Character Reputation System

Overview

The reputation system is an action counter system that allows the game universe to respond to a player’s actions over time.  Actions will change the reputation values tracked for the character, causing the relations between the character and various game factions to improve or degrade.

All mobs, NPCs, vendors, skill trainers, gates, and ports have an associated faction.  This faction is used with the character’s reputation values to determine various reactions and other effects.  For example, mobs could attack or ports and gates could deny access if the character’s reputation values are too low.

The two primary methods of modifying reputation values are by completing missions and killing mobs.  Most reputation modifications are generally faction associated, so that results are predictable.  For example, killing Terran mobs will lower the character’s Terran reputation value, but completing missions for Terran factions will generally increase it.

Players will have the ability to affiliate themselves with a faction.  Affiliating with a faction allows the character to gain fame with the faction over time, improving the character’s relationship with NPCs of the faction.  This will allow the character to access special missions and purchase or acquire items that are not available to non-affiliated characters.

Faction affiliation has potential downsides.  When the character is affiliated with a faction, a reputation bonus or penalty can apply when dealing with NPCs of different factions.  This may make a character who is normally tolerated by faction NPCs become intolerable to those NPCs, simply because of affiliation choice.

Details

Reputation Counters

Overview of Reputation Counters

There will be ‘N’ reputation counters (RC) tracked for each character..  These values represent how the various factions in the game generally view the past actions of the character.  Values range from –10000 to +10000, and represent a generally hated (-10000) or loved (+10000) view of the character by NPCs of the faction.  In the future, additional faction group counters may be added (such as one for the V’rix. The content team defines the various counters.

Each factional pool will be capped at some value for every other faction (determined in a designer-modifiable INI file) that cannot be surpassed UNLESS the character is affiliated with that faction (see below). When a character is affiliated, that character can raise his factional pool above the cap, to the max value of 10,000. The allows the designers to say, for instance, that for a Shinwa, there is no way they could raise their reaction counter with the Centuriata above ‘Friendly” unless he affiliates with the Centuriata.
The reputation counter values are known to the player and are visible within the character bio/information interface. This interface needs to be designed and will be presented at the next design meeting. Right now there is no interface. Available art and code time will drive the functionality of this interface

Players begin the game with 5000 in their factions reputation pool and in all factions of their race.  This should effectively make all pro-race forces relatively friendly to newbie characters.

Starting Values

We will have a Starting Values table (modifiable by designers in an INI file) that determines at what value a player's factional pools begins when he is created. These tables are the same as the ones at the end of the old document, but are modifiable by the content team.
Effects of Reputation

Whenever the player interacts with an NPC, mob, port, or other faction-associated object, a calculation is made that primarily utilizes the character’s reputation counters, and results in a reaction value (RV) between –10000 and 10000. This calculation determines the outcome of the interaction.

The exact equation used to determine the reaction value differs between each faction.  The following table describes the base calculation used to determine the reaction value for each faction 

	Faction
	Faction Name
	Description
	RV Affiliation
	Death Pool Mods

	JE
	Sha’ha’dem Explorers
	The Sha'ha'dem are the heart and soul of Jenquai society.  These scholars, researchers, thinkers, and explorer monks are the most influential voice in the Jenquai government.
	Sha’ha’dem RV 
	Sha’ha’dem -2

	JW
	Shinwa Warriors
	The Shinwa are the mighty arm of the Jenquai.  Known for their deadly strike-and-cloak tactics, the Shinwa are responsible for maintaining the rigid order of Jenquai society.
	Shinwa RV 
	Shinwa -2

	JT
	Sharim Traders
	Moving beyond the caste purity restrictions imposed on their fellow Jenquai, the Sharim traders have the most contact with the other races.  Lacking the immense resources of the Terrans, the Sharim mainly deal in the advanced technology that is the Jenquai specialty.
	Sharim RV 
	Sharim -2

	PE
	Sabine Explorers
	Skilled explorers and seekers of truth, the Sabine Order inhabits the mystic fringe of Progen society.  The Sabine often serve as scouts for the Centuriata during times of war.
	Sabine RV 
	Sabine -2

	PW
	Centuriata Warriors
	In a clone culture designed to create the best, the Centuriata are one step above their fellow Progen.  Through two great wars, the Progen warriors established themselves as an implacable foe.
	Centuriata 
	Centuriata -2

	PT
	Collegia Traders
	Gaining the resources and technology needed to support the Progen military is the main goal of the Collegia.  Though not front-line fighters, the members of the Collegia have the most detailed knowledge of the capabilities of the Progen military.
	Collegia RV 
	Collegia -2

	TE
	GetCo Explorers
	Lacking the immense resources of InfinitiCorp, the Good Earth Trading Company (GetCo) has focused on its relations with the Jenquai people to broker in advanced technology.  Backed by House Navarre, GetCo has a long and impressive lineage of exploration and discovery.
	GetCo
	GetCo -2

	TW
	EarthCorps Warriors
	Operating independantly of the major Houses, the EarthCorps military expands and secures Terran interests through force of arms.  With massive fleets and all the resources of the Alliance behind them, they are a force fit to rival any in human space.
	EarthCorps RV 
	EarthCorp -2

	TT
	InfinitiCorp Traders
	InfinitiCorp, backed by the powerful Clan MacGregor, embodies the Terran ideal:  pure mercantilism.  Their interests guide the Terran Alliance.  In many ways they are the Terran Alliance.
	InfinitiCorp RV + 
	InfinitiCorp -2

	SolSec (needs to be renamed) will come into being during Act I.

.

	Pirate
	Pirates
	The criminal element of society; those who lie, cheat and steal to get what they want.  In other words, not as subtle as the traders.
	(Player’s Own faction RV * -1) + Pirate RV
	Player’s Own Faction +2

	Highport
	Highport Authority
	The Highport Authority is a loosely-organized group of starbases scattered throughout human space.  Anyone is welcome at any Highport, no matter what wars may rage among the factions.
	500 + Highport FC
	N/A

	TerranPsi
	Malacore Psionics
	The followers of Dr. Malacore believe that research and development of psionic gifts can benefit the entire Terran Alliance.  That research must be undertaken free from military or government control, or psionic power will become nothing more than a tool of the powerful.
	TerranPsi FC
	TerranPsi


The following tables describe the interaction outcome based on the calculated reaction value.  Note that these are default behavior guidelines rather than hard rules – it will be the designer’s job to utilize the reaction values appropriately. The content team would like to store these in an INI file so we could modify them as we need to

Effects of Reaction – Mobs 

	Reaction Value
	Result

	 -2000 or less
	Faction affiliated mobs attack the player on sight if aggressive.

	2000 to –2000
	Faction affiliated mobs will not have meaningful interactions with the player.  Mobs should occasionally insult or condemn the player (as scripted events when possible).

	2000 to 5000
	Faction affiliated NPCs will be friendly with the player, although no special attention is given.  General quests may be offered by mobs.

	5000 or more
	Increased values improve relations with faction mobs.  Advanced quests may be obtained, and mobs may assist character in certain situations.


Effects of Reaction – NPCs

	Reaction Value
	Result

	 -2000 or less
	Faction NPCs typically rudely refuse to interact with the player.

	2000 to –2000
	Most faction NPCs politely refuse to interact with the player, although a few NPCs may offer quests.

	2000 to 5000
	Faction NPCs are friendly to the player.  General quests can be obtained from NPCs.

	5000 or more
	As relations increase, advanced quests and opportunities will be offered by NPCs.


Effects of Reaction – Ports

	Reaction Value
	Result

	 -2000 or less
	Port will not grant docking rights.

	2000 to –2000
	Docking rights may or may not be offered.  Some port services may not be available to the player.

	2000 to 5000
	Docking rights are usually given except at special locations.  General services are made available.

	5000 or more
	As relations increase, discounts on goods and services are offered to the player by port vendors.


We do not have Gate Locking by Faction, so that table has been cut.

Modifying Reputation Counters When Destroying Mobs

Each mob in the game will have an assigned faction and importance multiplier (both values are specified in the mob editor utility) that is used to determine what happens to the character’s reputation values if the mob is destroyed.  Typically, the designer will only assign a faction and importance, but the actual reputation value modifications can be overridden if necessary.

If a faction and importance is assigned, the actual reputation modifiers are calculated by indexing a table on the assigned faction.  Each table entry has multiple positive or negative values representing the basic adjustment to each reputation counter that will occur if the character is involved in the mob’s death.  These values are then multiplied by the assigned importance factor to determine the actual reputation value modifications.  For example:

Joe destroys a ‘Dragon Pirate King’ that has the associated faction ‘Red Dragon Triad’ and an importance factor of 6.0.  

Indexing the .ini table for ‘Red Dragon Triad’ shows that the basic reputation modification for destroying any faction affiliated mob is: [Sharim: 0, InfinitiCorp: 0, Collegia: +1.0, Shinwa: +3.0].  

These values are multiplied by the designer defined importance factor of 4.0, meaning that Joe’s Collegia reputation counter improves by +6 and his Shinwa reputation counter improves by +18.

In the future, designers decide that the Shinwa group is really angry at the pirates, and modifies the .ini table changing the Shinwa entry to +6.0.  Now, if Joe destroys a ‘Dragon Pirate King’, his reputation is modified by +36.

The designer may choose instead to override the default reputation system behavior and instead specifically define the reputation modifications for destroying the mob.  

Modifying Reputation Counters on Missions

When completing a mission for a faction that does not negatively impact other factions in the faction group, the group associated reputation counter should improve appropriately.  

When performing an action against a faction (such as destroying a faction affiliated NPC), group reputation counters should degrade appropriately.

A script function should be provided that will award reputation based on a designer identified counter and ‘importance multiplier’.  Instead of the designer specifying exactly how many points to add or subtract from the specified reputation pool, the importance multiplier should multiply an adjustable constant.  This will be used to balance the reputation system rate of gain or loss in the future.  For example:

Joe completes the mission for Shinwa.  Inside the mission script, the designer calls an award function with two parameters: ‘Shinwa’ (denoting the reputation pool) and ‘5.5’ (denoting the mission importance).  Internally, the balance constant is 2.0, so Joe’s Shinwa reputation is improved by 11 points.

Later on, designers come to the conclusion that the reputation system doesn’t reward important actions enough.  The programmers replace the balance constant with a function that makes all reputation modifications double if the assigned importance is > 2.0.  Now, completing the same mission would award 22 points to the character’s Shinwa reputation pool.  This is done without having to adjust every reward script.

Faction Affiliation

Overview of Faction Affiliation

Characters will begin the game affiliated with a faction based on their character archetype selection.  For example, Terran traders are always initially affiliated with InfinitiCorp.  Players may decide to break the faction affiliation at any time, and may either stay unaffiliated or join other factions.

Effects of Faction Affiliation

Characters can become affiliated with a limited number of the various factions.  When a character is affiliated with a faction, several effects occur:

· Characters can gain Reputation that exceeds their initial Cap.

· All reaction calculations are modified by Faction Reaction Modifiers as outlined later in this document.

Affiliating With a Faction

Characters begin the game affiliated with a faction based on their archetype selection, as follows:

	Archetype
	Initial Affiliation

	Terran Warrior
	EarthCorps Warriors

	Terran Explorer
	GETCo Explorers

	Terran Trader
	InfinitiCorp Traders

	Jenquai Warrior
	Shinwa Warriors

	Jenquai Explorer
	Sha’ha’dem Explorers

	Jenquai Trader
	Sharim Traders

	Progen Warrior
	Centuriata Warriors

	Progen Explorer
	Sabine Explorers

	Progen Trader
	Collegia Traders


Characters can opt to become unaffiliated with a faction by selecting this option from within a NPC dialog. Each faction will have at least one NPC that will present this dialog option.

Characters can opt to affiliate themselves with other factions, but can only be affiliated with one faction at a time (i.e. old affiliations are immediately broken). This process also occurs through NPC dialog, and typically will require a minimum reaction value before the option will be presented.

Faction Relationships

There is a Factional Relationships table (modifiable by content designers in an INI file) that determines the modifier values between factions. This modifier is added the the reaction counters only if a character is affiliated with a faction.

Faction Expulsion

When the character is expelled or leaves a faction, any Reputation above the faction’s Cap value is lost and the value is set at the Cap limit.

Fame Counters

This section is removed, as Fame and Reputation now add the same points. Any old system that awarded a character Fame just has those points added to the character’s Reputation.

Gaining and Losing Fame (grandfathered only for those systems that awarded Fame; Fame is simply added to the character’s RV).

Faction fame can only be gained or lost if the character is affiliated with that faction.

Typically, fame awards are gained only through mission completion or failure.  Script commands to reward fame should be provided, and the reward system should be identical to the one used to reward reputation.

If the character leaves the faction at any time or is expelled from a faction, and if their factional pool is above the factional cap, the character’s faction will be reset to the faction’s cap value.

Faction Reaction Modifiers

Each faction has it’s own set of ‘relation values’ with each other faction.  Players that have not affiliated with a faction are not affected by these faction-internal struggles.  Once a player becomes affiliated, an additional reaction modification occurs based on the character’s faction and the NPC’s faction.  

Anytime a reaction calculation is made and the player is currently affiliated with a faction, the bonus or penalty listed in the table associated with the player’s faction is applied to the reaction calculation.

One table is maintained for each faction, listing reaction value modifications vs. all other factions.  These tables should be updated by the live team to reflect changes in the story and faction relations. 

Values in these tables are typically only applied when making a reaction calculation involving a player character and a faction-affiliated NPC or object.  In the future, we may use these reaction modifications on NPC vs. NPC reaction calculations, such as for mob assistance or aggression.

The following charts describe the initial faction modification tables (more entries will be made on these tables, and they need to be stored as an INI file for ease of editing).

JE Table

	Vs. Faction
	Reaction Mod

	JE
	1000

	JW
	800

	JT
	800

	PE
	

	PW
	-200

	PT
	

	TE
	1000

	TW
	

	TT
	100

	Pirate
	

	Highport
	10000

	TerranPsi
	300


JW Table

	Vs. Faction
	Reaction Mod

	JE
	800

	JW
	1000

	JT
	800

	PE
	

	PW
	-500

	PT
	

	TE
	

	TW
	

	TT
	100

	Pirate
	

	Highport
	10000

	TerranPsi
	


JT Table

	Vs. Faction
	Reaction Mod

	JE
	800

	JW
	800

	JT
	1000

	PE
	100

	PW
	100

	PT
	200

	TE
	100

	TW
	100

	TT
	100

	Pirate
	

	Highport
	10000

	TerranPsi
	


PE Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	100

	PE
	1000

	PW
	-100

	PT
	200

	TE
	-100

	TW
	-200

	TT
	100

	Pirate
	

	Highport
	10000

	TerranPsi
	


PW Table

	Vs. Faction
	Reaction Mod

	JE
	-200

	JW
	-500

	JT
	100

	PE
	100

	PW
	1000

	PT
	800

	TE
	-200

	TW
	-500

	TT
	100

	Pirate
	

	Highport
	10000

	TerranPsi
	


PT Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	200

	PE
	200

	PW
	800

	PT
	1000

	TE
	-200

	TW
	-300

	TT
	100

	Pirate
	

	Highport
	10000

	TerranPsi
	


TE Table

	Vs. Faction
	Reaction Mod

	JE
	1000

	JW
	

	JT
	100

	PE
	-100

	PW
	-200

	PT
	-200

	TE
	1000

	TW
	800

	TT
	800

	Pirate
	

	Highport
	10000

	TerranPsi
	


TW Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	100

	PE
	-200

	PW
	-500

	PT
	-300

	TE
	800

	TW
	1000

	TT
	800

	Pirate
	

	Highport
	10000

	TerranPsi
	-300


TT Table

	Vs. Faction
	Reaction Mod

	JE
	500

	JW
	

	JT
	200

	PE
	-500

	PW
	-800

	PT
	-200

	TE
	200

	TW
	800

	TT
	1000

	Pirate
	200

	Highport
	10000

	TerranPsi
	-100


Pirate Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	

	PE
	

	PW
	

	PT
	

	TE
	

	TW
	

	TT
	

	Pirate
	1000

	Highport
	10000

	TerranPsi
	


Highport Table

	Vs. Faction
	Reaction Mod

	JE
	10000

	JW
	10000

	JT
	10000

	PE
	10000

	PW
	10000

	PT
	10000

	TE
	10000

	TW
	10000

	TT
	10000

	Pirate
	10000

	Highport
	10000

	TerranPsi
	10000


TerranPsi Table

	Vs. Faction
	Reaction Mod

	JE
	300

	JW
	

	JT
	

	PE
	

	PW
	

	PT
	

	TE
	

	TW
	-300

	TT
	

	Pirate
	

	Highport
	10000

	TerranPsi
	1000


