
Transitions 
A transition is the link which allows the player to move into a new environment within the game, e.g. to enter 

a building or to go from a wooded glade to a snowy mountain landscape. It is not essential to have these 

additional areas, and a game can be quite successful without them, but they provide a degree of challenge to 

the designer’s task, both technically and creatively, and they add variety to the player experience. 

Whether you want your player to move to a new external land or to enter a building, the principle is the same 

– first you have to create the new environment within the game, then you set about linking it, i.e. creating the 

transition. 

1. Create a new destination 
In the toolset, go to File and Create new area, then follow the instructions in the New Area Wizard, 

remembering to give the new area a name: 

 

Use the toolset as described in ‘Setting the Scene’ to make the new area.  

Note: It is much easier to create external areas – the tile sets for the internal areas take a bit of getting used 

to, and sometimes they are difficult to walk through. See ‘Making an interior’ for more information. 

2. Select the linking doors 
Choose a building (or wall) in each area whose doors will be linked to create the transition. If the building or 

wall only has a doorway (as opposed to an actual door), choose a door from the Blueprint tab and place it in 

the entrance. The door will slip in place as you get near the doorway, but to secure it you need to click on the 

floor in front of the door. The door will now be listed in your Area Contents on the left of the screen. 

Remember:  you need a door in both areas. 



3. Identify the linking doors 
As we have done previously for narrative objects (see ‘Developing simple quests’), each chosen door has to be 

given an individual tag to identify it within the game; it helps if it gives some idea of the door’s purpose. This is 

done in the Basics section of the Properties menu for each door: 

 

Repeat for the new area: 

 

a. Select door for 

link to new area 

c. Select door for 

link from old area 

d. Give unique tag 

for identification 

in Basics section 

of Properties 

b. Give door unique 

tag for identification 

in Basics section of 

Properties 



4. Linking the doors 
Once the doors have been tagged, then they can be linked using the Transition section of the Properties 

menu. First, select the Transition Object Type. Use the drop-down menu to set this to ‘Transition to a door’. 

Then, in the ‘Linked to’ box, type in the tag of the door in the other area – take care with spelling and capital 

letters, it must be exactly the same. 

 

5. Testing the transition 
Move the Player Start to the first door then bake and save the game. Run the game and try to use the doors in 

each direction. You should find you can move from the original area to the new area, but not back again.  

6. Two-way doors 
If you want a two-way door, you have to set up a transition from the door in the new area back to the door in 

the original area, using the steps above. It may not suit the game to be able to go back once you are through a 

door, so careful thought should be given to the purpose of the transition. It may be that you want the player 

to return via a different door, or never to return, simply moving on to a new area each time a door is entered. 

7. Locked doors 
You can set a door to be locked until a particular item is acquired by the player, i.e. a ‘key’. To do this, first 

choose the item that will act as a key (e.g. a book or a gem, or even a key!), place it in the area where you 

want it to be found, and give it a unique tag, via the Basics section of its Properties, as before. Then, go to the 

Properties tab for the door you wish to lock/unlock and scroll to the Lock section. Tick both the Key Required 

and the Locked options to set them to True, and then type in the Key Tag, taking care to be accurate. Test the 

lock and key by moving the key and the Player Start near to the door, bake, save and run the game. Try going 

through the door without the key, then try again after picking up the item. 

In the example below, the door to the Snow Palace has been locked and will only open when the player has 

the snowdiamond in their itinerary: 

e. Use the Transition 

section of the 

Properties menu to set 

up the transition type 

f. Then type in the tag 

of the door you are 

linking to, taking care 

with spelling and case 



 

5. Locking & unlocking doors using the Conversation Writer 
There is an option in the Conversation Writer actions for a door to become locked or unlocked. Right click 

near the name of the speaker then choose ‘Other actions’ in the ‘Add an action’ menu, then choose the 

required door from dropdown list. In order for this action to work fully, as well as adding the action to the line 

of dialogue, the door in question needs to be made ready for a transition by linking it to a door in another 

area as above, and then it must be set to ‘Locked’, though no key is required in this case – the unlocking is 

triggered by the  script in the Conversation Writer. 

 

Check the Key Required 

box and the Locked box to 

make them True, then add 

the tag for the item which 

will act as the key. 

Right click here to get the 

Add Action menu, then 

choose Other Action. 

Finally, select the name of 

the door to be unlocked: 


