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1 Introduction 

1.1 What is Quest? 

Quest is a system for text-based games, often referred to as text adventures or 
interactive fiction. It can also be used for delivering computer-based training, and 
has a variety of applications in educational software. 

What Quest can be used for: 

¶ Interactive fiction (text adventures). Whereas a book gives you a static 

world of fiction, Quest lets you create your own world which players can 
interact with. Instead of having a fixed storyline, players can follow their own 
path through your story. 

¶ Computer-based training. You can simulate any environment using text 

descriptions, giving you an easy and cost-effective way of developing training 
materials. 

¶ Educational software. Quest can be used to assist pupils and teachers with 

a variety of subjects: 

o History. A teacher can set up a game set in a particular historical 
period. Pupils can then explore and interact with the objects and 
characters that appear in the game. 

o English ï creative writing. Add a new dimension to teaching creative 

writing by getting your pupils to create an interactive game that other 
members of the class can play. 

o Computing. QDK introduces pupils to a number of programming 

concepts, such as variables and procedures. 

1.2 Quest Components 

1.2.1 Quest 

The Quest player lets you play games you have created, or games you have 
downloaded from a website such as www.textadventures.co.uk. 

 

1.2.2 QDK 

QDK stands for Quest Development Kit, and gives you an easy and visual way to 
create Quest games. You donôt need to know how to program ï everything about 

http://www.textadventures.co.uk/
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your game is displayed in plain English, and together with this tutorial youôve got 
everything you need to start creating great text adventure games. 

 

The free version of Quest comes with QDK Lite. This is fully featured, except that it is 
limited to 15 rooms and 50 objects. You can easily complete this tutorial using QDK 
Lite. 

1.2.3 Quest Compiler 

The Quest Compiler lets you take your game file and incorporate it , together with any 
graphics or sounds your game needs, into just one file. This one file canôt be edited 
by players, so youôll know that nobody can cheat at your game by opening it up in 
QDK. 

Quest Compiler is only available with Quest Pro. 

 

http://www.axeuk.com/quest/qreg.htm
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1.2.4 Quest Packager  

Quest Packager lets you turn your game into a stand-alone setup EXE file. You can 
then give this setup file to your users, who can install it just like any Windows 
application. They won't need to download Quest separately, and your game will 
create its own shortcuts in the Start Menu. 

Quest Packager is only available with Quest Pro. 

 

 

 

http://www.axeuk.com/quest/qreg.htm
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2 The Basics 

Quest games are built up from three basic building blocks ï rooms, objects and 
scripts. 

2.1 Rooms 

Rooms are the locations in your game. They could be rooms in a building, or they 

could be locations like ñthe streetò, ñoutside the warehouseò, ñthe supermarket 
carparkò, ñJupiterò, or anything else at all. 

Each room can have exits to other rooms, which the player can access in two ways: 

¶ compass directions: Players can move between rooms by going north, 
south, north-west etc., either by typing commands or by clicking the 
directional buttons in Quest; 

¶ ñgo toò exits: Players can move between rooms by typing things like ñgo to 

the kitchenò. 

2.2 Objects 

Objects are the things that exist within your game. This includes inanimate objects 

like plants, cutlery, newspapers or furniture, and it also includes people or animals 
within your game. 

Objects can be looked at, picked up, dropped, spoken to, and more besides ï you 
can set up verbs in QDK to do whatever you want them to do. 

2.3 Scripts 

Scripts are where you set up what actually happens in the game. Does eating the 

poisoned apple kill the player? If so, itôs a script which makes that happen. Any event 
that occurs in the game can cause a script to run, whether itôs the player typing in a 
particular command, or looking at an object, or just entering the room. You can even 
set up timers so that a script runs at regular intervals. In short, scripts make all the 
exciting things happen in your game. 
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3 Setting up the Game 

Start QDK. You will see the QDK welcome screen: 

 

Letôs create a new game by clicking the ñCreate a new gameò link. 

3.1 Game Properties 

After starting a new game, youôll be presented with the Game Properties screen. You 
can also access this at any time by clicking ñGameò on the tree menu at the left of the 
window. From here you can change the name and version number of your game and 
more. 

Weôre going to set our game in a house, so you could enter the name ñHouseò ï or 
perhaps think of something slightly more imaginative. 
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3.2 Adding some Rooms 

We need at least one room in the game, so letôs add some now. 

To do this, select the ñGameò menu and click ñAdd Roomò, or just click the ñAdd 

Roomò  button on the toolbar. 

Add a room called ñloungeò and a room called ñkitchenò. 

3.3 Adding Introductory Text 

Letôs add some introductory text to welcome players to the game. To do this, click the 
Tools menu and then click Text Blocks. 

The Text Block Editor window will open, and the ñintroò text block will be selected for 
you. This is where we enter the text that appears when the game begins. There are 
two other default text blocks, ñwinò and ñloseò, which are printed when the player wins 
or loses the game. 

You can also add text blocks of your own for any part of your game where you want a 
large amount of text to appear. For now though, weôre just going to edit the ñintroò 
text block. 

Enter some text to welcome players to your game. For the purposes of this tutorial, 
you could just enter ñWelcome to my first Quest text adventure gameò, though Iôm 
sure youôd prefer to write something a little more original. 
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When youôve finished entering your text, click the Close button to return to the main 
QDK window. 

3.4 Launching the Game 

Letôs now start Quest and see what our game looks like. To do this, you can click the 

ñRunò toolbar button , or you can click the File menu and select Run. If youôre 
asked whether you want to save the game, click Yes. 

Quest will now load your game and you will see something like this: 

Welcome to my first Quest text adventure game. 

You are in lounge. 

At this point, thereôs not a lot we can do other than type ñlookò to show the description 
again, so close Quest and weôll continue building the game. 
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4 Setting up a Room ï the Lounge 

Now letôs set up the lounge. Click ñloungeò from the Rooms list on the left side of the 
QDK window to view the Room properties. 

4.1 Setting the Prefix 

When we launched Quest, we saw the line ñYou are in loungeò which isnôt quite 
correct ï we want it to say ñYou are in the loungeò. 

To do this, we need to set the prefix. This is what appears in front of the room name 
when Quest tells the player where they are. In this case, we want the word ñtheò to 
appear. Enter ñtheò in the ñPrefixò box. 

 

Launch the game again and you will see this line now appears correctly. 

Advanced tip: If you want Quest to say something other than the default ñYou 
are inéò when the player goes into a room, you can enter some text into the 
ñDescription prefixò box at the bottom of the Room properties screen. For 
example, you might want to use ñYou are standing outsideò, ñYou are waiting 
at the bus stopò depending on which best fits the type of location you are 
creating. If you want Quest to automatically add the room name to your 
description prefix, add a colon ñ:ò at the end. 

4.2 Creating a Description 

There are three types of description we can use: 

¶ Standard style (default). With this type of description, Quest automatically 
displays the name of the room (ñYou are in the loungeò) and lists all the 
objects that are in it. If we write a description, this is displayed after this 
automatic text is printed. 

¶ Words only. This type of description displays only the text we write in the box 

ï Quest does not automatically add any other kind of text. This results in a 
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more traditional style of room description, and if well-written it can give a more 
immersive experience to the player. However, it will not automatically update 
if objects or exits in the room change during the course of the game. 

¶ Run script. This is the most flexible type of room description, although it is 
harder to configure. Instead of printing some text, a script is run. This script 
can then generate a room description according to the rules you specify.  

For now we will use a Standard style description, so you can see how this 
automatically updates when we add objects and exits to the room. So, ensure 
ñStandard styleò is selected from the drop-down Style list, and enter some text into 
the description box. You could use something like ñThis is quite a plain lounge with 
an old beige carpet and peeling wallpaper.ò 

4.3 Adding an Exit 

At the moment we have two rooms in our game, the lounge and the kitchen. The 
player canôt get into the kitchen yet though, as we havenôt added any exits from the 
lounge. Letôs do this now. Letôs have the kitchen to the south of the lounge, so the 
player can go into the kitchen by typing ñsouthò, or by clicking the South direction 
button. 

Go to the Exits tab and select the ñSouthò exit. Look at the options available on the 
ñTo:ò drop-down. 

 

 

You will see the following options: 

¶ [none]. This is the current option. It means that there is no south exit from 

this room. 
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¶ Lounge. OK, so we could make the south exit come back into the very same 

room if we wanted to. Letôs assume for now that the world our game exists in 
has a more conventional approach to geometry. 

¶ Kitchen. This is the option we want to choose. 

¶ [script]. This lets us run a script when the player tries to go south. This is 

useful if you want to do something different when the player tries to go south, 
like see if they are carrying a particular item before allowing them to pass. 

Select ñKitchenò to create the exit. You will see a checkbox showing that QDK will 
automatically create another exit for us ï the exit that goes north from the kitchen 
back into the lounge. Keep this selected, as it saves us from having to create this 
other exit manually. 

 

4.4 Launching the Game 

Launch the game again, and you will now see that we have something that is 
beginning to work like a text adventure game. When you start the game, you should 
see text like this: 

Welcome to my first Quest text adventure game. 

You are in the lounge. 

You can go south. 

This is quite a plain lounge with an old beige carpet and peeling wallpaper.  

If you type ñsouthò or click the south direction button, you will end up in the kitchen. 
You can then go north back to the lounge. 

As an exercise, update the kitchenôs prefix and description now. 

Our game is not very exciting yet, but at least weôve made a start at creating our 
game world. Now itôs time to add some things into these rooms. 
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5 Creating an Object ï the TV 

A lounge is barely a lounge without a TV in it, so letôs add one now. 

5.1 Adding the Object 

With the lounge selected, you have four different ways of adding an object to the 
room. You can: 

¶ Click the Add Object button on the toolbar  

¶ Click the Game menu and select Add Object 

¶ Right-click the Lounge in the tree menu and select Add Object 

¶ Click the Objects tab and click Add 

Use one of these methods to add an object to the lounge. A prompt will appear 
asking you to enter a name for the object. Enter ñTVò and click OK. 

5.2 About Object Names 

It is important to note the distinction between: 

¶ the names that players can use to refer to objects 

¶ the names that your QDK scripts use 

5.2.1 Name 

In order to avoid confusion, each object within QDK must have a unique name. So, if 
you have multiple televisions in your game, within QDK they must be given different 
names ï like ñTV1ò, ñTV2ò and so on. 

5.2.2 Alias 

Of course, this wouldnôt sound natural if these were the names that players saw, 
which is why QDK lets you set an alias. This is the name of the object that the player 

sees. In the example of multiple televisions, each of your TV objects could have an 
alias of ñTVò. 

If you donôt set an alias, players will see the same object name that you use in QDK ï
so you only usually need to worry about this if you want different objects to have the 
same name. 

For now then, we will leave the Alias box for our TV object blank.  

5.2.3 Other Names 

The ñOther Namesò box lets you specify additional ways that players can refer to this 
object. It is important to note that different players will have different ways of 
interacting with your game ï some players prefer to use the lists that Quest displays 
on the right-hand side of the window to interact with objects and so on, but many 
players prefer to use good old-fashioned commands. You want to make it easy for 
Quest to understand what players type in, so you can add additional, alternative 
object names to ensure that happens. For example, for our TV object, some players 
might type in ñlook at televisionò, and would reasonably expect that to work. 

Click ñOther Namesò and add ñtelevisionò to the list of names for this object. This will 
ensure that players can type in either ñlook at TVò or ñlook at televisionò to look at this 
object. 
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As an exercise, add any other alternative names you think that players might want to 
use. 

5.2.4 Summary 

Name Alias Other Names 

¶ Must be unique 

¶ The name that your QDK 

scripts use internally  

¶ Only one name allowed 
for each object  

¶ Doesnôt have to be unique 

¶ The name that players see 

on the screen 

¶ Only one alias allowed for 
each object 

¶ Doesnôt have to be unique 

¶ Extra names that players 

can type in 

¶ As many additional names 
as you like 

 

5.3 Setting the Prefix 

If you run the game now, you should see something like this: 

Welcome to my first Quest text adventure game. 

You are in the lounge. 

There is TV here. 

You can go south. 

This is quite a plain lounge with an old beige carpet and peeling wallpaper.  

As we did when setting up the room, we need to add a prefix to this object to make 

the description sound natural. We want Quest to say ñThere is a TV hereò, so type ñaò 
in the Prefix box. Launch Quest again and verify that it displays the description 
correctly. You should also see that QDKôs Description Preview box updates 
accordingly. 

 


























































































































