Gameflow Conversation Tracking


Abstract


       Gameflow is everything that happens outside of the spaceflight engine.   Conversations are used to propel the script and plot in the form of interactive movies.  Dealing with changes that occur based on the outcomes of individual conversations, setting up each subsequent conversation, the locations and availability of each character, is the heart of the conversation tracking system.  It drives everything that the player does and the defines the range of possibilities he will experience.


Description


For every possible outcome of a branching interactive movie, a single gameflow state results.  Often, these states are shared between many outcomes.  This observation allows the gameflow system to be implemented as a state machine with operator flags that help select the appropriate subsequent state.  The domain of the state machine is defined by the parameters: Locations, Characters, Displayed Postage Stamp, Movie, and List of Movie Branches.


Luckily, no character may be in more than one location.  This limitation allows each state to be represented as a matrix of Location X Character where each node is a record of Displayed Postage Stamp, Movie, and List of Movie Branches.





Locations down, Characters across�
Colonel Blair�
Vagabond�
Maniac�
Flint�
�
Storage Hold�
NULL�
NULL�
-1�
DSP=HappyFlint


Movie=Flint001


LMB=1,3,5�
�
Launch Deck�
DSP=TiredBlair


Movie=Blair005


LMB=1�
NULL�
-1�
NULL�
�
Captain’s Quarters�
NULL�
NULL�
-1�
NULL�
�
Bridge�
NULL�
NULL�
-1�
NULL�
�



Gameflow uses one matrix such as the one above to display all characters for a scene.  Each possible ending of a movie has a related matrix.  A NULL means the character does not appear in that room.  A -1 means whatever the state of that character in that room was BEFORE the conversation took effect should remain.  This is to allow one conversation to not affect how unrelated, parallel conversations occur.


A simple array of locations will hold information about each room, its background, the palette used for that image, sounds related to that room, etc.  Gameflow will be a simple state machine that knows everything about where everyone is and how to represent each possibility available all at once.  Debugging will be easier, code will be shorter, and the input cycle will be shorter on the gameflow programmer/TDA.














