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Good afternooreveryone! Thanks for sticking with us all the way to this, the last talk
in the last hour on the last day of GDC.
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build a system that lets your writers make it as they do best.



Hard to keep up taking notes?

Taking pictures of every slide?

Relax, slides will be at:
valvesoftware.com/publications.html

And my blog:
assemblyrequired.crashworks.org
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What is this talk about?

* A system for tracking lots of facts and then
picking a rule from a database based on
matching criteria

* Originally used for character speech in Half-Life
2, Team Fortress 2, Left4Dead, Portal 2, Dota?2, ...

e Can also drive animation, sound, Al, gameplay
logic, and many other things
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about the world in a uniformly manageable way, and then using that state to select i
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us until after we had built it.

Who is this talk for?
Programmers and writers.
Programmers will see how to build a system for creating Als that
dynamically generate dialog based on world state, and possible
extension into other fields via script.
Writers will see the possibilities of such a system, and suggestions for
how to create an interface that allows them to generate content easily.
What's this about?
Dynamic game dialog, the code behind the engine that drives ours, and
thoughts on how to design games around such dialog and dialog around
games.
And then how you can extend the system to drive other things



MARCH 5-9, 2012 WWW.GDCONF.COM

GAME DEVELOPERS CONFERENCE' 2012

What is this talk about?

 Empowering Writers!

* A philosophy of character
dialog and behavior

e Tracking lots and lots of
context to drive gameplay

Shakespearicles, the strongest writer who ever lived
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this is mostly about how to generally think about world state and character behavior
in a way that enables writers to create and iterate independently.
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Response Rules: context tracking that is

1. Simple
General

2 emricent ONMPLE = FRIENDLY
4

Friendly
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features in all our games, efficient enough to be used at runtime, andfusedly

for the writers who populate it. This is actually three things, not four, because | firmly
believe that simple and friendly are the same thing. A system that is simple to use

gets used. A system that is simple to write gets maintained.
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Why talk about dialog?
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Why stand here and talk for an hour about talking? Well, there have been a blﬁngh 0
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could enable people to make more games like these. I liked all these games, so | want
people to make more like them, so | can play them! My ulterior motive.
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them, and previous events. In the beginning, when games were nothing *but* dialog,

this was pretty straightforward.



