Fan Faire April 2006 Tradeskill Discussion Topics
Hot-Button Issues
1. Removing the success caps on high-end items

Given the community’s ongoing disaffection with the success caps on high-end tradeskills armors, I believe that the success caps should be removed.  The success caps effectively invalidate progression for tradeskillers by removing any benefit from attaining higher skills, higher mod items, or higher mastery AA levels. In a game that is progression-based, this is a game-breaker.  

Success should be determined by the player’s skill and the item trivial, not by factors that the player does not know about and cannot control. Various proposals have included simply lifting the caps, removing the caps but adjusting trivials onwards, and others.  My personal opinion is that this issue is the single biggest concern faced by all tradeskillers at the moment.  

Note that the use of the success caps to simulate repeated actions (such as making Dragon Mayonnaise or grinding the lens for PoR jewelery) is a clever and creative use of the cap.  However, these “fails” are not fails in the conventional or game-lore sense; the player does not lose all the items.  Instead, the player gets a more immersive feeling of being in the game.  Hence, this innovative use is to be encouraged.

How do you feel about this topic, and do you see the caps being removed in the near future, with other adjustments if necessary?  Bear in mind that this applies to all items with a success cap, such as the GM armors and Omens augments, and any other high-end items that may have such a cap.
2. What changes are planned to address the disparity in drop rates for the cultural armors?

Prior to the launch of PoR, Ngreth indicated that fixing the disparity of drops for cultural items would be his top priority once the expansion was launched.  After the launch, though, Ngreth announced that his managers do not deem this subject sufficiently important for him to devote his time to it.  This is a serious topic, one which I would consider second only to the issue of success caps.  What plans do you have to adjust the drop rates (or the selection of items used) for all tiers of cultural armor, such that all races have a reasonable chance of obtaining a reasonable quantity of the dropped item, at a level when that armor would be useful?

3. What progress has been made in fixing skill-up path issues in tailoring and fletching?

At the last Fan Faire, Maddoc discussed his desire to continue with the three-point rebalancing of tradeskills, which included adding skill-up chance bonuses, adjusting trivials on items based on their usefulness, and adding new items to bridge existing caps. Fletching has received a significant boost with the new bows in PoR.  What other changes can we expect in the near future? This particularly applies to tailoring, but I am also interested in feedback on other skills.

New Topics

4. Fix bazaar ports, PLEASE!

The porting system used to get to the three halls in the bazaar is one of the slowest, laggiest, and worst-designed I’ve ever seen.  Players run over the port station, then have to wait 2-3 seconds until they actually get ported.  More than once, I’ve found myself porting back and forth as the server tries to figure out where I actually am.  The ports must be instantaneous, like those found in Erudin or other old-world zones.  The moment you touch the port area, you should poof and arrive in the destination hall.

Similarly, the location you arrive at when you take these ports should be adjusted.  When porting into the red or blue halls, you should NOT arrive facing the portal to leave.  Instead, you should be facing either to the left or right. When porting into the central hub, you should be placed just at the entrance of the room with the portal, facing OUT into the exit hallway.  Currently, players have to navigate around both the return portal (into the red or blue hall) AND a most inconveniently placed column, just to exit either area.  This breaks the lore and immersion (no merchant would ever tolerate such shoddy design in his selling area, let alone at the biggest and best trading hall in the known universe).  It is also a pain in the patootie for players who have enough lag problems getting around in the bazaar.  This REALLY needs to be fixed.

5. Improve the UI for the Barter, Buyer, and Seller windows, please.

For the Barter window: Additional search filters would be a Godsend.  It’s clear that the original intent for the barter window was for a player to ask, “Who is buying this item that I already have?” However, many players now ask, “Who is buying an item that I can make or acquire?”  This kind of search requires a lot more flexibility, such as searching by buyer or by price range.

For the Buyer window: For the love of Erollisi, please stop the buy list from resetting each time you add, update, or delete a buy line!  Additionally, you cannot delete inactive buy lines.  You must first activate the buy line, then delete it.  Finally, please make the window sortable by item name, price, or quantity.

For the Seller window: This is the window that a player gets when they want to sell to a buyer.  First and foremost, please change the default UI so that the selling price is visible in the default window width.  Many unscrupulous players try to scam others by making a buy line for an item at 1cp (or something equally low) at the top of their buy list, then making another buy line towards the bottom of the buy list offering the top price in the bazaar.  Unwary sellers will sell using the top buy line, since the default UI doesn’t show the true price.  Additionally, please make the selling window sortable by both item name and price.

6. What plans do you have for new and more interesting arrows?

In the recent past, arrows have become rather blasé.  Players are asking for new arrows that add some spice to archery, such as arrows with a DoT or snare effect (similar to the thrown potions in concept).  What plans do you have to revitalize the arrow-making side of fletching?

Follow-ups to past Fan Faires

7. Phylactery Quest: Token of Service and Mana Crystals 
For at least two, if not three Fan Faires, we have discussed possible changes to the Phylactery / Grand Robe of the Oracle / Grand Tunic of the Oracle quest more accessible to all classes.  At the moment, only INT casters and priest classes may even begin the quest, since the Robe and Tunic are only INT caster and priest class usable, respectively. Other classes cannot attempt this quest, despite the fact that they were once able to do so, and despite the fact that the Phylactery and Dark Phylactery are usable by and useful to all classes.  

The most frequently discussed solution, and also one of the easiest to implement, has been to make the Token of Service tradable, which gives a reward to all classes that attempt the quest. Making the Token tradable would still require obtaining an appropriate Velious-era breastplate for the person turning it in.  It also would not affect the accessibility of the quest, since the key quest items (the six tomes) are all tradable anyway, and the quest can be completed by a player of any level.
On a related use, are there any plans to implement a use for the Mana Crystals? (And for that matter, is there currently a use that players don’t know about?)

8. Could you remove the need for Tanaan containers?
When Planes of Power came out, the Plane of Knowledge was restricted to players who had purchased that expansion.  Containers in (and sold by vendors in) PoK are “Tanaan” containers, and most combines from PoP could only be done in those containers.  Since that time, the PoK has been released as a free zone to all players; vendor-sold Tanaan containers have been made tradable; and collapsible containers (that are also tradable and could be used for PoP combines) were introduced.  This effectively negates the need for players to purchase PoP in order to perform PoP combines.  However, the requirement of using a Tanaan container still exists.  Could you make all PoP combines that require Tanaan containers combinable in normal containers?  (Note that this could very well free up a significant amount of space in your recipe database.)  This may also likely require changing all the stationary tradeskill containers in PoK to non-Tanaan versions.

The ongoing need to use Tanaan containers is particularly heinous for races that have to use PoP items for their cultural armors, such as nightmare arachnid silk and storm volaas hair.  It effectively requires the use of two tradeskill containers, which turns it into a space-balance issue with other races.

9. Could we please revisit the idea of rotating stock on vendors?

Currently, NPC vendors have a set number of item slots.  Once players have sold enough items to fill all those slots, any additional items sold are destroyed.  This means that tradeskillers lose out on any items sold to vendors.  Some tradeskillers rely on so-called vendor mining as a primary means of acquiring supplies.  With this in mind, I would again renew the call to have vendors destroy the oldest item they have bought from a player, rather than the newest item.  This means that when a player sells an item to a vendor, that item would appear in the vendor’s inventory instead of the oldest item (which would be destroyed).
10. Could we get a message that tells us what item you failed to make? 

Instead of "You lacked the skills to fashion the items together," could we get "You lacked the skills to fashion Metal Bits"? Similarly, could we get the name of the item added to success messages? Instead of "You have fashioned the items together to create something new!", it should be something like "You have fashioned the items together to create Metal Bits!"

11. Order of success/fail and skill-up messages

The order of success/fail and skill-up messages is inconsistent, which makes it very difficult to parse skill-up runs correctly. Would it be possible to change the order of the messages so that you always receive success/fail messages before skill-up/trivial messages, or vice versa? Either way is fine so long as it's consistent. Currently, it's as follows:

· When you succeed and get a skill-up, you receive a skill-up message followed by a success message. 

· When you fail and get a skill-up, you receive a fail message followed by a skill-up message. 

· If you succeed and make a trivial item, you get a trivial message followed by a success message. 

· When you fail at making a trivial item, you simply receive a fail message, without a note indicating it is trivial.

12. Could we please get a brew barrel added in the bazaar?

The Bazaar contains all tradeskill containers except a brew barrel, and has been this way since launch.  Would it be possible to add a brew barrel?  There is plenty of space in the tradeskill room for an extra container.

13. Could we please get some way to make celestial essence in bulk?

This is one of the most hated subcombines in the history of tradeskills.  Is it possible to make some way to bulk-combine these?  Vendor-sold items that cost 10-20 times as much as the current components (The Scent of Marr and Celestial Solvent) and yield 10-20 CE are one option; making “batches” using current ingredients and combing those batches for higher yields of CE is another.

Poison-Making Comments

I will freely admit that I know next to nothing about poison making in general.  Accordingly, I have just two questions: 

14. Are you aware of the issues rogues have brought up regarding poison making?  

15. If so, what changes can we hope for in the future?

To aid in discussion, I would point you to my Fan Faire questions thread on EQTraders, where quite a few rogues and non-rogues have provided intelligent and well-reasoned suggestions for how poison making could be improved.  The full thread, including comments on poison making and other topics, can be found here:

http://mboards.eqtraders.com/eq/showthread.php?t=25279
