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ar, far away lies the land of Am'ea, a Place
govemecl l)y the Great Lords. Within the land
of Anrea stands Dwarf Mountain and since

the l)eg'mnins of time the mountain has been the

source of evil forces. While the more distant parts of Anrea

have c]eveloped and ProsPerecl, the countryside surrounclins

the mountain has always been beset l)y war and famine.

Legenc] has it that in the Throne Room of the Great

Castle at the top of Dwarf Mountain lies the secret of

immortality. Three People crave this secret and the Great
Lords Permit them to figl‘nt to win entry to the Great castle.




THE OBJECT OF THE GAME

@ he ol)ied of Dragom Breath is for a P]ayer to find (and l&eep) the parts of a

talisman that allows entry to the Throne Room.

nese ti’lree Parts of tlle Talisman are scattere(l tl'u‘ousl'lout tlle lancl
surrounding the mountain and may on]y be found l)y clragons. The parts cannot be
moved until all three are Suarclcc! i)y one player‘s clrasons, all at the same time.
Therefore a Play must have at least three dragons to win. Lhe first ol)jective of the

game, therefore, is to breed rlragons and to create an income to do this.

DISKS AND LOADING

Disks, disk drives, mouse and joystick

ragons Breath comes on a number of disks (two for the Amiga, three for the
J ST) The program will work on both si.ngle and multiple disk drive systems
and will automaticau}' detect how many drives are connected. If your

confisuration requires that you need to swap disks durins gamcplay it is important
to on]y do this when directed and not at other times.




If the screen should start to flash red and black, then you have either removed a disk at
the wrong time which must be reP].aced or the disk may have an error.

You may use either a mouse or a joysticlc to Play most of the game but on]y a joysticln

can be used for the oPtional arcade section. We recommend llavins both Plusgecl in and

using ma'mly the mouse.

Loacling the game
(Amiga version)

Switch off machine for at least tlu'.rty seconds. Plug in a joystick, a mouse — or
Preft:ral)ly l)Otl'l — into the reievant Port.s. Imert dwk one into clr;ve DFO ancl switcl'l

on. If you have a second drive put disk two into it. After a few seconds the title page
music and credits will l::egi.n and continue until you press your joysticl& fire button or left
mouse l)utton. If you don't start the game it w:.u t’_'\.rentuall)r go into demo mode.

On the foﬂowing screen you will be asked to type in a Password Enr_ry.

The screen also confirms your system confisuration. If any Prol:lems with the disks are




detected you will be informed at this Point. If this l-mPPens check your disks and drives

or rel}oot.

Press the fire or lefe mouse button to continue.

Loacling the game
(Atari ST version)

Switch off machine for at least tl-nirty seconds. Plug in a joysticlx, a mouse — or
Preferal)ly both - into the relevant ports. Insert disk one into Drive A and switch on.
If you have a second drive put disk two into it.

After a few seconds the title page music and credits will chin and continue until you

press your joystic!& fxre I)utton or le_ft mouse Iautton. From t]-mn fnuow tl'xe on-screen
PromPts.

From the title sequence, if you don'’t start the game it will eventuaﬂy go into demo

mocle.




Dragon.s Breat}l can tal&e a very Iong time to Plﬂ)' ancl, unfortunately tllere may l)e
other tl:i.ngs that you have to do in life. It is therefore POssiIJle to save the game at

certain Points to resume at a later time.

Game saves sl'lould I:!e mal:le onto a Llan](, fomatted dls]t - 50 don’t forse:t to format
another disk before starting to Play. If you are uncertain how to do this, refer to your

?
comPuter 5 user manuai.

To resume a Previously saved game you should click on the disk icon on the Player

Choice screen.

Function Keys

The fo“owing function keys may be used:
F: - tosgles sound on/off
Fg — toggles Picture fade between normal and fast




PLAYERS

here are three characters in Dragons Breath, each of which can be Playtc' Isy
eitlxer a human Player or l)y tlle computer.

The three characters are Bachim the AJcl-nemisl, Oureod the SI‘Ie-VamPire and
Ametrin tl'le Green Beast. T‘I'u'ousllout tl‘le game, w]'lerever one of tl‘le cllaracters is
indicated (such as ownerslxip ofa viﬂase l)y one of them) this is done |Jy a colour: blue
for Bachim, green for Oureod and red for Ametrin.

THE PLAYER CHOICE SCREEN

Starting a New Game

he three Dmsonmasters are clisplayect, slmw-ins their name and colour. Each
has a small lwman-figure icon: if you click on this you can tossle between the
]'luman and camPute_r syml::ol.s. If lass r.l'xan t}u‘ee l'luman Players are

ParticiPatins the remai.ni.ns characters should be set to computer contro].




Demo Mode

If you stay on the Player Choice Screen without continuins, the game will
automaticaﬂy go into demo mode. To escape from demo mode press the ESC lney of
your computer and the demo will abort sl-mrtly afterwards at the end of the next month.

Restoring a Saved Game

Do not set the characters (as detailed alaove) but click on the disk icon at the bottom of

the P]ayer Chosice screen and follow the instructions to restore your previous position.

THE MAIN GAME SCREEN

he game is divided into months, with nine months mald.ns an Ora (or game
year). Durms eacll montl'l tlle t_lu'ee cllaracters must talte a turn (wl'licl'l WIH
l'taPPen automﬂtically fﬂr a.ny COmPuter-controuecl (‘Jlaractel's) to make
decisions and carry out tasks. Once each Piayer has taken their turn the computer will

make a“ tlxe necessary calcu]ations and Proceed to the next month.




If more than one human Player Participates you may wish to agree before start'mg not to

look at the screen while certain stratesic decisions such as setting up drason missions or

casung SPE‘.HS are Lemg macle IJY OPPOI"I(‘.‘IITS.

At the start of the game and at the l:ieginning of each month you will find yourse]f at the
Main Game Screen. This shows a seneral map of the area of Anrea surroundins

Dwarf Mountain, tlle current le'lt_l‘l ancl Ora, ancl six icons at tl’le l)ottom of Ll1e

The three character icons,

with human-controlled

characters shown lit up, are

on the left.

Click on your character and you will Proccec' to a screen sl‘xowi.ns your castle and a new
row of icons (see Castle Screens). When you have finished your tasks you will return
to the Main Game screen on quittins the Castle Screen. Then the next human Player
can take their turn |3)' c].icldns on their character icon.




Onnce each of the human P]aycrs has taken their turn, cliclc on ti‘li&
icon and the computer will move the game on a month. The castles of
the comPuter-controuecl characters will each appear as their turns are

completecl You w1H not l)e aIJle to Proceecl unless eacll I'mman c.llaracter l)as tal(en a

turn.

The results of the month’s activities are reported at the bottom of the screen and graphic

sequences (]el:nict dragons (rePresentet] I:oy coloured LaHs) moving across the map of
Anrca attaclLinS wﬂages ancl, Perl‘laPs, fjsl'ltms eacl'l otl'ler.

If you have set your clrason on a training mission this will take Place at this point (for
which you will need a joysticlc Plugged in). (See Dragon Assignm_ents).

Somel:imes, before moving on to the next month you will be told that a village has

g ¥ g
offered you a reward in return for l'lelPing them. ney may oﬂet you more than one
type of reward so click on your choice and then on the red arrow to accept.




Cl‘noose tl-u.s icon if you wish to save a gametoa l)lank, formatted disk
to resume at a later time. Notice tl'xat t}l.is icon mﬂ often ﬂasll to

remind you to save.

Choose this icon if you with to abort a game. You must confirm your
decision - click on the red arrow if you agree to abort, the cross if you

JO not.

THE CASTLE SCREENS

nce you have clicked on your Character Icon from the Main Game Screen
you will arrive at your character’s Castle Screen. There are three such

screens, one for each of tl'ne clmraders.

From your lofty castle you will carry out your tasks using the icons at the bottom of the
screen. | he one on the far left shows your character. By clicluns on the middle six

icons YOU are al)le to (IO a numl:er Of tl’lings, after EaCll time returruns to tl‘lc Castle

Screen. (ne cross icon takes you back to the Main Game Screcn).




You may access tl'lese areas in any orcler you clwose (allllouslm we suggest you start I)y
loo]ﬁ.ns at them in the order that these instructions are wril'ten). There 15 no
re(lui.tement to carry out all tlle taslu eacll montl'l - altllousll you must Jo at least one

tlxins to be considered to have taken a turn!

The Lil)rary

At the start of the game and after each month it is advisable to take stock of the current
situation and this is done l)y consulting your Iil:rary.

C]—icld.tls \Viu meal your montlll}r account (tl'le srecn [)OOL). YOU may 3130 Stu(ly
current affairs (red book) and magic stock (PurPle book). Ciick{ns on the book/arrow

iCOl'lS allows YOLI to turn Page.s Of tl'xe bOOk& wlnere relevent.

Accounts. Montl'l.ly sPenclins is crucial to your success and you
must I:su(lset car::fully. Any visiting tra(lers arrivi.ns at your castle are

rePorted l1ere as are t.l'le wllereal')outs Of }VOLII‘ clrason.s ancl, very




nuousilout the game each character is Lmng taxed l)y the Great Lords at a rate of 2
gelcls per montll. T'llere is a furtl’ler tax of 1 SeH per montl'l for Ea(.‘ll cfragon you liave
and a further se_ld for each village in your possession.

Current Affairs. Current battles, which influence events and may

lnelp you suppiement your income, are rePortecl here. So are news of
llostages (rescue of wl1.icl1 wxﬂ l)nns you a rewarcl), tlle whereal)outs
of itinerant barbarians (be careful!) and vi“agcs that have been established or deslroyed.

Tllroug}lout tl'u: game tlm races of People tl'lal Populate rjifferent villascs l)attle wntl-x
Ot]‘ler races. Sometime.s one vinage w1.u conquer another ancl tlle victors Mn.].l repopulate
Ll'lc latte_r W‘ltll tlleir own race Of People. If one of tlm tluee cl‘laracters in tlle game owns
the victorious viﬂage r_hey will now also own the \ranc_luisl'xed one.

The Population of vi].lages normauy grows. As v:.llages grow into towns tlley spawn
new villases which have all the same characteristics (excePt location and PoPuIation

size) of their parent. Again, if a character owns the parent town tl\e}f will also own the




Magic Stocli. This shows the current stock of ingrec!ients n your

alchem}r store, essential f()l‘ the manufacture Of SPEHS.

Dragons

Entering this sector allows you to monitor the attributes of your dragon.s - wisciom,
eyesigl'nt, strengtl-x, age, health, disease and sPce(I - and to cast sPells to cl‘lange them.
Once into the clr‘ason section you arrive at the part of your castle where the clrasons‘
lairs are located. You start with one clrason sleePins in the top left-hand lair and, as the
game progresses and you successfu”y breed more, tl'le)' will occupy the other cells.

To see wl'u'cll ciragons you currently possess move your Pointer across tl'u: ]air cloors and

tl'xe tlra Oﬂ.i’ names Wlll I)E sl'lown in tlle r ]’lt-l'lal'l(l anel. TO cllecl& tl‘le current state Of
8 g B

your (lrason,s at‘tril:mtes Cll(‘J( on its Ce_[.l (100!'. T'l'le screen WI.I.I sllow tlle drason and }'Ol.l

can pass the Pointer over its [)ocly to see its state.

It you wish to cast a speﬂ on your drasons to cl-nanse their attributes

click on the SPEH icon. For information on how to cast sPcHs see the

Spell Book.




Egg Incubation

You will start the game with one clrason and twenty eggs. It is
necessary for your character to have clragons to progress (ancl you
need at least three to win) and clragom are often killed Jurins the
game. Therefore it is essential to start l)reedins clragon.s from your eggs immediately.

This is done in the ESS Incul::atiorl room of your castle.

You are al)le to incul)ate up to four eggs at any one time. To |:'o tl-ns
clicl& on one of t}le egg icons at tl'le l)ottom of tlle screen. Move your
Poinh:r to tl'u: centre of tl’xc screen ancl clicl( asain S0 t]'lat t]'le egg is
Placccl in tl‘xe incul)ator.

Esss require heat to incubate so don’t forget to do this or t}u:y will not hatch. To set
the temperature control, Place the pointer on the small wheel at the risl'lt of the screen.
Clmlc on the 1eft mouse l)utton am] at Ll'le same time move tl'le Pointar up over tl’le riglut
side of the wheel. (If you are using a joysticl‘ press fire and PIJS]'I uP). The wheel
should now turn and the gauge at the far right should indicate the heat level. By using
this method in opposite directions on the wheel you are able to increase or reduce the
heat.




An egg will take a number of months before it hatches ter
tliis wi“ lxaPPen Howe\rer, lu:at costs money and tl‘le more you are using at one time
the faster your financial resources are l')eing dePleted. You must therefore choose a
balance between llatcl'lins eggs and runmng down your finances. If your money is

clePletecI your egg w1].l not lmtcl'i. An eggona Iow l'1eat mll tal&e many montlls to llatcll
l‘)ut Wlll e\rent‘uany l)e stronger.

Each time you return to the Esg Incubation room the l'lourslass in the top left will

show the proportion of time taken so far in nurturing the egg.

If you wish to incubate another of the four eggs, or to inspcct a

di.fferent one in incubation click on the relevant egg icon at the bottom

Of tl1€ screen.

On each egg incubation screen is a crystal ball icon. Click to cast
sPeHs aﬁectins the characteristics of the Jragon once it hatches. Read
the S Peﬂ Book for more h'xformation.

A.t tl'u: encl Of tl'u'.- relevant montln )VOU ‘h"l'.!l IJE tOld tlmt one Of your esss i& llat(‘]‘l.l:ﬂg after
Wllic.l’l you Wil[ Le asl(ecl to SiVE tl'xe new clragon a name. '11115 may l)e uP to Eisl'lt
4 -_:i : » . ;; swr 03 . @ T
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characters with no spaces and must not be the same as an existing name. When it
llaPPem, you \rnﬂ also see t.l‘le Ot}ler cllaracters’ eggs l'latcl’lins (I}Otl1 lluman ancl
COmPUtﬁr Plﬂ}'ers).

TI’RCIEI'S
Traders will often visit your castle and it is from them that you are

alale to I:iuy furt}ler stocls.s of insrec[ients for sPel].s. H a tra(ler is outside
your Castle tl‘le door icon on your Castle Screen w1|.l l)e lit up.

YOLI are not Ol)].lsed to l)uy anytl'u.ng. ]] }'OU dOﬂ,t tl‘le tracler Wll.l leave ancl return later

in the game.

Once you have clicked on the door icon you will be Presente(l with a screen sl'lowing
you tlle tra(ler, wlrmt lle l’las to OHer, tl’lt’.‘ Price.s ancl l’lOW muc]‘l money you llave. I_f you
now (lecic!e not to I:my an)rfjﬁ.ng c].lcl& on tlle cross to return to tl'le Castle Screcn.

Vi you wish to Luy sometl-nins click on the up arrow next to the item. The down arrow

aﬂows you to recluce tl’le amount you wisl'x to l)uy. You can only I)uy items Yyou can
afford.




ODCE‘ )'OLI l'xave set your transaction ClICI{ on the arrow to confirm }’OUI‘ Purcl’lase, after

wlxicll you w1].l return to tlle Castle Screen.

Casting Spells

To be successtul in the gameit is imp‘ortanl that you become proficienl
in the use of alchemy. A.ltl':ouglx you may Play Dragons Breaths
witl'lout tl’le use Of magic, your Performance wi.u I)e greatly en.l’lance(] :.f
you learn how to mix sPe“s. If you are competing against computer Players, tl-my will

most certainl}r use masic to improve their game.

CI.ICIU.IIS on the crystal ball icon on your Castle Screen takes you to your Speu
R.oom aml tllere Yyou can cast spe.“s to increase your money and egg suPPl}'. AJso, on
Particular screens you vn.“ have a cr}'stal l)a].l icon and these allow you to direct sPcHs at
vinase_s, clrasons and eggs.

TO leam al)Oth castms SPE!].S yOU Wlll neecl to rea(l tl\e SPEH BOOl&.




n tl'u.s section of tlie game you are alz)le to sam a view of tl'xe
area of Anrea arouncl tl'u: mountain anc| see wllere towns ancl
wnases are Iocated to know wlucln of tl-u: tl’u’ee cllaracters

owns tl’lese settlcmcnts 311(1 to SEal'Cl'l t]’lc lﬂ.ﬂ({ ancl gam control Of Parts Of it.

MHPS
Having clicked on the scroll icon on the Castle Screen you are Presentecl with a
Perspective view of Anrea. In the centre stands your ultimate goal, Dwart Mountain,
and to the west, north-east and south the three castles of Bachim, Qureod and
A metrin. Click on the masnifying glass icon and the map will sl'xow,
in miniature, the settlements of the country. Each castle flies the
combatant’s ﬂag - red, green or blue - and, as each character gains
control of the vi“ages each will also show the relevant ﬂas. Now

move your [-:uointer over the map and, having chosen a section, press the fire or left cursor

l:utton .

This next screen shows the Detail Map of Anrea. BY cliclxins on the four Points of

tlle CO]‘HPQSS you can malu: tl‘le map SCI'OU arouml tl’le Iand.




In many areas of fj‘le map you can see ]1ut sy'ml)ols wl'licl'l eacll represent a town or
v-illage with their colouss representing the race of the inhabitants.

As you move )’our Poi.nter over tlle maP, tlle Pane] on tl’:e risllt Of tl'le screen w:ﬂ sl‘tow
tlle type of lancl anc' tl’le cli.stance from your c.astle. When you move tl'm Poirm:r onto a
hut syml)ol the Panel will also show the name of the settlement, its race, Population, and
a sraclins of inc[ustry or yeomanry.

Cl.icki.ns on vi].lasc syml)ol Wi.l.l Procluce a vicw Df Paﬂ Of t]'le vil]age.
Try clicldng on different viﬂases and notice how some village.s have
more advanced I:mildings than others. On this screen you can see a
sPeu icon I)y wlljcll you cast a sPeH on tl'u: vi.“asc. Sce tl'u: Casting S Pe].ls section for

further information.

When you return to tl'xe Detail MaP in sul‘)sequmt montl'ls, a coloure(l square

surrouncling a vi.“ase indicates ownersl'n.ip L}r a Player. A l:lragon syml;o] within the

square indicates that the character's clragon 1s guarcling that location.




Taxes

I.f the current Player oOwWIns tl'le vi.uase, two l'xorizontal I)ars are sl'mwn al)ove tl‘le villase.
Tl'ne f_'u‘st is tl‘m tax rate wl‘licll contro].s l‘lOW mucll money you W’Ilsll to talxe from tl'm
villase. C].ICIK an)rw}nere on this bar to clmnse it. The lower bar shows the resistance of
the Pcoplc which will grow in proportion to the rate of tax. When this gets too l-us]n
tlley vnll rl’:\folt. T}'ley can not revolt, Lowever, 1f a (.lragon 15 suardins tl‘le village.

R.eturn'mg to the Detail Map, at the bottom of the screen are three
icons. Cl‘mose the scrou wllen you want to return to tlne Previous
PersPechve view of A.n.rea and Ll'le Cross icon when you WISl‘l to return

to tl-le Castlc Screen Clxck on tlme Jragon eye lf you want to go rau:lmg wnth {Iragon

Attacking Or Conquering Villages
OHCE you I‘la\fe cllcl&ecl on tl'u: (:lragon Eyﬂ yOI.l \V'i-]-l be Pl’CSEl’lte(l Wi'.l‘l

= a new icon tllat you cllclc on to clwose: wlucln of your drasons you
H wxsll to use. You w:J.l start tlxe game w1tl'l on.ly one clragon l)ut :.f au
goes weu, as tl-m game progresses, you vnu Lreed more. Cincls on tl-u: left or ngiu groups




of ccH cloors and you \-nu cycle tl'l.rousl'l your current ciragons, detai]s ot wlli(.‘l'l are
Sl’lOWI‘I in tl’le tOP ng]\t Panel. WI'len YOI.I h:we a numl‘)er Of Jragons }'ou wtll l)e a]:le to
set eac_l'x one Of tllem cliHerent tasl&s each montl'l.

Now, if you wish to raid a town or vi.l.lase click on your target on the
map. Two icons will appear beside the map. The top icon, the cloor,

allows you to go Lacl( one step 1f you cllange your mincl. ne lowcr
icon, the ﬂas, allows you to select either “ Attack [viuase] Conquer and Keep” if you
w1sl1 to own tl'le settlement or “Attack [\n.llase] R.etum after Taslk” l.f you onl)r want to
raid it.

It 1s POSSI‘)]C for YOU to seml your dragon to a Iocation suardecl or I.ll'l(lel‘ attaclt l))i‘

H.I'lOtl‘lCl’ cl‘uaracter‘s ciragon. WI'IEII tl’lis I‘laPPEﬂS tl'lere Will l)e a [igl'lt l)erween tl'le two

which the stronger will win. You cannot send your (lrason to a location Suartlecl By

3]‘10[]12[ Of your own drasons.

Once you ]'Iave siven the clragon its orclers t]'u:re are two metlzocl.s l)y Wi‘li(‘l‘l you can
carry this out: either to let the computer do this automalica“y, or, if you Prefer a spot of




joysticl( action you can control the Jragon yourse_lf l)y cliclcins on the “Trainins” box.

(Reacl al}out Trainins missions later in this section).

If you decide to let the computer simulate the action you must first choose the amount
of “Zeal" - tl'lat 1s tl'le amount of energy your clrason mﬂ exPend - l)y clu:lnng on one
of tile tl'xree l)oxes. Greater zeal means more cllance Of success Iz)ut costs a lot of clrason

llealth, thus exl’lausti.ns, am}, in extreme cases, kiuins it. (In the case of a trainins

mission the level of zeal is in the hands of the Player and therefore this will not need to
be set).

You must lu].[ a certain percentage of tl'te Population to succee«;]. Your clragon‘s
attributes and the a[:ility of the inhabitants of your target will influence the outcome.
Whether you guicle your clragon on a Training mission or choose a computer
simulation, there is no guarantee of success, which is c|ePenclent on many factors.
Dur'ms a mission your clrason may die, or if mcrely unsuccessful in caPturins the

tarset, w1].l return to its 1ai.r to sleeP

The mission itself will not ar:tually take Place until you return to the Main Game

Screen, click on the hour slass icon and move the game on a month.




Once you l'xave re‘l‘umed to r.l'le Castle Screen, ancl camecl out ot}ler taslu tl’lat you may
wish to do, return to the Main Game Screen. Once each of the human Players has
talcen tl'lﬂ.r turn Yyou can cln:]& on tl’le ]'lour slass icon anci, as tlze computer moves tl'u:
game on a month, the action you have set up will take Place. You will see each of the
three character's clrasom ﬂy out from the castles to carry out their missions.

If your rlragon was successful in conquering a vi].lage it will stay there until recalled in a
sul)se(luent month. (Read about recauing Jragons later in this section).

Training Missions

If you have chosen a Trainhg Muission for your clragon this will take Place after you
have clicked on the hour slass icon on the Main Game Screen.

Have your ioysticls reaJy for some arcacle-style action. You will control your Jragon
ﬂying over the countrysicie, [iglqt'mg the defenders and destroying enougll of their
settlement in order to capture it. As you (leslroy I:iuil(linss the Popu[ation of the viﬂage
will decrease. Notice how different types of settlements defend themselves in varying

ways (lePenclins on their level of teclmology.




Note that, aitlwugli you view your clrason from above, it is actuauy Lreatl-nins its fire
Jiagonauy down. Therefore, if you aim to cle.stroy somethins on the grouncl it must be
some distance in front of you for the fire to be effective, whereas something that is in the
air must be close to your clragon to be clcstroyecl.

The four abacus bars on the ris!'lt of the screen sllow (Erom top to Lottom) clrason
healt]-n, breath power, vinage PoPulation, and advancement level of the vinagc. Your
Pla}rins al)i.[ity will effect the wisdom of the drason.

The mission will automatically end when either you are successful in carryins out your
task or your drason is killed. You can abort the mission L}r Presshg either the space bar
or left mouse button. Any other ]te}r will pause the action.

Rewards and Hostage Missions

You w1!.l see l:)y looldng in tlme Current Aﬁairs Loo]& tl'lat tlu'ouslwut tl'le game t]‘le
settlements of Anrea are continuaﬂy fisluing each other.

If you successfuﬂy send a dragon to raid a viuase that is figluing another the second




viﬂage will offer you a reward. You will receive the reward at the end of the month.
(See the hour siass icon section of the Main Game screen for further cletai].s).

You may hear news of a viﬂagc l-mlt]ing a l-lostase from another and you may attempt a
rescue mission l)y cjicld.ng on the settlement. If you are successful a reward will be given.

Searclu'ng The Count.ryside

As the game progresses and you have conquerecl a number of villages you may well
have discovered the location of parts of the Talisman. However, it is quite Possil)le you
l'navc I)cen successful in outlastins tlu: Of_llel' cl').aracters yet l’lave still not locatet] al] tllree
parts. If you cannot locate them in the viﬂage.s you will then have to search the
countryside.

To carry out a search you must start in the same way as when attacldns or conquering
vi].lases: goto the Detail Map and choose your dragon. Now, instead of clicl(ing ona
villase, click on the piece of countryside you wish to search. By clicld.ng on the ﬂag you
can C}'c!e l:)et'ween “Searc]'l Re‘tum Aftcr Tasln” ancl “Searcll Conquer ancl Kee[)“.

In search missions there are no adversaries and therefore it is not relevant to set the level

of Z eal, nor is it Possi!:)le to carry this out as a training mission.




Normauy it will be necessary for your Jrason to land (in other words, conquer the

piece of countryside) to find the Talisman. However, if you have a dragon with goocl
eyesigl-lt it will Pml‘)al‘:l}r be able to find it witllo_ut landing.

Recalling Dragons

Hyour clragon lla.s I:)een ona Com.]_uer and KeeP mission you may wish it to return to
its lair.

From tlle Detai] MaP screen c’icl( on t]-le drason eye icon. H you lmvc more tlxan one
clrason you win, as usual, be Pre.sentecl with the small Jragon,s lair icon. Usins tlﬁs,

cycle tl'u'ousl'l your (Iragons to clloose the one you wxsl\ to return. If you onl}r l'lave one
(lrason ancl it is away from its lair tlﬁs stase W].ll I)e IJyPassecl.

Once the relevant Jragon has been chosen its location will be shown on the map (note
that the surrounclins countryside is blanked out). By clicldns on the door or ﬂag icons
you may togsle between “Stay On Guard” and “Return To Lair”.

The ﬂig]-lt back to the lair will take a month so this Parﬁcular Jragon will not be able to




tl’le encl of tl’lE montll.

Finding Parts of the Talisman

Tt is Po.ssil:le that part of the Talisman may beina viﬂage that you are attacjni.ng but
unless your dmgan has Particulariy scod cyesisllt it will only see it if it actuauy

conquers and lands there. The only way to know that you have found it is |Jy n:fering to
the Accounts Book in your Iil)rary.

When a drason finds a piece it will l)elong to whoever has possession of the area and a

sul)se(luent l!attle may mean tlxat ownerslli{) 1s lost to 3n0tller cl'n.aracter.

Eﬂ(.'l Of t]1e Turn
Om:e you I‘Lavc comPleted au tlie laslts you wisil to undertalu: in a

Particular month click on the cross to take you from your Castle
Screerl l)acl& to tl’le Mai.n Game Screen. If tl\ere are otllcr lluman
Players tl\ey can tal&e tlleir turns an& Wl‘lEl’l eacl-x lms llacl a turn tlle game can move on a

month. This process continues until, eventuall)-', either one Player wins or each of the

players has lost all their money and (lragons.

1




THE END OF THE GAME

(@ he game will finish when either:

1. A character wins l)y lmvins three drasons each S'ua:dins a part of the
Talijman- Wlleﬂ tllis occurs t_l'le PIHYEI’S l:lnaracte_r w'ill I}ﬁ automatically talu’.‘n
to t_l'ne T]'u'one R.oom of tl'xe Grl:at Castle at t]'le toP of Dwarf Mountain to learn tlle

ultimate secret of immortality.

or

2. Ifa game is Leins Playrcl with human Players, each human will lose when tl')ey no
Ionser luwe money nor Jrasons. In tl‘ﬁs case tl'le game w:ll encl wl'len tlle last l’mman
finished their Play. (In the case of a game with no human Players the game will

continue until either a character wins or all three have lost)












