Rachel Kneller - Fantasy Game Barks / Dialogue Triggers

Mission Context: Our player character, their companion and a party member are exploring a ruined castle (Dungeon) after an NPC has requested they collect an item of value. Basement is flooded - enough to cover a body.
Alarge chest sits on a raised platform across the room and the player must cross the water. Stepping into the water triggers the 'Sunken' enemy to rise and they must fight three waves that escalate in difficulty.

Trigger

Character

Dialogue Sample Options

Non-verbal possibilities

Mission item found

Player Character

There's what we want.

Party Member

Creative of them to keep their herilooms in an indoor pool.

SFX could indicate a quest item is within a certain proximity.

Caution of flooded area

Player Character

Anything could be lurking. Be cautious.

Party Member

Nothing sinister about this lovely brown basement pond.

Audio could highlight combat - music could shift.

Combat initiated

Player Character

Brace for attack!

Player Character

Enemy incoming!

Audio could highlight combat - music could shift.

New enemy encounter

Player Character

What's that!?

Player Character They're new.
Party Member Watch your right! - .
E h | I h .
nemy approacl Party Member Left side! Ul could indicate the side

Enemy resistance hint

Player Character

They're frosty.

Player Character

Water won't do it.

Visual marker could denote a hardened spot on their front
(Art/VFX). Codex or spell/weapon Ul could indicate
resistances and vulnerabilities (UI/UX).

Enemy resistance discovered / hit unsuccessful

Player Character

Gotta switch tactics.

Player Character

This won't work.

Enemy vulnerablity hint Player Character Blast 'em!
Party Member Light 'em up!
Enemy vulnerablity discovered / hit successful Enemy [Pained Gurgling Grunt] Visual marker could denote a vulnergble .spot on the back
Player Character That hurt 'em! (Art/VFX). Enemy could stumble (Animation).
Player Character Finish them. The enemy could be visibly injured - limping, wounded, etc.

Enemy almost defeated

Party Member

They're weak!

(Animation)

New tonic collected

Player Character

That's a new tonic?

Player Character

Tonic. Bet that's useful!

Inventory icon could glow (VFX) and would clear once the
player reads the short item description.

PC is bit and poisoned and has 30 seconds to
consume a tonic before death

Player Character

I'm bit! Need a tonic.

Player Character

Tonic, quick!

Player Character appears visibly injured - possibly prone
(Animation). Ul element to indicate appropriate tonic with a
countdown of 30 seconds.

Tonic was successful

Player Character

Good as new.

Player Character

Feeling better.

Player Character visual of injury and Ul countdown cleared (Ul
or Animation).

Incorrect tonic consumed

Player Character

Maybe a different tonic?

Player Character

That tonic won't cut it.

PC taking damage

Player Character

That'll bruise.

Player Character

ow!

The player character could stumble to visually indicate a hit
has landed (Animation).

PC health is low

Player Character

I'm fading fast.

Player Character

I'm in bad shape.

Health Ul indicator should clearly show that the player's health
is low.

PC special attack is ready

Player Character

I'm ready.

Player Character

End them.

VFX around the player character's special could glow.

Companion's special attack is ready

VFX around the companion's image could glow.

Party Member's special attack is ready

Companion [Mechanical Whir]
Companion [Animal Growl]
Party Member Ready.
Party Member Unleash me!

VFX around the companion's image could glow.

PC died

Player Character

[Pained grunt]

Animation of the player character death. Ul or VFX indication
of player death

Party Member

She's down!

Wave complete

Player Character

It's over. For now.

Player Character

Catch our breath and be ready.

New wave beginning

Player Character

Brace yourself, there's more!

Party Member

More incoming.

Wave difficulty increase

Player Character

They seem a lil bloated?

Party Member

Bastards are getting bigger!

Larger and/or more mutated enemies would visibly look like
they'll need more effort to kill (Art).

All waves complete

Player Character

That's the lot.

Party Member

Ugh, let's get dried off.

Party member state change from alert to idle and they sheath
their weapon (Code/Animation).

Mission item has been collected

Player Character

Let's return this.

Party Member

Hope they appreciate this.

SFX and VFX indication of this step of the quest being
completed.




~Rachel Knoller - Fantasy Game Dialogus Implementation Examplo

String ID

Dialogue

TEXT_HEATHER ) PROMPT_01

TEXT_FIG_MISSIONITEMFOUND_PROMPT 01

TEXT FiG .01
TEXT FIG_ENE G 02
TEXT HEATHER_ ENEMYRESISTANCEHINT | s

TEXT_FIG_ENEMYVULNERABILITYHINT_INFORMATIVE_01

(Greative of them o keep ther herlooms in a indoor poal
Anyihing could b luking. Be cautous.
Nothing sinster about i lovly brown basement pond.

TEXT_SUNKEN_UNDEAD. _INFORMATIVE 01

TEXT_FIG_HITSUCCESSFUL INFORMATIVE_01

TEXT_MEATHER_ENEMYWEAKENED_INFORMATIVE_01
TEXT_FIG_ENEMYWEAKENED_INFORMATIVE ¢

TEXT_HEATHER_NEWTONIC_INFORMATIVE 01
TEXT_HEATHER_NEWTONIC_INFORMATIVE 02

TEXT_HEATHER_BITANDPOISONED_PROMPT_01

TEXT_HEATHER_BITANDPOISONED_PROMPT 02

That hort et
Finsh them.

e weak!
Thats  new torc?
Toric. Bet hats useful

m bt Need a tonic.
Tonic, quick!

Good as now.
Feeling beter

rFIG_ NEWWAVEEEG\NNING WARNING_01

TEXT_HEATHER_WAVEDIFFICULTYINGREASE INFORMATIVE 01

TEXT_FIG_WAVEDIFFICULTYINCREASE_INFORMATIVE 01
TEXT_HEATHER_ALLWAVESCOMPLETE INFORMATIVE_ 01

“TEXT_FIG_ALLWAVESCOMPLETE_INFORMATIVE 01

TEXT_HEATHER_MISSIONITEMCOLLECTED_PROMPT_01
TEXT_FIG_MISSIONITEMCOLLECTED_PROMPT_0f

That wonitcut .
Tratt bruse.

om
m facing fst.
m in bad snape.
m ready.

End thom,
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Brace yoursel, there's morel
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Lots roturn tis
Hope they appreciae tis.

Speaker
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6
HEATHER
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FG
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FIG
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HEATHER
FIG

Speaker Role  Context Condition
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ary Mombar  Enomy approach iy play when tho enemy aproaches ot fight
Pary Membar  Enemy approach Oy pay when the enemy aproaches frm th et
Payer Char Enemy essance it Onlyply when enemy s ristant o ost
Plyer Craracer  Enemy resisance int Oy lay when ey s essant 0 wetor
Payer haracter  Enemy vanrably it iy iy hen anemy s winerabl o axpcses
Pary Mamber  Enemy vaerabty it Only play when anemy s winerable o
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Payer haracter  Incooct toicconsumed
Payer haracter  Incooct o consumed
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Companion i
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Payer Character  Wave compiete
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Tggering for enemies vinerabie to lecticly as weil

Tggering for small beast companions as el

Recorded?  Bug Ticket Link

FALSE

FALSE

FALSE
FALSE

FaLSE

FALSE
FALSE

owr123



