Rules for Playing QUEST

Goal: To get your team to name a person or story from the Word given on a Quest card without giving the words listed
underneath as clues. The winning team scores the most points by correctly guessing more of the Quest names.

Number of Players: 4 or more

Process:

1.

One player on the team reads the name of the mystery person or story from the Word and the words that can't be
used as clues. He calls out clues to team members who sit facing him, so they can't see the Quest card. Gestures
and sound effects may not be used. Clues can be given as single words, phrases, or sentences.

Team members try to guess the name of the person or story, shouting out their answers. Teams do not lose points
for wrong answers, so keep guessing!

Opposing team monitors the process, making sure that no gestures and no part of the Quest word or phrase or
forbidden clues are used. Team loses a point if forbidden words are used.

If the Quest word is correctly identified within a given time limit, (for most of the story cards, the exact wording is
not important, i.e. “The One Lost Lamb” is a correct answer for the “The Lost Sheep” parable card”) the team gains
a point.

Teams take turns trying to identify the Quest cards, rotating which team member gives out the clues.

Optional: Teams may want to see how many Quest cards can be successfully identified within a certain time limit,
allowing teams to pass on a Quest card that seems too difficult.

Feel free to make additional Quest cards of your own.
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