Negative Attitude 1/3

THE

SAGA OF RYZOM

T ABLE O F EMOTES

COMMAND NO TARGET SELF TARGET TARGET
PLAYER isi i i PLAYER finds TARGET h
/belligerent PLAYER looks ready for a fight. SRR obvious disagreement . inds N e
with himself. belligerent temperament.
PLAYER think PLAYER k how TARGET
/careless ‘ H.l S, some(?ne s PLAYER shrugs carelessly. wants to xnow how
careless, but isn’t naming names. could be so careless.
. PLAYER glances around, feeling PLAYER doesn’t like condescending | PLAYER speaks very slowly at
/condescending .
superior. people. TARGET.
PLAYER hold thing i PLAYER holds TARGET in bitt
/contemptuous | PLAYER scowls contemptuously. oids everyting i o 1 Diter
contempt. contempt.
PLAYER 1 looks f
/coward PLAYER isn’t a coward. . trem]:f = and. O TOT PLAYER calls TARGET a coward.
something to hide behind.
PLAYER i , : .
/crazy PLAYER goes crazy. 18 crazy but everyone PLAYER believes TARGET is crazy.
knows it.
PLAYER throws things around,
PLAYER look
/destructive 00 ready to destroy raises a fuss, and is in a destructive | PLAYER warns TARGET to stay back.
something.
mood.
PLAYER k il h |PLAYER gl TARGET
/disdainful PLAYER rolls his eyes. . nows you all are beneat T BT o G
him. distainfully.
PLAYER is di . Thi ’ PLAYER is di himself. Thi
ey R is dismayed. This wasn’t ’ is dismayed at imse I8 | Bl AYER looks dismayed at TARGET.
how things were supposed to go. wasn’t what he was expecting.
/embarrassed PLAYER blushes, embarrassed. PLAYER embarrasses himself. PLAYER is embarrassed by TARGET.
PLAYER seethes with t
/enraged PLAYER is furious, watch out. PLAYER fumes, enraged. secthes with rage a

TARGET.
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Negative Attitude 2/3
COMMAND NO TARGET SELF TARGET TARGET

PLAYER isn’t i LA
/grumpy PLAYER scowls, grumpy. isn'tin a great mood. Are PLAYER grumps at TARGET.
you sure you want to proceed?
/guilty PLAYER did it. PLAYER confesses. “I did it.” PLAYER looks guilty at TARGET.
PLAYER isn’t going to 1 himself
/haughty PLAYER puts on haughty airs. 1S gOINg Lo oWEr HIMSER | pLAYER puts his nose up at TARGET.
to your level.
PLAYER i lonely he is talki PLAYER k TARGET £ i
/lonely PLAYER could use some company., . is so lonely he is talking to eeps GET from being
himself. lonely.
PLAYER i ion of PLAYER ies TARGET
/malevolent . CATTEs an epression 0 PLAYER is quite capable of evil. studies G
intense hatred. malevolently.
PLAYER reall h
/malicous PLAYER seeks to cause trouble. ey means to be that PLAYER taunts TARGET maliciously.
malicious.
/mean PLAYER is so mean. aPrIZiﬁR is the meanest homin PLAYER is mean to TARGET.
PLAYER has trouble in mind, and a |PLAYER smiles mischieviously at
ischi PLAYER i hing.
/mischievous is up to something plan at hand. TARGET.
PLAYER tells TARGET he is maki
/nervous PLAYER paces nervously. PLAYER makes himself nervous. . e G R
him nervous.
PLAYER is k for his ill f |PLAYER TARGET
/petulant PLAYER gets insolent. 16 Kenown tor fus i sort 0 goes on at . “
humor. petuantly over the topic.
PLAYER decid b bel, .
/rebellious PLAYER looks to incite a rebellion. caides £0 become aTELEL | bl AYER tries to get TARGET to rebel.
perhaps with a cause.
PLAYER 1 | PLAYER shakes his h 1
/sad PLAYER looks around sadly. ER cou d probably use some shakes his head sadly at
cheering up. TARGET.
/scared PLAYER trembles, just a bit scared. |PLAYER scares himself. Boo! PLAYER is scared of TARGET.
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COMMAND NO TARGET SELF TARGET TARGET

PLAYER shuffles his fi look
/sheepish PLAYER looks suddenly sheepish. sheepish shuffles his foot and looks PLAYER looks sheepishly at TARGET.
PLAYER bl ietly ab
/shy PLAYER is not saying much. . mumbles quietly about PLAYER glances shyly at TARGET.
being very shy.
PLAYER k
/spiteful o needs to get back at PLAYER is just being spiteful. PLAYER does it to spite TARGET.
PLAYER is stubborn, and you're not | PLAYER glares stubbornly at
/stubborn PLAYER glares around stubbornly. changing his mind. TARGET.
PLAYER1 k he i PLAYER TARGET to k h
i PLAYER suffers, loudly. . ets everyone know he is wants / GET to know how
suffering. much he makes him suffer.
PLAYER look: PLAYER TARGET
fsuspicious YER looks at everyone PLAYER YER peers at
suspiciously. suspiciously.
PLAYER whines to no one in
/whine PLAYER is whining. particular, but knows it probably PLAYER whines at TARGET.
won'’t help.
PLAYER couldn’ icked if | PLAYER thinks that TARGET i
Iwicked PLAYER has a wicked look. YER cou dn’t be more wicked i 4 t inks that GET is
he tried. positively wicked.
Iwistful P.LAYER looks wistfully into the PLAYER sighs wistfully, lost in PLAYER looks wistfully at TARGET.
distance. thought.
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Negative Gesture 1/2
(€{0).% 1% V:N\'ID) NO TARGET ~ SELFTARGET TARGET

PLAYER look: PLAYER isn’t in th k
i R looks ready to start isn’t in the mood to bac PLAYER gets in TARGET’s face.
something. down.
/cold PLAYER stares coldly. PLAYER is cold as ice. PLAYER eyes TARGET coldly.
PLAYER makes a crude gesture to | PLAYER makes a few crude PLAYER makes a crude gesture at
/crude .
everyone. comments to himself. TARGET.
PLAYER narrows his eyes,
PLAYER ; ;
/cruel unleashing an unusual amount of teases, torments, and PLAYER taunts TARGET cruelly.
taunts. How cruel!
cruelty.
/defensive PLAYER is put on the defensive. PLAYER defends himself. PLAYER gets defensive at TARGET.
. PLAYER faces certain death. PLAYER wants to have a little fun | PLAYER checks TARGET’s expiration
/die .
Onward! before he dies. date.
/disgusted PLAYER is disgusted. PLAYER is disgusted at himself. PLAYER is disgusted at TARGET.
PLAYER rubs his hand h
Jevil villy rubs fus Nands togEther | p1 AYER considers himself evil, PLAYER grins evilly at TARGET.
PLAYER slaps TARGET, who h
/hysterical PLAYER laughs hysterical. PLAYER goes into hysterics. Saps GEL who has
become hysterical.
/imploring PLAYER is begging. PLAYER isn’t too proud to beg. PLAYER implores TARGET to stop.
. PLAYER mocks the people around |PLAYER mocks himself, doing a PLAYER starts mocking TARGET,
/mocking . o . .
him. perfect imitation. doing everything he does.
. PLAYER is very wounded, and yes, |PLAYER realizes this is painful,
/painful PLAYER ouches. ¢ hurts. TARGET.
. ) PLAYER gets him/herself into a PLAYER panics, right in front of
/panick PLAYER panics. panic. TARGET.
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(€{0).% 1% V:N\'ID) NO TARGET ~ SELFTARGET TARGET

. . . PLAYER is fairly easy to provoke at |PLAYER attempts to provoke
/provocative PLAYER strikes a provocative pose. the moment. TARGET.
PLAYER isn’t paying attention to PLAYER makes a rude gesture at
/rude PLAYER snorts rudely. you. How rude. TARGET.
PLAYER look h PLAYER scolds TARGET. B
/scolding ooks ready to chew PLAYER chastises himself. “Bad me.” scolds G ad
someone out. TARGET!
/sigh PLAYER sighs. PLAYER sighs softly to himself. PLAYER sighs loudly at TARGET.
/silence PLAYER calls for silence. PLAYER hasn’t said anything. PLAYER motions at TARGET. Shh.
/smack PLAYER gets ready to smack PLA.YER smacks himself, then PLAYER smacks TARGET around.
someone. realizes that hurts and stops.
, . PLAYER is sorry, TARGET. Please
/sorry PLAYER apologizes. PLAYER is in a sorry mess. forgive him?
/squeamish PLAYER squirms at something. PLAYER is squeamish. PLAYER squirms at TARGET.
. PLAYER taunts himself and is
/taunting PLAYER taunts the crowd. . o PLAYER taunts TARGET.
appropriately intimidated.
/terrified PLAYER recoils in horror, terrified. P.LAYER rries t.0 be terrifying to P.L AYER VV.I(.].EIIS his eyes at TARGET,
himself, and fails. visibly terrified.
PLAYER h
/wounded PLAYER staggers, wounded. , as managed towound |y \ ypp 156 wounded TARGET.
himself. Heal?
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COMMAND  NOTARGET _ SELFTARGET _____ TARGET

PLAYER can’t believe he did that
PLAYER fi , clearl . _ . "’ |PLAYER is qui TARGET.
/angry rowns, clearly angry and is so angry at himself. is quite angry at G
PLAYER , includi ,
/annoyed PLAYER is annoyed. himself ANNOYS EVELyOne, INCIUCNG | pLAYER is annoyed at TARGET.
PLAYER can’t believe people can be , PLAYER detects a bit of arrogance in
PLAYER le.
farrogant so arrogant. is unstoppable TARGET, perhaps?
/ashamed PLAYER is ashamed of all of you! PLAYER is ashamed of himself. PLAYER is ahamed of TARGET.
/bitter PLAYER is bitter. PLAYER smiles bitterly. PLAYER fsn't bitter, TARGET, why do
you ask?
/bored PLAYER is bored. gi‘i:ER is bored with what he is PLAYER considers TARGET boring.
. PLAYER finds all of this rather PLAYER revels in the chaos he has | PLAYER wonders if TARGET finds
/chaotic : L .
chaotic. made. things just as chaotic as he does.
PLAYER lly h 1 PLAYER h levels of
/cynical A TRE generatly Hasa ow LR Teachies iew evels 0 PLAYER doesn’t quite trust TARGET.
opinion of the nature of homins. cynicism.
PLAYER asks TARGET if he i
/depressed PLAYER is depressed. PLAYER could use a good listener. s naen
depressed.
PLAYER irs; thi ldn’ PLAYER lets TARGET k hi
/despaired PLAYER is filled with despair. despairs; things couldn't go e G now things
worse. are hopeless.
. . _ _ _ PLAYER is disappointed in himself, |PLAYER lowers his head, disappointed
/disappointed PLAYER is clearly disappointed. and sighs. ot TARGET.
PLAYER 1 lot, g
/disgruntled PLAYER is just plain disgruntled. proceeds grumbles a lot, but PLAYER is disgruntled at TARGET.
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e PLAYER isn’t quite as hopeful as he : o PLAYER has his illusions shattered by
/disillusioned ased to be. PLAYER is completely disillusioned. TARGET.
/doubtful PLAYER doubts it. E{‘iﬁ;ER isn't quite sure about PLAYER doesn’t believe TARGET.
PLAYER should probably take a PLAYER is extremely exhausted and | PLAYER thinks TARGET is exhausted
/exhausted
break. needs to rest. and should take a break.
ffearful PITAYER looks around, eyes wide P.LAYER fears no one but possibly PLAYER fears TARGET.
with fear. himself.
PLAYER is f; ith TARGET.
/frustrated PLAYER is visibly frustrated. PLAYER is frustrated with himself. Grrr is frustrated wit ¢
PLAYER wails. Thi d d, , .
/hopeless PLAYER has no hope. - Wats. Things are doomme PLAYER thinks TARGET is hopeless.
it’s hopeless!
L Lo PLAYER became indignant at the PLAYER can’t believe you said that,
/indignant PLAYER storms around indignantly. opic. TARGET.
PLAYER feels so i
/insecure PLAYER could use assurance. PLAYER isn’t too sure about himself. eels so insecure around
TARGET.
PLAYER i ith
/jealous seslousy is deep green wit PLAYER burns with jealousy. PLAYER is jealous of TARGET.
PLAYER TARGET with
/loathing PLAYER hates you all. PLAYER can’t stand himself. regards . GET with utter
contempt and loathing.
PLAYER i bnoxious, h : .
/obnoxious PLAYER gets obnoxious. 15 59 ODROXIONS, e can PLAYER finds TARGET obnoxious.
barely stand himself.
PLAYER k 11 PLAYER i TARGET with
/obscure PLAYER has a mind for the obscure. nows some really obscure HTPLESSes GET wit
stuff. obscure facts.
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COMMAND NO TARGET SELF TARGET TARGET

PLAYER is definitely offi PLAYER i ff f
Joffended ER s definitely offended at PLAYER will probably be offended. is so offended because o
the goings on here. TARGET.
. PLAYER refuses to use his PLAYER keeps a narrow view, and |PLAYER lectures TARGET
/pedantic o . .
imagination. likes it that way. pedantically.
/perturbed PLAYER has a perturbed scowl. PLAYER is just not pleased. PLAYER is perturbed at TARGET.
Ioessimisti PLAYER is everything but PLAYER knows it isn’t going to PLAYER doesn’t think it'll work,
PESSTIISHC optimistic. work. TARGET.

. . PLAYER is in a self-pitying mood, _ .
/pitying PLAYER pities you all. dor’t mind him. PLAYER gives TARGET a pitying look.
/ tful PLAYER knows he is going to regret | PLAYER regrets what he did, PLAYER knows TARGET is going to

Tegre this. immediately. regret it.

PLAYER ’t reall

/reluctant PLAYER goes along, reluctantly. . doesn't really want to do PLAYER follows TARGET reluctantly.
this, but does anyway.

/remorseful PLAYER looks down, remorseful. PLAYER shows signs of remorse. PLAYER feels bad for TARGET.
PLAYER i i h

/resigned PLAYER resigns. PLAYER is resigned to the PLAYER gives in to TARGET.
inevitable.
PLAYER will have his revenge! Just |PLAYER enacts his plan of revenge on

/revengeful PLAYER takes revenge. you wait! TARGET.

Jridicule P.LAYER thinks things are getting | PLAYER makes fun of himself PLAVER makes fun of TARGET.

ridiculous. before someone else does.
/selfish PLAYER thinks selfish thoughts. PLAYER is selfish right now. PLAYER considers TARGET selfish.
/shocked PLAYER is shocking. PLAYER is too shocked to respond. |PLAYER looks shocked at TARGET.
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COMMAND  NOTARGET _ SELFTARGET _____ TARGET

PLAYER is having problems

/”shut up” thinking clearly. z(g](fuld everyone PLAYER mutters that he should PLAYER wants TARGET to shut up.
probably shut up now.

please shut up?
/silly PLAYER finds this silly. PLAYER is silly, and knows it. PLAYER calls TARGET silly.
/tired PLAYER is tired of this. PLAYER is tired. PLAYER is really tired of TARGET.
/troubled PLAYER appears troubled. PLAYER is deeply troubled. PLAYER is troubled by TARGET.
/unhappy PLAYER looks unhappy. PLAYER is unhappy with himself. PLAYER is unhappy at TARGET.

o . PLAYER is unwilling. Try someone |PLAYER is unwilling to complay with

/unwilling PLAYER stays put, unwilling. else. TARGET.
/vengeful PLAYER is eager for revenge. PLAYER seeks to avenge himself. PLAYER seeks vengence for TARGET.
/worried PLAYER worries, generically. fjﬁiﬁi{e:\'/ornes about himself PLAYER worries about TARGET.
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SAGA OF RYZOM

T ABLE O F EMOTES

COMMAND NO TARGET SELF TARGET TARGET
PLAYER like he i PLAYER f hing.
/absentminded [ seems ,e ¢ is about to do , orgot something. Just PLAYER forgot, TARGET.
something, but isn’t sure what. doesn’t know what.
PLAYER think: tion i ded
/careful here 1S caution 1s neede PLAYER proceeds, carefully. PLAYER warns TARGET to be careful.
/casual PLAYER looks around casually. PLAYER hangs out. PLAYER asks TARGET what’s up.
/clinical PI.AA.YER.surveys the scene with PLAYER examines himself PLAYER observes TARGET taking
clinical air. notes.
PLAYER is th 1 of
/discreet PLAYER looks about discreetly. discretionls ¢ very souto PLAYER asks TARGET to be discreet.
PLAYER ff i he middl PLAYER isn’ i i igh
/distracted . gazes off into the middle 1S T paying atention Mght | oy vpR i distracted by TARGET.
distance. now, can you come back later?
PLAYER h d look about
/dreamy PLAYER stares off into the distance. him as a dreamy 100k abou PLAYER gazes dreamily at TARGET.
PLAYER he i f
/earnest PLAYER looks intent. . expresses the importance o PLAYER eyes TARGET seriously.
being earnest.
/emotional PLAYER is overcome with emotion. | PLAYER could use some comfort. PLAYER tries to comfort TARGET.
PLAYER i jonless.
/emotionless PLAYER shows no emotion. , ren.1a1ns emotlf)n €58 PLAYER looks vacantly at TARGET.
There’s nothing to be said or done.
/firm PLAYER stands firm. PLAYER is unbending. PLAYER is firm on this, TARGET.

/"hard silence”

PLAYER gazes around in stony
silence.

PLAYER is finding it hard to be
silent.

PLAYER is giving TARGET the silent
treatment.

/humble

PLAYER looks about modestly.

PLAYER is too humble to say how

modest he is.

PLAYER has been unquestionable
humbled by TARGET.
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COMMAND NO TARGET SELF TARGET TARGET
. PLAYER moves around in a hurried : . PLAYER is fairly hurried as is,
/hurried state. PLAYER is already hurrying. TARGET.
PLAYER hurri , S 1
/hurry PLAYER doesn’t have time to waste. waiting HITIEs Up, SINCE PEOPIC &Y€ | b1 AYER asks TARGET to hurry up.
/innocent PLAYER is innocent. PLAYER adjusts his halo. PLAYER looks at TARGET innocently.
PLAYER i ing 1 h
Nlazy PLAYER lounges about. is being lazy at the PLAYER calls TARGET lazy.
moment, try later.
/loud PLAYER gets loud and proud. PLAYER pumps up the volume. PLAYER says TARGET is too loud.
PLAYER1 fter himself, which | PLAYER gives TARGET a look
Mustful PLAYER has a lusty look about him. , usts atter imset, whic EIVES GET a look up and
helps his ego. down of pure lust.
PLAYER lgi PLAYER ini ietl
el gets nostalgic and wants to ! reminisces quietly to PLAYER reminisces with TARGET.
tell a story. himself.
PLAYER shows the pati th
/patient PLAYER waits patiently. S1OWS The patience WOt | PLAYER is patient with TARGET.
of a noble homin.
el el PLAYER C(?ntemplates the meaning PLAY.ER comes up with a few PLAYER waxes philosophical with
of many things. theories. TARGET.
PLAYER puffs up, thinking himself |PLAYER calls TARGET
/pompous PLAYER struts about pompously. pul's up .t 1 imse cans GET a pompous
the greatest there is. showoff.
PLAYER is th lin th
/powerful PLAYER radiates power. real is the most powerful in the PLAYER knows TARGET is powerful.
gy PLAYER looks to the sky for PLAYER appears to need devine PLAYER seeks enlightenment for

guidance.

intervention.

TARGET.
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COMMAND NO TARGET SELF TARGET TARGET
) ) PLAYER is relaxed and thinks
/relaxed PLAYER is perfectly relaxed. PLAYER always finds a way to relax. TARGET needs to relax, too.
PLAYER ders i
/sarcastic PLAYER smiles sarcastically. PLAYER was being sarcastic. , wonders I TARGET was
being sarcastic.
/sedate PLAYER is quite sedate. PLAYER needs to be sedated. PLAYER sedates TARGET.
PLAYER straigh
/serious PLAYER gets serious. e straightens up andacts |y 4 v (ells TARGET to be serious.
PLAYER shifts, perh PLAYER look: like a shi .
/shifty [ ST, PEraps . ooks around like a shifty | oy \ g ogards TARGET as shifty.
suspiciously, or perhaps tectonically. |sort.
PLAYER , i PLAYER sh i
Juncertain PLAYER just doesn’t know, YER was sure but is now not so shrugs uncertainly at
certain. TARGET.
[wait PLAYER waits around. PLAYER yells, “Wait for me!” PLAYER wants to wait for TARGET.
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T ABLE O F EMOTES

COMMAND NO TARGET SELF TARGET TARGET
PLAYER notifies himself of
/alert PLAYER puts everyone on alert. - notiies Aimset o PLAYER alerts TARGET.
something important.
PLAYER TARGET. That
/burp PLAYER burps loudly. PLAYER burps. excuses awasa
loud one.
L. PLAYER turns round and round PLAYER looks in every direction, PLAYER finds TARGET’s instructions
/disoriented . e
and... but is lost. a bit disorienting.
PLAYER 1 ki ,
/dramatic PLAYER strikes a pose. ) wo d make a great actor PLAYER puts on a show for TARGET.
don’t you think?
PLAYER hiccups and gets another | PLAYER staggers around, possibly | PLAYER hands TARGET another
/drunk . .
drink. drunk. drink.
i1 PLAYER fastidiously makes sure ) PLAYER fastidiously brushes a bit of
PLAYER brushes himself off.
AL everything is in its place. rHshes msett o dirt off TARGET.
PLAYER acts pretty goofy
/goofy PLAYER lets out a goofy laugh. sometimes. This is one of those PLAYER smiles goofily at TARGET.
times.
PLAYER himself f; i
/’hold on” PLAYER vyells “Stop!” R stops himself from doing |y \ g wans TARGET to stop.
something foolish.
/point PLAYER points. PLAYER points at himself. “Me.” PLAYER points at TARGET.

/’point back”

PLAYER points back there.

PLAYER points behind himself. “I
was just over there.”

PLAYER points behind himself. “Back
there, TARGET.”

/”point front”

PLAYER points straight ahead.

PLAYER points straight ahead. “I'm

going there.”

PLAYER points right in front of

himself. “Straight ahead, TARGET.”
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COMMAND

[’point left”

THE

SAGA OF RYZOM

NO TARGET

PLAYER points left. That way.

T ABLE O F EMOTES

SELF TARGET

PLAYER points left. “I'm going that

»
way.

TARGET

PLAYER points left. “That way,
TARGET.”

/”point right”

PLAYER points right. This way.

PLAYER points right. “I'm going this
way.”

PLAYER points right. “This way,
TARGET.”

/quiet PLAYER gets quiet. PLAYER stays quiet. PLAYER needs TARGET to be quiet.
PLAYER goes full speed ahead, PLAYER proceeds, without regard to
PLAYER ch klessly.
/reckless charges onward recklessly without any thought. TARGET.
_ , PLAYER yawns and stretches. PLAYER wonders if TARGET is
PLAYER 1 .
/sleepy is becoming sleepy Perhaps it’s time for bed. sleepy.
/smug PLAYER looks smug. PLAYER smirks. PLAYER smirks smugly at TARGET.
/surprised PLAYER looks surprised. PLAYER is surprised. PLAYER is surprised by TARGET.
PLAYER asks TARGET f thi
/thirsty PLAYER is thirsty. Drinks anyone? |PLAYER swigs down a drink. to drink asks OF Someting
[wary PLAYER peers about warily. PLAYER looks at himself warily. PLAYER gives TARGET a wary look.
PLAYER . PLAYER his h in the ai
wave attempts to start a wave ' R waves ,1s ands in the air PLAYER waves at TARGET.
Everybody now! like he just doesn’t care.
PLAYER . 1 , .
/yawn PLAYER yawns noticably. yawns. Could be bored PLAYER yawns straight at TARGET.

could be tired.
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COMMAND NO TARGET SELF TARGET TARGET
PLAYER indicates to TARGET it
/ambivalent PLAYER doesn’t have a preference. |PLAYER could go either way. ; indicates to '
doesn’t really matter.
PLAYER attempts t t PLAYER k how TARGET feels,
/apathetic PLAYER doesn’t care. . ariemprs "o mister tip some | ’nows o een
caring feelings, and fails. just doesn’t seem to care much.
PLAYER ponders for a while, but PLAYER has managed to confuse PLAYER admits TARGET has him
/confused .
ends up confused anyway. himself. confused.
Jcurious PLAYER is curious. PLAYER wonders about himselt | by s vpR ¢ curious of TARGET.
sometimes.
. , . PLAYER wonders how a dainty
PLAYER only looks dainty, trust PLAYER fu bout daint : ,
/dainty . Oy TO0KS Ay, TS . sees abott I & camty creature like TARGET can kill
him. fashion. , ,
something so big.
PLAYER beli in himself, and his | PLAYER TARGET , not
/egoistic PLAYER watches his ego soar. creves in fmseth, and fis pumPs up 5 €60, 1o
ego. that he needs it.
PLAYER i ly th f PLAYER just lik ,
Jenvious PLAYER seethes with envy. is probably the envy o wants to be just like you
everyone now. TARGET.
PLAYER is faithful to TARGET,
/faithful PLAYER is faithful to no one. PLAYER is faithful only to himself. is faithful to TARGET, and
TARGET alone.
/fanatical PLAYER strongly believes in what |PLAYER is a homin with a cause. To | PLAYER has unswerving devotion to
anatic he does. the death! TARGET, and TARGET alone.
PLAYER decides to act first, and ask :
/forgive PLAYER is in a forgiving mood. [ deaes to act THSL ARG A% | PLAYER forgives TARGET.
forgiveness later.
/honest PLAYER is honest, trustworthy and |PLAYER is always honest with PLAYER has been nothing but honest

true.

himself.

with TARGET.
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COMMAND NO TARGET SELF TARGET TARGET
PLAYER ish h hi
/hungry PLAYER could use some food. . 15 ungry enough to €at s | pr A YER looks at TARGET like lunch.
equipment.
PLAYER tells TARGET thi
/indifferent PLAYER shrugs, indifferently. PLAYER is impartial. _ e 1ngs are
neither good nor bad.
PLAYER indulges TARGET,
/indulgent PLAYER smiles indulgently. PLAYER indulges grandly. s fun indulges GET, because
PLAYER mak rf logical |PLAYER finds TARGET
/logical PLAYER looks for the logic here. Tnakes pe ect and logica . inds GET to be very
sense to himself. logical.
PLAYER , “I'm just th .No |PLAYER claims TARGET i
/megalomaniac | PLAYER is the best, without doubt. saxs N m just the best. No ¢ :fums GETisa
doubt about it. megalomaniac.
/neutral PLAYER is neutral. PLAYER refuses to take sides. PLAYER is nentral in this matter,
TARGET.
PLAYER sh TARGET,
/"no clue” PLAYER hasn’t a clue. PLAYER is clueless. shrugs at GET, because
he has no clue.
PLAYER isn’t in th PLAYER is i for TARGET
/none S tin the mood to do PLAYER hasn’t decided what to do. . is In.no mood for GETs
anything. antics.
, PLAYER looks preoccupied,
PLAYER ob tl
/obsessed [ ODSEsSes ety over probably obsessed with something or | PLAYER is obsessed with TARGET.
something... or someone.
other.
/over PLAYER says, “Get over it.” PLAYER tells himself to get over it. |PLAYER is over TARGET.
fpuzzled PLAYER is trying to figure PLAYER occasionally manages to PLAYER eyes TARGET with a puzzled

something out.

even puzzle himself.

look.
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COMMAND NO TARGET ‘ SELF TARGET TARGET

PLAYER if TARGET h

/shameless PLAYER has no shame. PLAYER struts shamelessly. wonders i G as any
shame whatsoever.

/sincerely PLAYER means what he says. PLAYER is sincere. PLAYER nods sincerely to TARGET.
PLAYER looks thoughtfully at

/thoughtful PLAYER mulls it over. PLAYER gave it a lot of thought. coks thoug ya

TARGET.
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COMMAND NO TARGET SELF TARGET TARGET
PLAYER PLAYER i ith
Jadventurous nee.ds someone to PLAYER is off on another adventure! wants to go adventuring wit
adventure with! TARGET.
PLAYER shares liberally with PLAYER isi d at TARGET’
/altruist PLAYER provides for everyone. . shares aberaly without s impressed at °
taking any for himself. generous nature.
e s ity PLAYER charges. ?LAYER isn’t a.fraid of a little blood, PLAYEI.{ wonders when TARGET got
in fact, prefers it. bloodthirsty.
/calm PLAYER radiates serenity. PlﬁYER is perfectly tranquil and 1 \ R tries to calm TARGET.
calm.
. ” PLAYER attempt to calm everyone |PLAYER calms down. No sense PLAYER looks concerned at TARGET
/’calm down .
down. getting worked up. and tells them to calm down.
. . . . PLAYER shows great compassion to
/compassionate | PLAYER smiles sympathetically. PLAYER takes care of himself. TARGET
PLAYER summons up all his PLAYER goes first, as an example of |PLAYER is inspired by the
/courageous
courage. courage. courageousness of TARGET.
PLAYER i ing i PLAYER follows TARGET, as is hi
/dutiful PLAYER will do his duty. [ s nnSWavening im orows GEL as is his
dedication to his duty. duty.
/eager PLAYER is eager and ready! PLAYER is self motivated. PLAYER nods eagerly at TARGET.
PLAYER fi he situati
/encouraging . inds the situation PLAYER is encouraged. PLAYER encourages TARGET.
encouraging.
/excited PLAYER smiles, excited. PLAYER is so excited! PLAYER gets excited at TARGET.
/friendly PLAYER is friendly to everyone. PLAYER is considered friendly. PLAYER is friendly to TARGET.
PLAYER tells TARGET how funny h
/funny PLAYER tells a joke. PLAYER laughs at himself. . e owtunny hie

1S.
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THE

SAGA OF RYZOM

T ABLE O F EMOTES

COMMAND NO TARGET SELF TARGET TARGET
PLAYER distributes things not-so-
, evenly. One for you, one for me, two | PLAYER shares generously with
PLAYER sh h .
{ien shares with everyone for you, one for you, one, two for TARGET.
me.
PLAYER tri helpful
/helpful PLAYER is here to be helpful. PLAYER helps himself. tries to be helpful to
TARGET.
/joyful PLAYER makes a joyful noise. PLAYER is overcome with joy. PLAYER is overjoyed for TARGET.
PLAYER is ki . Why |PLAYER ki
/kind is kind to everyone. Why : . ren‘lembers indness starts PLAYER smiles kindly at TARGET.
not? with being kind to yourself.
/merciful PLAYER is merciful. PLAYER takes mercy on himself. PLAYER shows TARGET some mercy.
PLAYER catch . Surf’s up, PLAYER tells TARGET to “Chill out,
/pacific catches a wave. SUSUP: | py AYER looks for a beach. res fo LA ”out
dudes! man. Watch the waves, fer sure.
e PLAYEB shows devotion to his PLAYER waves a flag. PLAYE}R wonders if TARGET has any
home city. patriotism these days.
PLAYER ith j
/playful PLAYER is in a playful mood. o toys with random objects |y \ ypg oves TARGET playfully.
idly.
PLAYER i h li
/polite PLAYER waits politely. ERis much toopolitetodo | oy ) vpp oiles politely at TARGET,
anything to anyone.
/tolerant PLAYER is extremely tolerant. PLAYER puts up with himself. PLAYER tolerates TARGET to a point.

["you and me”

PLAYER knows its just you and him
out here.

PLAYER wonders if “it’s just you and

me”, where everyone went.

PLAYER says, “It’s just you and me,
TARGET.”
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THE

SAGA OF RYZOM

T ABLE O F EMOTES

COMMAND NO TARGET SELF TARGET TARGET
PLAYER i icular,
/bow PLAYER bows respectfully. at no one in particular, but | py \ ypp o 1o TARGET.
ends up touching his toes.
PLAYER cheers TARGET on. Go
!
/cheer PLAYER cheers everyone on. PLAYER cheers. Yay! TARGET!
PLAYER flourish TARGET i
/courtly PLAYER bows deeply. PLAYER proceeds in a regal fashion. ourishes at GETina
most courtly bow.
PLAYER extends a hand. Would
: | . : :
/dance PLAYER gets this party started! PLAYER is poetry in motion. TARGET like to dance?
D PLAYER notes the dignified manner
PLAYER acts dignified, dless of —
/dignified PLAYER maintains composure. L At EIITEE, TERArTIESS O | TARGET carries himself and acts
the situation at hand. _
accordingly.
Jexercise PLAYER exercises. One, two.. PLAYER engages in a complete PLAYER encourages TARGET to
workout. exercise.
PLAYER has happiness in PLAYER dances about, joyously PLAYER dances with TARGET,
/exuberant . o
abundance. unrestrained and enthusiastic. extremely pleased.
PLAYER if giving himself
/gimme5 PLAYER says, “Gimme 5!” LAYER wonders if giving himselfa | oy ) vpp o0 TARGET a high-five.
high-five results in a clapping sound.
PLAYER mutters something about
/gloomy PLAYER looks gloomy. doom, gloom, and certain PLAYER mopes at TARGET.
destruction.
PLAYER grins f hi king, .
/grin PLAYER grins widely. grins X NOTUNG MAKING | b AYER grins at TARGET.

everyone wonder.
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THE

SAGA OF RYZOM

T ABLE O F EMOTES

COMMAND NO TARGET SELF TARGET TARGET
PLAYER himself, h ) ,
/heroic PLAYER strikes a heroic pose. stvle rescues umsell, true hero PLAYER claims TARGET is a hero.
yle.
PLAYER to TARGET, “Hil H
/hiha PLAYER says hi. PLAYER waves. Hiya!  Saysto oW
are you?
PLAYER1 k he i
/ready PLAYER is ready for anything. cad €ts everyone knowhe 1S | pl AYER turns to TARGET. “Ready?”
ready.
PLAYER sprinkles ri himself
Jrice PLAYER tosses rice in celebration. Sprifiies Tice OVl MIMSET | PLAYER tosses rice at TARGET.
to celebrate.
/romantic PLAYER breaks out the candles, PLAYER treats himself to something | PLAYER composes an epic, romantic
flowers, and liquor. special. ode to TARGET.
PLAYER lets out a slow, sly smile. .
/sly PLAYER eyes the area, subtly. What is he up to? PLAYER gives TARGET a sly glance.
PLAYER gives TARGET
/warm PLAYER lets out a warm smile. PLAYER warms up. gives GET a warm

welcome.
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SAGA OF RYZOM

T ABLE O F EMOTES

COMMAND NO TARGET SELF TARGET TARGET
PLAYER ith himself, ,
/agree PLAYER appears to be agreeable. ; agrees with lumsetl, so PLAYER agrees with TARGET.
there’s no argument.
PLAYER finds TARGET fail
/amazed PLAYER looks around, amazed. PLAYER ends up amazing himself. amaze 1nes never faris to
/amused PLAYER is amused. PLAYER amuses himself. PLAYER finds TARGET amusing.
PLAYER gives himself 1 of
/approve PLAYER approves.Thumbs up! approval gives fimset a seato PLAYER gives TARGET his approval.
PLAYER gi h, . PLAYER thinks TARGET i
/brave glves everyone @ Speec PLAYER gathers up all his courage. thuns GET is very
encouraging them to be brave. brave.
/bubbl PLAYER bubbles over with PLAYER pours bubbly on himself. = |PLAYER is amused at how bubbly
ubhly enthusiasm, which seems catching. |Oops. TARGET is.
_ PLAYER has all the confidence he | PLAYER has full confidence in
/confident PLAYER struts about confidently. eeds, TARGET.
, PLAYER relaxes, and wouldn’t PLAYER sighs contentedly at
PLAYER .
e — s content change a thing. TARGET.
PLAYER knows what he wants, and |PLAYER knows what he wants, and it
i PLAYER fi hat h . ’ ’
otetiz 1gures out what fhe wants isn’t afraid to get it. happens to be TARGET.
PLAYER in dipl ith
/diplomati PLAYER believes some diplomacy himself Seigi;g?; 1111 dlﬁ orr;ztalicy ertn PLAYER engages in diplomatic
tplomatic would help here. Setl. SUIPTISIIELY a1 parhes COME | 1o ations with TARGET.
to an agreement.
PLAYER i h f
/ecstatic PLAYER couldn’t be happier. PLAYER is so happy with himself! 18 50 very fappy fot

TARGET!

March 2005, SOR v00056




Positive Opinion 2/3

THE

SAGA OF RYZOM

T ABLE O F EMOTES

COMMAND NO TARGET SELF TARGET TARGET
PLAYER is willi 1 PLAYER hathi ith TARGET.
/emphatic PLAYER looks ready to listen. IS WiTng t'o end an « - emp athizes wit » ¢
emphatic ear, knowing how you feel. | “I know just how you feel.
/enthusiastic PLAYER looks enthusiastic. PLAYER is enthusiastic. PLAYER agrees enthusiastically with
TARGET.
PLAYER considers everyone here PLAYER is glad to be treated like PLAYER considers TARGET like a
/fraternal . .
family. family here. brother.
PLAYER tells TARGET h h
/great PLAYER grins. This is great! PLAYER is great. You? . tells TARGET how great he
is.
PLAYER look: h ith
/happy PLAYER is happy. g 00Ks very happy wit PLAYER is happy for TARGET.
/hopeful PLAYER is hopeful. PLAYER holds on to hope. PLAYER looks hopefully at TARGET.
. _ . . PLAYER is interested in what
/interested PLAYER pays full attention. PLAYER is interested in himself. TARGET has to say.
/love PLAYER is in love. PLAYER checks a mirror. Perfectly | oy ) ypp 1oves TARGET.
loveable.
PLAYER is loyal
Nloyal PLAYER is loyal, brave and true. |, * = %1 OV 0RO 0RE but PLAYER is 100% loyal to TARGET.
/nice PLAYER is nice. PLAYER is one of the nicest homins | p; \ ypp (o1l TARGET how nice he is.
he knows.
PLAYER tells TARGET thi 1d
/optimistic PLAYER remains optimistic. PLAYER thinks things will work. rers things cou
always be worse.
PLAYER is clearly pl ith
/pleased PLAYER smiles, pleased. is clearly pleased wit PLAYER is pleased with TARGET.

himself.
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Positive Opinion 3/3
COMMAND NO TARGET SELF TARGET TARGET
/proud PLAYER stands proud and beams. | PLAYER looks proud of himself. PLAYER is so proud of TARGET.
PLAYER finds the si i PLAYER h ies, 1
reassured - Hinds the situation s no worries, and is PLAYER nods to TARGET, reassured.
reassuring. reassured.
PLAYER feel f releif wash
/relieved PLAYER is relieved. e SRR I PLAYER sighs, relieved at TARGET.
PLAYER iet, i 1 |PLAYER iet, i 1
respectfl : stays quiet, in a respectfu . stays quiet, in a respectfu PLAYER respects TARGET.
fashion. fashion.
) PLAYER walks along a path of . . : PLAYER unleashes a fury of
h PLAYER is free £ 1 .
/righteous righteousness. 1§ free from guiit or sin righteousness on TARGET.
/strong PLAYER is the strongest in the area! | PLAYER flexes. PLAYER bets TARGET is really strong.
/thankful PLAYER is thankful. PLAYER is thankful for being here. |PLAYER is thankful for TARGET.
/wise PLAYER considers things, wisely. PLAYER chooses wisely. PLAYER considers TARGET wise.

March 2005, SOR v00056




