Dialog Tool Tutorial: 
This tutorial, will teach you how to build the following scenario: Sonny talks to shifty, who allows him to talk with Bruiser. Bruiser gives Sonny an item, which he returns to Shifty. Shifty then takes the item and walks to the elevator 
1. Sync the entire Game Directory
2. Open Tool bench
3. Open NineLivesLibrary.emtproj and ‘export all models in solution’
4. Open Alphagame.block and ‘export game block’
These first steps are required to set up all of the stuff in the tool
5. Minimize Tool Bench
6. Open Dialog Tool.
7. Select Shifty from the top left corner drop down
8. Add Node to Shifty, Label it “Talk”
9. Create a child node under Shifty’s Talk
10. Writing something for Shifty to say, set the speaker to NPC
11. Select Bruiser from the top left corner drop down
12. Add Node to Bruiser, Label it “Talk”
13. Create a child node under Bruiser’s Talk
14. Write something for Bruiser to say, set the speaker to NPC
15. Save dialog file to your desktop as “DialogFile.dialog”
Now that we’ve got what Bruiser and Shifty are saying, we need to make the conditions. Conditions involve checking to see if certain things are true before providing the option to the player. These usually involve checking variables, items, positions, etc. In this example, we’re going to use a variable.)
16. Close dialog tool
17. Return to toolbench and open NineLivesLibrary.emtprog
18. Locate the model, MainVariables
19. Find “Main Variable” Properties and locate “Variables”
20. Click “add”, and Create a new variable and name new it, “ShiftyTalkVar”
21. Save all
22. ‘Export all models in solution’
23. Minimize Tool Bench
Now that our new variable has been made, we need to check it (Conditions) and Set it (Actions).
24. Open Dialog tool, Load “DialogFile.dialog” 
25. Add a new “Plot Variable is” condition to Bruiser’s Talk Node
26. Set the Variable to be “ShiftyTalkVar” and the value to be 1 (it should’ve loaded in your new variable)
27. Add a new “Set Plot Variable” Action to Shifty’s Response Node 
28. Set the Variable to be “ShiftyTalkVar” and the value to be 1
29. Save dialog file
30. Close Dialog tool
So now, Bruiser won’t present the option “Talk” until Sonny has talked to Shifty first. The Talk option on Bruiser requires the Variable “ShiftyTalkVar” to be 1 (Steps 25 and 26). The game starts with this value at 0. However, after Sonny talks with Shifty the variable is set to be 1 (Steps 27 and 28), allowing conversation with Bruiser. Now we need to create the item that Bruiser will give to Sonny.


31. Open toolbench emtproj viewer.
32. Right click> Add> New Model
33. Name it “Item_Thing”
34. Find the item model, and mix it in.
35. Rename “Item_Thing”’s NineLivesNameable field to be “Item_Thing”
36. Save all
37. Export all models in solution
[bookmark: OLE_LINK1][bookmark: OLE_LINK2]Gamebryo now has the concept of the Item, we now need to implement it inside of the dialog tool.
38. Open dialog tool, Load “DialogFile.dialog”
39. Return to Bruiser’s Talk Item Action.
40. Add an item Action to Bruiser’s Response
41. Select Item: Item_Thing, Item Action: Create
Bruiser now gives Sonny the “Thing” (Steps 40 and 41).
42. Add a new node on Shifty, label it “Item”
43. Add a new node to “Item.” Label it “Thing”
44. Write what shifty says when you give him the item
45. Change the speaker to NPC
46. Add a “Player has Item” Condition to the “Thing” Node.
47. Set the item to be “Item_Thing”
48. Add Item action to Shifty’s response Node
49. Set the item to “Item_Thing” and the action to “Destroy”
50. Save dialog file
51. Close dialog tool
Shifty will now take the Item from Sonny (Steps 48 and 49). The player only receives this option, provided they have the Thing in their inventory (Steps 46 and 47). We now need to send Shifty to the Elevator when he receives the thing.
52. Open toolbench’s emtproj viewer
53. Create a new model called “POI_Elevator”
54. Mix in the POI model
55. Rename “POI_Elevator”’s NineLivesNameable field to be “POI_Elevator”
56. Open AlphaGame.block
57. Find the POI_Elevator Model and drag it into the scene, it should look like a circle
58. Place the POI_Elevator model right in front of the elevator, so it stays on the nav mesh.
59. Save All
60. Export All models in solution
61. Export Block
Gamebryo now has the concept of the new POI, and the tool can use it appropriately.
62. Open Dialog Tool
63. Return to Shifty’s Item> Thing > Reaction Node
64. Add a new “Interact with POI” action
65. Set the POI to be the POI_Elevator
66. The Timeout to be 0, the priority to be high, and task to be immediate
67. Save Dialog file
Shifty will now Move to the Elevator POI when he is given the Thing (Steps 64-66). Now that our dialog has been built, it is time to test it out.
68. Export dialog file as Lua to: \Game\NineLives\Application\Data\NineLivesLibrary\Behaviors
69. Name it dialog.lua
70. Close the dialog tool.
71. Launch the game in Shipping Mode
72. Test. 
You will undoubtedly face problems using this tool. Hopefully this walkthrough was simple enough to follow. However, if not re-trace your steps, double check all of the conditions/actions/variables/items/POI settings on your dialog options. If something was made in tool bench and doesn’t show up in the tool, you’ve probably exported incorrectly. If all else fails, ask Ryan, Tom, Cecil or Bruce. Additionally, as you dream up new features, be sure you document them on Scrumy Pro so the programmers can use them.
