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Elevator Pitch 

•  Re-playable�

•  Drama�

Interactive Story 
Generation 

•  What is it?�

•  Why do it?�

•  What else is out there?�
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Setting 
•  Wind’s End Bastion�

•  Factions�

•  Player’s character�

•  Decisions�
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NPC Stats 
•  Rated -10 to 10�

•  Traits�

•  Moods�

•  Relations�

NPC Goals 
•  Super Goals�

•  Regular Goals�

•  Sub Goals�

•  Goal drama levels�
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Drama Manager 

•  World Drama Level�

•  Time Passage Effects�

Table of Contents 
•  Elevator Pitch�
•  Interactive Story 

 Generation�
•  Setting�
•  Under the Hood�
•  Tools of the Trade�

•  Conversation�
•  Time�
•  WarCraft 3 �



12/13/09 

6 

Conversation 

•  Initialization�
•  Objectives�
•  Stances�
•  The Interface�

Time 

•  Real �

•  Conversation�

•  Travel�
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WarCraft III 
•  Why a Mod?�
•  Why WarCraft III?�

Questions? 
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