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EEQUIFKEMENTS

*  Commodore 4™ computer
e 1541™ disk drive

# TV or video monitor

GETTING STARTED

1. Turn off vour computer and connect yvour disk drive
to it 2. Twm on the duive and then tum on the computer.
3. Inzert The Dallaz Cuest™ diskette into the dime. 4
When EEATY appear: on the screen, type LOAD ©=7
£.] and press RETURM.

After loading, the program will mm automatzeally. Te
begin plaving before the Dallas™ theme zong ends, hold
down the SPACE BAE until the mmmsic stops. (WOTE:
The drve mdicator hight will remain on dwing The
Diallaz Chuest. ™ Do not open the dizk drve door once
vou have loaded the zame)

BACKGROUND

You are a famous detectrve. As the adventme opens,
vou have been summoned to Southfork™ for 2 meetmg
with Sue Ellsn. She has callad vou here o offer you a
DProposition.

She 15 m possession of 3 letter from Jock Evwing™ o
Liizs Elle which describes an exmemely nich o1l field he
has discovered dunng his stav m South America

When Jock left om hus 1ll-fated fip back to
Southfork, ™ he camied a copy of this map with hon. But
he also took the pracauton of leaving 2 copy of it with an
old, old friend and former fellow wildcatter named

"Chuzalug” Jones who now nms a trading post m South
Amenicz m z village czlled Playa Peligio, Should
anvihmz happen to Jock, Chugaluz has been mstucted 1o
give the map only to the persom who possesses a
particnlar rmg. This nng was enclosed with the letter;
alzo enclosed was a suapshot of Chngzalug.

Sue Ellen explams that she wants this map for herself
She wants to become financially indepandent of JE. ™ =o
that 1f he bagms pulling any of hus old ticks she canuss
her own wealth to erther make hun behave or fmance her
escape from him You mmst, therefore, avoid JE T at 3ll
costs; fivst, becanse he wall want fo stop Sue Ellen from
obtainmg this independence, and second, because he wall
most assuredly feel that the map is nghtfully hus. JE ™
will use any means to stop you!

Sue Ellen zoes on to sav that vou will be pad
handsomely for vour services and, 1if vou find the map
and retum it safely to her, Sue Ellen will pay you a boous
of two mullion dollars.

Unbeknowns to vou and Sue Ellan, TE ™ listens to
vour conversation whils hnking in the hallway outzide
the living
1oom doors.

You mmst leave at once. She mives vou the snapzhot,
the ring, and $500.000 for expenses. She laaves you there
and proceeds upstars to her room

STRATEGY

Mozt of the advennme undolds through the words and
pictures on your screen. But, every super zleuth neads a
few leads to get started, so here they are:



When "WELL™ appears on vour screen, the computer
15 waiting for you to enter a message. You do thas by
typing the message mto the computer, such as
EXAMINE BING (don't forget to press EETURN) The
computer will respond by talling vou something about
the ring. Each of your messages will be ome or taro
words, such as GO NORTH, GET RIFLE, or
INVENTOEY

Tyvpe EXAMDNE (OBJECT) to exanune everything
that could possibly help ¥ou sclve tlus case. In addition,
use EXAMINE as a one-word command to see 1f
anviing m a parteular situation has changed, hike
whether people have appeared or dizappeared. If thas 12
vour first computer adventure, EXAWMINE and s
svnonvms will be your greatest tools.

LOOK at vour surroundings {you don't need a noun
after LOOK in thiz case), and then LOOE (OBJECT)
when vou think that an mdividuzl objaet may be uzeful.
{Tou will want to OBSERVE everythme!) You mav
want to GET (ITELD and tzke one or meore of them with
vou Unforhumately, vou will be able to carry onlbv 2
limited mumber of temss wath vou, so you may have to
DEOR JTEM) in crder o pick up another item at somie
poust. If you DREOP (JTEM) and mmmediately dacide vou
want it back, you can GET IT. YTon can also OPEN and
CLOSE some things that appear on the screan

If vou don't remember what vou are carmving, take an
INVENTOEY. If wou DEOP ALL and then GET ALL,
vou will take no more than vou ave zble to camy.

Any time vou want to go somewhere 2lze, check te
compass m the upper nght corner of the screan to see
what divections are possible. Accordmgly, vou may GO
NOETH, GO E, S0UTH, oo W. Don't azsume that you
are always facmg noath, though!

If vou zive the computer an msauction (other than 2
mevement command) and want to oy 1t again
wmmadiately, tvpe AGATN. For exampls, you mayv trv to
BLOW BUGLE and find vou are unsuccessfol. Mavha if
vou oy a second Hme vou'll get better results...

For each attemipt af zolving the case, yvou have access
to nine of the mumerous CLUES the computer has to
grve. Use them, but don't use them up too seon! The
mumber of clues remaining 15 dizplayed on the nght under
the compass. The connter on the opposite side mdicates
the munber of meoves taken so far.

Tust for fum, oy ons-letter o1 four-latter abbreriations
and synonyms for the words in the computer's
vocabulary.

TURN OFF MUSIC If vou do not want to wait mntl a
song fmishes, hold down the SPACE BAFE until the song
stops.

SAVE GAME IN PROGEESS To save a2 zame wlule
vou take a breather, type SAVE and press EETUEIN. The
computer will ask vou for 2 number from 1 to & to save
the case undar, and vou will see a list of numbers and
names of games already saved on vour disk Press the
mmber vou want. Then tvpe the name vou want 1t saved
under (up to 16 latters). It's a zood idea fo zave just
befora and just after each dangerous simation — it makes
1eloadmz the caze a lot faster. After vou szave the gams,
you can QUIT, knowing that vou wall be able to load the
game-Im-prograss later.

QUIT If you type QUIT and prass BEETUERN, the
computer will azk, "Are vou sure vou want to quis?” If
vou have already saved vour zame-in-progress {or if this
15 One Zame-In-progress that just 13 not worth saving),
tvpe ¥ or YES to stop the zame. Press anv other key to
1esume where you were about to leave off

LOAD Type LOAD and press EETURXN. The computer
will show vou a list of the names and numbers of the
zaved games. Prass the mumber comesponding to the
game vou want to load

TURN PICTURES OFF You can mon the graphics off
and on by typing PICTURE. If vou want fo reach 2
particular place and are fanmhar with the route, vou can
turm off the pictures to get to that point noach faster. Then
type PICTUEE (press EETURN) again to fum them om.
IF ALL ELSE FAILS call Datasoft's Tachnical Support
Department You won't gt the complete solution, but
vou will zet empathy fiom another buman being! (In case
of a dizk e1rer, you can etther furm your computer off and
on and reboet, or call Datazoft and report the amor
mumber that appears on vour screen )

Y¥OU WIN whan vou see the words "THE END" in ziant
letters!
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WHAT IS A COMPUTER
ADVENTURE?

A computer adventure 1s a thorny problem that 1s
solved by typing messages into the computer and getting
information back from the computer on the display
screen. The messages vou type can be instructions to go
somewhere or do something or they can be requests for a
clue to help vou out of a predicament. The computer
answers by following your instructions or by giving vou
the clue you asked for. Along the wav you discover pieces
of the puzzle's solution. but vou also run into nisky
situations whose outcomes may end the game abruptly.
Sometimes clues and useful objects are found in the
words that the computer displays on the screen instead of
in the scenes.

You will no doubt start slowly at first, trying to figure
out just where to go and which objects will be useful to
vou along vour way. Try lots of messages. use your
imagination and sense of humour, and keep a long and a
map of the places vou visit so that when vou start again
you can avoid past mistakes!
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