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Problem: Game 1s Way Too6,Big™
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ment for s huge open-world RPGL. 1 of1 A~ | 3

5 IAmA RPG Game Design Vic =
ary_ken_rolston_for/

C' | @ www.reddit.com/r/TAMA/comments, na_rpg_game_desi:

load more comments (1 reply)

. [-] Peleliu 3 points 21 hours ago™
“ When it comes to games (rpgs specifically) I need a story that will keep me sucked in the game, like a damn good
book. Is the story in KoA, deep and at a good length? vs, say, skyrim which has a short "main" story, lets say, 5

quests, and just tons of other stuff. tl;dr: is the main story long and good?

permalink
4. [-]1 CGEIETD [S] 7 points 21 hours ago
- —
But for me, it is even more important that the setting and themes are Way Too Big™. Because I need a world

with millions of stories... for all sorts of player styles and tastes... lots to choose from.

And with main quests, you really only get one... and that's not enough choice for me.
Actually, I think of faction quests as alternative main quests, and they can be more varied and tailored to varied \

styles and tastes.
permalink parent
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Schedule Editor

| GORD Location | Conditions

MQ03 - A Corpse

MQ0O3 - Ambush Vignette
MQO3 - Ahn-Agarth Talk
MQO3 - Leave Theatre
MQ03 - Meet In Dellach
MQ03 - Stay In Dellach
MQO5 - Talk with Glianal
MQ05 - Wait at Ballads
MANE _ Cracd im o
] Agarth_Fateweaving

Alchemmy A -

Artelope_Drink Q- ¥ EaEEX T 8T
BanditPlanning i Behavior TreeContainer

Bartend EH Common

Beagging get_stage{QUEST_ID{MQO37) —

Blacksmithing Pricrity

Blessing TimeBegin

BoggatChant TimeEnd

Butcher Misc

g=me _Looking ParentSimtype NPC_MQ_DOK_AlynShir
Careass Mowvement

geenng Escort Target -

Cnr:flnFear GORDINdex MQ03_Fateweaver_Corpse
Dancing GotolocationSpeed SH("walk™)

Entertain PatrolRoute . -

Farming Teleport immediatehy True
Fateweaving UseActivityOweride USE_DEFAULT
Fishing

Guard
Hammering¥Wall
Huddled
Inwestigation
Kneeling

Q03_Fateweaver_Corpse
MGQ03_Aln_Dellach_GORD
MQ03_Alm_in_Theatre
MGQ03_Ahn_Exit_Theatre_Temp
MQD3_Alm_in_Theatre
MGQ03_Alm_in_Theatre
MGQO5_Ahn_Ballads_Talk
MGQD5_Aln_Ballads_Wait
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COMBAT

Enemies Killed @

Attacks Blocked: 1,210
Critical Hits: 129

Damage Dealt: 177,767
Highest Damage: 1,549
Fateshifts Performed: 6
Enemies Fateshifted at Once: 6
Chickens Slain: 2

ADVANCEMENT
Lifetime Gold Earned: 1,412,313

Lifetime XP Earned: 301,341
Quests Completed: 61
Quests Failed: 1

Lifetime Fate Earned: 4,077




FPS: 50.39 ( 19.84 ms)
Uptime: 0d: th:17m: Os

Secondary Weapon Crit Chance: 0
Critical Hit Damage Bonus: 0
Health Regeneration (per second): 0
Mana Regeneration (per second): 0
Physical Resistance: 0
Fire Resistance: 0
Ice Resistance: 0
Lightning Resistance: 0
Poison Resistance: 0
Bleeding Resistance: 0
COMBAT
Enemies Killed: 55
Attacks Blocked: 6
Critical Hits: 0
Damage Dealt: 25,768,042

Highest Damag
Fateshifts Performed:
Enemies Fateshifted at Once: 0

Chickens Slain: 0
ADVANCEMENT
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Attack

Weight: 10




Tumble: 5 Grid

Claw: 3

A& Weight: 2

Attack
Weight:’1




FPS: 36.19909668 MS: 27.62499809
Space:

dmo_na_combattest

Gameld: 3196996526
Debug Mode:

Part Debug Rendering Selection
10 Activity Part

i Ammo Part

1l Animation Part

[ Armor Part

1l Attach To Node Alias Part
1 Anrbutes Part

1 Behavior Part

1 Blocking Part

W Buff Part

| Character Customization ltem Part

Selected Object Fiker | Fiter On Object List

‘omponent Pa:
i Custom Part
| Detection Part
|l Fast Travel Point Part
1 Formula Part § A
Wi Harvest Part
. Interaction Part
[l Inventory Part
i tem Part
[l Line of Sight Part
i Location Part
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