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Introduction

1.1  What is Quest?

Quest is asystem 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:

1 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.

1 Computer-based training. You can simulate any environment using text
descriptions, giving you an easy and cost-effective way of developing training
materials.

1 Educational software. Quest can be used to assist pupils and teachers with
a variety of subjects:

0 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 Englishi 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.

Quest Pro - "House™
Quest Debug Help

\Welcome to my first Quest text adventure game. Left drag: Use, Right drag: Give
You are in the lounge.
There is a TV, a sofa, a table, a newspaper, Bob and a defibrillator here.
You can go south.
This is quite a plain lounge with an old beige carpet and peeling wallpaper
‘You have taken 0 turns
Mame Type
™ Object
Sofa Object
Table Object
Newspaper Object
Bab Character
Defibrillator Object
\u
|

1.2.2 QDK

QDK stands for Quest Development Kit, and gives you an easy and visual way to
create Quest games. You dondeverytengabout o

know how


http://www.textadventures.co.uk/

your game is displayed

n pl ai

everything you need to start creating great text adventure games.

n

= House - QDK Pro

File Edit Game Tools Help
P S e e X [OBadk -0 - K By =e 0% @
help # || Setup |Inuentory Container | Advanced
dial #number# )
Procedures Set up the object:
Functions
Timers Name: |newspaper |
Object Types Alizs:
Status Variables | ‘ ==l
:ynnynms Type: |Inan|mate object v‘ Prefix: |a |
enus
Resources Gender it Suffix: | |
= Rooms Article it g
= lounge Display Type Object Detail: | |
Parent:
™ [[Do not display in descriptions or object list | M |
sofa
table Description preview:
g | .. & newspaper ...
wallpaper
carpet
Bob
defibrilator Verbs:
[=- kitchen
bin Verbs: Verb | Acton | When player types 'look at newspaper’:
fridge look ‘Just a newspaper.’ (@ Print a message: (O Run a script:
flour speak (not spenﬁed) Just & newspaper.
egas read Show the newspa. ..
sugar
bee
window
apple
tap b
glass
o [ ]
i !
i | &
Loaded C:\Documents and Settings\Alex'\Desktopthouse asl

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,i nt o
by players, so youoll
QDK.

Quest Compiler is only available with Quest Pro.

2 OCompile

File Help

QCompile takes an ASL source file as input and converts into an encrypted CAS file. This CAS
file can be run by the players of your game in the same way as an ASL file, but they will not
be able to editit, or cheat by looking at the code.

fou can also indude all the picture, sound and other files your game needs in your CAS file,
50 you only have to distribute one file,

Indlude pictures, sound etc, files in the CAS file

Step 1: Choose an ASL file to compile:

| | Browse...

Step 2: Choose where to save the output CAS file:

| | Browse...

Step 3:

Compile

Log box:

ust
know

one
t hat

Engl i sh, and t
| e. This one
nobody can che


http://www.axeuk.com/quest/qreg.htm

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.

fis Setup - My Text Adventure Game g|:

Welcome to the My Text
Adventure Game Setup Wizard
This will install My Text Adventure Game 1.0 on your computer.

It is recommended that you close all other applications before
continuing.

Click Mext to continue, or Cancel to exit Setup.

_
Internet O My Documents
¢ Internet Explorer
f My Recent Dncoments b
f ;‘l 5:1;';;; Express ¥ SetProgram Access and Defaults

& Windows Catalog
‘:“ Windows Update

" MSN
e Windows Media Plays

@ Accessories 4

@ Games 4

i % Windows Messenger @ Startup »
Internet Explorer

@ Tour Windows XP MSN
DOutlook Express

ﬁ Files and Settings Tri
Wizard
% Windows Update

All Programs B

Remote Assistance
Windows Media Player
Windows Messenger

Windows Movie Maker

PHSE RO B4

My Text Adventure Game k '14 My Text Adventure Game

ﬁ| Log Off @| Turn Off Computer



http://www.axeuk.com/quest/qreg.htm

The Basics

Quest games are built up from three basic building blocks T 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 |l ocations |like fAthe streeto,
carpar ko, AJupitero, or anything el se

QD
ml—F
- wm

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

1 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;

f Ago t o oPlagers can sove betweenr ooms by typing things |
the kitcheno.

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 i 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

poi soned apple kill the player? 1f so, itbds a
that occurs in the game can cause a script to
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.



3 Setting up the Game

Start QDK. You will see the QDK welcome screen:

File Edit Game Tods Help

PN EH R X O Jols =M% e

QDK
# Game Welcome to QDK Pro
Rooms

] Create a new game
[ Open an existing game
@ Documentation and Help

New to QDK?
7'; Click here to read the tutorial
It contains everything you need to get started making your own games

Help and Advice
If you have a question or problem and can't find the answer, visit the Quest
Forums or contact us

&l Check for updates

L e tcieate a new game by clickingt he A Create a new gameo | ink.

3.1 Game Properties

After startinganewgame,you 6|l 1 be presented with the Game
can also access this at any time by clickihngii Ga me 0 tee&menuakthe left of the
window. From here you can change the name and version number of your game and

more.

Webdbgei ng to set our game in a house€,or SO you CO
perhaps think of something slightly more imaginative.



&= QDK Pro Q@@

File Edit Game Tools Help

P EH |t e X | QBack -0 -] 4 Ea =3 L% @
QDK Setup | About || Display | Advanced || Packager
= Game
verbs Set up the game:
Commands
Procedures Game name: | House Version:
Functions
Timers
Object Types When the game starts:

Status Varizbles

Synoynms

Menus

Resources
Rooms

Players start in this room: v

Run this script (optional):

Options:

[ pisable debug windows panes: (®on (O off () Disabled

[w] Allow players to use abbreviated object names
Current version of game not saved.
3.2 Adding some Rooms
We need at | east one sraddesomenow. t he game, so | et
To do thi s, select the AnGameo menu and click 7
Roo r.".'Ej button on the toolbar.
Add a room called Al ounged and a room called ¥

3.3 Adding Introductory Text

Letds add some introduct the gamd. Boxda thist aickthee | c o me p |
Tools menu and then click Text Blocks.

The Text Block Editor window will open, and tF
you. This is where we enter the text that appears when the game begins. There are
two other default text blocks, Awino and Al ose

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 t hough, wedre just going
text block.

Enter some text to welcome players to your game. For the purposes of this tutorial,
you could just enter fAWelcome to my first Ques
sure youo6d pomethirg s little morevorigindl. e



% Text Block Editor

S(=1Ed

Block name:

intro w |

i B 7 U Size: 3

7, Colour: defavit Ll Align ~ Insert » | % =3 [ |E] ]

Add Delete

Welcome to my first Quest text adventure game.

’ Cloze l’ Help ]

When youdve inished entering your text, cli
QDK window.
3.4 Launching the Game
Letds now start Quest and see what our game
ARuUuNO taomlm,a)rryoubamtlicktheFilemenuandselectRun.If youodr e
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.
Atthis point, thereds not a | ot we can do ot her
again, so close Quest and weodll continue bui

Quest Pro - "House™
Quest Debug Help

CEX

You are in lounge.

Welcome to my first Guest test adventure game.

Left drag: Use, Right drag: Give

Places and Objects
No objects in this room

Mame Type

c k

C

1
C



Setting up a Room i the Lounge

r

a

(
(
|

Now | etds set up the | ounge. Cli ckeoffieoungeo f
QDK window to view the Room properties.
4.1 Setting the Prefix
When we |l aunched Quest, we saw the | ine AYou
correcti we want it to say AYou are in the |l oungeo.
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. I
appear.Ent er At heodo in the APrefi xo box.
= House - QDK Pro g@@|
File Edit Game Tools Help
i 5 o e X OBk -0 - | ¥ B B =3 G @
QDK Description | Exits || Advanced | Objects
[#- Game
- Rooms Set up the room:
lounge o -
Alias: (7]
Prefic:  |the
Description:
Style: Standard style -
iB I U Sze: 9 |x Colour: default = | Alian ~ | % E3 (3 | |
Description prefix: (7]
Current version of game not saved.
Launch the game again and you will see this line now appears correctly.
Advanced tip: I f you want Quest to say something
are inéo when the player goes into a room,
ADescripbibaxpaefike bottom of Forhe Room pr
example, you might want to use fiYou are st.
at the bus stopodo depending on which best f|
creating. If you want Quest to automatically add the room name to your
description prefix, addacolon fA: 6 at t he end.
4.2 Creating a Description
There are three types of description we can use:
9 Standard style (default). With this type of description, Quest automatically
di splays the name of the room (AYou are in

objects that are in it. If we write a description, this is displayed after this

automatic text is printed.
1

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

T Quest does not automatically add any other kind of text. This results in a



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.

1 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

AStandard styl eo i sdows 8tyledist tared @éntef sommentexttintoe dr o p

the description box. You could use something |
an old beige carpet and peeling wallpaper. o

4.3 Adding an Exit

At the moment we have two rooms in our game, the lounge and the kitchen. The

player cané6t get into the kitchen yet though,
|l ounge. Letds do this now. diteeldusge bodhee t he ki t c
player can go i nt o t h erbykclicking theSoutthdyrectiory pi ng Asout
button.

Gotothe Exitstaband s el ect t.hookalit® optiond availablg ontthe
fifo:0  d-dowrp

k= House - QDK Pro E]E|E|

File Edit Game Tools Help

{05 |t te X OBk -0 - | & a3 =2 % @

QDK Description | EXits | Advanced || Objects
= Game
Verbs Exits:
Commands

Exit To
Procedures
south

Functions
Timers
CObject Types
Status Variables (none)
Synoynms

Menus (none) (none) {(none)

Resources

[= Rooms
lounge v (nane)
kitchen (none) (none) (none) £ ’
. ] Add... ]’ Remaove

Selected Exit:  South

To: | T v

[ lounge
kitchen
Whed[script] _ ver tries to use the exit (leave blank for default):

{none) {none) {none)

Current version of game not saved.

You will see the following options:

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

10



1 Lounge. OK, so we could make the south exit come back into the very same
room i f we wanted to. Letds assume for now
has a more conventional approach to geometry.

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

9 [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 AKitchend t o cackeakboxshowingthat QDKtwill You wi | |
automatically create another exit for us 1 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.

&= House - QDK Pro EJ@E|

Fle Edt Game Tools Help

NG H MY X [Obk -0 - & 525 =% O
QDK Description | Exits | Advanced || Objects
= Game
Verbs Exits:
Commands Exit To
Procedures south Kitchen
Functions
Timers {none) {none) {none)
Object Types
Status Variables (none)

Synoynms
Menus {none) {none) {none)
Resources

= Rooms
lounge v (nene)
kitchen (none) kitchen (none) < 2
L ] [ Add... l[ Remove

Selected Exit:  South

To: | kitchen w Create corresponding exit in the other direction
[iocked

When locked, display this message when the player tries to use the exit (leave blank for default):

Current version of game not saved.

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.

I f you t yrxlektliiesath direction loutton, you will end up in the kitchen.
You can then go north back to the lounge.

As an exercise, update the kitchenbés prefix ar
Our game is not very excitingyet, but at | east webve made a start
game world. Now itdés time to add some things i

11



Creating an Object i the TV

Aloungeis barelya | ounge without a TV in it, so |letos

5.1 Adding the Object

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

1 Click the Add Object button on the toolbar jc

9 Click the Game menu and select Add Object

1 Right-click the Lounge in the tree menu and select Add Object
1 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. Ent

5.2 About Object Names
It is important to note the distinction between:
1 the names that players can use to refer to objects

1 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

namesi|l i ke ATV1O, ATV20 and so on.
5.2.2 Alias
Of cour s e, this woul dnot sound natur al i f t hes

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 ATVoO.

Il f you donét set an alias, players willl see tl}
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 fAOther Names 0 addtignallways that plagets can peferdoitHisy
object. It is important to note that different players will have different ways of
interacting with your game i 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

mi ght type in Al ook at televisiono, and woul d
Click AOther Nameso and add Atelevisiono to tF
ensure that players can type sinomrotther!| ddlo&t ¢

object.

12



As an exercise, add any other alternative names you think that players might want to

use.

524 Summary

Name

Alias

Other Names

Must be unique

1 The name that your QDK
scripts use internally

1 Only one name allowed
for each object

fDoesnodt have

9 The name that players see
on the screen

9 Only one alias allowed for
each object

fDoesnodt have

9 Extra names that players
can type in

1 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

t he

description

sound

natur al

We want

in the Prefix box. Launch Quest again and verify that it displays the description

correctly. Y o u
accordingly.

shoul

d al so see

t hat

QDKo s

13
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