„Enlightenment seldom comes as a flash of lightning...“

Ultima IX: Ascension

The Dialogue Patch
January 2nd, 2001

Greetings to you, Ultima fans,

It’s almost 2 am now as I’m writing this, and even though I’m tired I am filled with joy. What we have completed today is the result of 10 months of hard work, the end of a whole chapter in my life. Hopefully, it’s also a product which will entertain you.

What is the Dialogue Patch? I don’t know how often I have explained this. The patch replaces everything written: the dialogue, the books, the Avatar’s journal entries, signs, tombstones etc. The dialogues have become deeper, holes in the plot have been filled (How did the companions return from Serpent Isle?), and in some cases plot elements have been changed or added. It also offers you the ability to name your Avatar. These replacements give Ultima IX: Ascension a whole new feeling, as you will see. I will go out on a limb and simply claim that the patch makes this game a more traditional Ultima.

Before I go further, let me introduce myself to you. I am Grandor Dragon, and as you can see by my title I am a big Ultima fan. In fact I have been playing Ultimas since my father decided not to buy me „Leisure Suit Larry 2“ when I was 12 and rather get me a copy of „Ultima VI: The False Prophet“.  Ultima VI was a difficult game for me. I had never played a CRPG before, and its gameplay left me puzzled at first; there was so much freedom, so much to do. It took me a while to understand this game, and my 2 years of experience with English also didn’t help me much. But now I love it, as I love all of the Ultimas which followed.

I think that it’s difficult to define an Ultima, since almost every part of the series has a unique style. But I know what keeps me fascinated with the series: it’s the credible world and the good story, the characters, the feeling of being at home in Britannia.  That’s why I just couldn’t feel comfortable with the latest installment of the series, Ultima IX: Ascension. Origin tried hard to make Ascension Ultima-newbie-friendly, something I can understand regarding the gaming industry of today. We also shouldn’t forget that Ultima VIII was released in 1994; a game which couldn’t draw new players would have failed.  So Ultima IX is probably the lightest Ultima since the three Ages of Darkness, the first Ultima trilogy. I as a fan suffered from it; many story elements were either revised or ignored, and the dialogue lacked the depth of earlier Ultimas. When I finished Ascension I was left with a certain emptiness, I had just finished the last Ultima made and had no feel of having played something epic whatsoever.

The sad thing is that Ultima IX really shines when it comes to the world design. Even though Britannia is small, it is beautiful. I have yet to see a 3D game which is so beautifully designed.

Then I decided to act- the Dialogue Patch project was born. My first goals were just to go over the game and change a few phrases here and there, I wanted to replay the game someday and wanted to assure a better gaming experience. Soon I noticed that I could change plot elements by just changing the dialogue, and it worked very well. A bit later I noticed that book changes could also help... the project became more and more ambitious.

When Evil_Freak Dragon, author of numerous Ultima fan fiction stories, started to help me as a tester, I had already made the decision to change elements of the main plot. The difficulty here is that I can’t script the game- the actions had to stay the same, I couldn‘t even rewrite dialogue trees- but I was surprised at how well things worked despite the limitations.

Maigo Dragon joined the project months later and brought some more fresh ideas; the journal, something I wanted to ignore totally, would now also be changed. There were phases in which the whole project was pure madness, the more we worked on it, the more things we wanted to change, the more things were left to do.

Now it is finshed, and I want you to enjoy. I only ask you for one favor: Please don’t play the patch as a patch. It destroys the immersiveness and spoils our work. Don’t compare everything we have done to the original elements, just play the game and immerse yourself into the story. We did everything we could to make this possible.  

I also ask you to free yourself from the original plot. The Dialogue Patch takes place after the tales chronicled in Ultima VIII, but goes a different direction from there. Don’t expect or assume that the events of Origin’s Ultima IX will happen.

We thank you for your interest in our work, and wish you a pleasant stay in Britannia,

Grandor Dragon

Credits*:

Grandor Dragon: Story, Dialogue, Books

Maigo Dragon: Testing, Journal, Additional Dialogue

Evil_Freak Dragon: Testing

TumbleWeed: File Editors

Additional books written by: The Keeper of the Certhas Iaur Minas, Maigo Dragon, Evil_Freak Dragon, Avatus, Bedwyr

Additional Testing: Tiberius Moongazer

*It is important to say that within the core team of, Maigo, Evil_Freak and myself  everyone worked on all aspects of the project. So the credits alone can’t properly describe what has been done.

We would like to thank:

Richard Garriott, Warren Spector, Origin and everyone who has ever worked on an Ultima, Novum, the Horizons Tavern,  Wayward Avatar, The Ultima Dungeon, The Ultima Dragons Internet Chapter, The Notable Ultima, Lord Eternal Dragon, The Coca-Cola Company, the Send Button, and our girlfriends for their patience.

Contacts:

Vitor Zimmerer aka Grandor Dragon: grandor@fansforultima.com
Joseph Reeder aka Maigo Dragon: maigo@fansforultima.com


William Peters aka Evil_Freak Dragon: peters-j@pacbell.net 

The UltimaIX Fan Patch Home Page – http://www.fansforultima.com
If you find any mistakes in the dialogue, books, journal, etc., please let us know so we can include the correction in future updates to the patch.  If you'd like to be notified of these updates, e-mail Maigo Dragon to be added to our Patch Update mailing list.

There will be future versions of the patch, and though plot elements will probably not be changed, your feedback would be greatly appreciated.  

Planned future versions include a „Britannian English“ patch that would change all of the dialogue to reflect the style used circa Ultima VI and Ultima VII.  We also had wanted to change some of the in-game textures, but did not have the editing tools necessary to accomplish this.  If anyone would like to volunteer his or her programming talents to help us with this, we would be thankful.

Various Ultima-related links:

The Horizons Tavern community – www.horizonstavern.com
The Ultima Dungeon – www.ultimadungeon.com
The Wayward Avatar - www.rpgplanet.com/ultima9 

The Ultima Dragons Internet Chapter (UDIC) – www.udic.org
The Lazarus Project (an Ultima V remake) – www.u5lazarus.com
Ultima Dragons Ultima Online – http://join.at\uduo 

Ultima I: A Legend Is Reborn - www.peroxide.dk/ultima/
Lair of the Evil_Freak: Ultima FanFiction - www.geocities.com/TimesSquare/Dome/6423/
Mysterious Sosaria - http://www.surfing.net/ultima/
The World of Ultima: Year Two - http://www.cyberenet.net/~redjr/
The Notable Ultima - http://home.hiwaay.net/~rgregg/ultima
Ultima IX Ascension official site - www.ultimaascension.com/main.html
As an unofficial prologue „The Pits of Carnage“ has been included with the patch.
