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<Krys>   Welcome to the Planescape: Torment chat! If you have a question for the team, here's how to get on the list: If you are

  using an IRC client, type "/msg krys addme" without quotes.

<BISColin>   NORM!

<Strv_Dog>   Eric models every character in the multiverse for us.

<Krys>   If you're waiting in line to ask a question, now is a good time to type it into a text editor like Notepad, highlight the text, hit ctrl-c to copy it, and when your turn comes up, hit ctrl-v to paste it in. Remember to keep questions short and sweet :)

<Eric_Black_Isle_Guy>   Howdy Folks!

<Krys>   Please do NOT ask when the release date is. The information is available elsewhere. Don't ask questions that are answered on the website! Also, please refrain from profanity or vulgarity out of respect for our younger attendees.

<Krys>   This is a moderated chat. You won't be able to talk until it's your turn. Please DO NOT change your nick to make a comment or ask a question. Repeated nick changes will get you banned from the chat.

<Krys>   Torment team, be sure after answering a question that you give me the "ga" (go ahead) so I know when to voice the next person

<Krys>   Let's start at the top - will you guys please introduce yourselves

<Krys>   :)

<Krys>   Thanks

<BISColin>   "Ga"? It sounds like we've just been poked with a sharp stick!

<Krys>   Colin, hush!

<Anomie>   hi

<Strv_Dog>   I'm Guido Henkel. I'm really, really tall.

<Krys>   :)

Meghan kicks Colin.

<Krys>   Shush, Chris

<Dan>   I'm Dan Spitzley, lead programmer.

<BISColin>   I'm Chris Avellone. I'm really mean, yet oddly endearing.

Krys smacks Chris upside the head

<BISColin>   Sorry.

<Strv_Dog>   No, seriously, I'm Chris Avellone. Lead "Designer"

<Striding_Dragon>   Hi I AM Guido !!!

Big_Tuna eats his pizza quietly hoping no one notices

Krys notices

<BISColin>   I'm Colin  McComb.

<Tim>   Tim Donley, Artist among the cool bunch of artists

<Krys>   And what do you do, Colin?

<Strv_Dog>   Colin tends goats.

<Krys>   Chris......

<BISColin>   In Chris's backyard.

<Strv_Dog>   Sorry.

<Krys>   Ok! Got everyone?

<Striding_Dragon>   Hey, how do you make those nice blue comments like "a kicks b"?

<Krys>   Aaron?

<Krys>   Jim?

<Strv_Dog>   Eric?

<Eric_Black_Isle_Guy>   Me Eric... Art Guy

<Ken-X>   I'm Kenneth Lee, resident of Baator. And I secretly am trying to get my brethren in the game.

<Ken-X>   Oh I'm Line Producer as well:).

<Strv_Dog>   Ah, the foul Ken-X. I thought I smelled your foul baatorian scent.

cer|away is now known as Cerial

<Krys>   Meghan, Tuna and I are on the marketing side, Meghan and I are in PR, and Tuna thinks he's in Marketing or something.

<Anomie>   Aaron, Tim's faithful assistant, and I'm off to escuela :)

<Strv_Dog>   Short. Sweet.

<Krys>   Thanks, sorry for that

<Krys>   Ready?

<Dan>   Bring it on!

<Krys>   First question...

Krys has changed the mode in #torment to +v blackEyEz 

<Krys>   Go ahead, blackEyEz

<blackEyEz>   How are you gonna mix the traditional abstract art of planescape illustrations with Torment? Will it be more a mixture of this abstractness and the 'commercial' art of BG, or will it be put to one side?

<blackEyEz>   "copied and pasted 1999 (c) blacky"..:)

<Krys>   Great question...

<Dan>   Timmy?

<Krys>   Tim? Eric?

<Strv_Dog>   We took the Planescape architecture and made it even more twisted. Aaron & Tim can probably answer.

<Tim>   Blackeyez : It is pretty absrtact and crazy as opposed to Balders gate

<Striding_Dragon>   C'mon Tim. Tell them about your nightmares..

<Strv_Dog>   We don't do "commercial" run-of-the-mill Tudor farmhouses in Torment.

<blackEyEz>   hehe

<Dan>   Yup. Our geometry is harder to clip...

<Big_Tuna>   Hopefully you can see from some of the screen shots that we are trying to stay loyal to the feel

<Tim>   There is no Run-Of-The-Mill on our art team or our art.

<Eric_Black_Isle_Guy>   Everything is spikey and dangerous looking.

<Krys>   ready?

<Dan>   And tasty.

<Strv_Dog>   Only Dan is tasty.

<BISColin>   And post-modern.

<blackEyEz>   And the more good planes will those be pictured too?

<Krys>   Thanks, Blackeyez

<BISColin>   That's Dan. Post-modern Dan.

<Strv_Dog>   And kind of "out there."

Krys has changed the mode in #torment to -v+v blackEyEz Elxalraj

<Krys>   Go ahead, Elxalraj

Elxalraj checks some of his cards, moving around them and reading them to himself

<Elxalraj>   hm... ok

<Elxalraj>   are there any taco bells within the game?

<Elxalraj>   to that, can players use spoons as weapons?

<Big_Tuna>   yo no se

<BISColin>   We'd better let Greg field that one.

<Dan>   There's Taco Bell within us.

<Elxalraj>   oh... ohh... and

<Elxalraj>   and.. and

<Tim>   no but there is one down the street

<Dan>   It'll be out of us soon too.

<Eric_Black_Isle_Guy>   There are 10 planned fst food chains in torment.

<Elxalraj>   can we have the attendant say...

<Strv_Dog>   Mmmm. Taco Bell.

<Ken-X>   Yo quiero Taco Bell!

<Elxalraj>   the place's as clean as a chihuahuans ass

<Krys>   Don't make me kick you, Elx!

<Strv_Dog>   LOL

<Big_Tuna>   hehe

<BISColin>   We have a glabrezu tanar'ri as the mascot.

<Krys>   Moving on...

<Elxalraj>   aw...

<Meghan>   Hey, wait.. hush, guys, they haven't paid for product placement.  *duck*

<Elxalraj>   bye guys!

Krys has changed the mode in #torment to -v+v Elxalraj FalloutBoy

<Krys>   Go ahead, FalloutBoy

<Eric_Black_Isle_Guy>   "All restaraunts in Planescape are aTaco Bell"

<FalloutBoy>   still lol from last Q...

<FalloutBoy>   How hard would it be to create a multiplayer, user-modifiable RPG based on the Infinity engine, and have you considered it?

<Striding_Dragon>   Impossible...

<Strv_Dog>   Aieeeeeeee

<Dan>   Extremely difficult.

<FalloutBoy>   honesty cool

<Striding_Dragon>   Seriously... we thought of it, but multiplayer is just not a thing we want to do!

<Ken-X>   Shi neh!

<FalloutBoy>   what about the customizable part?

<Striding_Dragon>   It does not go well with the story and we feel it would take away from the actual plot too much...

<Dan>   The user-modifiable concept (levels not characters) is very complex and would not lend itself well to public distribution.

<Striding_Dragon>   So we decided to make it a kick-ass single player game instead.

<FalloutBoy>   cool thx

<Striding_Dragon>   We also wanted to stay consistent with the campaign setting, which would also have been a problem in Multiplayer where people are literally on the loose.

<Big_Tuna>   We also have to watch that everything we do is constent with the AD&D campaign setting

Krys has changed the mode in #torment to -v+v FalloutBoy Mongo

<Krys>   Go ahead, Mongo

<Big_Tuna>   jink

<Big_Tuna>   jinx

<Mongo>   In your expert opinion, how close to the published Planescape universe will the game be? The Lady, the chant, the factions...are these accurately (subjective term) depicted? Also, are other PS writers (such as Monte Cook and Ray Vallese) contributing directly to the game?

<BISColin>   Oooh! Me! Me!

<Mongo>   Go Colin! ;)

<Strv_Dog>   Go Colin!

<Big_Tuna>   Go Colin

<Dan>   Yay Colin!

<Striding_Dragon>   Go Colin!

<Eric_Black_Isle_Guy>   go colin

<Strv_Dog>   Coooolin.

<Krys>   Monte?

<Jim>   Who's Colin?

<Eric_Black_Isle_Guy>   huraay!

<Krys>   Is that Zeb?

<BISColin>   Mongo, we're adhering to the published material as well as we can. I can say, in all honesty, that Chris has totally grasped the Planescape concept and is doing great things with it.

<Striding_Dragon>   Yeah... right... ;-)

<Krys>   Blech

<BISColin>   All the elements you suggested are in place, and implemented well. :)

<Krys>   Sticky, Colin

<Strv_Dog>   Colin gets a big raise this year.

<Ken-X>   Avellone!!! Woo!

<Striding_Dragon>   Get rid off your PR hat, Colin.

<BISColin>   Monte and Ray don't have anything to do with this except to say, "Right on!" Just like we can't do anything with TSR's material. :)

<Strv_Dog>   He's wearing it in an uncomfortable place.

<Krys>   Is that where I left that damn hat? Crap.

<Striding_Dragon>   LOL

<BISColin>   Chris, is that as clean as you wanted it?

<BISColin>   I need a breath mint.

<BISColin>   ga

Krys has changed the mode in #torment to -v+v Mongo Mark_the_Canuck

<Krys>   Go ahead, Mark_the_Canuck

<Mark_the_Canuck>   Q1: What have you done to improve Q/A since FO2 and DTUM?  Given the multiple paths present in this game, it would seem to be a Q/A nightmare and require a top notch Q/A job

<Mark_the_Canuck>   Q2: Can my woodmuffin wear a pointy hat?

<Strv_Dog>   Yes. But please, Colin. Speak your mind. I'm not here to judge, just to love.

Striding_Dragon pads Colin on the shoulder

<Krys>   Mark.....

<Big_Tuna>   Mark > your woodmuffin IS wearing a pointy hat... can't you tell?

<BISColin>   YOU KEEP JUDGING ME, DAMN YOU!.. err. Sorry.

<Dan>   QA should be considerably easier for Planescape than BG, for instance.

<Striding_Dragon>   Testing a game like Torment is always a challenge.

<Striding_Dragon>   Especially the multiple paths, as you suggest, make it very hard...

<Mark_the_Canuck>   Sorry that 4 letter word should be left unsaid

<Dan>   The reason being, since we are not Multiplayer, there are considrably fewer variables to worry about.

<Striding_Dragon>   We are working on a system that should help us get rid of most problems.

<Strv_Dog>   Multiplayer would require a few more QA teams.

<Striding_Dragon>   As for the Woodmuffin.... Let's see... we have something better. The Campatuskanella Root Beer

<Dan>   However, any RPG is bound to be difficult to test fully, especially if many flags are being used.

<Strv_Dog>   Mmmmm.

<Eric_Black_Isle_Guy>   I'll pay $50 for one!

<Big_Tuna>   We are also not using some of the testing shortcuts we used in FO2

<Striding_Dragon>   ga

<Mark_the_Canuck>   He's going to eat the Woodmuffin???

Krys has changed the mode in #torment to -v+v Mark_the_Canuck DamirD

<Krys>   Go ahead, DamirD

<Striding_Dragon>   Who.. me?

<Big_Tuna>   The shortcuts made it easier to test, but prevented us from playing teh game like a fan

<DamirD>   how is navigation through Sigil being worked out, do you have a big map or somethign with few points of interests on it.. or do you get the whole city to explore(I guess not)?

<Strv_Dog>   Oh, no... Damir.

<Dan>   We've also implemented a variable database to ensure proper usage of all globals.

<DamirD>   Chris: hehe.. ;)

<Strv_Dog>   You are allowed to visit certain wards in the city.

<DamirD>   mm..ok..meaning global map thing..

<Strv_Dog>   You can't visit the entire city (that's kind of beyond any team of less than 200 members)...

<Dan>   Each "area" will have an automap which uncovers as you walk through it.

<Striding_Dragon>   It's a bit like Baldur's Gate...

<Jim>   Globals as in variables

<Dan>   You will be able to add and modify notes.

<DamirD>   cool.. thanks..

<Dan>   Thanks, Jim.

<Strv_Dog>   Portals also can help you get around, too.

<Striding_Dragon>   Who cares about the variable databse... ???? Do I see any hands here?

<Jim>   **Snif**

<Dan>   Well, shoot. That's what I call fun!

Big_Tuna hides his hand

<Strv_Dog>   Daaaan.

Striding_Dragon passes a hanky to Jim

<Eric_Black_Isle_Guy>   You do get a can of spraypaint and can put graffiti everywhere!

<Strv_Dog>   What was the question?

<Jim>   Want it back?

<Krys>   Geez.

<Strv_Dog>   Torment = Top-Notch Organization

Striding_Dragon takes the "rozzy" hanky back from Jim

<Dan>   And you get a large juggling circus bear on a unicycle that you can send in as your point-man during combat.

<Krys>   Thanks, DamirD

Krys has changed the mode in #torment to -v+v DamirD Zaxxon

<Krys>   Go ahead, Zaxxon

<Zaxxon>   What is the estimated play-through time?  More or less

<Zaxxon>   than that of BG?  Also approximately how much HD space

<Zaxxon>   will be required, and will there be a DVD version?  (please?)

<Striding_Dragon>   It will be shorteter than BG...

<Striding_Dragon>   The reason for that is that we want to ensure...

<Striding_Dragon>   people get the chance to actually play the game to the end...

<Striding_Dragon>   There's nothing more frustrating than creating...

<Striding_Dragon>   a game and then having people drop out...

<Big_Tuna>   There may be fewer areas, but the gameplay will be different - there will be more puzzles to solve, and a LOT of dialogue

<Striding_Dragon>   for various reasons before they actually see the end.

<Strv_Dog>   Mmmm. Dialogue.

<Dan>   Our current HD footprint is about 65MB.

<BISColin>   Tasty dialogue.

<Big_Tuna>   Chris Avellone = dialogue

<Eric_Black_Isle_Guy>   there are also truly different ways to get through the game

<Big_Tuna>   lots and lots

<Dan>   This could increase or decrease depending on how we organize the CD resources.

<Dan>   The sound effects in particular will increase it.

<Striding_Dragon>   Your harddisc footprint WILL increase, believe me.

<Zaxxon>   And as for DVD?

<Krys>   Tuna question?

<Striding_Dragon>   Tuna?

<Strv_Dog>   Tuuuuna

<Striding_Dragon>   What's in the can?

<Big_Tuna>   Probably not....

<Jim>   Spam?

<Dan>   Not sure about DVD. That's up to Marketing/Sales/PR.

<Strv_Dog>   I think tuna's in the can, so to speak.

<Zaxxon>   Ok. Thanks guys.

<Striding_Dragon>   He IS the can!

<Dan>   I'd love a DVD version personally.

<Eric_Black_Isle_Guy>   are yo dolphin safe?

<Big_Tuna>   But it depends because each month that goes by expands the # of DVD machines out there

<Striding_Dragon>   Oh no... I mean he IS the MAN!!!

<Krys>   Dan, not PR :)

<Ken-X>   I Want Divx! NOT!!

<Krys>   Stinky fish!

<Meghan>   Nope.. we're just not that important. *sniff*

<Striding_Dragon>   Oh no.... :-)))

<Big_Tuna>   It is really driven by what our Sales group asks for - which is driven by what the retailers are willing to stock

<Strv_Dog>   Somebody hug Meghan.

<Striding_Dragon>   DIVX is not DVD-ROM compatible....

<Dan>   Ha! A DIVX version of Torment.

<Meghan>   Haha

Striding_Dragon hugs Megan

<Dan>   Get one party member, and then you have to pay for another one.

<Eric_Black_Isle_Guy>   You pay for each 2 hr session!

<Striding_Dragon>   ROL

<Big_Tuna>   We can do a virtual walkthrough of Colin's refrig

<Krys>   Thanks, uh whomever asked this long-winded answer question...

<Zaxxon>   hehe no prob

Meghan thanks Striding Dragon.

<Krys>   Sorry, Zaxxon!

Striding_Dragon hugs Meghan again

<Strv_Dog>   Easy you two

Meghan grins.

<Krys>   Dang, gettin' cozy in here...

Striding_Dragon grins

Krys has changed the mode in #torment to -v+v Zaxxon Yoshua

<Krys>   Go ahead, Yoshua

<Dan>   Dan takes a big swig 'o water and belches.

<Yoshua>   What improvements (if any) have been made to the Infinity engine in Planescape: Torment. Also will the Infinity engine be going through any rennovations in the not to distant future (for example, getting into 3D would be nice, 2D looks ok but is going the way of the dodo bird and doesn't support fun and intresting actions such as climbing/flying/etc)

<Krys>   No burping!

<Striding_Dragon>   Okay, let's see...

<Strv_Dog>   Bigger characters.

<Striding_Dragon>   One of the improvements is the scale. We have much larger characters and backgrounds...

<Striding_Dragon>   The other one is obviously that we have some amazing animated backgrounds...

<Eric_Black_Isle_Guy>   Bigger spells!

<Strv_Dog>   Bigger monsters.

<Krys>   Can't take you anywhere, Dan

<Striding_Dragon>   I am not talking about some candlelights here. I am talking serious FULSCREEN background animations.

<Strv_Dog>   Just "plane" big.

<Yoshua>   will the increased scale further restrict spell range ?

BISColin slaps Chris

<Striding_Dragon>   Another change would be the usage of special effects that BG did not have.

<Tim>   We have those kind of animations.

<Krys>   Ug.

<Striding_Dragon>   The scale will NOT inhibt the spell range...

<Striding_Dragon>   As a matter of fact we have been talking about this problem in regards to BG...

<Strv_Dog>   Sometimes the screen is the spell range.

<Strv_Dog>   The entire screen.

<Strv_Dog>   And the next.

<Striding_Dragon>   and have been able to come up with a solution that should work... theoretically. :-)

<Ken-X>   BEYOND the entire screen, and beyond your hard drive as well:)

<Eric_Black_Isle_Guy>   We got a bigger viewport

<Striding_Dragon>   We got bigger ... ah whatever ;-)

<Dan>   We have a new translucency system as well, thanks to Rob and Guido.

<Krys>   Oh boy, ok

<Yoshua>   How much impact on perfermance will the animated backgrounds cause ?

<Striding_Dragon>   Oh ja, the "Gradient Traslucency"....

<Strv_Dog>   "Translucency." Mmmmm.

<Krys>   How 'bout some Spam?

<Striding_Dragon>   The animated backgrounds hardly hit the system...

<Striding_Dragon>   the framerate goes down by two frames or so, but thats about it.

Krys stretches her fingers

<Dan>   The backgrounds behave in many ways like a set of characters strung together, so it's no worse than that would be in BG.

<Strv_Dog>   * Chris practices action scripts

<Striding_Dragon>   ga

<Krys>   Thanks. Yoshua

Krys has changed the mode in #torment to -v+v Yoshua Raistlin

<Krys>   Go ahead, Raistlin

<Dan>   Not to mention, the backround anims don't have AI, so you don't have to worry about that overhead.

<Raistlin>   only the question ´bout the resolution.. only 640x480 or higher? pleeaassee!!!! i pray for 800x600! possible or not?

<Eric_Black_Isle_Guy>   Eric pictures himself on a boat by a river

<Striding_Dragon>   640x480...

<Strv_Dog>   With translucent screens and marlmelade skies

<Jim>   Higher resolution would require more VRam

<Striding_Dragon>   I know it's a hot topic, but there's a problem with the system specs...

<Raistlin>   grrrrrr

<Eric_Black_Isle_Guy>   Lady in the sky with switchblades

<Dan>   Without redoing all of the art and interface, it's not possible.

<Striding_Dragon>   If we switch to 800x600 there is so much data going down the bus that it would bring...

<Striding_Dragon>   most systems to its knees. It's just not feasible.

<Raistlin>   *pfff*

<Striding_Dragon>   Making it customizeable would create sooo much more overhead...

<Striding_Dragon>   that we decided not even to try.

<Raistlin>   ok, thanx...... *loudcry*

<Striding_Dragon>   Sorry, pla!

<Striding_Dragon>   I mean.. pal.

<Raistlin>   is schon gut!

<Striding_Dragon>   ga

<Krys>   Thanks, Raistlin

Krys has changed the mode in #torment to -v+v Raistlin WaveForm

<Krys>   Go ahead, WaveForm

<WaveForm>   There are LOTS of creatures and races in the planescape setting, and it would be hard to put them all in, so how many different races are we likely to run into? what got left out? I like modrons....

<Dan>   Chris, Colin?

<Strv_Dog>   You'll run into the basic core creatures.

<Tim>   There are modrons.

<Striding_Dragon>   Chris...

<Striding_Dragon>   Colin...

<Strv_Dog>   Definitely fiends, modrons, tieflings, githzerai, etc, etc

<Strv_Dog>   We would never leave modrons out.

<Dan>   There are a number of creatures that our artists came up with that are totally new.

<Striding_Dragon>   Chris loves Modrons!

<BISColin>   Chris pretty much got the good ones.

<Striding_Dragon>   Dan: Shhhhssshhh!

<Strv_Dog>   Plus, Eric made a bunch of new critters, too.

<Dan>   Ummmmmm. OK

Krys tells Chris to check his messages...

<BISColin>   You can meet the famous Dan in the game.

<Dan>   Yeah, I'm sitting there playing Xenogears.

<Striding_Dragon>   There's a den where you can met Dan...

<Eric_Black_Isle_Guy>   There are waring factions of avellonians and mccombos!

<Strv_Dog>   Eric has made about eight - ten new critters that'll show up. Watch for them.

<Strv_Dog>   Oh, we have humans.

<Meghan>   The time is now 6:30pm Pacific

<Strv_Dog>   And succubi.

<Striding_Dragon>   They are totally cool and freaky! Real nightmare material.

<Eric_Black_Isle_Guy>   YEAH! Humasn rule!

<BISColin>   Right. Humans. Lots of humans.

<Strv_Dog>   And mimirs.

<Krys>   Whoa, that's my job, Meghan!

<BISColin>   We have some really weird people, too.

<Strv_Dog>   No halflings.

<BISColin>   "people", I mean.

<Meghan>   :P

<BISColin>   They're not really people. But they act like it... at first.

<Ken-X>   No kenders.

<Strv_Dog>   Yeah, our humans are only humans in the loosest sense of the term.

<Striding_Dragon>   No kenders!

<Krys>   The time is now 6:30pm Pacific

<Eric_Black_Isle_Guy>   Kinda like the torment team

<Strv_Dog>   Don't read too much into that.

<Dan>   Plenty of potatoes, though.

Striding_Dragon cries because there are no kenders in Torment

<Striding_Dragon>   ga

Strv_Dog Chris nearly chokes on potato.

<Krys>   Thanks, WaveForm

Krys has changed the mode in #torment to -v+v WaveForm blackEyEz

<Krys>   Go ahead, blackEyEz

Striding_Dragon pads Chris on the back

blackEyEz day dreams about a succubi.....................ahum okay...question....

<Dan>   Watch it Chris. Your spud almost hit me in the eye.

<blackEyEz>   1- How will the music give the tone of the planes?, will there be soundtracks/Sound FX for every different plane (included in Torment)

<blackEyEz>   2 - Will there be more sound FX when casting spells both wizard and priest...

<blackEyEz>   3 - Will Noober return !!!!!!!...:)...

Strv_Dog Chris mumurs how much he loves potatoes.

<Striding_Dragon>   That's a good one...

<Striding_Dragon>   We just had a meeting this afternoon on the issue.

<Dan>   2: Each spell should have it's own sound effects.

<blackEyEz>   I knew #3 was a good one..:)

<Striding_Dragon>   Music will be queued by certain events and people rather than generic localtion tracks.

Strv_Dog Chris dreams of Noobers.

<blackEyEz>   lol!

Strv_Dog Chris picks his Noobers.

<Striding_Dragon>   So, we will have a very wide variety of themes and motifs for the game....

<Eric_Black_Isle_Guy>   So the silent movie idea is out?

<Striding_Dragon>   which should overall refelct much of the game's and planes' atmospheres.

<Striding_Dragon>   Silent Movie idea is a NO GO!

<blackEyEz>   thank you thank you...*drool*

<Strv_Dog>   Our music will be cool.

blackEyEz bows and steps backwards

<BISColin>   Can we make the game black and white?

<Eric_Black_Isle_Guy>   What about my charlie chaplin model?

<Striding_Dragon>   We have a very cool composer for the music, if you're interested...

<Strv_Dog>   It is in some places.

<Striding_Dragon>   Are you?

<Ken-X>   Wait, wait... any word on contacting the Iceman, Vanilla?

<blackEyEz>   haha charlie chaplin with a crane +3

<Strv_Dog>   Yes! Oh, yes!

<Strv_Dog>   Tell us, Dragon!

<Strv_Dog>   Tell us!

<blackEyEz>   tell us indeed..:)

<Striding_Dragon>   Okay, here it goes...

<BISColin>   Tell! Tell!

<BISColin>   He's going to tell!

<Strv_Dog>   ::He's going to tell::

<BISColin>   He's going to tell

<Striding_Dragon>   Yes... I am...

<Eric_Black_Isle_Guy>   lol

<Striding_Dragon>   We have contracted...  (Drumroll)

<Striding_Dragon>   ... (Longer Drumroll)....

<Strv_Dog>   ::drumriff::

<Dan>   Stay here and make sure he doesn't leave the room.

<Striding_Dragon>   ... (It's getting unbearable)...

<BISColin>   ::solo::

<Striding_Dragon>   ... We have contracted Brian Williams...

<BISColin>   ::inagaddadavida::

Strv_Dog Chris picks Noobers

<Striding_Dragon>   No, he's not the son of John Williams...

<blackEyEz>   wow!!!!!!!!!!

<Striding_Dragon>   but he's close...

<Eric_Black_Isle_Guy>   whooooohooo!

<blackEyEz>   who is he??..;D

<Dan>   Wasn't he in the Beach Boys?

<Strv_Dog>   Devo, I think.

<BISColin>   He's worked with Graeme Revell

<Eric_Black_Isle_Guy>   Original singer for the Pet Shop Boys?

<Ken-X>   ex-band member from Milli Vanilli :)

<BISColin>   Created the ambient band Lustmord

<blackEyEz>   oooh ..

<Strv_Dog>   "Ice, ice, baby"

<Krys>   Nope, N'Sync's lead singer

<Striding_Dragon>   Right, Greame Revell. The guy who did "The Crow" and "Bride Of Chucky"...

<BISColin>   Was in the early industrial scene.

<Dan>   Let's be nice.

<Eric_Black_Isle_Guy>   Which spice is he?

<blackEyEz>   hehe..

<Strv_Dog>   Actually, we also contracted "Boyz to Men"

<Krys>   Spiky Spice

<BISColin>   The sad part is, I'm the only one who's giving factual information. Well, Guido is too.

<Ken-X>   "Rollin, in my 5.0..."

<Dan>   Strummy Spice.

<Strv_Dog>   Got my Gatt and my '64

<blackEyEz>   Old spice..:)

<Striding_Dragon>   Okay, let's try this again!

<Krys>   ok....

<Dan>   Good idea.

<Krys>   More than you bargained for, blackEyEz?? Thanks for your question...

<Strv_Dog>   ::Drumroll::

Krys has changed the mode in #torment to -v+v blackEyEz ChaosMage

<Krys>   Go ahead, ChaosMage

<ChaosMage>   Will there be only travels on Outer Planes or Prime Material and Inner Planes ara also involved?

<Striding_Dragon>   Brian is a very talented musician who's working for Hollywood...

<BISColin>   Graeme Revell. Lustmord. Nurse With Wound.

<Strv_Dog>   Yes!

<Strv_Dog>   Yes!

<Striding_Dragon>   he is also a leading force in the industrial scene, which made him very interesting...

<Strv_Dog>   Inner Planes: Wait no... actually, the inner planes come to you.

<Striding_Dragon>   for the project. We wanted someone who sounds different...

<Strv_Dog>   It's kind of hard to explain.

<Strv_Dog>   You'll find out.

<Striding_Dragon>   someone with a fresh approach and Brian is exactly the guy we've been looking for.

<Strv_Dog>   Chaosmage: (They'll be plenty of Planewalking.)

<Ken-X>   And street walking.

<Dan>   Hello?

<Ken-X>   And just walking.

<Striding_Dragon>   Oh, did I say, he's affordable, too?

<Ken-X>   And running.

<BISColin>   And some running.

<Strv_Dog>   And running.

<Striding_Dragon>   ga

<BISColin>   jinx

<Strv_Dog>   And some running.

Strv_Dog Chris dreams of running.

<Eric_Black_Isle_Guy>   Yes we do have running!

Strv_Dog Chris dreams of Eric running

<Jim>   Run, Spot, Run!

<Eric_Black_Isle_Guy>   car!

<Dan>   Next Question?

<Strv_Dog>   Ask away.

<Striding_Dragon>   Krys?

<Dan>   I think Krys is dead.

<Krys>   yes...

<Krys>   Thanks, ChaosMage

<Strv_Dog>   Nothin' but the facts, here. Ask away.

Krys has changed the mode in #torment to -v+v ChaosMage Langsuyar

<Krys>   Go ahead, Langsuyar

<Dan>   We're losiin' 'er cap'n!

<Langsuyar>   hmm, seeing that my original question has already been answered...

<Strv_Dog>   Wow. Looking at that name makes my head hurt.

Krys smacks Dan - you ungrateful pizza-eater!

<Langsuyar>   what other games do you guys play (if you get time to play ;)) which genres besides RPG?

<Striding_Dragon>   Baldur's Gate and Delta Force!

<Strv_Dog>   Strategy. Console RPG.

<Eric_Black_Isle_Guy>   Quake2, Half-life

<Dan>   I actually like good First-Person games like Half-Life and Thief: The Dark Project.

<Strv_Dog>   Don't ask Dan this question. We only have 30 min

<Eric_Black_Isle_Guy>   Thief

<Striding_Dragon>   I hate Quake

<Ken-X>   Final Fantasy EIGHT (Sony PSX)! It rocks!

<BISColin>   Lang: First Person Shooters, mainly.

<Dan>   Damn you Chris!

<Eric_Black_Isle_Guy>   Starcraft

<Strv_Dog>   Half-Life kicks serious butt

<Strv_Dog>   Myth 2 is fun

<Eric_Black_Isle_Guy>   I like to kill

<Striding_Dragon>   Torment

<Ken-X>   Street Fighter Zero 3! Guile is back!!

<BISColin>   Oh! And Worms! I love Worms!

<Eric_Black_Isle_Guy>   myst... I mean MYTH, YEAH MYTH!

<Strv_Dog>   Myst

<Striding_Dragon>   Bubble Bobble on the MAME

<Strv_Dog>   Oh, and Myst 2! So cool!

<Eric_Black_Isle_Guy>   Galaga

<Langsuyar>   hmm :) if it's 1st person shooters visit www.wheeloftime.com sometime ;)

<Krys>   Colin, you STILL playing that game??

<Langsuyar>   </plug>

<Dan>   Custer's Revenge!

<Ken-X>   Of course, Dark Timmy and I have this "Virtua Fighter 3tb" tournament going on...

<Eric_Black_Isle_Guy>   Pong

<Krys>   Ms. PacMan anyone?

<BISColin>   Krys: Chip just got into it. :)

<Strv_Dog>   Deer Hunter

<Krys>   Colin, wasting brain cells...

<Tim>   Ken: There is that...

<Striding_Dragon>   Return of the Deer Hunter

<Dan>   Barbie Fashion Designer.

<Krys>   ready?

<Ken-X>   Watch out for the SPD (Stun Palm of Doom!)!!

<Krys>   GO DAN!

<BISColin>   Krys: I work at Interplay. What do you expect? <g>

<Striding_Dragon>   ga

<Strv_Dog>   When we don't have any games, well, we just play with ourselves.

<Eric_Black_Isle_Guy>   virtual nap

Krys has changed the mode in #torment to -v+v Langsuyar ben6

<Krys>   Go ahead, ben6

<ben6>   2 quick questions and a comment 1. i love baldurs gate and have high hopes for planescape :)  2. what is next after planescape for black isle? 3. how hard is it to design a role playing game for pc based on a dice and paper game :) id imagine youd get a lot of positive and negative feedback from long time AD&D players 4. is it just me or is origin making a mistake with ascension just asking opinion? sorry to get long winded guys :)

<Strv_Dog>   1. So do we.

<Strv_Dog>   2. Don't know.

<BISColin>   3. HARD

<Strv_Dog>   3. VERY hard.

<Dan>   4: I'm reserving judgement until it's released.

<Strv_Dog>   4. If it's a good game, it's a good game. Time will tell.

<Strv_Dog>   It deserves a chance.

<Dan>   3: Coding rules with so many exceptions is very difficult.

<Striding_Dragon>   You never badmouth your competiton...

<Strv_Dog>   Spells are a coding nightmare.

<Meghan>   Nope, it's bad form.

<Krys>   Good call, Dragon :/

<Striding_Dragon>   :-)

<Strv_Dog>   Actually, most of the AD&D system is a coding nightmare. Kudos to BG for pulling a lot of it off.

<ben6>   thats fair i wasnt asking for badmouthing just IMO i think origin is getting away from core ultima

<Dan>   Hear Hear!

<Striding_Dragon>   You've never done a Realms of Arkania game...

<Striding_Dragon>   Now that's a real nightmare.

<BISColin>   I was really surprised that Bioware managed to get it all.

<Striding_Dragon>   Weren't we all?

<Strv_Dog>   Bioware's pretty cool. You can license their engine, you know, Colin.

<BISColin>   Really, Chris? Tell me more!

<Dan>   Although Ascension may not be a "classic" Ultima, trying to open the series to new markets is only natural.

<Tim>   3: Kudos to Chris A and Colin for designs.

<Striding_Dragon>   We knew Baldur's Gate was coming and what the guys at Bioware were up to...

<Striding_Dragon>   but I guess no one here would ever have imagined what an impeccable game they would finally craft.

<Strv_Dog>   Really, you can license the BG engine. Contact Bioware for details.

<BISColin>   Wow! How do I get a hold of them, Chris?

<Strv_Dog>   Call them. At home. At night.

<Striding_Dragon>   It's hard sometimes... :-))

<Strv_Dog>   Wait outside their houses in the bushes, call them again and again.

<Ken-X>   "NO S***! Tell me more!" Does it come with the Party Tape?

<Dan>   Open their bedroom windows so they freeze in the winter winds.

<BISColin>   The party tape?

<Striding_Dragon>   I can give you Ray's home phone number... Interested anyone?

<Krys>   Guys?

<Krys>   Hello?

<Strv_Dog>   "The Party Tape?"

<Striding_Dragon>   Krys?

<Krys>   Yeah.

<Strv_Dog>   Krys!

<Krys>    A celebrity in our midst - Jonric from Vault Network is here...

<Strv_Dog>   Krys, are you there?

<Strv_Dog>   Jonric!

Krys has changed the mode in #torment to -v+v ben6 Elxalraj

<Krys>   Go ahead, Elxalraj

<Meghan>   But wait, there's more!  Order now and you'll get this free set of pencils!

Elxalraj accidentally drops his cards while reading them..AcK!

<Elxalraj>   uhm...er...

<Striding_Dragon>   Yeah, I noticed! Welcome Jonric Good to have you.

<Strv_Dog>   Jonric kicks serious butt

<Elxalraj>   Is there any way we can contact you all through the net; e-mail, icq, etc... it's awfully lame to step in line to ask questions (especially regarding taco bell). And mirc-orades dont get off every so often.

<Krys>   I was waiting for the "GA", Avellone!

<BISColin>   Hey, Jonric!

<Strv_Dog>   GA

<Striding_Dragon>   ga

<Strv_Dog>   ga?

<Striding_Dragon>   ga?

<Elxalraj>   heyas Jonric

<Strv_Dog>   A goo goo goo

<Elxalraj>   aw... come on peeps

<Strv_Dog>   A ga ga ga

<Elxalraj>   stalking people is fun!!

<Tim>   you can contact us through e-mail

Elxalraj grins evilly

<Strv_Dog>   Uh, contact Colin through email

<Krys>   Thanks, Elx...

<Meghan>   Colin and I were just talking about that, Elxalraj ;)

Krys has changed the mode in #torment to -v+v Elxalraj SkeletonJ

<Krys>   Go ahead, SkeletonJ

<SkeletonJ>   1.  Will there me more movies and scripted sinquences then in BG?

<SkeletonJ>   2.  Who designed the pillars that open up in the demo movie?  Very nice.

<SkeletonJ>   3.  Will there be any more demo's released before the full version is released?

<SkeletonJ>   4.  Any plans for a DragonLance RPG so we can get Kenders?

<Big_Tuna>   the message board gets read by everyone as well - sometimes it takes a while to respond tho

<Strv_Dog>   1. Yes.

<Strv_Dog>   2. Tim, Aaron, Eric

<Strv_Dog>   3. Don't know

<Strv_Dog>   4. No

<SkeletonJ>   No kenders?

<Strv_Dog>   Noooo

<Ken-X>   4: Kenders must die!!

Striding_Dragon cries even more because there will never be Kenders in future games...

<Big_Tuna>   No Dragonlance.... at this time

<SkeletonJ>   But they are so much fun to Kill!

<Strv_Dog>   I love the little pug-nosed kneehighs, but only from a distance

<Striding_Dragon>   We don't have the rights to do Dragonlance.

<Dan>   I love 'em for lunch. Mmmmmm....

<Eric_Black_Isle_Guy>   Kender salad. Yummy

<Big_Tuna>   yet

<Strv_Dog>   Or Dark Sun. Or Ravenloft. Or Birthright

<Eric_Black_Isle_Guy>   oooh. Cryptic, tuna!

<Striding_Dragon>   Or Spelljammer...

<Strv_Dog>   Interplay has licenses for Planescape and Forgotten Realms, and that's it.

<Striding_Dragon>   That's it!

<Dan>   We should get the Die Hard license.

<Big_Tuna>   Or that Railroad Tycoon RPG we've been talking about ;)

<Strv_Dog>   We don't have Kara-Tur or El-Qadim (sp?) either

<Striding_Dragon>   what about the Chihuahua RPG?

<SkeletonJ>   Railroad Tycoon RPG, that would be interesting.

<Striding_Dragon>   With a Taco Bells license?

<Ken-X>   Don't forget Aliens Vs. Baldur's Gate -- the DVD edition!

<Dan>   You Quiero Sword of Mana +3

<Strv_Dog>   Taco + Bells = Delicious fun!

<Big_Tuna>   We could call it "Belljammer"

<Striding_Dragon>   Fiendishly funny...

<SkeletonJ>   There is a evil that must be destroyed.  The Chihuahua!  It is your destiny?

<Krys>   Thanks, Chris, uh, SkeletonJ...

<Krys>   *groan*

Krys has changed the mode in #torment to -v+v SkeletonJ Pestilence

<Krys>   Go ahead, Pestilence

<Strv_Dog>   "Belljammer" sounds like porn

<Pestilence>   Wondering if you can ride horses, bikes, or anything else in the game. (no mounts in BG).  One other quickie, I've never played in the planescape world, will i be lost?

<Striding_Dragon>   Mounts.... ???

<Strv_Dog>   Only battlecruisers

<Big_Tuna>   You can run...

<Eric_Black_Isle_Guy>   You get a really keen trycycle

<Striding_Dragon>   Now it sounds like porn...

<Krys>   oooh. quickie and mounts in the same question - is that illegal?

<Dan>   Since you can run, hopefully steeds, vehciles, etc. will not be necessary.

<Strv_Dog>   Seriously, you do get one vehicle, but it doesn't match any vehicle you've encountered in an RPG.

<Striding_Dragon>   Anyway, there's nothing to "mount" in Torment.

<BISColin>   You won't be lost. You get introduced to the world fairly gradually - it's not totally overwhelming.

<Strv_Dog>   It moves everything else except you. If that makes any sense.

Big_Tuna thinks "damn" - I'm normally the nutty onw

<Krys>   Go , Guido rofl

<Striding_Dragon>   And no, you won't be lost in "Torment" because we are trying...

<BISColin>   While it might be that way for the average person who steps into Sigil, we don't want to throw anyone off... yet.

<Striding_Dragon>   to make the game and the world understandable for every player.

<Pestilence>   lol

<Ken-X>   No, you won't get lost. Colin and Chris deserve props for this. You just slowly transcend into another dimension.

<Strv_Dog>   It's hard communicating Planescape to an audience. It's so huge. Like my love for Ken.

<Krys>   yikes! props have been introduced!!

<Striding_Dragon>   Now it's getting hardcore...

<Strv_Dog>   :)

<Ken-X>   After all this is a metaphysical experience prevailing over traditional, pedantic isolated 3rd person experiences.

<Krys>   *groan* again

<Strv_Dog>   What you believe does matter

<Dan>   You're starting to sound like me, Ken.

<Big_Tuna>   yeah- what he said

<Krys>   Thanks, Pestilence

Krys has changed the mode in #torment to -v+v Pestilence FalloutBoy

<Krys>   Go ahead, FalloutBoy

<FalloutBoy>   Do you know if Bioware will be leveraging your engine improvements into their future products, or will the two companies' codebases start diverging (not a good idea, IMO)? Also, where can I get a copy of the "party tape"? ;-)

<Strv_Dog>   Beats me. Guido?

<Striding_Dragon>   They're quite impressed with them...

<Dan>   It

<Strv_Dog>   It...

<BISColin>   FalloutBoy: The answer to your last question: When Mr. Show starts airing again on HBO... watch season 4. :)

<Striding_Dragon>   So, yes, I would expect them to take over these changes and start from there... topping our imprvements in the course

  of it.

<Dan>   It's highly unlikely that Bioware will take our changes.

<Dan>   Uh...Guido?

<Striding_Dragon>   Dan: Huh?

<Strv_Dog>   Bioware hates change. Spare change, that is.

<BISColin>   In fact, Bioware hates US.

<Ken-X>   Well, the party tape .... uh Wickyd Scepter's toll free number is (800)... er I forget..

<Eric_Black_Isle_Guy>   I fear change

<Krys>   Colin, they do NOT

<Big_Tuna>   Change is bad

<Strv_Dog>   Krys tries damage control.

<FalloutBoy>   ok thanks guys

<Krys>   I have a deep love and understanding of BioWare

<BISColin>   Krys, they do. James sent me a letter today telling me so.

<Krys>   Spin, spin, spin that damage control

Strv_Dog Krys loves Bioware?

<Dan>   They are certainly welcome to take our changes if they care to integrate them.

Striding_Dragon wonders what's going on

Krys loves BioWare

Big_Tuna loves Edmonton... no wait

<Striding_Dragon>   They will take our changes....

<Meghan>   me worships Bioware for the gods they are.

Krys whispers to Dragon, "it's a BioWare/love/hate thing..."

<Meghan>   Okay, maybe that's going a little too far :)

<BISColin>   Oh, wait, that wasn't James from Bioware. That was James, my father.

<Striding_Dragon>   We make them take them...

<FalloutBoy>   guido, apply some pressure to them

<Striding_Dragon>   Colin: Uhoh...

<Striding_Dragon>   Done that!

<Striding_Dragon>   Can we get back to the topic?

<Ken-X>   ga

<Dan>   ga

<BISColin>   Wait! That wasn't my father... it was Avellone in disguise!

<Krys>   Yes, please

<Big_Tuna>   ja

<Striding_Dragon>   ga

<Krys>   Thanks, FalloutBoy

Strv_Dog Chris wonders why Krys has thrown her allegiances to Bioware. Does she love Ray, perhaps?

Krys has changed the mode in #torment to -v+v FalloutBoy Rafiki

<Krys>   Go ahead, Rafiki

Krys loves Ray

<Big_Tuna>   warum nicht?

<Strv_Dog>   James, Avellone... I got what I wanted

Striding_Dragon is wondering if Ray is here....

<Strv_Dog>   Ray is.

<Rafiki>   Q1:Will this game be a "kill everything that gets in your way" kind of game or something a litle trickier ?

<Rafiki>   Q2:I like a RPG that is non-linear (linear=solve this puzzle then the other one, etc...). Will it be like that ? THe old "eye of the beholder" was like that and I loved it.

<Strv_Dog>   Ray: I can sense him. A presence I haven't felt sense...

Krys assures Guido that he is not

<Striding_Dragon>   This is a beautiful question....

<Strv_Dog>   1. No.

<Striding_Dragon>   Chris... how about it?

<Strv_Dog>   2. It is not linear.

<Dan>   1: Chris and Colin have made sure there are multiple approaches to situations.

<Striding_Dragon>   The way you play the game defines you in the world of Torment....

<Strv_Dog>   What you do and how you do it is incredibly important in Torment.

<Striding_Dragon>   Although combat might be a solution Chris and Colin were rational enough...

<Strv_Dog>   Every action defines both you and the world around you.

<Striding_Dragon>   to implement additional features that will allow the player...

<Strv_Dog>   There is combat. You do get to kill things.

<Rafiki>   so I may need something found later in the game to solve a puzzle in the firsts levels ?

<Striding_Dragon>   to come up with the solutions he deems most suitable....

<Striding_Dragon>   That way, the player can ultimately decide how he wants the world to see hm/her.

<Striding_Dragon>   Puzzles are integral part of RPGs aren't they?

<Strv_Dog>   However, combat is much less a priority in Torment than who you know, what you know and when you knew it.

<Striding_Dragon>   ...and who you know

<Rafiki>   good...

<Strv_Dog>   There are a lot of psychological puzzles.

<Rafiki>   psychological puzzles ?????

<BISColin>   A LOT of psychological puzzles.

<BISColin>   Lots of moral choices.

<Strv_Dog>   There are a lot of puzzles and actions that require faith. And belief. And trust. And deception.

<Rafiki>   ahh.

<Dan>   And potatoes.

<Ken-X>   Trust me Rafiki. You ain't seen nothing yet until you've seen Avellone and McComb's stuff :)

<Strv_Dog>   Some of the moral dilemmas are pretty bad.

<Striding_Dragon>   After all it's Planescape and things are a little different than in other worlds.

<Eric_Black_Isle_Guy>   I believe in you, chris!

<Rafiki>   good....I like surprises.

<Dan>   Clap your hands if you believe in Chris.

<Dan>   Clap

<Striding_Dragon>   You will love Torment!

<Eric_Black_Isle_Guy>   clap..clap..clap

<BISColin>   Boy, Ken gets away with saying nice things about us, but I get mocked. I see where the love is on this team.

Meghan claps.

Striding_Dragon claps

<Strv_Dog>   Finding out who you are and what you were is the most important part of the game.

<Big_Tuna>   kinda like if you expect one thing in a NORMAL RPG - expect something else

<Striding_Dragon>   It's much more than a pen&paper game than what comnputers have made of it.

<Striding_Dragon>   the true RPGs got lost somehwere in the realms of bits and bytes... for my taste.

<Strv_Dog>   We've tried to stay true to the Planescape style of role-playing.

<Rafiki>   closer to the good old RPG ....good.

<Ken-X>   A Classic RPG*    *Minus the faeries, dragons and other crap.

<Big_Tuna>   don't expect to see many swords.... or elves.... or should I say ESPECIALLY elves

<Striding_Dragon>   LOL

<Ken-X>   OH wait!... I think I read that somewhere

<Krys>   Gee, what a quote, Ken!!

<Strv_Dog>   But where...?

Strv_Dog Chris dreams of Fallout 2.

<BISColin>   We don't have faeries?

<Ken-X>   Hm... Myron??

<Eric_Black_Isle_Guy>   hmmm. I smell a plug!

Strv_Dog Chris dreams of many long nights on Fallout 2

<Ken-X>   No Kenders!!

Krys joins Avellone in that dream

<Krys>   The time is now 7:00pm Pacific

<Krys>   Thanks, Rafiki

Krys has changed the mode in #torment to -v+v Rafiki Mongo

<Krys>   Go ahead, Mongo

Strv_Dog Krys and Chris walk hand in hand through dream

Striding_Dragon cries the hardest because there will be no Kenders.

<Mongo>   1)How much of yourselves is going into the game? Baldur's Gate had the memorials in the Graveyard, and I know a lot of the PS books have hidden twists on names... can we expect to find such things hidden in Torment? ;) 2)What inspirations do y'all have in the creation of this game? Personal motivations and such? 3)Thank you again for no Kender.

Krys agrees

<Strv_Dog>   1. Not much.

<Strv_Dog>   2. Zelazny.

<Strv_Dog>   3. No problem.

<Dan>   2: The murder of my parents at the hands of Don Grublioni

<Striding_Dragon>   Ad 1 I would say... we don't really know yet...

<Striding_Dragon>   Many of those choices are sometimes made in the last minute when you get really...

<Big_Tuna>   1. A special part of Chris A. will be shipped in the 100,000 game box

<Strv_Dog>   1, Extended: Actually, you might find more references to people we know in the game.

<Krys>   ...wasted

<Striding_Dragon>   upset with the game because it has been soooo long and you just need some relief.

<Dan>   1: Yeah, inside jokes just sort of float in when they seem appropriate.

<Strv_Dog>   As long as it's not seperated amongst 100,000 boxes.

<Ken-X>   2. Just want to make best damn game in the Navy, sir! "Maverick... we don't have time for that..." :)

<BISColin>   I've already put in five variations onAvellone.

<BISColin>   We have lots and lots of inspirations.

<BISColin>   Lots.

<BISColin>   But Roger Zelazny is always high on my list.

<Mongo>   I've always loved that Planescape seems to incorporate elements from...everything! I'm looking forward to seeing that

<Dan>   Jon Land and his Blaine McCracken novels! Woohoo! Go Johnny Wareagle!

<Dan>   Jon Land and his Blaine McCracken novels! Woohoo! Go Johnny Wareagle!

<Strv_Dog>   Mongo: Yeah, it was cool to us, too.

<Eric_Black_Isle_Guy>   Every character is based on us.  Especially wierd mutant creatures.

<Striding_Dragon>   That's what makes Planescape so interesting.

<Strv_Dog>   Mongo: It was kind of cool making an AD&D setting that didn't feel like an AD&D setting. Planescape was just so...

  Planescape.

<Striding_Dragon>   We need to take the mirror out of Eric's office... too many mutants there...

Strv_Dog Chris wonders what Dan's obsession with "MyCracken" is.

<Striding_Dragon>   ga

<Krys>   Thanks, Mongo

Krys has changed the mode in #torment to -v+v Mongo DamirD

<Krys>   Go ahead, DamirD

<Strv_Dog>   Seeya Ken

<Strv_Dog>   Oh, no... Damir!

<DamirD>   1. When determing ability scores for your character, how far will you be able to go with them(is 25 allowed)? 2. What are your favorite drinks people?

<Striding_Dragon>   He can't see you any more

<DamirD>   yeah.. it's me Chris.. ;)

<Eric_Black_Isle_Guy>   GUINESS!

<Dan>   2: Orange Juice.

<Strv_Dog>   1. Initially, no.

<Meghan>   Long island iced tea.

<Striding_Dragon>   Campatuskanella Root Beer

<BISColin>   2. Water. Mm-mm!

<Strv_Dog>   2. Bass. Newcastle. Colin's water.

<BISColin>   2. (real answer: Almost anything alcoholic)

<Krys>   Fuzzy navels

<BISColin>   2. we're all alcoholics here.

<Eric_Black_Isle_Guy>   A special cider off of route 9

<DamirD>   Colin: well I kinda suspected that.. ;)

Strv_Dog Chris takes a drink, looks blearily at Colin

<Krys>   Oooh, Avellone, love the Bass!

<Big_Tuna>   2) I have a brew bag hanging in my closet - vintage unknown

Strv_Dog Chris looks around for strange voices

Strv_Dog Chris starts getting loud, throwing furniturewe

Krys has seen Chris in this state before...

<Striding_Dragon>   Would anyone please answer the first question?

Strv_Dog Chris too drunk to type.

<Strv_Dog>   Uh, we did.

<Striding_Dragon>   Really?

<DamirD>   guido: chris sadi something like no.. ;)

<Strv_Dog>   But again: 1. Initially, no. Laterm yes.

<Striding_Dragon>   Oh, I missed that one...

<Strv_Dog>   "Later, yes."

<Striding_Dragon>   Sorry

<DamirD>   but what's max initialy?

<Strv_Dog>   18s in everything.

<DamirD>   ok..

<DamirD>   thnx..

Krys has changed the mode in #torment to -v+v DamirD Plato

<Krys>   Go ahead, Plato

<Plato>   Hey Berks, listen up!

<Strv_Dog>   Plato, care for hemlock?

<Eric_Black_Isle_Guy>   eak! Chant!

<Big_Tuna>   who you callin berk, berk

<Plato>   I got to actually **see** this game last week...

<Striding_Dragon>   What's the chant?

<Dan>   See it? where?

<Strv_Dog>   And...?

<Plato>   and it is awesome!

<Striding_Dragon>   Now rattle that bonebox of yers.

<Strv_Dog>   Thanks, Colin... er, I mean Plato.

<Plato>   except for that slight problem leaving the mortuary

<Big_Tuna>   don't keep em in the dark

<Strv_Dog>   What do you mean?

<Plato>   :-)

<Striding_Dragon>   Hold on.... where did you see the game?

<Strv_Dog>   Wait a minute.

<Plato>   Seriously, for those BG players out there...

<Strv_Dog>   Fargo?

<Strv_Dog>   Ooops.

<Striding_Dragon>   Uhoh...

<Plato>   this is BG time two...

<BISColin>   We're not really alcoholcs, Brian.

<Striding_Dragon>   Come on Plato... give it up... where?

<Krys>   Nope...he's a Microsoft man...

<Plato>   err, times two....

<BISColin>   Not in the office, anyway.

<Strv_Dog>   Only Dan drinks! Really!

<Plato>   Gee, Dragon, you showed it to me.....

<Plato>   heh, heh, heh

<Striding_Dragon>   Okay, Plato... we scanned your profile...

<Big_Tuna>   oh god it's JAY

<Striding_Dragon>   You are a friend, indeed!

<Strv_Dog>   Jay?

<Eric_Black_Isle_Guy>   Hey! whos been at my IRC al this time while I was out?

<Strv_Dog>   Jay.. jay... jay... why does that sound unfamiliar?

<Big_Tuna>   Jay who we can't talk about cuz hes working on a secret project

<Plato>   You guys rock!  Keep up the great work....stay tuned everyone else, we have great things to come...

<Striding_Dragon>   Yes, it's the biggest thing...

<Big_Tuna>   as in "THE SECRET PROJECT"

<Strv_Dog>   TSP

<Plato>   back to you Krys...

<BISColin>   Oh, well, if it's Jay, then we ARE alcholics.

<Striding_Dragon>   Sadly we can't talk about it yet but I can tell you whenever this news breaks....

<Big_Tuna>   thanks Plato

<Striding_Dragon>   BIG TIME!

<Krys>   Thanks, plato! Thanks for stoppin' by :)

<Strv_Dog>   Thanks, Plato.

<Striding_Dragon>   ga

Krys has changed the mode in #torment to -v+v Plato ChaosMage

<Krys>   Go ahead, ChaosMage

<ChaosMage>   Will there be alternative ways to resolve quests (like in Fallout)?

<Strv_Dog>   Yes

<Dan>   Yup.

<ChaosMage>   Thanks!

<Strv_Dog>   CHR, DEX, WIS, INT and STR all play a big part of the quests.

<Krys>   Thanks ChaosMage ;)

<Strv_Dog>   CON doesn't really factor in as much. :)

<BISColin>   We try to work in many many different ways for each seed.

<Strv_Dog>   CHR boy can go where others cannot. And everybody believes him...

<Strv_Dog>   We don't like the one-solution type quest.

<Strv_Dog>   F2 design kind of weaned us of that.

Strv_Dog Chris thinks, "Did I just say 'wean?'"

<Dan>   Ween? Push the Lil' Daisies and Make 'em Come up!

<Strv_Dog>   Rock on!

<Dan>   GA

<Dan>   GA

Krys has changed the mode in #torment to -v+v ChaosMage Surface_Dweller

<Krys>   Go ahead, Surface_Dweller

<Surface_Dweller>   This is more of an opinion question. I remember the old TSR Dark Sun CRPG's, and I wonder if any of you have played them? Liked them? Or even used ideas from it in either BG or PS. Thank you.

<Strv_Dog>   Yes.

<BISColin>   Chris plays everything RPG.

<Strv_Dog>   I thought the first Dark Sun CRPG kicked serious butt.

<Striding_Dragon>   Dark Sun is cool.... come think of it... It's hot.

<Dan>   I tried playing Dark Sun, but I didn't have MoSlo handy. Haven't had a chance to get back to it.

<Strv_Dog>   The second one was too buggy for me to finish.

<Surface_Dweller>   Because I remember the system they used for psionics and spells and wondered what you thought of it.

<Strv_Dog>   I thought the premise of the first one was really good... and hadn't really been done in an CRPG before.

<Strv_Dog>   The psionic system and spell system was pretty good.

<Strv_Dog>   We won't have psionics in PS:T, though, even though we have the githzerai.

<Dan>   GA

<Strv_Dog>   I liked the icon identification in Dark Sun, too -- their spell system made sense, visually and interface-wise

<Krys>   Thanks, Surface Dweller

Krys has changed the mode in #torment to -v+v Surface_Dweller blackEyEz

<Krys>   Go ahead, blackEyEz

<blackEyEz>   ok..let me c+p

<blackEyEz>   its more a comment to all you guys

Strv_Dog Chris get dizzy looking at 'blackEyEz' name.

<blackEyEz>   I just want to say to you all guys, after I bought BG my 5 roomies who all are RPG die-hards where like totally addicted making me like pull a number before I even could reach the keyboard. After replacing the Spacebar key 5 times finaly I could enjoy it and found the experience very joyable and the graphics stunning.

<blackEyEz>   After alienating my surrounding for several days I had a character I was proud off and made me already wanting to start the game over with a other class.

<blackEyEz>   From nature im not a gamer but this game felt so nature-like and loved it into every detail from the howling winds to the ha

<blackEyEz>   From nature im not a gamer but this game felt so nature-like and loved it into every detail from the howling winds to the happy song of the Inns.

<blackEyEz>   I cant wait to run to the stores and purchase Torment.

<blackEyEz>   Great job to all who did and will develop through this engine and to all who will make all the effort to bring RPG closer to the people..

<Strv_Dog>   Hey, thanks!

<Krys>   Dang...

blackEyEz applaudes

<Big_Tuna>   cool

<Dan>   Bow

Strv_Dog Chris looks wistful

<Striding_Dragon>   thanks, but actually these credits should go to the folks at Bioware, not us.

<Striding_Dragon>   We have yet to prove what we are capable of. :-)

<Strv_Dog>   Ooops.

<Strv_Dog>   ::Rewind::

<Eric_Black_Isle_Guy>   yeah, Bioware!

<BISColin>   No, they should go to us.

<blackEyEz>   I know, I mean also the people who brings RPG closer

<BISColin>   But YAY for Bioware!

<Striding_Dragon>   Bioware rock!

<BISColin>   They're the luckiest company in the whole world!

<blackEyEz>   YaY!! BIoware

<Dan>   Edmonton rules!

<Strv_Dog>   We sweated long hours so that we could use Bioware's engine.

<blackEyEz>   hehe

<Striding_Dragon>   Colin: What do you mean by that?

<Strv_Dog>   Edmonton does rule.

<Krys>   Dang...what was the pizza laced with?

<Strv_Dog>   Paprika

<Striding_Dragon>   Why... diorrhea?

<Dan>   Cheese. Losta Cheese.

<blackEyEz>   Everybody has its piece in the puzzle so sometimes its okay to be proud of the work

<BISColin>   Err. Sorry. Got lost in a cheese high.

<Strv_Dog>   No, we don't derserve it.

<Strv_Dog>   Yet.

<Striding_Dragon>   ga

BISColin deflates the ego balloon.

<blackEyEz>   ga?

<Big_Tuna>   ga

<Dan>   ga

<Eric_Black_Isle_Guy>   ga

<BISColin>   ga

Strv_Dog Chris grabs Colin's balloon

<blackEyEz>   haha

<Striding_Dragon>   Krys? You still there?

<BISColin>   Hey! Give that back!

<Meghan>   Okay kids, give Krys a chance :P

<Jim>   That's not his baloon!

<Krys>   Go ahead, _HiCkS_

<Striding_Dragon>   Okay, Krys, here's your chance.

<Krys>   No one is next.

Krys has changed the mode in #torment to -v+v blackEyEz _HiCkS_

<Dan>   Ouch1

<Krys>   Dang!

<_HiCkS_>   Which improvements (if planned) can be made to give realistic NPC reactions to characters actions ? (using range of sight,detection of fight noises..). Hope i will be able to prepare a good strategy of assassination or theft in Torment...if i leave no witnesses alive. :)

<Dan>   Ouch!

<Krys>   Bullies!

<BISColin>   I know! Jim, make him give it back!

<Striding_Dragon>   Oh boy, that is a really tough one.

<BISColin>   Wow.

<BISColin>   Umm.

<Striding_Dragon>   Natural behaviour and computers are contradictions in terms...

<BISColin>   Dan, that's all you.

<Dan>   Most characters have...

<Strv_Dog>   Theft and assasination will work in Torment. We're trying to make sure we can keep track of everything you do in the game.

<Dan>   two stand states. One is a regular stand

<Dan>   The other is a stance, which means they are ready for combat.

<Strv_Dog>   They are ticked off and ready to rumble.

<Dan>   Your behavior will often dictate how they appear to you attitude-wise.

<Dan>   When the transition in states occurs, you get the idea that they're not happy your'e around.

<Striding_Dragon>   Still, becasue the computer will always be the evaluating element...

<Striding_Dragon>   it will be hard to make sure he always behaves the way a human would.

<Striding_Dragon>   We have peripheral eyesight and other nifty senses that are almost impossible

<Striding_Dragon>   to simulate in software... at least in games.

<_HiCkS_>   dan : how they react to this kind of actions if they are far away from it ?

<Dan>   It is possible for creatures to call for Help.

<Dan>   When this happens, other creatures that are off-screen may come to join their comrades.

<Krys>   are we ready?

<_HiCkS_>   yep

<Krys>   Go ahead, FalloutBoy

<Dan>   Thus, your behavior can in some ways effect those not directly on screen.

<Krys>   No one is next.

Krys has changed the mode in #torment to -v+v _HiCkS_ FalloutBoy

<Dan>   GA

<FalloutBoy>   Will you guys have a release party like FO2 did?

<Striding_Dragon>   We'll see.

<Big_Tuna>   do you want us to?

<Striding_Dragon>   We haven't even had the time to think of something like that.

<FalloutBoy>   yeah i missed the last one :-(

<Big_Tuna>   Colin is pretty scary

<Striding_Dragon>   Maybe we come up with something better.

<Krys>    Please type your "addme's" as all one word :)

<Strv_Dog>   Aieeeee! Change your color!

<BISColin>   Hmmm... Scary, yes. Not a scary drunk like Greg, though.

<Meghan>   I'm blind I'm blind!

<Striding_Dragon>   Holy Moly... what happened?

<Big_Tuna>   I just went blind!  aaaaaaaaaah!!!

<Strv_Dog>   That friggin' hurt.

Krys apologizes for the color

Strv_Dog Chris reels, eyes unfocused

<FalloutBoy>   hey look i still have the microphone!

<Dan>   I want to bore some people with long technical answers!

<Striding_Dragon>   Go ahead and ask then...

<Strv_Dog>   Dan, I have a question.

<Dan>   Yo

<Krys>   Avellone...

<Meghan>   How many pixels in each character?

<FalloutBoy>   nah i'm done thanks

<Krys>   How many Black Isle guys does it take...

<Dan>   Pixels? Uh... lots. Next question

<Krys>   Go ahead, k

<Krys>   No one is next.

Krys has changed the mode in #torment to -v+v FalloutBoy k

<Strv_Dog>   Dan, do you like potatoes? Technical answer, please.

<k>   1. Will we travel to the plane of the ethereal so I can play? 2.  Will there be a tu noo dor monster (can you do that)?

<Krys>   K?

<Krys>   thanks.

<Strv_Dog>   1. Ethereal: Yes.

<Strv_Dog>   2. I have no idea what you mean.

<k>   Real?  cooL

<k>   LOL

<k>   I like etherea thanks

<Krys>   Here comes Jay again... ;)

<Krys>   Go ahead, Plato

<Krys>   No one is next.

Krys has changed the mode in #torment to -v+v k Plato

<Plato>   Hey guys, how do the factions come into play in the game?

<Striding_Dragon>   No one or Plato?

<Striding_Dragon>   Nooooooo!

<Krys>   Plato

<Krys>   Jay?

<Strv_Dog>   Play-to

<Striding_Dragon>   Don't ask that.... it's the question of condemnation....

<Plato>   That's Play-Doh to you, mister!

<Strv_Dog>   Whoa. Point taken.

<Krys>   Hi, Jay

<Striding_Dragon>   Okay, Play-Dough....

<Plato>   C'mon guys, 'fess up...

<Striding_Dragon>   No way!

<Dan>   I would, but Guido would strangle me.

<Plato>   tell us something cool about the factions

<Strv_Dog>   You can join the factions, get quests from them, believe in them, lie to them... whatever.

<Striding_Dragon>   The factions are in the game.

<Strv_Dog>   How would you like them to come into play?

<Strv_Dog>   Each faction has a special power.

<Striding_Dragon>   Everyone is waiting and asking us to give out information about the factions....

<Plato>   'm expecting **lots** of great dialgue, right?

<Strv_Dog>   I see you and Greg have been talking

<Striding_Dragon>   but the fact of the matter is... there is no such thing... they got sucked up... vanished...

<Dan>   Chris has seen to that.

<Striding_Dragon>   stolen from an Ethereal Creature that came from the Outer Planes

<BISColin>   Yeah, in the faction war.

<Striding_Dragon>   But we are Pre-Faction war....

<BISColin>   NOT ANYMORE WE AREN'T.

<Striding_Dragon>   which means someone has returned it... maybe that's the story of Torment...

<Striding_Dragon>   Well,, maybe not.

<Plato>   Okaaaay, how about telling us about some of the cool NPC's?

<Strv_Dog>   "Faction War." Now on sale at your local boookstore.

<Striding_Dragon>   Ever heard of Amazon.com?

<Strv_Dog>   Morte: He's a mimir. He's a skull. He's got a big mouth. He can taunt people to death.

<Krys>   hmmmn

<Striding_Dragon>   He's the coolest guy in the world.

<Plato>   Sounds like Greg....

<Plato>   Doh!

<Striding_Dragon>   He's so bad his bones ran away and left the skull alone!

<Krys>   *groan*

<Strv_Dog>   Bam

<Krys>   You marketing types are all alike

<Striding_Dragon>   Huh?

Krys sticks her nose in the air

<Strv_Dog>   Whoa, easy there, Krys

<Striding_Dragon>   Very easy there, Krys.

<Strv_Dog>   Sometimes words can hurt

<Dan>   So can fists. Let's move on.

Strv_Dog Chris thinks about that

<BISColin>   Footnote, Chris.

<Striding_Dragon>   We have that in the game... Proof!

<Plato>   How aboutthe combat system, any mods?

<Krys>   Thanks, Jay :)

<Dan>   I'm looking into combat now.

<BISColin>   *Jack O'Lantern, Toyfair, p. 91

Big_Tuna let's his silence speak for himself...

<Dan>   The round structure may change slightly.

Striding_Dragon waits for someone to pick up the ball

<Strv_Dog>   Big Tuna has never let silence speak for itself

<Big_Tuna>   I get paid by the word....

<Krys>   Touche, Avellone ;)

<BISColin>   Silence and Big Tuna are two very different concepts.

<Strv_Dog>   So do I

<Krys>   The time is now 7:30pm Pacific

<Krys>   Go ahead, Silverdawn

Krys has changed the mode in #torment to -v+v BISColin Silverdawn

<Strv_Dog>   Two concepts that go great together

<BISColin>   I have a question for Guido:

<Krys>   Colin...

<Strv_Dog>   Uh oh

<Striding_Dragon>   Go right ahead... pal!

[Silverdawn]   When will the Secret Project ™ be revealed to the public?

<BISColin>   Do you love Dan? Do you really love Dan?

<Strv_Dog>   Whoa! Whoa!

<Big_Tuna>   I lust after Dan - is that good enough?

<Strv_Dog>   (Air raid siren)

<Striding_Dragon>   Hold on, Colin... what are you talking about?

<Strv_Dog>   You know

[Silverdawn]   Not that secret Tuna.

<Striding_Dragon>   Silver: Which Secret Project?

<BISColin>   You know... Dan. Do you love him?

<Strv_Dog>   It's so secret *we* don't know what it is.

Striding_Dragon is blushing

[Silverdawn]   Previously mentioned by Big Tuna

[Silverdawn]   earlier in the chat.

<Big_Tuna>   uh....

<Striding_Dragon>   oh...THAT secret project.

<BISColin>   You're not going to make us scroll through all this, are you, Silverdawn?

<Big_Tuna>   hrrrmmm

<Dan>   I'm not sure what the time frame is for it, but I would expect withing another month or so. Right Guido?

<Big_Tuna>   we are not ready to say anything yet

<Striding_Dragon>   Well, you might want to get in touch with Pla-Dough, he can tell yu all about it!

<Big_Tuna>   about a month or so...

<Strv_Dog>   C'mon, spill it, Big Tuna

<BISColin>   What secret project?

<Strv_Dog>   The baatezu secret project

<BISColin>   Oh. That one.

<Striding_Dragon>   Sorry folks, we are not in a position to talk about the secret project... after all...

<Striding_Dragon>   we are a PUBLIC company!

<Dan>   Colin, we can't get more specific without giving away the secret. Ya know... SEEEEECRET....

<Krys>   Thank you, Guido.

<Big_Tuna>   that is a good phrase for just about everything

<Strv_Dog>   Thank YOU, Krys

<BISColin>   Do you know what it is, Dan?

<Striding_Dragon>   My pleasure.

<Krys>   ok, we have one more question, and then we're wrappin' up...

<Dan>   Yup

<Krys>   Go ahead, Elxalraj

<Krys>   No one is next.

<Big_Tuna>   thank you all for coming!!!

<BISColin>   THAT secret project!

<Strv_Dog>   Hey. Colin, you want to go grab a beer?

<Dan>   I still like potatoes!

<Big_Tuna>   thanks for putting up with us

<Strv_Dog>   Dan?

<Dan>   I still like potatoes!

<Big_Tuna>   thanks for putting up with us

<Strv_Dog>   Dan?

<Dan>   Sure

<Striding_Dragon>   Hope this has been "resourceful"...

<Krys>   Thanks everyone for showing up..! Thanks to the Torment team and Jay and Jay and Jonric....

<BISColin>   Chris: Yes.

<Meghan>   And Silverdawn too!

<Strv_Dog>   Thanks you Torment guys. San Demos high school rules!

<BISColin>   Wyld Stallyns!

<Dan>   That's Dimas, you silly person.

<Strv_Dog>   Whatever.

Krys has changed the mode in #torment to -m

<Tim>   Thanks to the people who showed. We appreciate it.

