Mission & Quest System:

Here is one idea of which I think will work best in MMO.  As I mentioned in my In-Game Guild document, I have many different NPC guilds that are already established, and my idea is that the “missions” will be given by each guilds according to their specialty.  For example, you have a merchant guild, then the missions there will be involve combat, but rather merchant related.  If you are in the Mercenary Guild, then the mission available will be killing or escort missions.  And so on and so forth.

Since these mission are one method for players to earn their income, it will involve some story-telling, but mostly it will be just the simple “kill 10 rats and bring back the tail” mission/quest/task.  Although some [special] missions will contain information related to the background story of the game.

[  
In the file Ingame Guilds Missions.xls and Ingame Guilds Missions_2.xls, the excel files shows the types of missions, and what missions each in-game guilds offers.  
]
Now that we have mentioned missions, let’s talk about quests.  Quests should be ones that get you involve in the game world and the story behind the game world.  I mean that it should show you the bits and pieces of the game world, and what you can do to affect it.  It will generally tell a story in the game, so the quests will be somewhat hidden, you’ll have to look for it.  Also the quests in my system will be multi-branched.  This means that you can make different decisions in the quest and get different results.  If you pick up a quest that involve killing an NPC, and when you almost kill the NPC you will be show a cut scene which shows you and the NPC and the NPC will try to plead for mercy by revealing something which you can choose to listen or not to listen, which in turn will decide which path you will go on the quest.  

If you listen to the NPC, then you will probably have other choices to make such as change side, walk away, etc… If you chose not to listen, then you just kill the NPC and be done with the quest.  But these quests will not make or break the game, but only there to help the player to know the small parts of the background story.
