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MMO Quest Text: The Common Perception
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Quest text 2™
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The TweetQuest

xXSargeXx

Many players want stories in their MMORPGs, but
may not read a huge wall of text. Your job? Write
text so short they can't help but read it.

(The above “tweet” is 140 characters with spaces.)
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g Most MMO quest text
is too damn long!
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Less of this.

“Greetings, Quigley. | am llthalaine. My purpose in
Shadowglen is to train young hunters like you and
to ensure that the balance of nature is maintained.
The spring rains were particularly heavy this year,
causing some of the forest's beasts to flourish while
others suffered. Unfortunately, the nightsaber
numbers grew too large, and they will devastate
the other populations if they are not culled.
Journey forth, young hunter, and thin saber
populations so that nature's harmony will be
preserved.”

--World of Warcraft quest “The Balance of Nature”

(497 characters with spaces.)
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And this.

“Ha! You want to know what those mutinous dogs have planned? You
couldn't figure it out for yourself? Har!

Well, it shan't be too complicated. Any ship that tries to get past the
mutineers and into Port Royal, the pirates aim to sink 'em. Not even your ship
is fast enough to elude those treacherous bastards.

I'll tell you what, Captain. I've got a fast ship o' my own, "The Swift." If you're
willing to take the risk o' your life to get that letter of marque to Port Royal, |
suppose | owe Milford Cox enough to risk my ship. That privateersman saved
my neck on more than one occasion. Borrow my ship, Captain, she's not
much good for heavy cargo, but she's fast. Fight your way past those pirates
and get that letter of marque to Milford's missus.”

--Greeting text from Pirates of the Burning Sea mission “Final Justice”

by Cory J. Herndon < GC

(747 characters with spaces.) ODline g
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More of thi

IT S DANGEROUS TO GO
Al ONE! TAKE THIS

(38 characters with spaces.) G@C

(Thank you, Internet.)
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Or this.
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Path quest offer:
63 characters=>
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© 140 characters (with spaces) of text is
short enough you can’t help but read it.
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Non-MMO Examples

P

© Aww, man!
Why do I get stuck
on the weak team?

powws

; ‘ . Permission to disagree, Captain? It's not proof of

virtue. It's simply & survival strategy. «
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Style and flavor in
136 characters=>

/ You will receive:

Tasks
@ Yeti Control\Point!
A ate {0l point and

/

HELP IES BRIy UNESSRETTNITES

YourERalIVEINICAMELENEVERIOU
/! il y

LOWET,

survived that crashl
18:44 [Devil: fum u has Iefit (4 ="DEVH P

18:44 [Devi
A.Conguer the Yeti
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© A 140-character limit encourages
integration of story into the whole game.
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Narrative Back-Up

Marketing P Cinematics

Art R~ A . Lore

Design . | 7, ¢ Transmedia
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Why Do | Need Text at All?
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Key Points

¢ The story the player experiences is
unique and personal.

GOC
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MMO players build their own stories.

Keeping text short and stories modular allows
the player to create connections.

©

O Social connections make reading text
secondary to game play and communication.
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t’s the first thing most player
Displays style and mood

Lays foundation for the narrative

nvites questions, teases answers
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A ship approaches.

Science fiction

Retro style 2
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A planet that isn’t our own.
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The Soldier’s Path
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The Explorer’s Path

Goggles and
maps =2

-
i
Not babysitting
the ship

" Packing pistols
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The Scientist’s Path
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Class: Warrior
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Class: Esper
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Class: Spellslinger
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Concept Art
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In-Game Art
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Weather
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In-Game Art
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Design Text

e Tutorials

Help Text

Story Panels
Objectives
Quest Log
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Without design text...
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Without design text...

b Minecraft

HMinecraft Beta 1.28.1
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Score: &=8
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Title menu
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Tutorial Text
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HoLDOUTS
The Soldier engages a Holdout by locating
and activating transmitters scattered
throughout Nexus. The five closest
transmitters are listed on the Datachron in
the lower right

- =l - o
There are three types of Holdout: Assault, where the Soldier must defeat
waves of enemies; Timed, where the Soldier must suruve for a specific
duration; and Defend, where the Soldier must protect one or more
objectives against @ number of waves. The details of these are found on
the wave display that replaces the mission listing when the Holdout
begins

Ul NOT FINAL
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Help Text
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~Yet! Snowstalker
240" /7404’

Tasks

3 Ch) :
4 Yeti Control Point!
Eindithe control point at the bottom: of

the hill
@ From the Wreckage
Rescue survivors north of the crash

ade!
Hill'yeti on your way to the ancient

Com bat tipe Double tap "S" tyo E,:,.\
6 Bwer. (1/4

site

Zone 0bjectives

CALL

NEAREST HOLDOUTS

Help me! Anyone!
* ' Help me! n
Double tap "Sito evade!
I don't want to die
A.Conquer the Yeti

&

out here!
Double tap "S* to evade!
Help me! Anyone!

© t}t\ ©

1570 /1700

Help me!
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The Quest Log
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Quest Log

TR
SOLEBYITEmE [31 From the Wreckage {id: 3479}

0%

Show Details (0/1)
Small Tasks

[' (31 From the Wreckage {id: 3479} ]

[31 Protecting the Protectors {id: 4941} [oURAEYIto 't

[31 Yeti Control Point! {id: 3952}

e Tdsks
» A“ @ Yeti Control Point!
1 $AFind the control point at thelbottom of

the Protecm?\
JtiE Rooth Wwhoagl

ently attacking yolr fellow EMIEEN
(0/5) c
\
From the Wreckage
Rescue survivors north of the crash siten
ABANDON - )

Hill yeti on your way to the ancient
tower. (0/4)
Zone)Upjectives

¥© CALL

ST HO

1400 /1400
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Narrative Design

Narrative Designer > (' .
(artist’s depiction) = o

ote the Glasses

e Zone Road Maps

* Lore

* V.0. Dialog

* World Story
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Voiceover

*“Quest VO

e Narration

e Ambient spefegh
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Lore via One-Click Quests

/'—\Priu%t_i Renzo

_.7
Narrative panel
quest Oﬁere The corpse of this soldier is

badly balfered and almosk

NorthegniWilds

complefely frozen. In his jacker
you find 3 journal where he
speaks of his young wife and fhe

Rootbrute GFimS] hopes he had for fheir new life
as pioneers on Nexus.

You will receive:

SPONE!

@ Rest in peace, Renzo.

Nevermind Taisies

0 SECEIHYRHERHTED) X
Hill ropzgrugas and Y2dl soudh of Szzelar's
Hzach (11/8)

Aet |l Silguyraesad

) Lisfisaiaiis e =]!‘1:}=ﬂ_'
Flnd Seizngise Lugi ze g2 ggssen oy
2a3t uf I .l_r‘ Haach

AR o ﬂ‘\ X -/ Azl Sigoliag

\ 46:51 INPCChat] Saraamf Smmmr. HOTERET {uuuu gty you LF o ) .
fiey susryeiieg Yoy uhjrk e < Z m_w lnzf sugllzs from the gexzizrard

4650 INPCChat] ConuT2ah Vangas: | i1z ayarysisly Puiaad rigiis oty Gy cratzs (1/8)

LHERSUNPIESSLD) _.u)Ju,_ =z zadg e - = —

1651 [NPCChae] Aron wmm I ,ma‘u 1daulel eguie g You, Zuiiz Dijzcclyzs

46:52 [Sayl Soldizr Hrull: Y=g PICRED J)(J—_Ii._r-‘_':_’. GAlREESTGTRLHERCIVET 3

BSOTIENIEN erylle) gy 23ezga fronl g2 ga2adn, s | g2ad Yoy guy disn T HOLDO

SOTERLNTE] IENCONHOINDINTE —

A.Conquer the Col ow Skeech

1975 /1975

1N

CHERNDON{
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Lore via Datacube
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The Primall Disruplor provides an
abundant source of power by
Frensforming elemental lifeforms info
refined Ioffife crysfals. Their sacrifice
is necessary if we are fo advance
Fhe greal work fhal we are doing
here.

= \ Act I: Arrival
»

A @ Empowered Tower
WE IHusL Swuy s ju et

Jump into the crystals to collect them! Collect MENEs by/jumping into

them or from the'Crystal Gua
nearby (4/5)

D C Data Gube
power by transforming elemental lifeforms into refined loftite crystals. Their

sacrifice is necessary if we are to advance the great work that we are doing

here ' f“

29351772535 1500 /1500

L ‘A ¥ 1
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Cinematics

Juxtapose art, design, lore

Provide exposition

Advance the plot
Break up the rhythm

Suggested, not required

WiIL DSTAI'R 3)
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Cinematic: The Tower
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Cinematic: The Rescue
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Transmedia

_Outside-the-game material

»

=

*Fiction
*Comics

*Art books
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Reaching 140
Writing New Text

&
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Start with the objective%\

Saturateh\'}vith flavor

Check textin-game

A ]

=

Cut on the second pass




Game Developers Conference® Online 2011 | www.GDCOnline.com

Cutting to 140
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fCut first \i
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e Revise and add flavor last
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Its five-year m|SS|on

ﬁ‘\_

‘0 explore strange new worlds

‘0 seek out new life and new civilizations.

o boldly go where no man has gone before.

Audio: STAR TREK written and created by Gene Rodenberry
(Characters with spaces: 220)




Game Developers Conference® Online 2011 | www.GDCOnline.com

O GAME NARRATIVE

Her five- year m|SS|on

To boldly go where no man has gone before.

(Characters with spaces: 139)
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HELLO STONEHENGE!

Sorry, dropped it. Hello, SteffeRenge! Who takes the Pandorica takes the

Universe! But, bad nexls everyPne, 'caugse guess who! Ha! Except, you lot,
you're all whizzing alijz)dt,- it'sireglly verysﬁstractin . Could you all just stay
. #KI E
ns

@ GAME NARRATIVE
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still a minute becausé | A G! Now, the question for the hour is,
“Who's got the Pandorical" r: 1 do. Next queS§on: "Who's coming to

take it from me?" . Come \rﬁ\‘look at me! No plan, no Backup, no weapons
worth a damn, oh,z?id sQrﬁeth g else: | don't have anything to losel So, if

you're sitting up there in your gilly little space ships with all your silly little
guns, and you've got any plans®R taking the Pandoricaftonight, just
remember who's standingin your\‘\way! Remember evary black day | &

stopf)ed you, and then, and_\_-then, do the srh'z;:x"t'hi'ng! ' '\ \
> 7 A4 AL M '

Let somebod se tr ﬁr' .5 \
| y s y ét ‘1. ‘ ’\_ - ‘
-I“\ q’ g
) 3
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Hello, Stonehenge!

Who has the Pandorica? | do. Plan
to take it?

Remember who's standing in your way.
Be smart. Let someone

else try first.

(Characters with spaces: 138) G@C
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HELLO STONEHENGE!

Who has the Pandorica? | do.
Plan to take it?

Remember who's
standing in your way.

Be smart.
Let someone else try first.

(Characters with spaces: 138)

GOC
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Good morning. Good morning. In less than an hour, aircraft from here will
join others from around the world, and you will be launching the largest
aerial battle in the history of mankind.

Mankind, that word should have new meaning for all of us today. We can't
be consumed by our petty differences any more. We will be united in our
common interest. Perhaps it's fate that today is the 4th of July, and you
will once again be fighting for our freedom. Not from tyranny, appression,

or persecution, but from annihilat‘gn. We're fighting for our right to live--
to exist.

And should we win the day, the 4th of July will no longer be knbwn as an
American holiday, but as the day when the world declared in one voice,
“We will not go quietly into the night! We will not vanish without a fight!
We're going to live on, we're going to survive.” Today, we celebrate our
independence day! , |

(Characters witijspaces: 877)

Audio: INDEPENDENCE DAY written by Dean Devlin & Roland Emmerich
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We're fighting for our }ight to exist‘
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Short...

We will not go quietly into the night!

Today...is our indepéndence day!

(Characters with spaces: 110) GC

Online.
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Stacked.

Good morning. Today we launch the largest aerial battle in the history of
mankind. Mankind, a word with new meaning for all of us today.
(Characters with spaces: 136)

nnnnnn

We can't be consumed by our petty differences any more. We will be
united in our common interest. We're fighting for our right to exist.
(Characters with spaces: 136)

Should we win the day, the 4th of July will no longer be just an American
holiday, but the day when the world declared in one voice:
(Characters with spaces: 132)

"We will not go quietly into the night! We will not vanish without a fight!
We're going to live on, we're going to survive." Today we celebrate our

independence day!

(Characters with spaces: 165)
Online.
y 3
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The Secret Rules

The limit is a tool, not a straitjacket.
140-character chunks can stack.

180 is close to 140—without spaces.

WILDSTAIRE 37
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That’s cheating!
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In Closing...

Plan narratives early.

Provide an overabundance of optional lore.
Use the whole game to tell the story.
When writing try for 140 but cut last.
When cutting down, add/revise/flavor last.
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Cinematic: The Epilogue

GOC |
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Questions?
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Thank youl!

And visit wildstar-online.com to learn more about

WiLu= |




