
Good afternoon everyone! Thanks for sticking with us all the way to this, the last talk 
in the last hour on the last day of GDC. 
 
LΩƳ Elan wǳǎƪƛƴ ŀƴŘ ǘƻŘŀȅ LΩƳ ƎƻƛƴƎ ǘƻ ǘŀƭƪ ŀǘ ȅƻǳ ŀōƻǳǘ ŘƛŀƭƻƎ ƛƴ ƎŀƳŜǎΣ ŀƴŘ Ƙƻǿ ǘƻ 
build a system that lets your writers make it as they do best. 
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Today ǿŜΩǊŜ ƎƻƛƴƎ ǘƻ ǘŀƭƪ ŀōƻǳǘ ŀ ǎȅǎǘŜƳ ǿŜ ƘŀǾŜ ŦƻǊ ǘǊŀŎƪƛƴƎ ŀ ǿƘƻƭŜ ōǳƴŎƘ ƻŦ ǎǘŀǘŜ 
about the world in a uniformly manageable way, and then using that state to select 
Ƨǳǎǘ ǘƘŜ ǊƛƎƘǘ ƭƛƴŜ ŦǊƻƳ ŀ ōƛƎ ŘŀǘŀōŀǎŜ ƻŦ ŎƘŀǊŀŎǘŜǊ ǎǇŜŜŎƘΦ LǘΩǎ ǘƘŜ ǎȅǎǘŜƳ ǿŜ ǳǎŜŘ ƛƴ 
The Orange Box, Left4Dead, Portal, DotaΧΦ !ƭƭ ƻǳǊ ƎŀƳŜǎΦ ¸ƻǳ Ŏŀƴ ǳǎŜ ǘƘŜ ǎŀƳŜ 
ƳŜŎƘŀƴƛǎƳ ǘƻ ŘǊƛǾŜ ǘƘƛƴƎǎ ƻǘƘŜǊ ǘƘŀƴ ŎƘŀǊŀŎǘŜǊ ŘƛŀƭƻƎΣ ŀƭǘƘƻǳƎƘ ǘƘŀǘ ŘƛŘƴΩǘ ƻŎŎǳǊ ǘƻ 
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 AIs 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 
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But ƳƻǊŜ ƛƳǇƻǊǘŀƴǘƭȅ ǘƻŘŀȅΩǎ ǘŀƭƪ ƛǎ ŀōƻǳǘ ŜƳǇƻǿŜǊƛƴƎ ǿǊƛǘŜǊǎΦ ¸ƻǳ ŎŀƴΩǘ ƘŀǾŜ ŘƛŀƭƻƎ 
ǿƛǘƘƻǳǘ ǿǊƛǘŜǊǎΣ ŀƴŘ ƳŀƪƛƴƎ ǿǊƛǘŜǊǎΩ ƭƛǾŜǎ Ŝŀǎȅ ƛǎ ǘƘŜ ōŜǎǘ ǿŀȅ ǘƻ ƎŜǘ ƎƻƻŘ ŘƛŀƭƻƎΦ {ƻ 
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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²ŜΩǾŜ ǘǊƛŜŘ ǘƻ ƳŀƪŜ ŀ ǎȅǎǘŜƳ ǘƘŀǘ ƛǎ ŀǎ ǎƛƳǇƭŜ ŀǎ ǇƻǎǎƛōƭŜΣ ƎŜƴŜǊŀƭ ŜƴƻǳƎƘ ŦƻǊ Ƴŀƴȅ 
features in all our games, efficient enough to be used at runtime, and user-friendly 
for the writers who populate it. This is actually three things, not four, because I 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. 

5 



Why stand here and talk for an hour about talking? Well, there have been a bunch of 
ƎŀƳŜǎ ǊŜŎŜƴǘƭȅ ǘƘŀǘ L ǘƘƛƴƪ ŘƛŘ ƛƴǘŜǊŜǎǘƛƴƎ ŀƴŘ ǎǳŎŎŜǎǎŦǳƭ ǘƘƛƴƎǎ ǿƛǘƘ ŘƛŀƭƻƎ ǘƘŀǘΧ 
Χ  ǿŀǎ ŀƴ ŀǊǘƛǎǘƛŎ ŜƭŜƳŜƴǘ ƻŦ ǘƘŜ ƎŀƳŜ 
Χ ǊŜƳŜƳōŜǊŜŘ ŀƴŘ ǊŜǎǇƻƴŘŜŘ ǘƻ ǘƘŜ ǇƭŀȅŜǊΩǎ ŀŎǘƛƻƴǎ 
Χ ŎǊŜŀǘŜŘ ŎƘŀǊŀŎǘŜǊ ŀƴŘ ŜƴǾƛǊƻƴƳŜƴǘ 
Χ ƻǊ ǿŀǎ Ƨǳǎǘ Ǉƭŀƛƴ ŦǳƴΦ 
 
L ŘƻƴΩǘ ƪƴƻǿ Ƙƻǿ ǘƘŜȅ ŘƛŘ ǘƘŜƛǊ ǎǘǳŦŦΣ ōǳǘ L ƪƴƻǿ how we did it, and I think our system 
could enable people to make more games like these. I liked all these games, so I want 
people to make more like them, so I can play them! My ulterior motive. 
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By άŎƻƴǘŜȄǘǳŀƭέ ƻǊ άŘȅƴŀƳƛŎέΩ ŘƛŀƭƻƎ L Ƨǳǎǘ ƳŜŀƴ ŀƴȅ ǎȅǎǘŜƳ ǿƘŜǊŜ ŎƘŀǊŀŎǘŜǊǎ ǎǇŜŀƪΣ 
ŀƴŘ ǘƘŜ ǎǇŜŜŎƘ ǎŜŜƳǎ ǘƻ ǊŜǎǇƻƴŘ ǘƻ ǇƭŀȅŜǊǎΩ ŀŎǘƛƻƴǎΣ ǘƘŜ ǎǘŀǘŜ ƻŦ ǘƘŜ ǿƻǊƭŘ ŀǊƻǳƴŘ 
them, and previous events. In the beginning, when games were nothing *but* dialog, 
this was pretty straightforward. 
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