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Speech in MissionMaker o—

Before you start...

e Note that the Character must always have the first and last word.

e Note that the Character ‘says’ the speeches that you create, whereas the Player has choices of things to
say ‘added to player list.” That is, you have to program the Character; you need to give the Player choice,
otherwise it gets boring!

Step 1 Planning

Plan what you want the Character and Player to say or be able to say using a branching diagram.
For example:

CO0 Initiate Conversation
Welcome, can | help you?

; !

P1a YES P1b NO
Yes please. Would you be able to tell me No thank you. I'm just finding my way
how to get into the bank? round.
y A4
C1a Response to YES C1b Response to NO
Yes please. Would you be able to tell me No thank you. I'm just finding my way
how to get into the bank? round.

Note that the Character has the first and last word. Note also that the character has a programmed response, no
choices.

Step 2 Create the Media

Create all the media, that is, all the speeches that you want the Character to say and all the speeches that the
Player has the choice of saying. To do this:

e Click on MEDIA in the NEW menu and on SPEECH. NEW
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e Opvertype the title in the title bar to make sure you can easily find s

the speech later. You can code this with C representing a II T T—
Character’s piece of speech and P being used as a prefix for the -
Player. Decide on your own naming convention, but look at the diaasablill B e
diagram in Step 1 for some ideas. Flenung Lttt
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e Decide whether you want the Character or Player speeches to be Q
Text to Speech (TTS) or recorded.
e If you want the speech to be TTS leave the line as True and select
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the electronic voice you want by clicking on the Voicename line. Flemame
You will see a dropdown menu of all the voices available on your Sale ;. S
machine or network. Ao LTS o
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e If you want to record audio, click on the microphone button at the = Spasch | Tna
bottom of the palette. This will bring up the speech record box. fE T | Eake
Set the volume level and click on the red, circular, start button. Wakename  LHMichasl
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e  When you have finished recording click on the square, red, stop
button.
e If the speech is to be allocated to the Character, leave In Player IS Spech | Troe
List as False. InPlayar List | Fakig
e [f the speech is to be allocated to the Player change In Player Woicename | LH Michael
List to True
e Repeat this step for the other speeches that you want to include. Meclia (0
e Check them in the MY GAME, MEDIA menu. - adia {6)
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Step 3 Allocate the Media and set the Triggers

Note to allocate speech to the Character, click on the character in the game space.
Note to allocate speech to the Player, click on the speech in the MY GAME, MEDIA menu.

Click on the Character.

Click on ACTIONS.

Click on Say and the downward pointing arrow, this brings up a
menu of the things available for the Character to say.

Select the item that you want them to say.

Click on the arrow at the end of the line to set the trigger.

T

ACTIONS

Erml Baund
Eay | Phimme chalai
1] P e ¢ b e
S, L BT T PR T = T
Stop Walth ey Thenk Tou

Dirawe Pk G Asday
Raplacs 40 18 FasaoaEa fo Tharks
=

Sk And [a

e e e ik

Ol R onea 1o 130 Away

=

T il Sheid

This will bring up the Trigger Type box.

If this is the Character’s first speech you can select whatever
trigger you like. For example, Object Clicked. You would then
select the ‘Object to be clicked’ which could be the Character.
Check the rule.
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If you are happy click on the Accept Rule tick.

Trigger Type

Ty pa Spatial Trigger
Typa Object Clickad
Ty pa Stata Trigoer
Ty pa Global Trigger
Type Speech Trigger
Type Shol by Playsr
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Now add the choices available to the Player in the Player List.
Click on MY GAME and MEDIA. Select the first Player’s
speech.

Click on ACTIONS and Add to Player List and then the arrow at
the end of the line. Remember the Player is not saying this line:
he or she is being given the option of saying it in response to the
character.
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This time the Trigger is a Speech Trigger.

e You will be asked to ‘Select a piece of Speech Media from your }-"’ pe : (Sl T"T"J aer @ |
game’. Go to the MY GAME MENU, MEDIA and the speech e S ‘f‘ﬂ
that prompts this speech to be added to the Player’s List, that is, fre & =hal by Flayer
the Character’s first speech.

e You will be asked to specify who speaks the line. Select Spoken Spesch Trigger

in Conversation by ... then click on the Character.
Check the rule.

_w:-n——

RULE EDITOR Ruu2 Delay [B]jn X
—Activator Tripger Typo 6 Bpoech Bchion :
£ ) ( :,I i

1Fpack 7. B0 e s ereraion | P13 Ty, vou s 300 o pher W

Do this again for the other option(s)
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You cannot test whether this works until you have added the
Character’s final speeches in response to what the Player
chooses to say.




GAME MENU.
e Check your game.

Add the Character’s responses to the Player’s choices.
Click on the Character, ACTIONS and Say.
Select the response and choose the Speech Trigger.

This time Spoken in Conversation by... will be the Player. To
select the Player click on PLAYER ATTRIBUTES in the MY

MY GAME

GAME ATTRIBUTES

LOCATION

Summary

Click on:
Character;
ACTIONS, Say
Create a Trigger

CO Initiate
Conversation
Welcome, can | help
you?

’

Click on:

MY GAME, MEDIA
and Speech to be
added to Player List
Create Speech
Trigger

P1a YES
Yes please. Would
you be able to tell me
how to get into the
bank?

\4

Click on:
Character;
ACTIONS, Say
Create Speech
Trigger

C1a Response to
YES
Yes please. Would
you be able to tell me
how fo get into the
bank?

'

P1b NO
No thank you. I'm just
finding my way round.

\ 4

C1b Response to
NO
No thank you. I'm just
finding my way round.




