
Talking the talk – using the Conversation Writer 
Creating dialogue for the player and the creatures is an important way of bringing a game alive. It allows the 

designer to develop both the storyline and the personalities of the speakers. It is also the means by which 

some actions are embedded into the gameplay. The dialogue tool that comes with NWN2 is rather complex 

and not particularly enjoyable to use, so the Adventure Author team has created the Conversation Writer 

which makes dialogue creation much more straightforward and successful (to be made available as a free 

download on the Adventure Author site: 

http://judyrobertson.typepad.com/adventure_author/downloads.html). 

1. Creating and naming commoners  

A creature’s ‘faction’ (Commoner, Hostile, Merchant or Defender) makes all the difference to how they 

behave in a game. In order for a creature to speak to the player, they need to be a Commoner. This is done 

through the Properties window. Scroll to the Basics section for the chosen creature and look for the Faction 

section. Make sure the creature’s faction is set to Commoner rather than Hostile or they will simply attack the 

player and it will be impossible to access any conversation. 

While you are in the Basics section of the Properties window, give the creature a name by altering the First 

Name and Last Name, and then give the creature a unique Tag – in lower case, simply all or part of its name 

above, but as one word with no spaces. This unique tag becomes important later as it allows the software to 

identify this specific creature in order to perform particular actions. 

Children may want to give careful thought to the names of significant creatures in their game, to fit with the 

fantasy genre or to carry through a theme or to add some humour. Names are important! They should also 

think about where they want to place the creatures who will speak – how visible will they be, will they be next 

to a building or in a woodland or by a lake or in the middle of a path? Also, if any hostile creatures are too 

close to the creature who is to speak, then they may come and attack the player, making conversation 

impossible. 

Setting  Maisie Rabbit’s  faction: 

 

Go to the Faction ID in the 

Basics section of the 

creature’s Properties 

window 

http://judyrobertson.typepad.com/adventure_author/downloads.html


2. Developing dialogue 

Wherever they are placed in the area design, thought should be given to who each creature is – why they are 

speaking to the player? What part do they have to play the game, in the story? What sort of personality do 

they have? How will they speak? The dialogue is then written using the Conversation Writer, which is found 

at the top left of the Toolset, marked by a speech bubble icon. Open the Writer, and select ‘Start a new 

conversation’. Give it a name that is meaningful, probably containing the name of the creature that is 

speaking. 

Creating a conversation file: 

 

The first screen of the Conversation Writer comes up saying END OF CONVERSATION – don’t be put off by 

this! The first thing to do is to ‘Add another speaker’. When you click on this button, a window will come up 

showing a drop-down list of all the creatures in your game (and really, if they’re going to speak, they should 

have their own name – so go back and alter this now if you haven’t done so!). Click on the speaker you would 

like to add and their name will appear in the white box, then click the Add speaker button. The new speaker 

will be added in red to the list of grey buttons on the right of the screen: 

Adding a speaker to a conversation: 

 



To add each new line of dialogue, select a speaker from the list on the right, then type in the editable space. 

You can delete a line by clicking on the red cross. Tip: always finish with a Player line as this will keep the 

dialogue up on the screen when you play the game. 

 

The best dialogue brings out the character of the speakers (the player as well as the creatures) and shows 

their feelings and attitudes. Skilled writers can demonstrate the speaker’s motivation and show their 

relationship to the person they are speaking to. Dialogue should be true to the genre the writer/designer is 

working in, and may display humour or irony. It can also be used to create a sense of atmosphere or suspense. 

At the very least, dialogue should take the story forward in an interesting and purposeful way.  

3. Adding choices and actions 

a) Adding choices (branching conversations) 

By giving the player choices at various points in the game, you can create different routes through the game 

for the player, setting up different experiences and outcomes depending on the choices made. This adds 

variety and uncertainty for the player and adds to the possible ‘reading pathways’ you can offer in the game.  

To set up a choice in the Conversation Writer, click on the ‘Add a CHOICE’ button and select a speaker who is 

going to be given a choice (i.e. the Player): 

Creating a choice (branching the conversation): 



A new blue-shaded text area will be added to the screen, in which you can create the choices you want to 

offer the player. Note the map of the conversation that is now appearing in the bottom right hand window, 

too. 

Setting up the choices: 

 

You can then follow each branch of the conversation and decide how each will develop. Double click on the 

choice you would like to expand upon, and a new screen will come up showing the line you have chosen to 

follow at the top in grey. The map also highlights your route. 

Following the branches: 

 

Or you can follow the other option, and again the route is shown on the map: 



 

The Conversation Writer will allow you to add actions to specific lines of conversation, so as well as making 

choices the player then finds different events occurring, depending on which branch of the conversation she 

decides to follow. 

b) Adding ‘Creature actions’  

To add a ‘Creature action’, e.g. ‘A creature becomes the player’s ally’, right click on the right hand end of a line 

of dialogue and follow the menu options: 

Adding an action to a line of dialogue: 

 

Right-click 

about here 



The Conversation Writer will prompt you to select the creature who is to be the ally (in this case Maisie 

Rabbit), and you have the option to have the creature follow the player and fight for them: 

Creating an ally: 

 

 

The action then shows up in bold below the line of dialogue it has been attached to: 

 

 

In the same way, detrimental actions can be added to the alternative route through the conversation, so 

when the player plays the game they have to work out which route is going to benefit them as a player and 

which will result in a problem, if not disaster! 



 

 

 

 

 

 

 



c) Adding ‘Player actions’  

Some actions that might seem to be ‘Creature actions’ are actually ‘Player actions’ – e.g. ‘The player gains 

some gold’: 

 

Take time to explore the menu options to see what the possibilities are, and remember that more than one 

action can be added to a line of dialogue. 

4. Linking the conversation to the creature 

Finally, when you have created your conversation, you must remember to go back into the creature’s 

Properties window and link it to the conversation you have made: 

 

5. Testing the conversation 

Move the Player Start next to the creature who is to speak, bake and save the module, close the Toolset and 

then load the game software and test the module to see if the conversation works! 

1. Select ‘Conversation’ in Basics 

section of Properties window. 

2. Select name of saved conversation 

file required for this creature. 


