Adventures of Blackthorn:

Conversation System.

Involved members:

Wind Walker, Dream Catcher, Tvienti, Reinheart & Drjjwow.
Introduction:

Enclosed please find two pictures along with this document.  Conversation_Ds shows the current Dungeon Siege Conversation system. Conversation_Aob shows the conversation system that we would like to implement into Adventures of Blackthorn.

Description:

The AOB conversation system must allow a true two way conversation system which involves NPCs to interact with Blackthorn (main player of the game). Looking at the conversation_AOB file we see the following

Two windows at the top showing the name of Blackthorn and Malachai. Blackthorn’s portrait will always remain at the top left window. However, the top right window will need to change and so will the description which includes “Name of character, the fame and the position of the character. This is where all NPC’s will show up. This includes the following:
· Regular Non Player Characters Blackthorn decides to talk to (in this case is Malachai)

· Other NPC that may decide to join the conversation, for example Malachai’s wife might come by and say, “its time to go home, honey”. In this case her portrait should replace Malachai’s as well as her name and information.
· Party members in Blackthorn’s team who might decide to cut into a conversation. For example party member “Binti” might cut in and say “ I don’t trust you Malachai and I would advise Blackthorn to be cautious”. Again the info must reflect Binti in place of Malachai until Malachai returns to the conversation.

· Evil characters that may engage conversation with BT or BT may engage conversation with them

Fame: This is the amount of fame the player has attained in the world. As you can see, Malachai from the conversation is being obnoxious. This is because NPCs with higher fame will either ignore BT or adapt a cynical and aggressive tone.

Under fame we see the word Neutral for Blackthorn and Noble for Malachai. There will be ranks assigned to each character and this will reflect quests and other things.

Now lets look at the actual conversation. Bottom left lists a bunch of words like Name, Job etc. These are key words that should appear on all conversations that Blackthorn has. In the center I have a box with keywords written in it.  Consider this example.
Maya: “Ask Dino about the ancient people”

The word “Ancient” in our case is a key word and when BT talks to Dino, a new word should appear on the left bar in place of the keywords called “Ancient”.  Clicking on that will allow Dino to divulge information about the Ancient People which should not appear unless BT had spoken to Maya and Maya had said the line mentioned above.
Name, Job, Join and Trade and Bye are pretty obvious. Leave is an option that should bring up a list of team members and BT should be able to click on a team member that he wants removed from the party.

Looking at the right side window we see the actual conversation window. Anything Blackthorn clicks on left window like “Name” shows the result on the right side. So for example if the player clicks on “Job” on the left window after initiating a conversation with Malachai the right conversation window shows the result of it. In this case, we don’t care “HOW” Blackthorn asks the question. So you don’t see the message 

Blackthorn:

“May I ask what you do?” 

I feel this is unnecessary as each player knows that clicking on the word “JOB” implies that you want to ask what that particular character does. There may be exceptional cases to this argument. For example consider this example.

Player clicks on “Job” and Ulia responds.

Ulia:

“Do you know who I am? You worthless scoundrel dare ask me what “I” do?”

At this point the right side conversation window may show options and inquire how to proceed.

Blackthorn: 

“ Yeah, I know you are a spoiled bitch who needs to be taught a lesson”

                                       or

“Forgive me milady, I was out of line and I humbly apologize”

                                       or

“End conversation and walk away”

Clicking on any of the above options will result in the NPC reacting a certain way. So Blackthorn can be and will be asked questions, threatened amongst other things and choices like the example above will further the situation.

Right now if you look at the conversation window you will see that certain words are marked in red. These are keywords as well. Clicking on them is like asking them “What/who/where/when is the keyword. So Clicking on “village” in our argument should bring up the dialogue:

Blackthorn:

Village?

Malachai:

This village you bafoon, the Solari Village! 

Again, Solari is highlighted in red and clicking on Solari will take the conversation further. So key words in each dialogue should branch the dialogue further.

Please keep in mind that the name of the character communicating must show up before any conversation. In our image we see the words “Malachai” in orange color. Same must be true when BT speaks.

Looking at the bottom of the conversation window we see two arrows, if the conversation extends beyond the current window the arrows should allow player to click to the next screen or previous screen. This is because I prefer not to use the scroll bar method. Further I would like the entire conversation to show up instead of scrolling.

What AOB Conversation System should offer:

1) True Two way Conversation system between player and NPC. This includes NPC’s starting conversation as well as other NPCs cutting in between conversations.

2) NPCs should have schedules based on which they go to work and go home and go for entertainment etc

3) Short conversations that differ based on time and location (based on 2).

4) NPCs should have memory of what has transpired and respond accordingly 

5) The right portrait should change based on who is communicating.
6) No scroll bars or scrolling text.
7) Attitude that reflects how they treat Blackthorn. Fame is a key factor in this.
8) A system that is easy to use by our dialogue writers. It is v. important that those who don’t have dungeon siege or understand how code works are able to use the conversation system as many of our dialogue writers are good with dialogues but do not have DS or understand code.

Texturing:

After all this I am sure the texture artist is asking what he has to do with any of this? Frankly a lot  ( I made a v. rough sketch of what the conversation has to do. I would like you to build on this, bring in a background image for all conversation that reflects a medieval/fantasy world environment. This includes (but is not limited to) the background texture on which conversation are taking place.  It also includes the dividers as well as the buttons on which the words like (Name, Job) etc will be placed. Also included are the frames under which whole thing is taking place.

Please keep in mind that everything needs to be broken up for the coder to be able to implement into the game. So keep all windows, frames, buttons etc separate. Design them according to the size you think will look good but I would like the full characters to show at the bottom (in our pic we see both Blackthorn and Malachai standing next to each other, the dialogue box should not cover them).

In the end let me say that I am fully aware that this is neither easy nor perfect. If you believe that you can help shape the conversation to look better please do not shy away and let me know.

Thank you,

Wind Walker

Project Leader

Adventures of Blackthorn

