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Interactive Fiction
Interactive Fiction is a computer game that allows players to 

control the game’s main character through a series of text 

commands. One of the most well-known text adventure games 

is Zork, Zork II and Zork III.

Our game will not be as vast as the Zorks, but it will still be fun!



Step #1

Play the Zork game to get a good feel 

for how an interactive fiction game 

works. 

● Try it: 

https://www.pcjs.org/software/

pcx86/game/infocom/zork1/

https://www.pcjs.org/software/pcx86/game/infocom/zork1/
https://www.pcjs.org/software/pcx86/game/infocom/zork1/


Step #2

Now that you have a feel for the game, 
let’s review story elements:

● Setting
● Plot
● Point of View
● Characters
● Theme
● Conflict



Step #3
Use a graphic organizer to draft 
the storyline of your game.

● Overview: What will your game be 
about?

● Theme: is a lesson or message explored 
throughout a story.

● Adventure 1: first room or conflict
● Adventure 2: second room or conflict
● Adventure 3: third room or conflict
● End of Game: how to win?



Step #4

Now that you have a draft, let’s 

begin coding the game. Start 

with:

● Imports

● Menu



Step #5

Next, define variables and 

create 2 lists of actions:

● aList: Fight actions

● bList: Hide actions



Step #6
We will use many 

functions in this 

program. This first 

function is the story 

intro to display to 

screen



Step #7
Inside the storyIntro function, 

under the print statements, add 

a while True loop:

● If button L was pressed a 

random action from list a will 

be chosen

● If button R was pressed a 

random action from list a will 

be chosen

●



Step #8 -
Just like the storyIntro, create 2 

lists with actions to either fight or 

hide.



Step #9
You can copy and paste the 

code from storyIntro and 

then edit to make the 

storyPartTwo function.



Step #10
You can copy and paste the 

while True loop from 

storyIntro function and then 

edit the print statements and 

the outcomes for each 

button.



Step #11
Define 2 new functions:

● winGame

● endGame

Add your call to the menu 

function. This will run first in 

the program.



Step #12 - Optional Extensions

● Add as many adventure rooms to your story 

as you like.

● Change your list options based on your 

preferences.

● Add scoring for each room.

● Add different characters.


