
Developing Simple Quests 
As well as creating straight forward choices using the Conversation Writer, children can make their game even 

more interesting and multi-layered by developing simple missions or quests for the player. Typically these will 

involve significant plot items or ‘narrative vehicles’1, and conversations will only become available when these 

plot items have been acquired, i.e. a condition has been met. This allows the designer to control the flow of 

information within the game and is a way of motivating the player, who collects the items and gathers new 

information as a result. It’s worth giving some thought to what quests will take place, and why, so that quality 

events are set up within the game, events that motivate and interest the player and take the story forward. 

If conditions are met (“IF . . . THEN”), hidden conversation becomes available: 

 

The Conversation Writer will allow you to set conditions on a conversation so that part of the conversation 

will only appear once those conditions have been met. This adds interest for the player and gives the designer 

more control over the way the plot might unfold. The player may well have to use her inference skills to work 

out that she needs to go off and do something in order to find out more from the creature, or the creature 

may drop a hint that there is more to be told; the designer can decide how much help to give. Once the 

conditions are met, the mini-quest is complete and the player may receive a helpful item, or more 

information, or both.  

Setting up a simple quest using conditions requires a bit of logical thinking for the designer, but the Adventure 

Author software supports the process. Having decided what the mini-quest is going to entail, and which plot 

items and creature will be involved in that quest, the process is as follows: 

                                                             

1 A narrative vehicle is a significant item within the game that carries the story forward because of the 

information it contains or the part it plays in the plot. We have coined this term as a result of this project, 

having identified the importance of these items for 21st century multi-modal, multilayered storytelling. 



1. Placing and labelling plot items or ‘narrative vehicles’ 

Children select an item significant to their game that will govern the conditional conversation – maybe a piece 

of jewellery or a weapon or a gem – and place it in a location where the player will have more or less difficulty 

finding it. Quests do not have to involve a transition to a new location – the required quest items can all be 

placed within one area.  

The stages for placing an item are as follows: 

a) Give chosen item a tag via its Properties window (under Basics). 

b) Still in Basics, select Localised Name and give the item a name, something relevant and that will 

add interest. This will be visible when the player hovers the mouse over the object in the game. 

c) Then select Localised Description and enter the information you want the player to read when 

they examine the object in the inventory. It is also possible to put this information into Localised 

Name if you don’t want to have to examine the object. 

d) Make the item usable if need be (check in the Behaviour section of Properties). 

2. Adding conditions (“IF . . . THEN”) to dialogue 

a) Place a plot item in your area as above and change its tag before you start the conversation. 

b) Create the conversation – add the speaker/s, then start with a Choice for the creature/character. 

c) Begin the conversation with the "hidden" line of conversation, the words that will only become 

available if certain conditions are met. Put the "visible" line second, i.e. the default text that will 

always appear until the conditions are met. It is helpful to give thought to this text to ensure that 

it will make sense no matter how many times it has to come up on the screen. 

Setting up the “hidden” line of conversation: 

 

e) Now go back to the first line of dialogue in the Choice box. Add a condition about the player 

having the plot item by using the right click menu to the left of the “hidden” line of dialogue (see 

below). 

 

2. Add a 

speaker to the 

list for the new 

conversation. 

1. Remember to add a plot 

item to the area and 

change its tag before you 

start this conversation! 

4. Create a ‘default’ line of 

dialogue in the lower part of 

the box. This will continue to 

appear until the condition/s 

has been met. 

3. Begin the 

conversation 

with Add a 

CHOICE – select 

the creature as 

the speaker 

here. 

5. Now create the “hidden 

text” that will only appear 

when the condition has been 

met. NB This line of dialogue 

can go on to branch once the 

conditions are met. 



Adding a condition (“IF . . . THEN”): 

 

 

Adding the plot item that the player will need to own in order to see the hidden text: 

 

 

f) You can also add other actions, such as rewards, taking away the plot item, etc. 

The finished conversation, with condition (“IF . . . THEN”) and additional actions: 

 

 

6. Right click at the left of the 

“hidden” line of dialogue to 

add the conditions (and any 

further actions – see next 

screenshot  . . .) 

7. A drop-down menu 

appears. Select ‘Add a 

condition’, then move 

out to ‘If the player owns 

a particular item’ 

8. A dialogue box appears – 

select the tagged item you 

placed in the area earlier. If 

you forgot, go back and tag it 

now, then repeat these steps! 



If desired, the designer can then continue the conversation by double-clicking on the conditional text and 

continuing the story on a new screen: 

 

 

3. Testing the dialogue 

It is really important that children test whether or not their conversation works, with or without the 

conditions being met.  

To test: 

g) Move the player start next to the creature. 

h) Move the plot item next to the creature. 

i) Now test your conditional conversation to see if it works, firstly without picking up the plot item, 

then with it. 

 


