


Uh, who are you and why do I care?

Nate Austin, lead programmer of Wildermyth

® RPC of the Year (PC Gamer)
® 87on Metacritic (Feb. 2022)

‘And WE are here to tell the jokes!

'S0 HE doesn't have to.

® Overwhelmingly Positive on Steam
® Nebula Nominated for Game Writing

Wildermyth's design intent:

® GCenerate compelling characters
® |nvite the player to care about them



Ok, so what are we going to talk about?

Creating emotional attachment to procgen heroes!

What Pulls Us In
® Generating potentially interesting
characters (Is this what you'd call a pEF;n?“;
® Designing foremergence that by Mm of a crevice really. |y
- Not the same thlng ¢

strengthens characters

What Pushes Us Away

e Handful of pitfalls we identified and try
to avoid




Alright, so what makes a good ensemble character?

Not the same as “what makes a good
character!”

Look to other forms of fiction:

Memorable name
Cares about something
Personality / quirks
Visually distinct / iconic
Good at something
Relatable

Not TOO strong

Why Bad

Hero’s Journey

Chosen One

| Too weak & Hero's Journey

Too strong!!

Chosen One & too strong



So I guess let’s talk about names? Is this interesting?

Names are Incredibly Important

® Pronounceable

® Interpetable gender (most of
the time)

® Fitintoa cultural space

® ' Distinctand memorable

® Hintatastory
o—TFethusabouttheeharacter

Consider: Barlox Spidermusk

Arne Rootkens
Lobbor Arrowcoil
Fione Inkish

Afjo Jasperburring
Farius Marsam
Wordin Locke
Fidun Ered
Nenglin Shag
Quidander

Yorlof Fox

Opelia Scrayling
Junry Longfane
Rowrin Fennelpot
Isla Quick

Gergta Stack

Triss Maggorn
Rumanna Badbarrel
Dranvere Esterness
Janwaen

Afora Bearpants

Bronzod's Hove
Merdric's Loom

Send of the Wright
Calm Wrath Burrow
Iglof's Crest

Julieta's Vel

Bower of Jaym

North Ville

Ton of Zane

Weeping Wrath Creeks



What went wrong? What did you learn?

One bad name ruins ten good ones

® C(Consistency is more important
than variety

|My character's name is |
' Quelodlatha Bininennen.

e Weed out fragments or formulas y
that cause failures, even if they're || : : ATE

rare

® Mixtechniques sothey don'tall
feel the same —

® Cheat (lists of predefined first ' TS
names, surnames)

e Ifit'sontheedge,it’sbad!




Ah, “history.” You know nobody reads that, right?

Good history lines are specific
and personal

Where are they coming from?

What’s something notable to
them from their past?
What do they care about?

(Good ensemble characters need
all these)




So what went wrong?

Hooks are a mess

® Should have been “plot” oriented
instead of story-role oriented

® Arenotasimpactful aswe
wanted them to be

® ' Can conflict with personalities

Think about how you want to drive
gameplay from history

|50, you're a Literary Wildheart with|
EXVandeHust, and a Bookish Healer?)-‘

;hAnd, I love long
&alks on the beach!|




Other lessons from history?

We did a few iterations on it!

® Asthetone of the game evolved, rpp——
{Hm sorry, you seem cool but your i

history lines didn't quite keep up (retirement age io a itie low. NEXTI

e Showing3linesasiblockwasa

big improvement

® Prime stat variation creates
perverse incentives when rolling

characters :-/




So what else is generated? Personalities? What'’s that mean?




But what does that mean? How do personalities work?

Oh hey, Wildermyth has kind of a lot of writing?

® FEventsfeature heroes
® Heroes talk like themselves most

of the time
e All thisiswritten by hand
® Library of Plays!




Wait, what's the Library of Plays?

The Library of Plays

|But you got to be the}
leader last time! :

e FEacheventisa“play”

e FEach play hasa castthatitneeds

® Roles have requirements and
scoring functions

® Rolesare matched in order (targets)

® Pickrandomly from all the possible
plays

® Actors bring their identities and
personalities to the role (splits,
dynamic writing) — — L

® layers make the magic work!

Exactly! It's consistent!
| The audience expects it.




Can I see some examples?

name: Stories of Fire
M musicOverride: Music/Comics - High Magic Enc
Targets:
el

company
Aspecls chapterNumber>=2

werlund'l" le

required ¥ + |

v pgrsonality V| HEALER Y|
HOTHEAD V|
LEADER V|
ROMANTIC V|
POET Y + |
Score: max(HEALER,HOTHEAD, LEADER ROMANTIC POET) >=
80
Eligible for Theme:fire

Eligible for Theme Piece: leftArm ;

volunteer required V| +
family with Y target v
any ship with Y target Y
Enable Edmng (&)

Score (FAMILY_WITH.target*10)+SHIP_WITH. turget *10)

hero required V| +
anyshipwith b
Enable Edmng (&)

Score SHJP WITH target 10 ]

target s /

CHLUUIILEI _IETUESATTIVEALDILE_IEIUUITITE 4 J

They hike <overlandTile.bghps:a m

edfa mulchy/the wooded> hill above <site>,
making their final approach.

tree-c

<overlandTile.bghps:

n the midd|
ere..Usedtot

/Nice respite from t nipping flies. High dry

ground like this>

They hike a mulchy hill above Kindelbed Earthworks,
making their final approach.

The trees here actually iookyounger
than the wider woods. Kind of odd.

V | Dup Cmp X

2:full: hero, volunteer, target, volunt... A

<target heaIer/hothead/leader/romant:c/poet [f
\H s nppz ning, isn'tit

grind tosharpen me [[face:interested]Why do | feel like this,
Isometimes? The heatand happiness, the luster...gogray and
coldinside me. What does that mean?/[face:neutral|Here's
‘r\w' eeli in. Listless. Like <npc2 fullname> writes: "I'm a
erblo yss the sky of my life."> Should | say something?

3:twoThirds: target (Prompt) A|V|Dup | Cmp|X

<target>'s leading the way, and it's <target mf. helshe/threy>
‘whospo'rs the warm glow ahead.
|

iDid itflicker to life just now? Or maybe

iit‘d only been hidden behind trunks

4:full: hero, volunteer, target, volun... ~

V| Dup | Cmp | X

<vo|unteer bookish/greedy/loner/60:[fa
recorded about this pl
pot f[face:neutral]it's an otherwise quiet place./
1ce's pretty removed > <foes.cdgmt:The

mud\overs seem to like it. But why?/Drauven must have a

Back | 20/393 Panel1.2 (hero) >SPLIT > Broad

Hele's that feeling again. Listless. Like Kemdra Mythenspear writes: "I'm a cinder
blown across the sky of my life." Should | say something?

Morna's leading the way, and it's she
who spots the warm glow ahead.

Did it flicker to life just now? Or maybe

it'd only been hidden behind trunks.

eafForest>plaintext

Effect > targets > 11 > promptScri

®o0: 1: full: hero, volunteer,

->Split | Compose
©panel: full: hero, volun'
size: full

showNameTags: fal¢
bg: comicBG_forestA
bgAuto: null
bgNighttime: false
mustStartRow: false
mustEndRow: false
animation: null
allowDuplicates: false
@actorSlots: <list>
©0: herotalk

©1: volunteer interest
©2: targetskeptical
©3: volunteerz intere
©4: volunteer3 grim
©5: scenery:boulderF
©6: scenery:trunkz.pi

Add npc v| Ac
Add Image | Add Animati
otextSlots: <Jisr>

©0: narration: They h
textSource: They
makil

style: narration
pointerOwner: nu

details
©1: hero speech: <ove

textSource: <ovetr

— i



One more please?

1Ohhh~crud, How;m | going to explain§
this to the others? ’

——

"'l hope Arkyn doesn't run me out of
[ the Yondering Lands over this.

What does Udfor say next?
Depends on his relationship
with Arkyn!

Ifthey’re friends...

Ifthey’re lovers...

| hope Arkyn and | can laugh = B | hope Arkyn doesn't break up it

about this later. \with me over this.

N ,-1:; L"



Are we still talking about personality stats? What did you learn?

So many things!

® Playersonly care about1or2 perhero
) : ik arriochosso) W |/ [Dup [ cmp [ _
. It S hard to be ConS|Stent’ you have tO be <mystic.personality:You need to at least check your books out! Hammae

Meathead.. /[face:interested]Just what we need. Another bully
/i 5 | ooy 7 - c + 1<

[[face:dubious]Whata raging toadneck /[face:skeptical]<

If

Ve ry t h O ro ugh warrior.mf:He/She/They> just grabbed it /[face:grim]That'sa < Choose
warrior.mf:man/lady/person>who lacks respect for others.f Hey! HEY! No one just...

[ Hey! HEY! No onk]’ust...!/‘-w\/amor mf:Was he/Was she/Were " . J

. Need to act ual ly Write 11 —Way they> always as rude as that?[face:skeptical]/[face:grim]Should \

ve seen that coming /[face:dubious]The feral returns and we

wonder why <warrior.mf:he bites/she bites/they bite> /[face

. . A
pe rSO n al Ity S pl ItS dubious]Typical brute. Ick /[face:dubious]What a neat person > 2 o &.-)3
e g, &7, 4 oy

Bitter feelings

take root. Bitter feclingad
® Need nested tags O
Choose edit =
Back | 318/607 Panel 1.1 (mystic) > SPLIT > mystic is Hothead > plain text

® Need bettertools!!



About those tool improvements?

Tools got SO MUCH BETTER

Visual Editor

Nested Tags

Bespoke Splits

Error reporting

Status Bar for cursor
Auto-backup and crash recovery
Syntax highlighting

Tooltips

Autocomplete

Manual and Smart role matching
Compose Panel controls (edit all
actors)

Move/Scale all with mouse

{Whoa that's WAY |
Etoo many bullets
for one slide!

| He's out of controll




So what are we looking at here?

%ok Scratchpad - ] X
. & Mods (7) | comics (Ctr+1) Y| editing:SOURCE | [ undo | BN Redo [[ save |(e)devSecrets_gdcSlides_2022 logs | help | tags | styles
e Visual Editor ros) Romo ey TR stwesoict | BF o JERURERL B Bt s e b 5 e
New.. & Scroll| [ click] [1[1 Reroll| Settings...| [ Find| +RP| ) | <3| >i(| Fam| Inspect| _|Auto-Match Banclo) SimpleView |
N d T villain_enduringWar_2_2_capstoneArrive 'J A/l BN N On Left
([ ] este agS : They found Emera waiting at Timberscarn Outfitter, Effect > outcomes > 1 (Description) > script > 1 (Panel)
text5|zle: Sl Just as she had promised. " e ©1: 2: half: snark, bookish (Outcome 2)
auto tag-close: « I\ e
e  Status Bar forcursor ‘ [ ‘ EEEE
translate mode: Edit v ©panel: half: snark, bookish
1 1 1 Outcome 2 edit size: half
e Syntax highlightin :
y g g g 1:full: bookish, snark, greedy, hero4,... & V | Dup | Cmp | X showNar.neTags, gie .
T : r 5 - 3 bg: comicBG_forestPurpleZoomedOut.jpg
. [They found <npc>waiting at <site>, justas <npc.mfhe/she/
® TOOItlpS {they> had promised. bgAuto: null
=——_ bgNighttime: false
V | Dup | cmp | x mustStartRow: false
PS A
Au'tocomplete <snark.snark/poet/romantic/bookish/goofball/80:The decor mustEndRow: false
lacks a certain..."Morthagery."/The decor lacks a certain . 4
. animation: null
'[The decor lacks a certain..."Morthagery.'/The i
® Errorreporting Yk e ber ity bt i LS allowDuplicates: false
workshop of horrors [This is <site>, but where..?> @actorSlots: <Jisr>
3: half: npc (Outcome 2) A|V|Dup | Cmp | X ©0: comic:entranceDoorwaylnterior.png
it's probably underneath. Stomp around a bit. ©1: comicBg:comicBG_forestPurpleZoomedOui
‘ ©2: snark skeptical
z ©3: scenery:door_EbonBars_open.png
10:third: np = in ‘4:fu||:snark,book|sh,greedy,hero‘tm A |V |Dup | Cmp X, ©4: bookish default
Why | came :em4 Somp ©5: scenery:bookshelfScrolls.png
‘4 Sims Add greedy v | AddActor
-‘ Tlc e stomp AddImage | Add Animation
ﬂz:ltn 2 ‘ otextSlots: <[ist>
;son?g:tg’zoi it e :(:{( [graylstomp ©0: snark speech: <snark.snark/poet/romantic/|
atthis. | hay [Fandoms k. ‘ textSource: <snark.snark/poet/romantic/boi
Thatthing ¢ [t€st: [darkjstomp style: speech
EXQUISIEE Pl e e e ey gy e e e = pointerOwner: snark
quitea thing> <herb {My © details
- are || ftan]stom comic:entranceDoorwaylinterY.| Add TextBox
12: third: npc (Outcome 2) AV Dup|Cmp | X| 0 ‘ g Narration | DarkBox | Action Text
Butalotcan changein along walk across the Yondering Lands
:full: npc, snark, bookish, greedy,h... A | V| Dup | Cmp | X
Back | 325/326 Badtag! her| Panel11.1 (snark) > her 2 £ S o
e [white]thuwunk :
Back | 83/293 Panel 2.1 (snark) > SPLIT > snark is snark > plain text




So what are we looking at here?

e Compose Panel controls (edit all actors) e Manual and Smart role matching

! , , |
Compose Panel I IConﬁgure Role Settings
| R oried g i 0. T
’ . - Role 4 Anyaspects puthere will be added to their respective role. Puta * before an aspect
i 6 to make itonly be added 50% ofthe time on reroll. You can also use "warrior",
3 "hunter", "'mystic’, or "farmer" to set the class.
" e
self

|| s {
5 company
o I .
- overlandTile
B size: ful V| <preservespacing bg:  comicBG_forestPurpleZoomedOutjpg | null | ShowName Tags i B = =T e S
thigs 1§ Actors X Add Actors: Text: party 5 V it i s B AT
= | comic:entranceDoorwaylnterior.png | party | speaking  Add Narration - -
| | comicBg:comicBG_forestPurpleZoomedOutjpg ~  bookish ~  speaking | AddAction foes 1 ¥
nd : . - - -

I | npc frame-interested .| snark | speaking Bockish EATTOr
Py | bookish frame-surprised | greedy | speaking e — — e ——
S ’ < snark frame-interested | herog _ | speaking | snark hunter
tog o | scenery:door_EbonBars_open.png heros speaking el TR R TSEIE i 7 SR TR

| | greedy frame-surprised npc speaking g L , - .
= < scenery:bookshelfScrolls.png herog 1 ¥ |

¥ <! scenery:chestClothing.png [

I < heros heros 1 ¥ | | |

{ < herog £

_resetscale allActors V| D I
i arrange: leave V| focus: leave V| equipment: leave == _IJ ~Color Filter- 2 : sae Cancel e Confirm

sax Cancel Confirm




Lessons from the tools?

Invest in tools, but procrastinate

® Besureyouhaveareal need
® Doitthe bad way fora while first

Here let me help you with that.

so you know what you need

® Getinvolved in content creation,
empathy is critical!

® Toolsimproved content quality,
but generally didn’t speed us up.




Ok but we're getting off track. Compelling Characters?

Let’s talk about VISUALS

Cohce,btf




Why are facial expressions important?

So this is what heroes do, is
it? Sit cozy round a fire and
ramble away the nights?

Knowing how characters feel is Programmer-

art m UCIéU/b-' While outside the cast of
their flames evil lurks and
lumbers, ravages the land,
unchecked?

critical in fiction

® Seeingafaceisashortcutto
feeling the emotion (because

mirror neurons probably?) | |
®  Weended up with17 | | |

expressions
® Reaction shots are great for
hammering it home



What did you learn?

® leaninto “charming” N
W — Mobody likes this quy.

® Don'tusethesad face
Great movie though!

® Draw more neutral faces

(interested, grim)

R :
(4 *'We re Rretty great.la i

® Subtle expressions are the most
useful.
® Some personalities gravitate

towards or away from certain
faces




So now what happens?

We now have characters thatit’s
POSSIBLE to care about.

And this is when the player steps in,
and EMERGENCE takes over from
GENERATION.

/u ~—
Party Select

Future Warrior Future Hunter Future Mystic

Compassionate Loner Cowardly Greedwagon Romantic Poet

. Click to Inspect .

2Madkin \

Randomize Randomize

Randomize

(Advanced) Starting Calamities
ctr|R! B
B RCI'OH All 0 (Recommended) ¥
’ sape Back




We need to talk about our relationship.

We keep it simple Hey | was gonna make that joke!)

® Romance, Rivalry, Friendship

® Personality stats determine
compatibility

® Pickone, it growsovertime

® ' Player choices in events can

override type
® Relationships don't go down (not
fun.)



So how do relationships actually work?

There are a number of benefits!

P \Look babe | c:iidn'i.: expect to be the
° Com bat Buﬁs 7 \one to e~xpla|n this to you, but... J
o Lover’s Vengeance
o Gotyour Back

©  Oh Yeah, Watch This!
Marriage!
Kids!
Special Events!
Special handling in text, all over
the place!




And what have you learned from all of these relationships?

Players CARE (about romance).

Romance-related material is
popular and highly requested.
Just knowing that two heroes are
dating instantly humanizes both
of them, AND creates an
imagined party dynamic with the
third hero.

People want love triangles, etc.,
but our game isn't well set up for
that

Settling In

by Anne Austin

[How do you think |
Soria is settling in? |

Character Sheets

And don't tell anyane L but it

1 lirritates the heck out of me.

@Its funny Ifyou had to dream up PR
] "fresh-faced young hero" for your tale, l‘
| think you would dream up Soria. |

Choose:
And | think she'll dOJust fine. ‘}

Q(And don't tell anyone but its |
|50 endearing.




Aging is a good thing?

Aging characters is POWERFUL!

® Notjustabout having some
older folks around

® |t makesyousee the character
differently

® Players don't want their PCs to
age! Butit’s really important.

® Bittersweet

and prostheticrighthand prostheticleftleg prostheticrightleg te:
forgebladeR forgebladelL Starheart Waterling's .



https://docs.google.com/file/d/1ACEaLGWdK5H_gZU1aN7hZZN5tGiyO06R/preview

So how does it go over?

Aging works, but players don't like it

® Some players really hate it

® |t's REALLY HARD to make
retirement feel good

® Legacysystem helpsalothere

® Most games don't tell stories
about growing old, so it feels
novel.

| don't need a safeguard, | just
need a way to halt my own decay.
,,
e
How old were you when
you became Enduring?

Then you don't know what it's
like. Nobody does, until they get
here.

\ g
-

You grow up thinking your elders just like complaining about
their aches and weariness. You think they like sitting in the
same chair day after day watching clouds pass.

You don't realize that they do it
because anything more has become

impossible.




What’s the deal with children?

We don’t do very much with them TBH

Generate as-needed rather than at
birth (unsatisfying)

Get last name and looks from parents
(Some) events take them into account
Players want family trees. Maybe
some day.

| It's just... what's my place in the |
Y world? You know?




How can you make injuries feel good?

Real Risk is a great benefit of Procgen!

® |Injuries differentiate characters

® Overcoming them feels great

® Importantthatit’s possible to
recover

® Alsoimportant not to erase the
injury!

e Was hard to balance!

|Real risk? As in a real risk of your run
|being unwinnable? Or a real risk of :
lnonsensical content?




What are transformations?




How do transformations work?

Granularly!
® |Integrates with maiming system e Mixand match pieces
e Events give you themes e Affects combat!

® Replacelostlimbs

The fire... it's my destiny.

i

) N\

| As 5pposed to the last three things, those
definitely weren't your destiny. :

‘ =




What did you learn about transformations?

They’re a pillar of our character
progression

e Alwaysachoice
(even if a mortal choice)
® They'rerelevantincombat
® Perverse incentive to maim hero

->advance during interval




What kind of basic stuff?

Gear and Abilities are driven by
player choices

® Allchoices are permanent

® No trading gear! No inventory!

e Ability choices are randomized so
you can't always build the same

Many players don't like these decisions,

but they are super important to us.

Can I... borrow your shield?




Didn't we talk about storytelling earlier?

CHARACTER FOCUSED STORIES

® Players don't care about the plot,
they care about the heroes.

® Show us how the HEROES care
about the plot.

® ' Neverlore dump

® Heywe can'tdoone bigplot
anyway, because remember the
Library of Plays? Random events!

\Please, please don't tell me the
‘history of your people.




Do you have a rant for combat integration, too?

Players focus on power

e |[fitaffectscombat, it’simportant
e |[fplayersdontnoticeit, it’s not =

(Battle's won. But you still feel... the forest |

important
® \We wantthe stories, gear,
relationships, abilities, and

,i:;e_s?-gre;/_eg?‘What sort of bonus do those\!
| give? Could use some extra armor, myself. !

transformations to be important



So, is that about it for character emergence?

Emergence Summary

® Contentand consequences drive
character change.

® Eachchangeisvisibleintheart

® FEachchange affects combatin
visible, dramatic ways.

® (Consequencesare permanent

e Cross-generational stories (time
drives character change)




So what pushes us away from caring?

You know this stuff:

® Breach of Trust, Loss of Control Tl Thie Seanahts te aTaraire il

e Acting outof character /. W nesd wors }

e Unlikable protagonists A rooserzeedt !

® Boring/Cliche characters Y [

® ' Melodrama/Maudlin |

® Fearof Heartbreak (or, rage quits) | ;
1

So yeah, “bad writing” is a big part of it.



What counts as a Breach of Trust?

R tol ) tati ' Some gamee that set clear expectationg «pfkonz‘./
espect piayer's expectations. .

. KERBAL
® Players create internal rules for - | ORI

the game in their heads
® Ifyoubreaka mentalrule,

players will quickly discard that
rule and try to form another.

e Nothavinginternal rulesyou
can rely onis intensely
frustrating.




So what does that mean for Wildermyth?

Here are some of our narrative rules: S

e Don't have good/bad choices (have
tradeoffs instead)

® Don't have consequences thatare
out of proportion to the choice
(unless clearly marked)

e Nevertroll the player, evenifit’s TR g e
00Se€:
rea’”y funny ; Would you take a drop of my “ldream of black wings, and a

blood, mysterious lady? f:questing path.

® Bigconsequences need to be clearly
telegraphed beforehand

Sly deal. Makes sense you're § K

® Show percentage chances (usually) B | B 4 cirroundes vy carion irge I8

Ak ;’\:}!‘f-‘ |




What about other areas of the game?

In combat, it’s similar:

® Playersshould know what will
happen before they click
® Enemy capabilities should be

‘the player so they feel safe. '1

. ’ aBaslcally be rlgorousl.y Falr tol

clearly communicated
® Hidden enemies or traps aren’t
fun




Ok next up is Acting out of Character! I'm excited for this one!

Be diligent about the writing.

Remove anachronisms and
idioms that don’t fitin-world
Don't break the fourth wall for a
joke. Even a funny joke.

People don’t say things everyone
already knows

Take the fiction seriously (or
no-one else will)

You keep out of this! You're |

| just a rhetorical device!

e |



Yeah but that’s just “good writing.” What about procedural stuft?

Procedural content poses extra
challenges:

® Personalities can't be as extreme
(unless you're very thorough)

® Certain relationships (romance,
family) are crucial to keep in
mind.

It'e important to keep track of relationships!




So how about unlikable protagonists?

Main Characters need to be at least 2 of:

® (Competent

[ Fun ny \ldunno, seems like a pretty hight bar honestly. |

e \Well Intentioned
And at most one:

® Directionless

-
. |
;|

/ A
Yeah this seems more like an opinion, frankly.
N

e (Crating/Annoying

® Hostile/Aggressive



Avoid boring stuff, is what you're saying?

There’s some stuff we've all seen a million times. Don’t do that.

Avoid cliches
Don’t use idioms
Subvert tropes

Don’t pick your setting
off the shelf

Make every decision!

(Also, interesting stuff has to happen!)

?;’Biirﬁey! The goblins are /atf‘éékin'g the castle! |
‘We must send a delegation to the Elves!

You alwaye have a choice.



What else do we need to avoid?

Melodramatic, particularly maudlin

characters are bad.

<« This quy agm‘u./

e Don'trelyontragedy to create He'e a great actor.
attachment. [t won't.

e Don'tcasually kill off
villages/npcs/planets

® Don'tuse [face:sad] unless you
just got reminded about your

dog thatdied.




Well but how else can I motivate the player?

Consider Achilles from Hades

® Iscompetentand likesyou

e Hasa tragicstory thatyoucan
help with

® You havetodragitoutofhim!!

e He would never consider asking
you to get involved in his
personal grief!!!

f1ades ic really good, you guys.



Can I get one more example?

Disco Elysium is really bleak, right?

e Notthat many actual deaths, but
it feels like a ****ing disaster.

® Fachdeath,includingthe
instigating one, is FELT and
PROCESSED.

® ' Incredibly, you come to
understand and even like many
of the characters

® Youcanbeagoodcopifyou
want, and people recognize that

Dicco Efysium is really go0d too!



I'm about to rage quit this talk. Ha just kidding.

Death is a crucial story, but it sucks.

® Agingand retirement remind you thatall
heroes are mortal

® Children and new recruits arrive to take
over

® ' Mortal choices make death feel more fair

® legacysystem promisesyou’ll be able to
use that hero again next game




Remind me how the Legacy System works?

Your Legacy makes heroes myths

® Heroeswhodie, retire, or win can
go into your legacy.

® Legacy heroes have tiers, can be
promoted

® legacy heroes can be used in
future games

e Starting level and abilities based
on Legacy Tier.



And how does this help with rage quits?

Takes the sting out of death:

® Your favorite heroes aren't gone
forever.

® Youcanadvance them over
multiple campaigns.

® Risks are contained to a single
campaign




So, are we almost done?

Compelling Characters are Emergent

® Generate a fairly basic character,
hopefully interesting and likable, but
not overly specific

® Give the player as much control over
the character’s growth as you can

® Emphasize permanent consequences

e Carefully avoid gameplay or writing
that breaks the investment.

(Thank god, I'm all out of jokes!)
\— - - —_




Can you be more obscure and poetic though?

Be a sensitive soul.
® Players want to invest!
® Buttheydont expectto. | This slide is so self-indulgent.
® Everything has to be just right. | i
® We are shy with our hearts.

r

N\
B\

;wrai{: 'tilu)}our see the next ovne._‘ |




How about a song for the road?
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'You gotta know |
when to hack 'er,
When to refactor,|

W Know when to copy-paste,|

:Anidiknow when to Run;vfj

There'll be time enough to check in|

When debuggin's done!]
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