THE QUEST 

Table of Contents

1. Introduction

2. Sound

3. Keys

4. Potions

5. Character Screen

6.   Inventory, Stores, Weapons, and Items

7.   Spell Book

8.   Skills and Faults

9.   Fighting

10. Classes

11. Level Up

12. Startup Guide

13. Tips (not spoilers)

14. Formulas (if you are interested)

15. Troubleshooting.

                                                            1  Introduction

The Quest is a role-playing game with an emphasis on strategy. The game is turn-based, so take your time choosing your tactics. In the course of the journey, you will face many fierce monsters and interact with different people that will aid or hinder you in your quest. The game is complex and requires the use of different strategies. It is very important to read this manual completely (will only take you a few minutes and save you a head ache). 

2  Sound

 
There’s a sound.txt file in the /thequest folder. It holds 1 value.

1=sound, 0=no sound. You can change it. 


3  Keys

Arrows

movement and attack (simply walk into an enemy to      

attack it with your weapon)


Enter 




select, pick up, put on item, buy item, open chest

Backspace



Drop, take off item, sell item

Space                                                  stand still, shoot ranged weapon at nearest 

opponent or selected opponent, finish conversation.

Space is also used to acknowledge any messages        

you might receive such as “Level Up!” 

Tab


select and shoot an enemy with a 

ranged weapon (more details on this are in the   

Startup Guide).

I




Inventory

S




Spell Book

C




Character Screen

K




Switch to and from killer mode  (in killer mode you    

attack non-aggressive people when you walk into   

them)

1-8                                                       Potions

F1-F9  



Spells

Esc




escapes current menu or screen, quits the game


Insert or L



Load

Home or V



Save


To talk to an npc (non-player character), simply walk into one. Press Space to end the conversation. Note: if your killer switch is on, when you walk into an npc you attack it.

In the stores (B=buy screen, S=sell screen)

4   Potions

(1) Rose Potion  =    restores half of life

(2) Red Potion  =    restores full life

(3) Purple Potion  =   restores half of mana

(4) Blue Potion  =  restores full mana

(5) Yellow   =  restores half life + half mana

(6) White   =  restores full life + full mana

(7) Cyan   =    cures poison

(8) Black  =   doubles power and armor for 10 turns, a rare potion that you want to 

           keep for the really tough fights.


All of your potions are shown on the potion display at the bottom of the screen. To use a potion press the number that corresponds to that potion. Thus, you press 2 for a Red Potion and 4 for a Blue one. When you buy potions, think very carefully about which ones will serve you most efficiently for the money you pay for them. If you have 20 max hp, 30 max mana, and can cast heal (10 mana, gives 30hp), it is much more efficient to buy blue potions since for the price of one you can give yourself 90 hp (cast heal 3 times), but if you buy a red potion for the same  price, all you get is 20 hp (a 70 hp difference!). The type of potion that is best for you will vary at times according to your class. It is up to you to decide which you should be buying. Furthermore, the price of potions increases as you move to different locations, so make sure that you stock up before moving on.

5  Character Screen 

Strength (Str) --    physical capability to use weapons, also affects hit points.

Intelligence (Int)- magical capability to use spells, also affects mana.

Dexterity (Dex) – ability to fight in melee and dodge, contributes to Attack and Defense. 

     Each point you add to Dexterity adds 1% to Attack and 1% to     

     Defense.

Accuracy (Acc) -  ability to make ranged attacks (Ex: bow), contributes to Attack. Each 

     point you add to Accuracy adds +2% to Attack when using ranged    

     weapons.

Power (P) -          the average damage the character can deal with the current weapon.



    Note: if the character is ambidextrous and is carrying two weapons,     

    only the stats of the primary weapon affect the Character Screen.

W Armor (wa) – the character’s overall armor against weapon attacks.

M Armor (ma) – the character’s overall armor against magical attacks.    

Attack (Atk) –     the character’s chance of a successful attack (when using ranged                                                                                                                                                            

    weaponry, the Atk is calculated as if the distance between you and the     

    enemy was 8 squares).

Defense (Def) --  the character’s chance of dodging a melee or ranged attack.

Life (hp)         --  the character’s hit points / the maximum hit points the character can 

                            have. Every time you take damage, you lose some hp. You can restore 

                            your hp with potions and spells. Your maximum hp gets bigger as you 

                            gain levels.

Mana              --   the character’s mana / the maximum mana the character can have. 

                 Mana is spent when you cast spells and can be restored with potions. 

                 Like maximum hp, your max mana gets bigger as you gain levels. 

Reputation -        how people will react when they see you. Do they offer you gifts, sell to        

    you, talk to you, or attack you on sight. Your reputation becomes better     

    when you do good things, but it also becomes worse when you do evil     

    deeds such as killing people or stealing their things. Of course, stealing       

    a necklace is not nearly as bad as killing its owner. Note: if you manage 

    to kill someone and there is no one there to see it, there is no reputation   

    loss. However, it is generally a bad idea to murder people that don’t 

    mean you any harm. 

Exp Needed --    how much more experience you need to obtain to achieve the next level.

Level --               you character’s current level. 



The Character Screen also shows your skills and faults at the bottom left.

6   Inventory, Stores, Weapons, and Items 


The inventory screen consists of 3 parts. The top part represents what you are wearing and holding on your body. The bottom part shows what things you have in your backpack.. The bar on the bottom left shows the stats of the currently selected item. To put something on, select it in your backpack by using the arrow keys and press Enter. To take something off, select the item on your body and press Backspace. Unlike the Character and Spell Book screens, opening up your inventory during a fight takes a turn so it is generally a good idea to make sure you are wearing the right equipment before entering combat.

In stores, the cost of the currently selected item and the money you have are shown at the bottom of the screen. To buy something, you must select the item and press Enter to purchase it. To sell an item, you must press S to go to the sell screen and select the item you want to sell by pressing Backspace. The price the peddler will pay for the item you are selling is shown at the bottom. You can return to the buy screen by pressing B. 

There are many types of weapons in the game. Selecting one in your inventory shows its stats. The underlined number preceded by ‘Str’ (Str 20) shows the Strength requirement needed to use the weapon. The ‘Atk’ symbol states what the weapon adds to your overall chance of hitting the enemy. ‘P=’ states the average damage the weapon does. For example, a staff has Str 20, Atk+28, and P=5. This means that to use the staff, you will need to have at least 20 Strength, the staff will add 28% to your chance of attack, and the staff will do an average of 5 damage. Some weapons have special uses and have little icons on the lower-right corner to indicate them. Some (like the staff) have a 20% chance of blocking any melee attack and have a shield icon by them. Some (like the rapier) have a 20% chance of double hitting an enemy when the first hit is made. They have an icon with 2 crossed lines by them. Some weapons (like the spear) are able to pierce the armor of monsters and thus do more damage to armored foes than normal weapons because their damage is not affected by armor. They have a rectangle with a line going through it as an icon by them. Some weapons (like the sling) are long-ranged weapons that cannot be used in melee and have a bow icon by them. Some have to be wielded with 2 hands and their icons have a 2 on them.

Armor and helmets add wa and ma (wa-weapon armor,  ma-magic armor). They will give your character additional armor, which takes off some damage every time you are hit. Shields will add to your character’s Defense value. Jewelry and magical items might add to any of the above categories.  


Intelligence-boosting items can be used by having them equipped during a level up to allow you to memorize spells with Intelligence requirements that are higher than your Intelligence. For example, if your Intelligence is 14, you cannot learn the Flame spell which needs Int 15. However, if you put on a helmet that adds 1 to your Intelligence, you will be able to memorize this spell.

7   Spell Book

The spells that you have or are memorizing are displayed in 2 columns. You can cast them by selecting one and pressing Enter. If the spell needs a target, you can move the target cursor with the arrow keys and select a square by pressing Enter. If you don’t want to cast the spell, you can press Esc instead of Enter to not cast it. You can use one of the F1-F9 keys to preset a key for you to push so that you don’t have to go to the spell book each time you cast. The F key you set will be displayed at the left of each spell icon. The blue number at the right of each spell icon shows how much mana is needed to cast the spell. The white number is what Intelligence level is needed for you to cast the spell. If one of those numbers is red, you cannot cast a spell because you don’t satisfy one of the conditions needed to cast it. After a level up, if your Intelligence is high enough and you are not learning any spells at the moment, you can choose to memorize (learn) a new spell. Spells that are being memorized cannot be used. They have a gray background and a yellow number at top right to show how many level ups it will take for you to finish learning them. You can memorize only one spell at a time.

A complete and very useful list of spells’ stats is in the Spells.xls file in the /thequest folder. The following are brief descriptions of the spells. Keep these in mind when you are deciding which spells to memorize.

Heal- heal yourself for a certain amount of hit points. A very important spell.

Flame- ranged magical attack. The actual damage dealt by magical attacks can be +-33% of the spell’s power. Thus, if a spell’s power is 6, it may do 4-8 damage. In addition, monsters with magic resistance will take less damage (or sometimes no damage) from magical attacks

Teleport- instantly change your location. This is a good tactical spell and it can also move you to certain unreachable places.

Shield- creates a shield around you that absorbs all (weapon, ranged, magical) attacks with power less that or equal to 10. If the attack’s power is larger than 10, the        

shield does nothing. This spell is especially valuable since it will protect you from most ranged attacks.

Ring of Ice- holds an enemy in one place for 10 turns or until it is attacked. The spell works on all enemies whose magic resistance is less than 10 (and that is almost all of them). The enemy can still attack you while it’s feet are frozen. Combined with ranged weapons, this spell can be deadly.

Black Ward- does damage to all enemies in the 8 squares around you.

Invisibility- makes you invisible, disappears when you cast, attack, or 30 turns have passed, the spell has a 50% of working but mana is not wasted if the spell fails. Some enemies will not be fooled by this spell and still see you. However, it can be a lifesaver (if it works) in deadly situations and is also good for sneaking up on vulnerable enemies.

Summon Skeleton- summons a skeleton. The creature has low hp but can deal damage. It will attack the closest enemy and cannot be controlled. All summoned creatures disappear when you leave the area. 

Inferno- ranged magical attack.

Restore- heal yourself for a certain amount of hit points. It is more mana-efficient than Heal.

Life Drain- does damage to an enemy and adds to your life the amount of damage dealt.

This spell works best on enemies with a low magic resistance.

Thunder Bolt- ranged magical attack.

Shield of Fire- doesn’t actually protect the caster, but instead deals damage to any nearby creatures every turn. The earlier you get this spell, the better since enemies with lower magic resistance will take more damage.

Deteriorate- takes all of the caster’s mana (no matter how much mana the caster has) and converts it into 100 damage that is dealt to a nearby enemy. A very powerful and efficient spell that should be used every time the caster is low on mana. 

Summon Stone Knight- this creature can take a very large amount of damage but does 

not attack well. It functions well as a protector, especially for vulnerable classes that can dish out ranged or spell damage while the summoned creature is being hit.

Earthquake- this is a ranged area effect spell. It does a fair amount of damage to each 

creature within the area, sometimes doubling or tripling the damage done to the monster in the center of the earthquake. It is best to obtain this spell as early as possible (if you think you are going to need it), since it does less damage to enemies with higher magic resistance.

Cure - heal yourself for a certain amount of hit points. It is more mana-efficient that Restore.

Summon Scorpion- the scorpion does a great deal of damage but is physically weak. The scorpion can be very deadly if the caster can keep it from being killed.

Meteor – ranged magical attack

Dark Hour - takes all of the caster’s mana and does damage 6 times to all the

creatures in the 8 squares near the caster.

8  Skills and Faults  

Skills

Ambidexterity-  can hold 2 weapons (which allows you to make 2 attacks during melee, 

one for each weapon). Note: The secondary weapon’s Str requirement must be less than or equal to half of your Strength. Thus, if your Strength is 50, you can hold one weapon with Str 50 and another with Str 25.
You can also hold 2 shields if you want to maximize your Defense. The secondary shield’s Str requirement must be less than or equal to your Strength. Thus, if your Strength is 30, you can hold 2 shields with Str 30.

Bargaining-        non-potion prices are cheaper by 30% when you buy at stores.

Marksmanship-  get a 30% Attack bonus when you use ranged weaponry.

Scholar-              Every other level up you will be able to choose where to assign a second 

    experience point instead of it being assigned randomly.

Memorization-    takes 2 levels instead of 3 to learn spells.

Faults

Honor-                can’t run away once started a fight (you must finish an enemy). 

Rashness-           spells will not work 20% of the time (Note: a fizzle will not cost you

any mana and after a fizzle your next attempt to cast will always be   

successful)    

Cowardice-         fight much worse when your Life is less than 30%  (your Attack is cut 

    in half)

Note: not all classes can have certain skills and faults.

   9 Fighting

Let’s say you are about to hit an enemy. Your Attack is 80, Defense is 20,  Power is 6,  and weapon armor is 2. Your enemy has Attack 90, Defense 20, Power 5, and has weapon armor 1. The enemy’s Defense is subtracted from your Attack (80-20=60), and so you have a 60% chance to hit your enemy every time you attack. When you hit the monster, the damage you do will range from 4 to 8 (+-33% of your Power). The monster’s weapon armor will be subtracted from the damage, and the resulting damage will be taken out of the monster’s hit points. The monster has a 70% (90-20=70) to hit you when it attacks and will do 4 to 6 (+-33% of its power) damage, from which your weapon armor (2) will be subtracted. Thus, if the monster hits you for 6 damage, you will lose 4 hit points and the rest will be absorbed by your armor. 

Magical attacks never miss, but they can be absorbed with magical armor. If a monster casts a flame spell at you, your magic armor will be subtracted from the damage the spell does and the rest will be subtracted from your life. Thus, if a spell is about to do 9 damage to you and you have 6 magic armor, the spell will only damage you for 3 hit points. In case of ranged attacks, the closer one is to his target, the more accurate the attack. If you move closer to your enemy by one space, your Attack % increases by 10%. Also, ranged weapons, just like piercing weapons, are not affected by armor. If you miss an enemy or its weapon armor completely absorbs your hit, a white shield will be displayed over the enemy. If you use magic on an enemy and its magic armor absorbs all of the damage, a yellow shield will be displayed over the enemy. If your life drops to 0 or below, you will begin to bleed. You must restore your hit points as soon as possible before your bleed to death. Some monsters also have a chance of poisoning you every time they successfully damage you.

10 The Classes


There are four classes you can choose to play as in The Quest:  Knight, Mage, Monk, and Rogue. 

The Knight is inclined toward melee combat and has the most hit points. He focuses on his Strength and is ambidextrous. 

The Mage uses a wide variety of spells and has the most mana. He focuses on his Intelligence and has the memorization skill. 

The Monk is a mix between a Mage and a Knight, and will be able to fight as well as he can cast. He has the scholar skill which helps him balance his Intelligence and Strength. 

The Rogue is the most proficient with ranged weapons since he focuses on his Accuracy and also has the marksmanship skill. The Rogue also maintains high Dexterity which allows him to be the best at hitting enemies with few misses and dodging enemy attacks.

Note: no matter which class you chose, you will have to use different tactics at different points in the game. So even if you are a Mage, you might want to melee instead of casting spells when you are fighting enemies with high magic resistance. Also, there is no ‘easy class’, so make sure you pick the one that’s right for you.

11  Level Up

Every time you move up a level, you will get points distributed to Strength, Intelligence, Accuracy, and Dexterity. 3 points are distributed randomly, and the categories that were added to will be highlighted in purple. You will be able to assign the 4th point to the category of your choosing by pressing Enter. An increase in Strength also adds an additional point to life, while increasing Intelligence also adds 1 point to mana. Furthermore, points will be added to your max mana and life every level up according to your class. A Knight gains 7 hp and 3 mana, a Mage gains 1 hp and 5 mana, a Rogue gains 4 hp and 4 mana, and a Monk gains 3 hp and 3 mana. If you have no spells you are currently memorizing and are intelligent enough, you will be able to choose a spell to memorize. All spells take the same amount of levels to be memorized but the number depends on your memorization skill. 

It is possible to change classes. If you are a Knight and allow your Intelligence to get almost as high as your Strength you will become a Monk. Also, if you are a Monk and your Intelligence becomes much larger than your Strength, you will become a Mage. In other words, the way in which you manage your attributes will affect your class. A Knight must keep his Strength at least 4 points above his Intelligence. A Mage must keep his Intelligence at least 4 points above his Strength. A Monk must keep his Intelligence and Strength within 3 points of each other. Finally, a Rogue must keep his combined Accuracy and Dexterity larger than his combined Intelligence and Strength.

When changing your class, you will acquire the skill of your new class, but lose the skill of your old one. The way in which you gain hp and mana per level up will also change. It might or might not be beneficial to change classes. If you are a Rogue and you depend on your marksmanship skill, you should be careful not to put too many points into Strength and Intelligence or you will change classes and lose your skill. On the other hand, if you are a Rogue and you almost never use ranged weapons, it will be to your advantage to change classes and gain a skill that will be more useful to you.

12   Startup Guide


At the title screen, select ‘new game’. After the introduction, you will be able to select your class. If you are unsure as to which class to pick, you can answer questions and your class will be picked for you according to your answers. Then, you will see a list of skills with one skill having  a ‘+’ next to it. That skill comes with your class. You will be able to select an additional skill as well as one fault. According to your class, some skills and faults will be blacked out and you will be unable to select them. There is no right or wrong combination of class+skills+fault. However, the choice you make will have a BIG effect on how you will play the game. For example, if you are Rogue and chose the ambidexterity skill, expect to be doing some melee fighting with 2 weapons as well as increasing your Strength as much as you can so that you can wield better weapons in both hands. Of course, you can always ignore a skill but it is not to your advantage to do so, and you need all the advantages you can get. When choosing a fault, keep in mind that your are choosing a real weakness. It is probably not wise to select ‘rashness’ as a fault if you intend to do a lot of casting. On the other hand, all classes use magic and so having ‘rashness’ as a fault will still affect you.  

When the game starts, you are alone and there are no monsters near. On the right side of the screen you will see a circle displaying your life and a triangle displaying your mana. Take the time to look at your inventory ( I ) and make sure that you have a weapon. Not all classes start with one and if you don’t have one, it should be your first priority to find one. Also, take a look at the spell book ( S ) to see if you can cast any spells yet. Look at the  character screen ( C ) which displays important information about your character. There is a red potion nearby. Walk toward it by using the arrow keys and pick it up ( Enter ). A ‘1’ should appear next to the red potion in the potion display at the bottom of the screen. To use a potion you must press a number 1-8 for that particular potion if you have it. If you walk to the right edge of the screen and then move right again, you will enter a new area where you will see some enemies. If you have a weapon, you can attack one of them by walking into it. If you hit an enemy, you will see a sword animation over the enemy. If you miss, a shield will be shown over the monster. Remember that the combat is turn-based and you don’t have to rush. Keep an eye on your life as you fight since every time you are hit, the red life will drain away in the circle. Also, remember that it is always best to fight one enemy at a time if you can. If you are a Mage, you can cast a flame spell instead of using melee. However, it might be easier to kill these monsters with melee instead of using up mana. If you have a sling in your inventory, you can equip it and some pebbles and attack the monsters from afar by pressing Tab to select the monster and then pressing Space to shoot at it (you only have to press Tab once to select your target). After you destroy your first enemies, don’t forget to save. After a few fights, your health might be low. If you have the Heal spell, you can heal yourself to restore your hit points. If you don’t have the Heal spell, you will have to use one of your potions. There is a village nearby where you can buy and sell items as well as talk to the people that live there. To talk to a person, simply walk into him the same way you walk into a monster to attack it. If you ever feel the need to kill a friendly person, press K to activate killer mode and walk into the person to attack him. This should be enough to get you started on your journey. Good luck…

13   Tips  

1. Check your inventory when you begin the game. Not all classes start with weapons.

2. Try to fight 1 monster at a time (get in good a position).

3. Running away is often a good strategy.

4. Do not neglect ranged weaponry, you can kill a lot of monsters without getting   

    scratched using it.

5. Each class plays a bit differently. Try different strategies. If you are running out of 

    money and potions, you are probably in need of new tactics.

6. Don’t neglect Dexterity. Who cares if you can wield a an awesome weapon   

    if you miss with it all the time. Who cares if you can cast powerful spells when        

    monsters get free hits at you because your Defense is too low. 

7. Try to pick your fights in the beginning (going into that place with 12 imps when you 

     are Level 1 is not wise).

8. Upgrade your equipment (wielding a staff will be much more beneficial than holding a 

     club).

9. There is only 1 save slot, use it wisely. This means DON’T SAVE IN A PLACE YOU CAN’T GET OUT OF!

10. Some weapons allow you to do special things (Ex: Staff- block attacks),  there is an   

      icon indicating the effect. Make sure you are aware of these important characteristics.

11. Don’t attack the scorpions unless you have some poison potions at hand.                                    

12. Save early and save often.

13. Always stock up on potions before going to the next map, they will cost more there.
14. Going to the Spell Book or Character Screen does not use up your turn. Going to the    

      Inventory does.

15. Setting the F1-F9 keys to cast spells makes casting easier and faster.

16. It is impossible for enemies with ranged attacks to hit you when your are right next to 

      them (1 space away), but when you are 2 spaces away it is the easiest.

17. If one weapon costs more than another, it does not mean that that weapon is the better     

      of the two. It is up to you to make the decision.

18. Just because you are a Mage doesn’t mean that you have to put every level up point   

      into Intelligence. Though you should concentrate on your most important    

      attributes, don’t neglect others. Being a pure fighter or a pure caster is certainly 

      possible but being balanced has many advantages.

19. The types of potions you purchase matter greatly. If you have 20 max hp, 30 max 

       mana, and can cast heal, it is much more efficient to buy blue potions since for the   

       price of one you can give yourself 90 hp (cast heal 3 times), but if you buy a red 

       potion for the same  price, all you get is 20 hp (a 70 hp difference!). The type of 

       potion that is best for you will vary at times according to your class. It is up to you to 

      decide which you should be buying.

20. Try different strategies. Even if you are a great melee fighter, it is wiser to use ranged 

       weapons on some enemies. If you are a Mage and are fighting monsters with high 

       magic resistance, it might make sense to use melee or ranged weapons instead of 

       spells.

21.  Make sure that you always have a Cyan potion at hand. You never know when you 

       will need it.

22.  It is possible to try to steal items from certain npcs. You can attack them, run away, 

       and then take what they were holding (you will see it if the npc has something of    

       value) before they started chasing you. Of course, you can always kill the npc, but      

       your reputation…

23.  It is not always possible to obtain the keys to all doors. Sometimes, you will have to 

       find others ways of getting to places.

24.  This may sound obvious but…talk to the npcs and pay attention to all of the 

        information you get. 

14   Formulas (in case you are interested)

Attack(%)=hero dex+35+weapon+special effects.

Defense(%)=hero dex+10+shield+special effects.

Ranged Attack(%)=hero acc*2+15+(8-distance)*10+special effects. If distance=1, ranged weapons can’t be used.

The chances of all non-magic attacks are equal to the Attack % of the attacker minus the Defense % of the defender. Magic attacks never miss but can be absorbed with magic armor.

                                                 15 Troubleshooting

Q.  The game will not run. It gives you an error.

A.   Here is what you need to do to fix the problem: when you unzip the .zip file in WinZip, you must make sure that the “Use Folder Names” checkbox is checked. Therefore, you should unzip it again so that the right folders are created, and you will be able to play.

Q.  You get the following error--  “Graphics Error: Device BGI driver file not found…”

A.  The Rpg.exe file is either not in the \thequest directory or the /bgi folder is not in the     

       /thequest directory.

Q.  You get the following error--  “Error: file not found” or “Error: items.dat file not 

       found in the data folder.”

A.   Make sure that all the files in the data folder stay there. Do not move them or alter 

       them in any way.

Q.  The game runs slowly. The loading screens take a long time. Going from room to 

       room takes a long time.

A.  The speed of the game depends on the speed of the processor of your computer. The 

      higher the speed, the better the performance. However, the game will still run on    

      machines as slow as 366/33s as long as it’s an IBM.

Q.  You get the following error -- “Error: you have too many save files, you must delete 

       at least one to play.”

A.  You will see this message if you have created 20 characters and are trying to create 

       another one. To fix the problem, you must delete save file #20 (save20.dat) in the  

      /data folder to create room for your new one. 

Q.  Somehow I managed to erase an important file and now the game will not work. 

      What do I do now?

A.  You can re-download the zip file from wherever you got it or e-mail me at 

      kutsenok@mixi.net and I will send you the file you need.

Q.  I have a problem and it is not one of the above.

A.  Give me an e-mail and I will reply as soon as I can.







The Creator,

Alex Kutsenok

