Generated Dialog

This document shows the process by which dialog is generated.

Note: all PC  messages come in two files, male and female, based on the NPC sex. All NPC files come in four files, male-to-male, male-to-female, female-to-male, and female-to-female, based on the NPC and PC sex.

Another note: the phrase @pcname@ will be replaced in any dialog line with the PC’s name, and the phrase @npcname@ will be replaced with the NPC’s name. Rarely, a code such as %d (replaced with a number) or %s (replaced with a another string) appears in the dialog line. Translators should ignore them.

Yet another note: if a dialog asks for a skill, use 0-11 for basic skills as follows:

0
Bow

1
Dodge

2
Melee

3
Throwing

4
Concealment

5
Pick Pocket

6
Silent Move

7
Spot Trap

8
Gambling

9
Haggle

10
Heal

11
Persuasion

and 12-15 for tech skills as follows

12
Repair

13
Firearms

14
Pick Lock

15
Arm Trap

If a dialog line needs a spell number, use 0-79 for the spells (from Push to Time Stop). Where a number list is used, ranges can be indicated with a dash, and entries are separated with a comma (so the list “1-3, 5, 8-9” means the numbers 1,2,3,5,8,9). The total size of the number list cannot exceed 100 numbers.

NPC Response Types

Greeting – {G:<params>} creates a greeting based on several tests. These tests can be skipped or overridden by giving  a list of parameters separated by commas. Each parameter takes the form of one of the following:


N fl M

means if test N is true, float line M and terminate


N 0

means do not perform test N

N M

means if test N is true, jump to dialog line M

The tests are:

Test 0: Check if critter is dead. If he is, then speak with dead must be on, so say some appropriate comment.

Test 1: Check for associates – summoned monsters, animated dead, illusionary monster


If wizard – do sarcastic associate comment and continue


Else – fear comment and exit

Check spells in this order


Test 2: Invisibility

Test 3: Body of Air, Body of Stone, Body of Fire, Body of Water

Test 4: Polymorph

Test 5: Mirror Image

Test 6: Shrink


If wizard – do sarcastic spell comment and continue


Else by spell:



Bodies – do body comment and exit



Polymorph – do sheep comment and exit



Shrink – do little comment and continue



Mirror Image – do mirror comment and continue



Invisibility – do invis comment and exit

Check armor – 


Test 7: Underwear – response by class and continue


Test 8: Barbarian – response by class and continue

Test 9: remaining greetings by reaction

If first meeting


Love – initial great greeting by NPC class


Friendly – initial good greeting by NPC class


Courteous – initial good greeting by NPC class


Neutral – initial neutral greeting by NPC class


Suspicious – initial bad greeting by PC race


Dislikes – initial bad greeting by PC race


Animosity – initial worst greeting by PC race

Else if met before:


Love – second great greeting by NPC class


Friendly – second good greeting by NPC class


Courteous – second good greeting by NPC class


Neutral – second neutral greeting by NPC class


Suspicious – second bad greeting by PC race


Dislikes – second bad greeting by PC race


Animosity – second worst greeting by PC race

Money – {M: $,number} for the NPC. Set up by class. Some kind of “can you spare some coins?” and how much he asks for and where he leads to if the PC pays. Might lead to a rumor or quest, might not.

Example: {10}{A: $50, 20}{}{}{30}

The NPC will ask for $50, using a response selected by his class. If he gets the money, he will go to line 20. Otherwise, he will go to line 30.

PC Response Types

Appreciate – {A:} for the PC. Generates an appreciation (or “thank you”) response based on the NPC’s class.

Example: {10}{A:}{}{1}{20}

After saying the thank you, dialog then jumps to the requested response line 20.

Bartering/Gambling – {B:} for the PC. Some line which accesses the barter screen (gamble is a button there, right?). Remember, NPC’s call a function which determines whether they will barter for something, and if they will barter, the PC’s may be able to gamble too (depending on skill training and level).

Example: {10}{B:}{}{1}{}

Check story state – {C:} for the PC. The PC will ask a question appropriate to the current story state, and the NPC will respond based on the story state and the NPC’s race. Dialog then continues at the response line.

Directions – {D: $,number list} for the PC. The PC will ask for directions. The NPC will offer directions to any place on the list that the player doesn’t know about (if he knows them all, this line is removed from the PC response list). If $ is non-zero, the NPC will ask for money before giving directions. 

Example: {10}{D:$50,0}{}{1}{20}

If the PC does not know the location of area 0, he will ask the NPC for directions. The NPC will offer places he knows, in this case 0. If the PC chooses it, the NPC will ask for $50. If the PC pays, the NPC will give general directions, such as “It is far away to the north.”

Exit – {E:} for the PC. some response like Bye, or See you later

Example: {10}{E:}{}{1}{0}

After saying the exit line, the dialog will jump to the requested response (in this case, 0 which means return to script), so make sure it is 0 or negative (although I can imagine in some cases, an apparent exit response does NOT exit the player, so you can put a positive number there).

Forget it – {F:} for the PC. Generates a response like “forget it” or “never mind”

Example: {10}{F:}{}{1}{20}

After the forget it message, dialog then jumps to the requested response line 20.

Healing – {H:} for the PC. He will ask for healing, and the NPC will respond with any appropriate skill or spell offerings.

Example: {10}{H:}{}{1}{20}

The PC will ask for healing, and the NPC will respond with the cost and type of the healing offered. If the PC accepts and pays, the healing is done. In any case, dialog resumes at the response line 20.

asK questions – {K:} for the PC. He will ask for permission to ask questions.

Load WorldMap – {L:} for the PC. He will say some line which accesses the worldmap. Dialog is ended.


Example: {10}{L:}{}{1}{}

No – {N:} for the PC. Generates a negative (or “no”) response

Example: {10}{N:}{}{1}{20}

The PC says “no” and dialog then jumps to the requested response line 20.

Paper – {P:} for the PC. Generates a dialog tree where the PC can ask to buy today’s newspaper and older papers (if they are available)

Example: {10}{P:}{}{1}{20}

The PC says “I’d like to buy a paper” and then a dialog tree begins on this topic. When completed (whether he buys a paper or not), dialog then jumps to the requested response line 20.
Quests – {Q: number} Explained in eventscripts.doc

Sorry – {S:} for the PC. Generates a “sorry” response

Example: {10}{S:}{}{1}{20}

The PC says “sorry” and dialog then jumps to the requested response line 20.

Training – {T: number list} for the PC.  Responses like “Can you train me?” or “I’d like to receive beginner training.” which lead to “Sure. That’ll be 100 coins” and the setting of the training level.

Example: {10}{T:1,4}{}{1}{20}

This leads to a whole subtree-like dialog path. The NPC will offer his training services with a generic line like “Sure, I can train you as a beginner.” The PC lines will be “I would like training in Bow” for each skill in the number list (here, skills 1 and 4). The NPC will confirm the player can have the training and has the money. When all is said and done, it’ll jump to the requested line 20.

Use skill – {U: number} for the PC. He will ask the PC to use the skill in question. The NPC will ask for money first if he is not the PC’s follower. The money amount is computed based on the NPC’s rank and mastery in the skill.

Example: {10}{U:1}{}{1}{20}

The PC asks the NPC to use his Dodge skill. If the NPC is a follower, he complies. Otherwise he first asks for money and only does the skill if paid. Dialog then jumps to the requested response line 20.

Who are you? – {W:} for the PC. He will ask the NPC who he is.

X Marks the Spot – {X: $,number list} for the PC. Identical to D:, for asking directions, except the NPC will mark the PC’s map (and make it clear he is doing so).

Example: {10}{X:$50,0}{}{1}{20}

If the PC does not know the location of area 0, he will ask the NPC to show places on his map. The NPC will offer places he knows, in this case 0. If the PC chooses it, the NPC will ask for $50. If the PC pays, the NPC will mark the PC’s map and make an appropriate comment.
Yes – {Y:} for the PC. Generates an affirmative (or “yes”) response.

Example: {10}{Y:}{}{1}{20}

The PC says “yes” and dialog then jumps to the requested response line 20.

Zap spell – {Z: number} for the PC. He will ask the PC to throw the spell in question. The NPC will ask for money first if he is not the PC’s follower. The money amount is computed based on the spell.

Example: {10}{Z:5}{}{1}{20}

The PC asks the NPC to use his Teleport spell. If the NPC is a follower, he complies. Otherwise he first asks for money and only does the spell if paid. Dialog then jumps to the requested response line 20.

Response Types for Both

Insult – {I:} for the PC and NPC. For the PC, it will generate an insult based on the NPC’s class. If angered enough, the NPC will respond with an insult on the PC’s race and terminate dialog. For the NPC, it will generate an insult based on the PC’s race.

Example: {10}{I:}{}{1}{20}

As a PC line, after the PC says the class-based insult, the NPC’s reaction is modified by a set amount. If it drops below a set level, he will insult the PC’s by race and terminate dialog. Otherwise dialog jumps to the requested response line 20.

As an NPC line, the NPC will insult the PC’s by race and jump to the requested response line 20.

Rumors – {R: $,number list} for the PC and NPC. For the PC, it generates a line (based on NPC class) leading to the NPC rumor line. The NPC line is how much he asks for (can be $0) and what rumors he knows. Set up rumors with variants by social class, so a beggar and a noblewoman would say differently that there were bandits to the south. A rumor must be quellable, and that includes all its variants, and this is usually done by a script (eg. when you kill the bandit chief, his death script turns off the rumors). This quelled-state is part of the save game. Rumors can be heard multiple times, but only one line goes into the logbook, the Rumor Heading. Quests will often use rumors, so that when the quest is accepted or completed, the rumor is quelled via script. For example, the rumor “Sir George is looking for a few good men” will be quelled when the quest is accepted, but “There are a lot of bandits in the south” will be quelled when the quest’s goal is achieved, by killing the bandit chief. The same script call that changes the quest state can quell the rumor. Note that some rumors should start quelled and be unquelled when the gamestate allows.

Example: {10}{R: $10, 1-10}{}{}{20}

As a PC line, the PC will say something appropriate to the NPC’s class (like for a guard “Heard anything interesting during your watch?” or for a beggar “What’s the word on the street?”) and then go to the NPC rumor line.

As an NPC line, the NPC first check to see if ANY rumors on the list (here 1-10) are unquelled. If none are available, he will say “I haven’t heard anything.”. Otherwise, he picks one at random to say (like 3, for example) .If the dollar amount is zero, he speaks the variant appropriate to his class. If not zero, like here, he first asks for that amount $10) and only speaks the rumor if he gets it.

In either case, dialog resumes  at the response line 20.

Notes

Fields I need added to NPC objects:

Fields I have added already that are new:


Int Reaction_base (defaults to 50)


Unsigned Int Social Class (like Noble, Priest, Wizard, Technologist, Shopkeeper,  Guard, City dweller, Villager, Beggar, Thief, Bandit, etc.)

Flags I need:


Item identified: 1 bit


NPC gamble level: 2 bits (minimum training level)

Greeting estimates

C = number of social classes

P = number of player races

R = number of reputations that cause a comment

 1 wizard associates comments

 1 fear comments

 1 wizard spell comments

 5 comments for Bodies, Polymorph, Shrink, Mirror Image and Invisibility

 R reputation comments

 C underwear comments

 C plate comments

 C initial great greetings

 C initial good greetings

 C iniital neutral greetings

 P initial bad greetings

 P initial worst greetings

 C second great greetings

 C second good greetings

 C second neutral greetings

 P second bad greetings

 P second worst greetings

 C nice float

 C neutral float

 P hostile float

-----

8 + R + 10*C + 5*P = 8 + R + 10*11 + 5*8 = 158 + R

x2 (for male and female NPC's)

-----

316 + 2*R

Response types

 10   Exit lines

 5000 Quest lines

 10   Barter lines

 1000 Rumor lines

 50   Training lines

 20   Healing lines

 10   Begging lines

 10   Joining lines

6110 total (majority are rumors and quests)

x 2 for male/female NPC's (except for quests)

7220

Handy Generated Dialog Opcode Chart(
	
	Code
	Description
	Parameters

	NPC-Only
	G:
	Greeting
	optional params

	
	M:
	Money
	$,number

	PC-Only
	A:
	Appreciate
	

	
	B:
	Barter/Gamble
	

	
	C:
	Check story state
	

	
	D:
	Directions
	$,number list

	
	E:
	Exit
	

	
	F:
	Forget it
	

	
	H:
	Healing
	

	
	K:
	asK more questions
	

	
	L:
	Load WorldMap
	

	
	N:
	No
	

	
	P:
	newsPaper
	

	
	Q:
	Quest
	

	
	S:
	Sorry
	

	
	T:
	Training
	number list

	
	U:
	Use skill
	number

	
	W:
	Who are you?
	

	
	X:
	X Marks the Map
	$,number list

	
	Y:
	Yes
	

	
	Z:
	Zap spell
	number

	Both
	I:
	Insult
	

	
	R:
	Rumor
	$,number list


Generated Dialog Override Lines

NPC Class-Based Responses start at 10000

	ASK_FOR_MONEY
	10000

	NOT_ENOUGH_MONEY
	10001

	OFFER_TRAINING
	10002

	ALREADY_TRAINED
	10003

	NOT_READY_FOR_TRAINING
	10004

	DID_TRAINING
	10005

	NO_RUMORS
	10006

	INITIAL_GREAT_GREETING
	10007

	INITIAL_GOOD_GREETING
	10008

	INITIAL_NEUTRAL_GREETING
	10009

	SECOND_GREAT_GREETING
	10010

	SECOND_GOOD_GREETING
	10011

	SECOND_NEUTRAL_GREETING
	10012

	OFFER_HEALING
	10013

	FINISHED
	10014

	UNDERWEAR
	10015

	BARBARIAN
	10016

	ASSOCIATES
	10017

	BODIES
	10018

	POLYMORPH
	10019

	//MIRROR_IMAGE
	10020

	INVISIBLE
	10021


NPC Race-Based Responses start at 11000

	INSULT
	11000

	INITIAL_BAD_GREETING
	11001

	INITIAL_WORST_GREETING
	11002

	SECOND_BAD_GREETING
	11003

	SECOND_WORST_GREETING
	11004

	SHRUNK
	11005


NPC General Responses start at 12000

	OFFER_DIRECTIONS
	12000

	DIRECTIONS_NEAR
	12001

	DIRECTIONS_MEDIUM
	12002

	DIRECTIONS_FAR
	12003

	OFFER_MARKMAP
	12004

	MARKMAP_NEAR
	12005

	MARKMAP_NOTNEAR
	12006

	SELL
	12007

	WONT_SELL
	12008

	NORMALLY_WONT_SELL
	12009

	BUY
	12010

	WONT_BUY
	12011

	NORMALLY_WONT_BUY
	12012

	BUY_FOR_LESS
	12013

	DEAD
	12014

	WONT_FOLLOW_TOO_GOOD
	12015

	WONT_FOLLOW_TOO_EVIL
	12016

	WONT_FOLLOW_HATE
	12017

	GOOD_FAREWELL

	12018

	BAD_FAREWELL

	12019

	ORDER_OK


	12020

	ORDER_NO


	12021

	ACCIDENTAL_ATTACK

	12022

	PC_CRITICAL_HIT


	12023

	PC_CRITICAL_MISS


	12024

	WONT_FOLLOW_ALREADY

	12025

	WONT_FOLLOW_FULL

	12026

	WONT_FOLLOW_ZERO

	12027

	WONT_FOLLOW_LEVEL

	12028

	FLEEING



	12029

	GAMBLE_WIN



	12030

	GAMBLE_LOSE


	12031

	GAMBLE_PC_THINGS

	12032

	GAMBLE_EXPERIENCE

	12033

	GAMBLE_MONEY


	12034

	GAMBLE_WEARING


	12035

	GAMBLE_DONT_WANT

	12036

	GAMBLE_DONT_NORMALLY

	12037

	GAMBLE_OK


	12038

	WARNING




	12039

	NEWSPAPER




	12040

	NEWSPAPER_BUY



	12041

	NEWSPAPER_BUY_THIS


	12042

	NEWSPAPER_OLDER_NONE

	12043

	NEWSPAPER_OLDER


	12044

	WONT_BUY_STOLEN

	12045

	LET_ME_HANDLE
	12046

	UPSET_ATTACKING_PARTY
	12047

	UPSET_ATTACKING_GOOD
	12048

	UPSET_ATTACKING_ORIGIN
	12049

	UPSET_ATTACKING_FACTION
	12050

	WARNING_FOLLOW_TOO_GOOD
	12051

	WARNING_FOLLOW_TOO_EVIL
	12052

	WARNING_FOLLOW_TOO_HATE
	12053

	NEAR DEATH
	12054


NPC Story-Based Responses start at 13000. The override for story state N is 13000+N.

