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SETTING UP 

THE QUEST 
lnstrudions for use 

Read oll 1nstrud1ons carefully Check you ho,,e followed the corred procedure for sett mg up your 
VIC This program requires o 16K expons1on RAM pock 

Before switching on the computer system, check that your Commodore Cossene Unit is correctly 
plugged 1n and ready for use Ensure that the cassette un1l 1s kept as for owo1 os possible from the TV 
Now switch on both your VIC and TV and turn up the ... alume The screen will display the Ready' 
signal with o flashing cursor 
NOTE U 1s always advisable lo turn the VIC off and on again before loading a new program. This 
clears all the memory locot1ons and minimises load errors 

HOW TO LOAD THE PROGRAM 
• Insert the cassette into the cassette unit 
e Hold down the SHIFT key ond press the RUN/STOP key 
• Press the PLAY key on the cassette umt as instructed 
• When the program 1s loaded the title screen is displayed 
• Approx1mole toad hme for the program is 5 m1nut~ 

HOW TO PLAY THE GAME 
THE QUEST is o dos.sic Adventure gome, simple enough for the novice Adventurer to play ond 

en1oy, but only the most expenenced will actually solve the mys1ery 
Advenluresore possibly the hordes!, but most rewording of all compu1er games. You ore put 1n on 

1mog1noryworld and set a task In THE QUEST you must find THE MAKER, an ancient mon or wisdom, 
who countless millions of yeors ogo was marooned on our plonel . ond re umle him with his 

You hove under your command a Guide who occompon1es you through 1h1s fantasy world Your 
Guide provides descrtphons of all the places you v1s1I and tells you exactly what happens when you 
do something He warns you 1f you make o mistake and keeps track of your score as you tro\lel 
through the 1mo91nory world of THE QUEST On the screen your Gu1de's responses appear 1n blue, 
whde your commands appear in block If you meet anyone, their speech appears in green 

THE QUEST hos o standard vocabulary of 51 words, bul accepts other words in certain s1tuollonsl 
Tell your Guide what to do by us mg simple two-word commands, usually o verb and o noun e.g GO 
NORTH or CLIMB STEPS or EAT PIE On your 1ourney you will encounler venous places and people 
and will fmd many obieds, some vitally important to your QUEST, some generally useful ond some 
obiects whteh serve no purpose ot all _ It 1s nol olwoys clear which is which You also hove to keep up 
your strength by fmd1ng and eohng food . But be coreful , !hot testy meol could turn out lo be poisonous! 

For e•omple You enter o room and your Guide tells you thol lliere is o kmfe lying on the floor By 
typing "EXAMINE KNIFE" !he Guide understands thot you wish him lodescnbe 11, and he m1glil reply, 
' 'The knife is mode of solid silver and hos gems embedded on 11s handle " You must now decide 
whether you wish to lake 11. Typing " TAKE KNIFE" mslructs the Guide that you wish lo pick up lhe knife 
and carry 11 with you for the lime bemg Should you Icier decide thol you no longer need the kmfe 
typmg " DROP KNIFE" instructs the Guide that you wish to leave 11 wherever you hoppen to be at the 
time The moiumum weight you con carry is 501bs so be careful that you p+ck up only genuinely useful 
ob1ects. In this way you travel through the Adventure collecling and usmg lhe venous ob1ecls 
scattered around, finding and eohng food lo keep you alive, and ulhmotely locotmg THE MAKER and 
re-uniting him with his power source 

With oll of this od1"11tyyou use o lot of energy Your Guide keeps track of your strength and deducts 
points for every move you make When your strength drops below 20, your Guide warns you that you 
ore getting weak. If your strength drops Jo zero then you die and the game 1sover You con of course 
regom strength by eohng food 

In odd1flon to this, less hardy Adventurers con use " QUIT" lo save their gomes ond go to bed 
knowing that they con lood the game the neicl doy and siort off from exactly the some ploce. This 
feature 1s also useful before ottempllng o dangerous move You con save 1he gome and make your 
move knowjng thot 1f you die, you do not need toga through lhe whole game 0901n 
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d1Herent ob1ects, ond m the fmol port of lhe game on awesome 37 room maze that must be solved 1f 
lhe Ad~enlure is to be completed 

Certain commands to the Guide ore worth remembenng . 
"RULES" gives you the abbrev1oted mslrud1ons lo the game 
"INVENTORY" causes the GUide lo te~ur current score '51rPn!Jlh 01nls lhe 1IPm'5 ou nrp 

holdmg, and eir lo o we19 I --
" RATING" asks the Guide to e-.-oluote your currenl score rohng which con range from FOOL to 
ADVENTURER SUPREME 
''GLOSSARY'. displays mos! of the words that the Guide understands, but remember that atherwords 
work m certom s1tuol!ons 
" QUIT" allows you to save tlie game onto either DISK or CASSETIE This means that 1f you wont to 
toke a rest or give up for the hme betng, you may do so m the knowledge tliot you con start from 
exactly the same place as you left off 

You ore oowreody to begm THE QUEST, good 1u,1c:11 




