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The University of Patras, Computer Engineering and Informatics Department hosted the 5th National Learning Game Teachers’ Workshop. The venue was the Graphics, Multimedia and GIS Lab premises in the Department of Computer Engineering and Informatics. 

The aim of the workshop was to:

· Create functional game modules

· Finalize the tutorial

· Correct the pilot course

Teachers worked close to the preparation of the final deliverables of the Learning Game. Some problems have been raised due to some graphical conflicts with the Aurora Angine, but there was enough time to correct and overcome them. 

Following some further development has been made in the basic structures of the game and the toolsets of Aurora Engine. 
During the workshop the teachers were guided in the simple steps to create conversations and interactions between the characters in the game. 
Writing conversations is a very challenging aspect of building a module. It will mostly be in conversations that your story will take form. There are no templates, wizards nor generator tools that will help you to write good conversations. You are the sole storyteller and you decide how your conversations will shape your module.

In this chapter we will try to explain each aspect and function of the Conversation Tool so that you can write conversations in the toolset in the most efficient way. Although we cannot provide you the words with which to write your conversations, we will provide you with the details on what the Conversation Tool has to offer.

In the toolset, conversations take the form of a Conversation file. These files are created with the Conversation Editor, which can be accessed by:

· Selecting the “Conversation Editor” option in the “Tools” menu of the toolset;

· Clicking on the “edit” button next to the conversation property of a creature, of a placeable object or of a door; or

· Right-clicking on a creature and choosing the “Conversation” option.

For the options ii) and iii) above, if a conversation file has already been assigned to the selected object, that conversation will be opened in the Editor upon launching. If however no conversation file was assigned to the selected object, then the Conversation Editor will be launched and any conversation will you write and save will automatically be assigned to the selected object.

The Conversation Editor

Unlike many other tools in which the properties are organized under different tabs and categories, most properties and functions of the Conversation Editor are found on its opening screen. The following image shows you how these properties and functions are grouped.
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Image 4: The Conversation Editor Screen

A. These buttons are the standard file commands. From left to right, they provide the following commands: “Create a new file”, “Open an existing file”, “Close the current file”, “Save the current file”, “Save as” and “Save All”.

B. Clicking on this button brings you to the options screen of the Conversation Editor.

C. Enabling one or more of these buttons will highlights nodes in the conversation that contain, from left to right, comments, actions, quests, animations and sounds.

D. This button is used to add a conversation node to your conversation.

E. These buttons are the standard edit commands (i.e. the “copy”, “paste” and “cut” commands).

F. These buttons are the standard find commands (i.e. “Find text”, “Find next”, “Find in files” and “Replace”). The find text button will search only in the current conversation file. If you want to find text in all open files or in all conversation files of your module, you need to use the “Find in files” command.

When you use the “Find in files” command, the results of the search will be accessible by clicking on the “Search” window tab identified by the letter J in Image 4. The results will remain in this window until a new search is performed. To access the found nodes in which the searched text appears, double-click on any search result line in this window.

G. These buttons are the “Expand All” and “Collapse All” buttons. Clicking on these buttons will either expand all the nodes in your conversation tree or minimize them.

H. For the statistics fan in you, here you can find out how many letters or words there are in the selected line, file or module.

I. In this window you can edit the text of any node contained in the conversation file.

J. These tabs permit you to access the “Data” properties (the ones appearing in Image 4), the “Bookmarks” you have set and the “Search” results (see comments made under letter F above).

K. Your conversation tree is in this window.

L. This window provides you with the properties of any selected conversation node and the properties of the conversation files.

Creating your conversation tree

Conversations in the Editor are constructed in the form of a tree, starting from the root and expanding in unlimited nodes.

The root is basically the starting point of the conversation. It can easily be found since it is always at the top left corner of the conversation (see Image 5 below).

The nodes are each line of text that you have attached either to the root of the conversation or to another node. When the text is spoken by the “Owner” of the conversation (i.e. the creature, placeable object or door to which the conversation file is attached), the conversation node will appear in red in the Editor. When the text line is to be spoken by the player, it will appear in blue.

The following image shows you an example of the first nodes of a conversation file being written:
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Image 5: Conversation Editor Screen – The “Add” button
As mentioned above, the node in red is the sentence that will be spoken by the NPC when a player clicks on it. The player will then have 3 choices for a response, which are the three nodes in blue.

The word “X2_BEHOLDER001” at the beginning of the red node means that this sentence will be spoken by the object to which the conversation file has been assigned. As You can change this property so that another object speaks a specific node and thereby create a multiparty conversation. By default, each red node will be assigned to the owner of the conversation.

The words “END DIALOGUE” at the end of each blue node means that the dialogue tree stops at this point in the conversation. While we want the conversation to stop at the “Hello my name is Marios and I am here to meet you!!!” answer, for the other two we probably do not want the conversation to end there. In order to add a new node that will be spoken for each one of these two questions, you have to select the blue node where you wish to add a new node in the conversation tree and then click on the "Add” button as shown in Image 5. An “Input Text” window will then pop up in which you can type the text for the new node.

The rest of the process of creating a conversation is simply to add new nodes to your tree until all options and possible answers in your conversation are covered.

Using links

Unless you want your conversation tree to become gigantic, it will be necessary for you to use links to avoid any unnecessary recurrences in your conversation file.

Links allow you to send a player from one branch of your conversation tree to another one.

In the example showed in Image 6 below, after the NPC has provided an answer to the first question of the player, you might want to give the opportunity to the player to ask the second question that was listed in his answer options at the beginning of the conversation tree. Instead of typing the “Have you noticed anything strange lately” question again as a new node under the provided answer to the first question, you can add a link to the previous node.

[image: image3.png]PR =1m ] p Y e

Serap U000 |

= foa
- [DWNER] - Hello what can| do for you?
=88 Coukd o s show e the vyt e et in?
NEF] The It s done (4 1083 o

Have you noiced anything srange lteh?
8 Nothing thanks[END DIALOGUE]





Image 6: Conversation Editor – Links Part I
In order to add this link, you must:

a) Select the “destination” node (i.e. the node you want your link to refer to);

b) Click on the “Copy” button on the left toolbar, or type CTRL-C;

c) Select the “origin” node (i.e. the node where you want to add your link); and

d) Right-click on the origin node and select the “Paste As Link” option in the dropdown menu as show in Image 7.
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Image 7: Conversation Editor – Links Part II
You will then see the destination node appearing in grey under the selected node. This confirms that the link to the destination node has been added to your conversation tree.

The conversation as shown in Image 8 below shows you the final loop that can be done in this simple conversation to ensure that players have the opportunity to ask the two possible questions to the NPC without the need to type both questions twice.
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Image 8: Conversation Editor – Links Part III
Note that links can also refer to a node that is spoken by the owner of the conversation. As an example, if you want a NPC to answer in the same fashion to two different questions asked by a player (or to the same question but asked in a different way later on in the conversation tree), then you can link the red node by using the same method as the one described above.

TIP: If while reviewing your conversation file you want to locate the “destination” node of a node that was added as a link rapidly, double-click on the grey node and you will be brought to the destination node automatically.

Adding conditional nodes

You might want a NPC to say a specific line if the player is a male and another thing if the player character is a female. You might also want some specific nodes to be available to the player only if a specific quest has previously been completed. These are only two examples of situation where you would want conditional nodes to be added to your conversation.

In order to create a condition node, you must first type it as any other standard node in your conversation tree. Once you have finished writing your node and while it is still selected, you can add the condition under which you want this node to appear in the “Text Appears When...” property at the bottom right corner of the Conversation Editor as shown in Image 9 below.
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Image 9: Conversation Editor – “Text Appears When...” Property

As you can see, adding such a condition must be done through a script. Clicking on the “Edit” button will launch the Script Editor for you to write this script.

If you do not know how to script or if you have limited knowledge in that area, you might want to use the Script Wizard by clicking on the icon showing a red wizard hat. If you do, the following screen will appear:
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Image 10: Script Wizard
As you can see, using the wizard permits you to pick from many criteria categories to use as conditions for the node in the conversation. You can choose as many condition categories you wish in this screen.

Once you have selected the conditions that will be tested and have pressed the “Next >” button, you will see further screens that will provide you with more options (examples: the selection of races that will be checked, skill checks that can be run, etc.) to define exactly the conditions that will be provided. Once you have defined these conditions, you will be asked to choose a name for your script. There is a general naming convention that provides that such scripts start with “sc_”, for “starting conditional”. The rest of the name is for you to provide. We recommend that you complete the name with simple data that will help you to remember the conditions that are checked simply by looking at the name of the script. As an example, “sc_racedwarf” would be the script that makes the node appears under the condition that the player character is a dwarf.

Once you have added your script, the conversation could look something like this:
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Image 11: Conversation Editor – Conditional Nod
As you can see in this conversation, when the player asks if there is an inn nearby, there are two possible answers for the NPC: one for players that play dwarves and one default answer for any other player.

WARNING: The engine always reads nodes from top to bottom. Therefore, if you want your conditional nodes to appear when the condition is met, it is important for this conditional node to appear before the default one. To move your nodes to respect this rule, you can drag and drop any conversation node to any position in your conversation tree.

Creating a multi-party conversation

As mentioned above, the word “OWNER” at the beginning of any red node confirms that it will be spoken by the owner of the conversation (i.e. the NPC to which it is attached). You can however change the speaker of a specific node to include a third party into a conversation.

[image: image9.png]# Conversation Editor

led000 -1o) x|

RN
-8 [DWNER] - Hello whal can do for you?
-l Could you plsass show me the way to the nearest inn?
S8 [DWNER] - The inn? I st done tis road, atthe otherend of the vilage:
8 Have you noficed anyihing stiange lteh7END DIALDGUE]
{8 THANKS(END DIALOGUE]
&8 Have

Could you pkse show me the way o the neatest i 7END DIALOGUE]
8 THANKSIEND DIALOGUE]
8 Nothing thanks[END DIALOGUE]

L Leter Count 152 e Word Court 117l Ward Count 50 Modle Word Courk 158

Testppests When ... | Actons Taken | Other Actions | Comments | £ L+

Seipt

ot | [

s [No why would 2 This vilage is and has ahwasys been
uie. Nothing srange ever happen o5

[-Scipt Previe

" Data [ Bookmarks] Search

Dore.





Image 12: Conversation Editor – Multi-Party conversation
In order to do that, you select the node that you want to be spoken by a third party and change the “Speaker Tag” as shown in Image 12. The dropdown list under the “Speaker Tag” will provide you with the tags of all objects in the area. Be careful however: although the portrait of the third party speaker will appear in your conversation tree, if the third party speaker is too far away from the owner of the conversation, the player involved in the conversation will see a generic portrait and the nodes will appear to him to be spoken by an “Unknown Speaker”. It is therefore necessary for the third party speaker to be close to the owner of the conversation for this to work properly.

If the third party speaker is not placed in the area where the owner of the conversation is, you can click on the "Add” button to add the tag of any blueprint creature, door or placeable. This allows for the possibility that the third party speaker might be created later on through a script.

Be careful when you write the rest of the conversation tree after you make a third party speaker participate. The next red node that you will create in this branch will automatically be assigned to this third party speaker. If you want the owner of the conversation to speak again in this conversation branch, then you must change the “Speaker Tag” back to the blank tag at the top of the dropdown menu.
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