NOTE:

Michelle:

Here are some more sheets for the Zork project. It seems that this part of the dialogue for the characters is becoming very repetitious and relatively unimportant. The reason is that most of the verbal responses will be inspired by OBJECTS, rather than by the user's "body language". Especially with the addition of the Recorder and the Camera.

In fact... it suddenly seemed to me that both should be done simultaneously. The toughest characters are yet to come, however, and perhaps THEY will accommodate the body language dialogue more readily (such as Peepers and Rebecca… shudder. Anyway....more to come later (I will be doing most during the night, so probably Sunday morning will be the best time to send).

Doug Barnett
Eddy Dombrower

Activision/Infocom

11440 San Vicente Blvd.

Los Angeles, California 90049 22 October 1992

Dear Eddy:

Here are some dialogue sheets. Let me know if I am going in the right direction.

I have kept them brief, as you said. Now that I have a pattern to follow, these should roll along a bit faster.

As for dialogue which relates to the Encyclopedia, don't you think it would be better for that to be done down there? I can easily see how my choosing info from the encyclopedia might produce a series of back-and-forth corrections/changes. This could be a waste of time. Perhaps the guy that wrote it might be the best choice.

The Player Character Icon choices I have used in the attached dialogue sheets can easily be changed to others you feel more appropriate. Do you have some "mock-up" interface examples? Or a list of already settled upon choices?

Also, I kept the "depth" limited to the example you sent me (Vagabond). I hope that is fine. Should be, since other dialogue will appear on the other ITEMS excel lists. 

More to come,

Doug Barnett

