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Re: Story Thread 1: A few story questions...
Piggy Pirate on Mar 16, 2013 wrote:
Mr. Mew, I have some questions as well. Sorry if someone already asked them, I just skim the page. Anyways:

1. Will we ever see our class trainers in combat?
 
2. Is it possible we may get Avery as a companion?
 
3. Will there ever be side classes,(Such as moon, sun, and star in Wiz101)In Pirate101?
 
Thanks in advance,  Obnoxious Wolf Armstrong lvl 50 Swash 
1. It's pretty likely, though not yet certain.

2. As a Companion? I'd say no. As an ally in a fight, on the other hand...

3. That's a Ratbeard question. Beyond my purview.
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Re: Story Thread 1: A few story questions...
Ethan the baron on Mar 19, 2013 wrote:
Blimd Mew i have two more question I forgot to ask 

7. Will their be any of our pirates friends that we have met become one of our companions for example like Avery, One eyed Jack, Blind Mew, Gortez, or an enemy like general tso or any one else

8. You were talking about darkmoor that it would come soon will it involve Vadimas past because I heard she had a big thing to do with darkmoor and is there anything you can tell us about Darkmoor because I find it a very interesting world
7. Trainers as Companions is unlikely. Allies in a fight or two would be a much better option for us. I can't promise anything yet, but we're exploring some ways to do this.

8. We've scattered some seeds for Darkmoor - you can bet Vadima will have some advice to offer when it's time for the PC to go there.
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Re: Story Thread 1: A few story questions...
Anne Radcliffe on Mar 20, 2013 wrote:
Dear Blind Mew,
1. You have kindly assured us that the mystery of the Mechanical Birds has not been forgotten. I am also curious about another thread: in 'Evans to Murgatroyd' (ha, ha) the wreck of the Zephyr appears to have been due to a peculiar steel alloy that looks Marleybonian but on close inspection is not. Shall this be investigated further? (Maybe I'm paranoid, but a sinister replacement requiring advanced knowledge of metalurgy sounds like the Armada to me)
 
2. Speaking of the Armada, who makes them and their ships & devices? The Armada individuals we have seen seem more militaristic than engineers and mechanics.
 
3. Is the floor on Marco Pollo's tomb a symbolic design or a map? I am particularly curious about the tangental curve that leads to a world symbolized as a star (which my imagination leaps to 'the Shining City') And the next question logically would be if Granchia is even still around by the time we get back there with the Armada Island-eating-machine at work... even if our characters in our imagination tried to slow it down by throwing a hammer into the works...
 
I perfectly understand if the answers to some or all of these would be 'that would be telling'. Besides, you always make me laugh when I read that.
Virtuous Anne Radcliffe
1. It will indeed.

2. That will be revealed in a future trip to Valencia.

3. Why yes it is a map. I fear more information about that feature would, indeed, be telling.
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Re: Story Thread 1: A few story questions...
Clever Kestrel on Mar 13, 2013 wrote:
Oh! Idea! So what if the unamed clockwork joins our crew! I would love that! Well maybe... Actully.... Hmm... Nevermind. But a few questions.
 
1. Everyone continues to mention betrayel. How will that come to us? Its been comfirmed that its not likely our companions will betray us, but what about Avery? He's done it in small scale before, and I can just picture him using us to get to El Dorado. Likely?
 
2. What if one of the mechanical birds joins us? 
 
3. Contridicting #2, I heard mention that the Armada has sources of info we don't. Mechanical birds?
 
4. If we got something on the dot right, would you tell us? 
1. I don't know why you guys are so obsessed with betrayal... I'd never call Avery particularly trustworthy, but I think as the story goes on, he's being forced to take a definite side.

2. The Birds will be dealt with pretty definitively in the next story update.

3. See the above.

4. Unless it's the source of an easter egg or an allusion, it's not very likely. Depends on the magnitude of the spoiler involved. 
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Re: Story Thread 1: A few story questions...
Dear Blind Mew,
I have a few weird, slightly-off questions I'd like to ask...

1. In Cool Ranch, there is occasional mention of a 'War Between the Flocks'. Care to elaborate?
2. Why do the Dogs of Port Regal and the Monkeys of Puerto Mico let the neighboring pirate colonies survive? Puerto Mico isn't very far from Scrimshaw, and the Marleyboneians could travel to the Scurvy Dog Hideout quickly. Plus there are easy connections to Skull Island Skyway and Flotsam Skyway.
3. I feel the Monquisition wasn't very much touched upon in the main story - will they be more involved anytime?
4. Does Valencia have colonies, or do they just conquer and trade? Can we expect a Valencian governor of a colony at some point?
5. Does Krokotopia have a major role to play at some point?

		








		Trimond297



Rank: 
Dread Pirate

Joined: Jun 13, 2011
Posts: 
2037




				


	


Re: Story Thread 1: A few story questions...
Blind Mew on Mar 21, 2013 wrote:
As to the development time - yes, MMOs are notorious for taking a long time to develop. They have LOTS of moving parts, and require much more content than a standard console or PC game. That said, when we were making Pirate101 we had a few things working in our favor.

While we're not exactly a sequel, we are using the same core technology that Wizard used - so we saved a bunch of steps. We knew how things like chat, the crown shop, basic interface, and all that would work. This let us focus on building content and making the unique aspects of Pirate shine: ships and our new combat model. Don't get me wrong - it still took a long time, but we weren't starting from scratch.
I've had thoughts that the game wasn't a sequel, as others thought and still think. I was right about that. The term you would put in is more likely a "sibling game" (which is what I like to prefer to, as you should), as it truly does take place in the same Spiral universe as Wizard101 does. 
 
So, to put it in terms, the P101 team used the same core technology Wizard101 and it's team used, but with new engine improvments that made it better, worked in familiar features from Wizard, and made new aspects for Pirate101.
 
I've got hopes and thoughts that MMO development times and content development times would shorten much significantly really soon in the future. Hopefully, there will always be more new technology improvements crafted from scratch that may, and can, shorten development times for Kingsisle someday. Wouldn't it be neat to shorten content development times? It could happen. Count on that.
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Re: Story Thread 1: A few story questions...
Blind Mew on Mar 21, 2013 wrote:
1. I don't know why you guys are so obsessed with betrayal... I'd never call Avery particularly trustworthy, but I think as the story goes on, he's being forced to take a definite side.

2. The Birds will be dealt with pretty definitively in the next story update.

3. See the above.

4. Unless it's the source of an easter egg or an allusion, it's not very likely. Depends on the magnitude of the spoiler involved. 
The side I'm thinking of would be our side, the Pirates' side. And, I'm not one to truly complain, but would anybody please stop with this "betrayal" obsession already? It's getting to be a bit too much. All the questions of betrayal and still going. Save ourselves from grief, why don't you? Again, I'm not one to truly complain. Just stating out my point.
 
Will there be a new max level side dungeon, or gauntlet, added to Pirate101 really soon? I'm all for more major story adventures, which the team is still working on, i'm sure, but can we expect to see a new side max level gauntlet made? It's something for max level Pirates to do, for if they get really bored. Wizard101 got side high level gauntlets added for Wizards to have more adventures in, so should Pirate101 have those, too? I am highly requesting to have those in while major story continuations are being made!
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Re: Story Thread 1: A few story questions...
Blind Mew on Mar 11, 2013 wrote:
Now that I look, I see you asked about Catbeard, not Bonnie Anne! That's what i get for skimming...

Ratbeard and Catbeard have both been captains for a good while - they've had plenty of chances to compete for the same prizes, steal each other's thunder, or step on each other's toes. Reading the exchanges, it looks like Ratbeard's the aggrieved one - Catbeard seems to love seeing how angry he can get ol' Ratbeard. Catbeard also has quite a taste for the finer things in life - I think Ratbeard really resents that, and thinks Catbeard's putting on airs to prove he's better than everybody else.

If forced to speculate, I'd bet at some point they were working together on some caper, and when Ratbeard made his move to double cross Catbeard (you know he would), Catbeard had already double crossed him, and ended up making him look foolish. 

Now Bonnie Anne vs. Ratbeard, on the other hand...
Interesting. I'll be looking forward to those developments. Now I've got another question for you that I'm surprised no one else has asked yet.

Why do Boochbeard and Mr. Gandry want to free us specifically at the start of the game? I know in the commercial that Gandry says that freeing us "will change everything" but how does he know that? Were they hired to do it? Does our being free benefit them in some way? Or is there another reason...

If you can't answer directly, I'll be alright with confirmation that it will eventually be addressed in the game.
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Re: Story Thread 1: A few story questions...
Trimond297 on Mar 22, 2013 wrote:
The side I'm thinking of would be our side, the Pirates' side. And, I'm not one to truly complain, but would anybody please stop with this "betrayal" obsession already? It's getting to be a bit too much. All the questions of betrayal and still going. Save ourselves from grief, why don't you? Again, I'm not one to truly complain. Just stating out my point.
 
Will there be a new max level side dungeon, or gauntlet, added to Pirate101 really soon? I'm all for more major story adventures, which the team is still working on, i'm sure, but can we expect to see a new side max level gauntlet made? It's something for max level Pirates to do, for if they get really bored. Wizard101 got side high level gauntlets added for Wizards to have more adventures in, so should Pirate101 have those, too? I am highly requesting to have those in while major story continuations are being made!
Honestly, I don't understand why you're so obsessed with the fact that Avery will never betray us and always have our back. I wouldn't be surprised if when we got all the seven map pieces, he kicks us to the curb and runs off to El Dorado. Avery is not our Ambrose who deeply cares about us and sees us as bright stars. We barely talk to him anyway to go to another world since most times it's an NPC within a world telling us this like from Monquista to Valencia or Valencia to Cool Ranch. He's a Pirate at heart and will always be one. He'll lie, steal, and backstab just like any other pirate would if it gets him what he wants. And I think it's a very fitting twist for him to snatch the Map, only to get caught by someone and we have to swoop in to save him (would be kinda funny, too). 

As for your second question, I think that's Ratbeard's forte, but I'm pretty sure that's in the works but this will take a lot of time. The first Wizard101 guantlet, Briskbreeze Tower, was not added until October 2009 close to a year after the game's release. So first off they need to find an empty tower, cave, etc. pre-exsisting in the game then build the dungeon. Since almost 90% of Pirate101's "empty" spaces have been filled for side quests and promotions this is hard to do, because now they have to build a complete new tower. However the closet things to the dungeons you discribe are the Bosses that drop awesome loot (which is really all most players do with challenging dungeons, farm and have something to do) and the new high level ships. Currently, I'd just wait until the Summer and Fall of this year and see what they do. Marleybone and Aquila, the Worlds I think are coming next, are bound to have fill-able spaces for challenges.
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Re: Story Thread 1: A few story questions...
Dear Blind Mew,
   About the mechanical birds... o dear, terrible pun coming, but I can't resist... are you implying they might be 'stool pigeons'? (he,he)
 Virtuous Anne Radcliffe 
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Re: Story Thread 1: A few story questions...
Thank you so much for these answers, Blind Mew! With all the references to pretty much anything in the game, is it possible to one day see a character that refers to Doctor Who and Torchwood's Captain Jack Harkness? (former companion to his friend, got stranded, became a leader of his own team) Also, will we ever see Celestia in P101? (no specifications needed, just a yes, no or possibly would suffice) Thank you again!
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Re: Story Thread 1: A few story questions...
"6) Each Stormgate is keyed to a particular color of Windstone: you can't use a gate unless you have the right color. And each Stormgate goes to a specific Stormgate at the destination world. The Valencian gates in Skull Island and MooShu each go to different destination Skyways in Valencia. In time, you may gain access to the other gates..."

If each Windstone works with only one storm gate, why can we go from Monquista to Avernus and the to Valencia- two Storm Gates- with only one Windstone?
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Re: Story Thread 1: A few story questions...
Cunning Finnigan S... on Mar 23, 2013 wrote:
Honestly, I don't understand why you're so obsessed with the fact that Avery will never betray us and always have our back. I wouldn't be surprised if when we got all the seven map pieces, he kicks us to the curb and runs off to El Dorado. Avery is not our Ambrose who deeply cares about us and sees us as bright stars. We barely talk to him anyway to go to another world since most times it's an NPC within a world telling us this like from Monquista to Valencia or Valencia to Cool Ranch. He's a Pirate at heart and will always be one. He'll lie, steal, and backstab just like any other pirate would if it gets him what he wants. And I think it's a very fitting twist for him to snatch the Map, only to get caught by someone and we have to swoop in to save him (would be kinda funny, too). 

As for your second question, I think that's Ratbeard's forte, but I'm pretty sure that's in the works but this will take a lot of time. The first Wizard101 guantlet, Briskbreeze Tower, was not added until October 2009 close to a year after the game's release. So first off they need to find an empty tower, cave, etc. pre-exsisting in the game then build the dungeon. Since almost 90% of Pirate101's "empty" spaces have been filled for side quests and promotions this is hard to do, because now they have to build a complete new tower. However the closet things to the dungeons you discribe are the Bosses that drop awesome loot (which is really all most players do with challenging dungeons, farm and have something to do) and the new high level ships. Currently, I'd just wait until the Summer and Fall of this year and see what they do. Marleybone and Aquila, the Worlds I think are coming next, are bound to have fill-able spaces for challenges.
I'm not THAT obsessed about betrayal. I'm just stating my point for Pirates to ease up on talking about it. Sheesh! Doesn't anyone else want to ease up talking about betrayal?
 
I know it's Ratbeard's forte, and you're right. I was waiting a reply from him about it. You said almost 90% of "empty" spaces have been occupied for promotions and side quests, correct? If so, then they should make that new gauntlet on a new Skyway island. Well, that, and/or they could make a slight extension to one of the existing zones, be it safe zones or adventure zones, to make some room for that. A new tower? I might expect that, but it's got to be somewhere else, and I've known of Wizard101's Briskbreeze Tower gauntlet, which is fine. I'm wishing to see something better than a new tower for a high level gauntlet, like a huge fortress or some big field composed of linear small forts with a big fort at the end or a bizzare warp to some unseen, yet mystical realm via portal, or something I may expect out of crazy adventures. They don't all have to be towers, you know. Waterworks, on the other hand, was more of an adventure, aside from many chambers and rooms. And, the one thing I can expect from bosses in tough gauntlets are those kind of tough bosses who attempt to cheat their way to victory during battles. Still, I wish for KI to make something for max level Pirates to do while more higher level content and major story adventures are being made with it. Some time, it could take KI for them to do, but do you really think it could take them a long time to make a max level gauntlet? I'm thinking maybe not that too long.
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Re: Story Thread 1: A few story questions...
Melody Fisher on Mar 24, 2013 wrote:
"6) Each Stormgate is keyed to a particular color of Windstone: you can't use a gate unless you have the right color. And each Stormgate goes to a specific Stormgate at the destination world. The Valencian gates in Skull Island and MooShu each go to different destination Skyways in Valencia. In time, you may gain access to the other gates..."

If each Windstone works with only one storm gate, why can we go from Monquista to Avernus and the to Valencia- two Storm Gates- with only one Windstone?
Each stormgate is keyed to a Windstone color, not a specific windstone: the Monquista to Avernus gate and the Avernus to Valencia gate require the same color.

Oh, and in game each color Windstone also can function for all the colors below it: they follow the visible spectrum, in reverse: Violet is lowest, Red is highest. So a Yellow Windstone could let you travel any violet, indigo, blue, green, or yellow gate, but not an orange one. 

Fictionally, I could see each stone probably only working for its gate color only, and crew minions below deck swapping them out in the Windstone Chamber.

Originally we thought we might make you swap out your Windstones manually in game, but once we realized how much world hopping some of the quests would have (plus fast travel) we realized that would be a pain.

		








		smvb



Rank: 
Ensign

Joined: Feb 07, 2009
Posts: 
10




				


	


Re: Story Thread 1: A few story questions...
Melody Fisher on Mar 24, 2013 wrote:
"6) Each Stormgate is keyed to a particular color of Windstone: you can't use a gate unless you have the right color. And each Stormgate goes to a specific Stormgate at the destination world. The Valencian gates in Skull Island and MooShu each go to different destination Skyways in Valencia. In time, you may gain access to the other gates..."

If each Windstone works with only one storm gate, why can we go from Monquista to Avernus and the to Valencia- two Storm Gates- with only one Windstone?
It actually says that a gate is keyed to a windstone of the right color. That implies that if there are two gates keyed to the same color, you should be able to use that color windstone with both those gates. It doesn't say each windstone will only open one gate. It DOES say that each gate is paired with one other gate in the destination world. One gate can't lead to more than one destination. 

That's how I understood it, anyway. 
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Re: Story Thread 1: A few story questions...
Blind Mew, there are some things i really, really need answers too.  I, (the newbe super KI, wanna be hollywood writer that i am) have started to write a book about the magnificent 7's past.  i found this thread not to long ago, and read about some cool ranch companion future promos.  I dont want any part of my book's story to conflict with the stories that you are working on, so i need some insight on certain story parts.
 
1. rooster cogburn-i have a whole part of the book (the book is gonna be 6 parts total) based around cogburn meeting the seven as a child.  his drive, why he has the attitude that he uses, even down to that oh so mysterious eye patch.  i just need to know if there are certain parts i should tip-toe around.
2. the death of wyatt-I have read and reread every single cool ranch quest that even mentions the seven, and established a plausable, yet unexpected, event.  i just want to know any details that i should be aware of.
3.how the seven join together- I have finished writing part one (8 chapters and over 100 pages in my handwriting which is atrocious. should translate to probably 60 pages) and writen how every memeber of the seven joined the team.  i just want to know how much of the story i need to rewrite.
I was gonna send you guys at kingsile part one of my book (which is in the typing phase) and just needed these things to have the least bit of insight.  thanks, and i hope you like what i have written so far.  i hope i can get the preview in to you and the whole  KI team before the next update.  My dream currently is to be part of the KI writing team and was hoping this would be a good way to get my start.
 
sincerely,
F.R. Holystone  lv 50
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Re: Story Thread 1: A few story questions...
Trimond297 on Mar 25, 2013 wrote:
I'm not THAT obsessed about betrayal. I'm just stating my point for Pirates to ease up on talking about it. Sheesh! Doesn't anyone else want to ease up talking about betrayal?
 
I know it's Ratbeard's forte, and you're right. I was waiting a reply from him about it. You said almost 90% of "empty" spaces have been occupied for promotions and side quests, correct? If so, then they should make that new gauntlet on a new Skyway island. Well, that, and/or they could make a slight extension to one of the existing zones, be it safe zones or adventure zones, to make some room for that. A new tower? I might expect that, but it's got to be somewhere else, and I've known of Wizard101's Briskbreeze Tower gauntlet, which is fine. I'm wishing to see something better than a new tower for a high level gauntlet, like a huge fortress or some big field composed of linear small forts with a big fort at the end or a bizzare warp to some unseen, yet mystical realm via portal, or something I may expect out of crazy adventures. They don't all have to be towers, you know. Waterworks, on the other hand, was more of an adventure, aside from many chambers and rooms. And, the one thing I can expect from bosses in tough gauntlets are those kind of tough bosses who attempt to cheat their way to victory during battles. Still, I wish for KI to make something for max level Pirates to do while more higher level content and major story adventures are being made with it. Some time, it could take KI for them to do, but do you really think it could take them a long time to make a max level gauntlet? I'm thinking maybe not that too long.
I'm not implying that you're not obbessed about betrayal. It's just you keep going on and on that Avery or our Companions will never betray us. It just puts limitation on what is and isn't. Whatever this "betrayal" will be, I honestly don't care about. It will happen in one form or another and we will await what the shocking twist will be. Until then, let whoever wants to spectulate on it, say what they need to. I don't think Blind Mew saw it as a problem when so many betrayal topics popped up. I think it may have simply been an observation or it's a really hot topic. I guess finding who the traitor is just gets everyone's attention. Anyway, it's best just to not stress yourself over it by just not getting into too much. I used to try to get into all that was said on the Wizard101 message boards and Youtube comments it was very...unpleasent for me. I no longer worry myself over that anymore. Not sure if that was really on point of a reply. 

I do thnk it takes a while to make a dungeon for high/max level players. I mean you have to come up with a theme, levels, the plot, etc. It simply takes time. I think it'll be best, in terms of max level instances, to include them as major areas in future updates as the story progresses. Especially near the end of the Chapter or Book. That way level 50, 60+ have something to do at the end to amuse themselves. As it stands now, I think you are just getting impatient and bored and would like to see something new come out to do. I don't blame you for that, as this update does seem to really take it's time (and the wait for Book 14 is going to be brutal), but sometimes you just go to wait awhile for something A-MA-ZING lol. 

In terms of the Wizard101 tower thing, no it doesn't have to be a tower, that's just something Wizard just does. Maybe they will expand there hard guantlets to be more like a Mapped-out areas with the cheating bosses or fortresses like Briskbreeze and such one day. They certainly did that with Sunken City, Tomb of the Beguiler, and Kensington Park. But for now we'll see what they do with all their Side arcs that will include these (as that is where this instances have moved: Crab Alley, Wysteria etc.)
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Re: Story Thread 1: A few story questions...
Cunning Finnigan S... on Mar 26, 2013 wrote:
I'm not implying that you're not obbessed about betrayal. It's just you keep going on and on that Avery or our Companions will never betray us. It just puts limitation on what is and isn't. Whatever this "betrayal" will be, I honestly don't care about. It will happen in one form or another and we will await what the shocking twist will be. Until then, let whoever wants to spectulate on it, say what they need to. I don't think Blind Mew saw it as a problem when so many betrayal topics popped up. I think it may have simply been an observation or it's a really hot topic. I guess finding who the traitor is just gets everyone's attention. Anyway, it's best just to not stress yourself over it by just not getting into too much. I used to try to get into all that was said on the Wizard101 message boards and Youtube comments it was very...unpleasent for me. I no longer worry myself over that anymore. Not sure if that was really on point of a reply. 

I do thnk it takes a while to make a dungeon for high/max level players. I mean you have to come up with a theme, levels, the plot, etc. It simply takes time. I think it'll be best, in terms of max level instances, to include them as major areas in future updates as the story progresses. Especially near the end of the Chapter or Book. That way level 50, 60+ have something to do at the end to amuse themselves. As it stands now, I think you are just getting impatient and bored and would like to see something new come out to do. I don't blame you for that, as this update does seem to really take it's time (and the wait for Book 14 is going to be brutal), but sometimes you just go to wait awhile for something A-MA-ZING lol. 

In terms of the Wizard101 tower thing, no it doesn't have to be a tower, that's just something Wizard just does. Maybe they will expand there hard guantlets to be more like a Mapped-out areas with the cheating bosses or fortresses like Briskbreeze and such one day. They certainly did that with Sunken City, Tomb of the Beguiler, and Kensington Park. But for now we'll see what they do with all their Side arcs that will include these (as that is where this instances have moved: Crab Alley, Wysteria etc.)
You're right. I'm sorry for being impatient and bored. I'm just one step closer to the current end of the latest Book by far, and had thoughts on when the next Book will come out. I'm hoping the wait for Book 14 won't be that brutal, as it is already planned for KI after Book 13's halfway-to or near-to completion. I've hopes and thoughts that major story updates for Pirate101 shouldn't take too long to make. I bet they've got future Books planned after Book 14 real soon.
 
Wizard101 had Waterworks as part of Crab Alley when Wintertusk was released over a year ago, and the Wysteria gauntlet was made a few months after with the world that came with it. I wish to have more adventures made with the development times to create these adventures, major and/or side, slightly shorter, not longer, across both games and beyond. After the worlds of Dragonspyre and Grizzleheim were made to Wizard101, the game had to wait for about over a year when Celestia was at work before, and believe me, it was slightly too long for them to make such a world, aside from Kingsisle having special help to do so. I just don't like major story updates taking too long. I'll manage to keep myself patient until then. Thanks for easing my impatience a bit... hopefully.
 
I know max level instances don't have to be tower based areas, unless Kingsisle decides to make it tower based. They can be mapped out arenas, too.
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Re: Story Thread 1: A few story questions...
Hello Blind Mew...

I got a couple of questions for you. It has been said that Pirates view magic as odd. But then we are able to swim underwater for a quite long time. So if Pirates don't use magic or have diving gear available, how can they be able to stay underwater for such a long time? 

Also for some reason I keep thinking that when we defeat the entire Armada elite group, we'll stumble across a human being, or just someone not clockwork, that was operating them on purpose. Someone who was craving power. Almost like a student of Pollo Marco turning evil. It'd be a huge twist in the whole storyline. It'd be very shocking if it comes to that kind of conclusion. I hope it's that interesting! It could start a brand new storyline LOL. "Great, we gotta chase them all over again. Oy vey!" I won't ask you if that's possible ;)

But, I am curious about those huge gate doors in Hamamitsu Garden and Aragon Skyway. Are they actual places where we walk or are they sky passages to another area? What are they?

One more thing, will we be able to explore and visit Imperial Skyway where the Wizards are?
 
Thanks for your time!
-Kels

	Need help with Ships, Companions, Pets, Gear? Pirate101 Skyways has guides for everything that you can think of. Click here to visit our site today!
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Re: Story Thread 1: A few story questions...
CaptainFlint193 on Feb 2, 2013 wrote:
Oh, I forgot...

How many promotions per storyline companion will there be? I always thought some of the promotions like 'Subodai - Horse Khan' and 'Bonnie Anne - Fox Sniper' were kinda final. They sound final, anyway. I mean, how can you top a khan? Or a sniper? Old Scratch might have a promotion in his future...'Undead Houngan' sounds kinda mighty, but I can see 'Hoodoo God' or something....

So yeah. There's a lot finality in some of these promotion titles. 'Dog Corsair', 'Otter Commander', 'Undead Avenger'...the Avenger one was especially misleading. I assumed it meant he had avenged his former captain....until you fooled me with the whole 'preservation' quest. 

So yeah. What companion stories can we look forward too? Do I dare ask, what can we expect from the Magnificent Seven's promotion quest? They just seem so fascinating, I can't get my mind off of them!
Nothing is ever considered "final" when it comes to the companions' promotion quests. I don't think there will be a set limit of promotions for nearly all of our companions, be it from major or side quests. PIrate101 is a fantasy game, so Kingsisle can make anything up that will keep the new promotion quests going in the future, and I mean anything. As I've said before, nothing is ever considered "final". You might need to consider calling the thought to be "final" promotion quests "recent", as Bonnie Anne's, Ratbeard's Old Scratch's, especially the Kraken, Presidio, and MooShu 5's latest promotion quests by far are considered to be called "recent", until another new promotion quest is added to their line that can take the position of the word "recent".
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Re: Story Thread 1: A few story questions...
Blind Mew on Feb 11, 2013 wrote:
1. Since he's not going to promote until at least level 65, I honestly don't know yet, and am in no hurry to figure it out - I'm letting the question cook in the back of my mind for the present. With him, though, we get the opportunity to go more cosmic that with the other promo quests - I assure you, that's an opportunity I don't intend to squander.

2. They will, but not for a while - their first promo is basically shared, and fairly generic: budget didn't allow for much more. The next wave, a bit further down the line, will have separate quests for each (although between Jane and Wild Bill, its likely only one will get a full quest - don't want to give privateers 2 quests while everybody else gets 1), so you can expect most of them to get some good screen time. As to whether it will divulge more about their background, that will emerge on a quest by quest basis, as I write them.

3. It's pretty big. We're trying to set a standard for what a Book contains, in terms of main and side quests. The 30 sides per book is what we did in MooShu, and that feels about right.

4. I'm fond of the big side arcs too - the Monkey Theology quests were some of my favorites to write, and I loved weaving Moo Manchu into the narrative in so many different places, essentially having him show up once (or even twice) before your final show down. That said, the whole point of the side arcs is to make them side arcs - we tie them to the main story only tangentially. Moo Manchu, for instance, is only enacting his master plan because of the Emperor's troubles, which is also at the root of General Tso's rebellion and the Amber Horde invasion. And in the upcoming update, at least 80% of the side quests in [REDACTED] are being triggered by the [REDACTED] with [REDACTED] and [REDACTED].

5. At least a short visit is planned - as to whether we can get a whole new Skyway, that remains to be seen. Returning to the schism is a fond aspiration of mine.

6. You betcha. Won't be for a LONG time, though.

7. You'll find out...
Monkey King's first promotion is at level 65? Yeesh. That's 15 levels above the current cap right now. Well, I hope the next story update ups the level cap really soon. I'm one step closer to finishing Book 12. I wonder what it's going to be like, though. Must be interestingly amazing.
 
How is it that some companions have similar promotion quests that are shared, for example, Egg Shen, Kan Po and Wing Chun's shared opponent in their first promotion quests, the Iron Monkey, while others have different promotion quests, like Subodai's and Kobe Yojimbo's? Will there be some more sharing promotion quests happening later on, like say, Sarah Steele were to have her third promotion quest, but it is shared among others? Please elaborate on how you managed to throw in shared promotion quests, Blind Mew.
 
What is Shiruku Neko's first promotion quest going to be like, and what level is it set at? Will she have to undergo several tests to prove herself worthy of being more powerful? Is she going to go on a great journey with the PC that begins her redemption? I'm hoping to see what you've got for her first promotion quest!
 
Are you planning on adding a new Skyway to Skull Island off of Port Regal soon? I'm hoping to see a new colosseum added there, as a future major story Book expansion. I'm thinking of a rigged tournament being held inside the old colosseum plotted by the Armada in their attempt to swipe the Map pieces from the PC and bring them to Kane and to bring the Pirates back to their prison, which the Pirates will foil their plot to take the pieces and themselves, while an opportunity to take back a Map piece from one of the Elites' hands is in motion for Pirates to do, and succeed, which they will. Think of this. There are different stories that tell of different, yet rigged tournaments held by enemies in their plots to steal what the heroes are pursuing for, and/or to capture them. Think of it as a sort of reflection to a tournament in Robin Hood, but much more different.
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Re: Story Thread 1: A few story questions...
Trimond297 on Mar 31, 2013 wrote:
Nothing is ever considered "final" when it comes to the companions' promotion quests. I don't think there will be a set limit of promotions for nearly all of our companions, be it from major or side quests. PIrate101 is a fantasy game, so Kingsisle can make anything up that will keep the new promotion quests going in the future, and I mean anything. As I've said before, nothing is ever considered "final". You might need to consider calling the thought to be "final" promotion quests "recent", as Bonnie Anne's, Ratbeard's Old Scratch's, especially the Kraken, Presidio, and MooShu 5's latest promotion quests by far are considered to be called "recent", until another new promotion quest is added to their line that can take the position of the word "recent".
This is precisely correct - the units that promote will keep promoting, every 3 to 5 Books, until at least level 100.

As for the names, they're primarily there for flavor. To address the OP, Dead Mike becomes an Avenger because he's obsessed with getting that revenge, not just because he achieves that goal.
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Re: Story Thread 1: A few story questions...
Trimond297 on Mar 22, 2013 wrote:
The side I'm thinking of would be our side, the Pirates' side. And, I'm not one to truly complain, but would anybody please stop with this "betrayal" obsession already? It's getting to be a bit too much. All the questions of betrayal and still going. Save ourselves from grief, why don't you? Again, I'm not one to truly complain. Just stating out my point.
 
Will there be a new max level side dungeon, or gauntlet, added to Pirate101 really soon? I'm all for more major story adventures, which the team is still working on, i'm sure, but can we expect to see a new side max level gauntlet made? It's something for max level Pirates to do, for if they get really bored. Wizard101 got side high level gauntlets added for Wizards to have more adventures in, so should Pirate101 have those, too? I am highly requesting to have those in while major story continuations are being made!
A high level Gauntlet is an option that's being considered. It's definitely somethign Ratbeard and i want to make happen - the real question is how to best fit it into the schedule.
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Re: Story Thread 1: A few story questions...
armadillosailor on Mar 22, 2013 wrote:
Interesting. I'll be looking forward to those developments. Now I've got another question for you that I'm surprised no one else has asked yet.

Why do Boochbeard and Mr. Gandry want to free us specifically at the start of the game? I know in the commercial that Gandry says that freeing us "will change everything" but how does he know that? Were they hired to do it? Does our being free benefit them in some way? Or is there another reason...

If you can't answer directly, I'll be alright with confirmation that it will eventually be addressed in the game.
We're going to delve into that a bit later. We've tried to deliberately avoid the trope that the PC is a Chosen One with a grand destiny (leave that to the Wizards), but there may be more going on here than most suspect...
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Re: Story Thread 1: A few story questions...
Toa of Light on Mar 23, 2013 wrote:
Thank you so much for these answers, Blind Mew! With all the references to pretty much anything in the game, is it possible to one day see a character that refers to Doctor Who and Torchwood's Captain Jack Harkness? (former companion to his friend, got stranded, became a leader of his own team) Also, will we ever see Celestia in P101? (no specifications needed, just a yes, no or possibly would suffice) Thank you again!
Captain Jack: Funny you should ask...

Celestia: Unlikely, at least in the near future - the Main Story gets to El Dorado without going there, as currently outlined. But I'd love to get Pirates there someday.
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