID 6

RecordDate 10/28/2014 0:03:06

Title XP3: Citadel Beyond the North Wind

Author Morten Braten

Publisher Xoth.Net Publishing

'Game System' Pathfinder

Setting The World of Xoth

'Product Type' Scenario/Anthology

'Genre and Subject' fantasy

; sword and sorcery

; dark lord(s)

; dungeon crawl

; hazardous environment

'Sort Number' G-PTH-XAN-ADV-6

$

RecordID 7

RecordDate 10/28/2014 0:13:25

Title The Encyclopedia of Demons & Devils

Author Timothy B. Brown

; Lester Smith

; James M. Ward

Publisher Fast Forward Entertainment

'Game System' D&D D20

Setting Generic

'Product Type' Sourcebook

'Genre and Subject' fantasy

; dark god(s)

; dark lord(s)

; nonhumans

; devils

'Sort Number' G-DD3-XXX-SBK-7

$

RecordID 8

RecordDate 10/28/2014 16:17:27

Title Macho Women with Guns 2nd Edition

Author Greg Porter

Publisher BTRC

'Game System' Unique System

Setting Machoverse

'Product Type' Core Rules

'Genre and Subject' science fantasy

; satire

; comedy

; female heroes (nonfeminist)

; vehicles

; dark god(s)

; faith powers

; magic

'Sort Number' S-ZZZ-MWG-CR-8

$

RecordID 9

RecordDate 10/28/2014 16:28:35

Title C.J. Carella's Witchcraft

Author C. J. Carella

; M. Alexander Jurkat

; John M. Kahane

Publisher Eden Studios

'Game System' Unisystem

Setting Witchcraft Universe

'Product Type' Core Rules

'Genre and Subject' modern

; conspiracy

; thriller

; magic

; PC races

; faith powers

; psionics

; otherworld

; dark god(s)

'Sort Number' G-UNI-WIT-CR-9

$

RecordID 10

RecordDate 10/28/2014 16:34:33

Title Dragon Kings

Author Timothy R. Brown

Publisher TSR Inc.

'Game System' AD&D 2nd

Setting Dark Sun

'Product Type' Sourcebook

'Genre and Subject' fantasy

; nontraditional fantasy

; hazardous environment

; desert survival

; magic

; dark magic

; apotheosis

; faith powers

; dark lord(s)

'Sort Number' G-DD2-DKS-SBK-10

$


