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This document explains the creation process and coding levels contained within the Neverwinter Nights (NWN) modules created for the 2006 Summer Study with the BioWare Aurora NWN Toolset.

1. Module 1: The Fryar Family
a. This version of the module uses dialogue trees to walk users through rescuing the Fryar family from the Catacombs. The player’s wizard walks through the levels and creates spells to assist and rescue members of the family from various tasks.

b. Plot development:

i. The player starts out by meeting the mother in the town square to learn that her children have gone down into the Catacombs and that her husband has gone down to find them. It is getting late and she has grown concerned for their safety, asking the player to go and find them.

ii. The player goes to the entrance of the Catacombs to find it locked and a voice coming from the other side. The voice turns out to be the father who is trapped behind the door and needs help writing/using a spell to open the door. The player walks him through the spell and the door opens so the player may go down into the Catacombs.

iii. The player is approached by the father who tells him that he has been exhausted by the monsters in the first room and cannot go on. He gives the player exp and some treasure and then asks him to go farther in to find his children.

iv. The player goes farther into the Catacombs to find the first child, a young girl, standing beside a large pit. She says her brother somehow got to the other side and she has a scroll that needs to be developed into a spell to create the bridge. The player walks her through creating the spell and then casts it, creating the bridge.
v. After the bridge is created, the player cannot go on without first talking to the girl. She tells the player to follow her and goes on to find her brother in another room, by a locked door.

vi. The brother tells the player that he found an inscription on the door that says something about making an encryption-cracking spell, which must be forged onto a key. He says he has a key, he just needs the player to cast the encryption-cracking magic on it. The player is walked through the process by the little boy and the little boy then tries the key and opens the door, leaving with his sister.

vii. The player returns to the village to find the family reunited, where he/she is rewarded and thanked.

c. Game development: (the numerals correspond with the plot numerals above)

i. After talking to the wife, the local variable overall changes to 1. If the player attempts to talk to the wife a second time, she gives another conversation, based on the fact that the overall variable is set to 1. Her conversation file is queststart.
ii. Opening the door changes the variable overall to 1, making it possible for the player to talk to Talino, the father, even if the player hasn’t talked to the wife. The door conversation is opendoor and calls the script opendoor when completed to actually open the door.

iii. Talino’s (whose tag is Talino) first conversation is called with overall == 1 and at the end of it, the following scripts are called:
1. mangem ( rewards the user 30xp and 3 gemstones

2. moveawaytalino (
a. sets overall to 2
b. moves Talino to waypoint npcgoto1, that is located in the entrance way
c. makes Talino disappear and go to waypoint npcgoto in Watershed Downs after 4 seconds, which is where he is when the player returns to that level
iv. The young girl, Alexia (whose tag is girl) uses the conversation bridgebuilder to first create the bridge. The conversation calls the following scripts at the end:
1. overallset003 ( sets the variable overall to 3
2. bridgebuilt ( sends player to the waypoint bridge on the other Catacombs map (tag catacombs2) and uses the visual effect for transportation
v. This plot element contains two conversation scripts and a trigger
1. First conversation is for the first gate on the bridge, tagged BridgeDoor:

a. Gate is locked and must be opened with key girlkey, which is in the girl’s inventory and cannot be taken from her
b. A script comes up suggesting that the player talk to the girl again if they try to pass through the gate
2. Second conversation involved the little girl:
a.  is activated when overall  == 3 (checked by overallc003)
b. activates script follo that
i. sets overall to 4
ii. sends the girl to the waypoint girlgo1
c. if the player tries to interrupt the girl while she goes to her brother, she uses the variable check of overall to tell them to let her go and then continues on her way.
3. The Trigger lockgate is at the end of the bridge and locks the second gate, BridgeDoor1 when the player passes through it. The script is called gatelock.
vi. The brother, Perarry (tagged Perarry), uses the conversation littleboy and starts talking when variable overall is set to 4 (checked by overallc004). It calls three scripts at the end.
1. at_001 ( Gives 10 gold and 50xp to the player
2. finallock ( creates key in player’s inventory called finallock
3. test ( sets overall to 7; unlocks the exit door, tagged FenceDoor; sends girl to waypoint girlgo and Perarry to waypoint boygo, both of which are in Watershed Downs (this last bit makes the key irrelevant, but think the presence of the key helps the realty of the plot a bit)
vii. The player leaves the Catacombs and finds the family either gathered, or gathering, around the mother. Talino approaches and thanks the player again, giving him/her some more experience. The children will give the player gems that they found below if the player talks to them. All of the NPCs run lines in their last conversation file under the condition that overall == 7.
d. The scripts created in this version of the module were created by either the built in script wizard, Lilac Soul’s NWN Script Generator, Paul Hospers (thanatos_ayanami@yahoo.com), or myself.
e. While the general formatting of item names is a bit random, scripts dealing with the variable overall are named according to a very simple system.
i. When setting/changing the variable, the script name is overallset00_ where the blank is the number of the variable.
ii. When checking the variable, the script name is overallc00_ where the blank is the number of the variable you wish to check (if checking to see if overall == 3, the script would be named overallc003).
f. Conversation files used in this module were created in collaboration with Alex Godwin and Amanda Chaffin.
