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Who am I?



A Big Change



Why Have Dialogue in Games?
So why does so much game dialogue end 
up like this?

Let me tell you 
about my people. 
Our histories begin 
in the age of stone…



We must defend against 
the evil empire.

Because they are trying to 
take over the world by 

turning dragons into dirty 
bombs.

The empire hates us 
because back in the Age 
of Olde, we once went to 
war over the dragon 
mines…

Oh, and while you’re 
defeating the evil empire, 
collect twenty orc skulls, 
‘kay?



So, let’s throw it all out!



Then, how do we do better?
● Must
● Should
● Can
● Shouldn’t

The king’s 
crown of office 
is in the dragon 
lair and we 
need it back.

This is the 
same dragon 
that killed 
your father.

How did we 
discover the 
dragon? Well, 
that’s a story…

Let me tell you 
about the 
lifecycle of 
dragons…



But… I have all this LORE!

Thump



But my plot is really complex…

1. Ancient crown is missing. 

2. The crown is imbued with 
elven magic. 

3. The elven kingdom was to 
the west. 
4. The kingdom was 
destroyed in the war with 
the goblins. 



Bread Crumb Trails
● What?
● Why?
● Where?
● How?

Exposition is the solution to a problem
players are trying to solve.



Breadcrumb Pitfalls
● “Maybe the elves know 

something…”
● “Let me tell you a story…”
● “Here, follow this red 

herring…”



Show Don’t Tell



The Best Exposition Is Characterization 

● Not just 
what 
happened, 
but how it 
affected 
them.



Writing By Character

● Speaking Style

● Stake in the Story



Speaking Style

Oi! Me hut is 
afire, m’lord! 
Can ye’ help 

me?

Brave adventurer, this 
land is seeing troubles 

the likes of which we 
have rarely seen.

It ain’t fair. The lords 
live in their castles. 
And we starve and 

die.

Just… don’t do 
anything to 

jeopardize my 
standing with the 

barons.



Subtext and Analogies



Stake in the Story

Want

Need

Fear

Gain

Lose



Emotion is the Spice of Life



Write Twice
What does the player need to know?
Why does the NPC think she’s there?



Characterization Can Be Exposition Too



For Example…

● Show
● Know
● Meet
● Ask



Stereotypes

Write Humans



Conclusion
● Take the person with the most interesting 

reason to be there…
● …and get into their head.
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