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(~' ar, far away lies the land of Anrea, a Place

4 governecl l)y the Great Lords. Within the land
of Anrea stands Dwarf Mountain and since

the [)eginning of time the mountain has been the
source of evil forces. While the more distant parts of Anrea
have (leveloPe(l and Prospere(l, the countryside surroun(ling

tlle mountain llas always l)een l)eset l)y war an(l famine.

Legend 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
Lorcls Permit tl’lem to ﬁg}lt to win entry to the Great Castle.

-



THE OBJECT OF THE GAME

(‘ ﬂ he ol)ject of Dragons Breatl’x is for a Player to find (and l(eeP) the parts of a
talisman that aﬂows entry to the T}lrone Room.

Tllese three Palts of t]1e Talisman are scatterecl t}lroughout tlle land
surroun(ling the mountain énd may only be found l)y clragons. The patrts cannot l)e
move(l until au three are guar(lecl l)y one Playerys dragons, au at the same time.
Tl'xerefore a Pla}/ must Lave at least three (lragons to win. T}le first ol)jecﬁve of tl'xe

game, tllcrefore, 15 to breed dragons and to create an income to do this.

DISKS AND LOADING

Disks, disk drives, mouse and joysticl(

ﬂ ragons Breatll comes on a number of (Jisl{s (two for tlle Amiga, tl’lree for tl’le
4 ST) The program will work on both single and multil)le disk drive systems

and will automaticauy detect how many drives are connected. If your

configumtion rccluires that you need to swap disks (luring gameplay it 1s important

to only do this when divected and not at other times.

If tl'le screen slloulcl start to ﬂ.«lSl’l re(J an(J ]Jlacl&, tllen you llave eitl'xer removed a clisl( at

the wrong time which must be replace(] or the disk may have an error.

You may use either a mouse or a joysticl{ to Play most of the game [)ut only a joystick
can l)e use(] for tll€ ol)tional arcade section. We recommend l'laving l)ot}x Plugge(l 1t aml

using mainly the mouse.

Loading the game
(Amiga Version)

Switch off machine for at least tllirty seconds. Plug mn a joysticl&, a mouse — Or
Prefera[)ly I_)otl’l — into tl'xe relevant Ports. Insert disl( one nto (lrive DFO: an(l switch
on. 1f you have a second drive put disk two into it. After a few seconds the title page
music and credits will Begin and continue until you press your joysticl( fire button or left

mouse hutton. If you (Jonyt start tlxe game it wiu eventuaﬂy go nto (lemo mode.
On t}xe ]Couowing screen you will l)e asl&ecl to type na Password Entry.

The screen also confirms your system configuration. If any Prol)lems with the disks are

detected you will be informed at this Point. If this haPPens check your disks and drives

or rel)oot.

Press tl’xe fire or ]eft mouse Lutton to continue.

Loading the game
(Atari ST version)

Switch off machine for at least tllirry seconds. P]ug in a jOYSTiCl(, a mouse — or
Preferal)]y both — into the relevant ports. Tnsert 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 l)egin and continue until you
press your joystick fire button or left mouse button. From then follow the on-screen

yrompts.
promy

From the ttle sequence, if you don’t start the game it will eventua“y go into demo

II]OCIC.

Playing a Saved Game

Dragons Breatll can tal{e a very long time to Play an(l, unfortunately tlxere may l)e
otller tl’xings tllat you llave to do in life. It 1s tl'lcrefore l)()ssil)le to save tl’xe game at

certain Points to resume at a later time.

Game saves should be made onto a Manl&, formatted disk — so don't forgct to format
another disk before stading to Play. It you are uncertain how to do this, refer to your

comPuter)s user manual.
To resume a Previous]y saved game you should click on the disk icon on the P]ayer
Choice screen.
Function Keys
The fouowing function l(eys may be used:

Fl - toggles soun(l on/oﬁ

F9 - toggles Picture fa(le between normal ancl fast



PLAYERS

here are three characters in Dragons Breatil, each of which can be Playeci }3}’
either a human Pia}rer or i)y the computer.

The t]aree characters are Bac]’xim the Aichemist, Oureod the Sile-VamPire and

Ametrin the Green Beast. Tilrougilout the game, wherever one of the cilaracters 1s
indicated (sucl’l as ownersini[) of a w'liage t)y one of tiiem) this is done i)y a colour: blue
for Bachim, green for OQureod and red for Ametrin.

THE PLAYER CHOICE SCREEN
Starting a New Game

he three Dragonmasters are (iispiaye(i, s]qowing their name and colour. Fach
has a small ixuman—figure icon: if you click on this you can toggle between the
iluman an(i com[)uter symi)ols. If less tilan tl’lree l’xuman Players are

PaxticiPating the remaining characters should be set to computer control.

Demo Mode

I_f you stay on tl’xe Player Cl’loice Screen witilout continuing, tlie game wiﬂ
automatically go mto clemo mode. To escape from (lemo mode press tile ESC l(ey of

your computer and tl’le (iemo wiH a[)ort silortly afterwar(is at tile en(i of tl'xe next montl’x.

Restoring a Saved Game
Do not set the characters (as detailed ai)ove) but dick on the disk icon at the bottom of

the Player Chosice screen and follow the instructions to restore your Previous Position-

THE MAIN GAME SCREEN

(‘ﬂ he game is divided into montils, with nine months mai(ing an Ora (or game
year). During eacl'x month the tl'Lree characters must tal{e a turn (wiiicl'l wi-u
haPPen automaticaﬂy for any comPuter-controued cilaracters) to mai(e
decisions and carry out tasks. Once each Player has taken their turn the computer will

mal&e a].l tl’le necessary calculations anci Proceecl to tile next monti'l.

H more tl’lan one l'luman Pla}ler Participates you may wisl'l to agree i)efore starting not to
look at the screen while certain strategic decisions such as setting up dragon missions or

casting sPeHs are i)eing made i)y OPPonents.

At ti’le start of tl’le game an(i at tile t)eginning of eacl'x montl'x you wiﬂ fl_mi yourse].f at tl’xe
Main Game Screen. Ti'lis shows a generai map of tixe area of Anrea surrounding
Dwarf Mountain, tile current montil anci Ora, and six icons at tl’lf: i)ottom of t]'xe

screen.

Tile tlﬁree cl'xaracter icons,
with human-controlled

characters sl’xown lit up, are

on tiie left.

Click on your character and you will Procee(i to a screen silowing 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 quitting the Castle Screen. Then the next human Player

can take their turn by clicl(i_ng on their character icon.

Once each of tile l'xuman Players l'xas tal(en tixeir turn, CliCl( on tilis

iCOIl an(i tl'xe comPuter Wlll move tl’le game on a montl'x. T}le castles Of

o tl’xe comPuter~controHe(i cl'laracters Wlll eacl'x appear as tiieir turns are
comPlete(i. You will not i)e aue to Procee(i uniess eacl'l l'xuman cilaracter ilas tal(en a

turn.

The results of the month’s activities are rePorte(i at the bottom of the screen and graPiiic
sequences clePict dragons (rePresente(i i)y coloured Lalls) moving across the map of
Anrea attacl(ing villages ami, PeriiaPs, fighting each other.

If you have set your dragon on a traim'ng mission this will take Place at this Point (for

which you will need a joysticl( Pluggecl in). (S ee Dragon Assignments).

Sometimes, before moving on to the next month you will be told that a viﬂage has
offered you a reward in return for ilelPing them. ney may offer you more than one

t}rPe of rewar(i sO Ciick on your CI’lOiCC an(i tl’xen on tile recl arrow to accePt.



Choose this icon if you wish to save a game to a Llanl{, formatted disl(
to resume at a later time. Notice that this icon will often ﬂasl'x 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 l’xave clicl(ecl on your Cllaracter Icon from tl'xe Main Game Screen
you w1ll arrive at your c}laracter’s Castle Screen. T]qere are three sucl'l

screens, one for eacll of tl’le Characters.

From your lofty castle you w1H carry out your tasl(s using tl'xe icons at tlxe l)ottom of t})e
screen. Lhe one on the far left shows your character. By cliclcing on the middle six

1cons you are aue to (lo a numl)er of things, after eac11 time returning to the Castle

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

You may access t}lese areas 1n any or(ler you cl'xoose (altl’lougll we su ggest you start l)y
lool-&jng at tl’lem n the orcler that these mnstructions are written). T]'lere 15 no
re(luirement to carry out aH tlle tasl&s each month - although you must (10 at least one

tlling to l)e considered to }xave tal(en a turn!

The Lil)rary

At tlle start of t}le game am‘l after each montl’l it 1s advisalxle to tal(e stocl( of t}le current

situation and tlxis 1s clone l)y consulting your lil)rary.

CLclung wiﬂ reveal your mont]rlly account (tl)e green t)ool(). You may also stu(ly
current affairs (red l)oo]x) and magic stock (PurPle l)ool(). Clicl(ing on the book/arrow

icons aﬂows you to turn Pages of tlle l)ool(s wl'lere relevent.

A ccounts. Montl'xly sPen(ling is crucial to your success and you
must l)u(lget Carefuﬂy. A_ny visiting traclers arriving at your Castle are

rePOItecl here as are tl'le wllerea[)outs of your dragons an(l, very

imPortantly, lf a part of tl'le talisman exists in a viﬂage un(ler your Control.

nrougllout tl’le game eacl’l cl’laracter is l)ei_ng taxecl b}r the Great Lor(ls at a rate of 2
gelds per montlx. quere 15 a furt}xer tax of 1 geld per montl’x for eaclx dragon you Lave
and a further geld for each viuage n your Possession.

Current Affairs. Current l)attles, wl'n'ch inﬂuence events and may

I'ICIP you suPPiement your income, are I‘CPOI‘teCl l'lere. SO are news Of

]aostages (rescue of wllich wiﬂ l)rmg you a reward), tlle whereal)outs
of itinerant barl)arians (l)e carefu“) ancl villages that l'xave Leen estal)lisl'led or (lestroyecl.

T]’Lrougllout the game tl’xe races of PeOPIe tllat PoPulate (liﬁerent viﬂages l)attle Witl’l
other races. Sometimes one viuage will conquer another and the victors will rePoPulate
the latter with their own race of PeoPle. If one of the three characters in the game owns

the ViCtOI‘iOLlS viHage tlleX Wlll now also own tl’xe vanquisl'xed one.

The PoPulation of vi]lages normally grows. As vi]lages grow into towns tl’xey spawn
new viﬂages wlqicll l'xave aH tl’xe same characteristics (excePt location and PoPulation
size) of their parent. Again, it a character owns the parent town tlley will also own the

new wﬂage .

Magic Sto(‘l(. This shows the current stock of ingre(lients m your

alcl’lem}f store, essential for tl—le manufacture of sPells.

Dragons

Entering t]ais sector aﬂows you to monitor tl’le attrihutes of your clragons - wisclom,

eyesig}lt, strengtl'x, age, l’x&alth, disease ancl sPee(l - an(l to cast sPeHs to change t]rlem.

Once into t]rle dragon section you arrive at tlle Part of your castle w}lere tlle (‘lragons7
lairs are locate(l. You start Witl’l one dragon sleeping in tlle toP le.ft-llancl lair an(l, as tl)e

game Progresses an(l yOU successfully l)reed more, tlley Wlll OCCUPY tl’xe other ceus.

To see which dragons you currently possess move your Pointer across tl1e lair cloors an(]
t}le (lragons7 names Wlll l)e S}IOWTI n the rigllt-}land Panel. To c]’xecl( tlle current state of
your clragon’s attril)utes clicl{ on its cell door. Tl'xe screen w:ﬂ show tl’xe (lragon an(l you

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

I_f you wislq to cast a sPeﬂ on your (Jragons to Claange t}leir attril)utes
clicl& on tl’xe sPeH icon. For information on l'xow to cast sPeHs see tl'xe

Spell Book.




Egg Incubation
You WLH start tl’le game Wit}l one dragon an(l twenty eggs. It s

necessary for your c]rxaracter to Lave dragons to progress (and you

need at least tluree to win) ancl dragons are often kiuecl Cluring tl'le
game. Therefore it is essential to start breecling dragons from your eggs immediately.

This iS clone 111 tlle Egg Incubation room Of YOUI castle.

You are al)le to incul)ate up to four eggs at amy one time. TO (Jo tllis
clicl( on one of tl'xe egg icons at the bottom of t}le screen. Move your

Pointer to the centre of tl’xe screen an(l clicl( again SO that tlle egg 1s

Placed n t})e incubator.

Eggs re(luire l’leat to incu[)ate $O don)t forget to do this or tlley Wlll not hatcll. To set
tl'le temPerature control7 Place the Pointer on tlle small wlleel at the r‘ight of t}le screen.
Clicl& on the left mouse l)utton an(l at tlle same time move tl’le Pointer up over tl’xe rigl')t
side of the wheel. (If you are using a joysticl( press fire and Push uP). The wheel
sl'xould now turn aml the gauge at the far rigllt SLOUI(] indicate tl’xe heat level. By using

this method in oPPosite directions on the wheel you are able to increase or reduce the

l'xeat.
An egg wiﬂ tal(e a number of months l)efore it ]’latCl’lCS. ne higller tl’le laeat tlxe faster

tl'xis w111 llaPPen. However, l'xeat costs money ancl tlle more you are using at one time
tl’le faster your financial resources are Leing dePletecl. You must t}xerefore choose a
balance between hatching eggs and running down your finances. If your money is
(JePlete(J your egg wi_u not hatch. An egg on a low heat wiu tal(e many montl’ls to hatch
l)ut w1H eventually l)e stronger.

Each time you return to tlle Egg Incubation room the Lourglass n the toP left wiu

Sl’lOW tl'le Proportion of time talien SO far in nurturing t}le egg.
If you wish to incubate another of the four eggs, or to insPect a
diﬁerent one in incubation CliCl( on the relevant egg icon at tlxe bottom

of tl’le screen.

On each egg incubation screen is a crystal ball icon. Click to cast

sPeUS aﬂecting tl’le clflaracteristics of tlle clragon once it l’xatclles. Reacl
the S PeH Book for more information.

At the end of the relevant month you will be told that one of your eggs is l'xatching after
which you will be asked to give the new dragon a name. 1 his may be up to eight

characters with no spaces and must not be the same as an existing name. When it
lanPens, you will also see the other characters’ eggs ]'mtcl'xing (Loth human and
comPuter Players).

Traders

Traders will often visit your castle and it is from them that you are

able to l)uy further stocks of 'mgredients for spells. If a trader is outside

your castle the door icon on your Castle Screen will be lit up.

YOU are not 0[11156(1 to l)uy anytl'xing. If yOU dOﬂ’t t]’xe tm(]er Wlll leave HHCI return later

i the game.

Once you have clicked on the door icon you will be })resented with a screen sl'xowing
you the trader, what he has to offer, the Prices and how much money you have. If you
now decide not to l)uy anyt}ling click on the cross to return to the Castle Screen.

If }’OU WlSl’l to l:)uy sometl’xing CliCl{ on t}‘le UP arrow next to tl’lt‘ item. Tlle (JOWI’I arrow

’(lllOWS }’Ou to reduce the amount you Wlsl’l to l)uy YOL[ can OIlly I)UY items YOU can

afforcl.

Once you have set your transaction clicl( on the arrow to confirm your Purchase, after

Wl’llCl’l you Wlll return to tl'xe Castle Screen.

Casting Spells

TO l)C SUCCCSSfUl il’l t}le game it iS iml)ortant tl’xat YOU become PI‘OﬁCiCI‘lt

n tl’le use of alcl)emy. Alt]lougll you may Play Dragons Breatl’ls

without t}le use of magic, your Performance wiH l)e grcatly enllance(] if
you leam how to mix sPeHs. H you are comPeting against comPuter Players, tl’ley will

most certainly use magic to imProve their game.

CllCl(lng on tl’xe Crystal l)au iCOn on YOUI' Castle SCI‘CCI’I tal(es yOll to }’OUI' Sl)ell
Room an(l tl’xere }’OU can cast SPBHS to increase YOUI‘ !DOHE}’ ?ln(J egg SI.IPPIY. AlSO, on
Particular screens you WL]_l l'xave a crystal bau 1con QI]CI these allow YOU to clirect SPQHS at

vﬂlages, (JI‘QSOHS al’ld eggs.

To learn al)out casting sPeHs you wiu need to read t}le SPeH Bool&.



MAPS AND DRAGON ASSIGNMENTS
(7 n tl'xis section of tlie game you are al)le to gain a view of tl-xe

area of Anrea around the mountain and see where towns and

villages are locate(l; to l(now wl'iicli of tl1e tllree cl’laracters

owns tllese settlements; an(i to searcl1 tl'ie lan(l an(l gain control oi Parts of it.

Ma S
Having clicked on the scroll icon on the Iéastle Screen you are Presenteti with a
PersPeCtive view oi Anrea. In tlie centre stan(ls your ultimate goal, Dwarf Mountain,
ancl to tlle west, nortl'i-east ancl sout11 tlie tl'iree castles ol Bacliim, Oureod an(l
Ametrin. Click on the magni_iyi_ng glass icon and the map will sl'iow,
in miniature, the settlements of the country. Each castle flies the

coml)atantys ﬂag - re(i, green or l)lue - an(l, as eacl’x cl'iaracter gains

control of the villages each will also show the relevant ﬂag. Now
move your Pointer over the map an(i, liaving chosen a section, press the fire or left cursor

utton.

This next screen shows the Detail MaP of Anrea. BY clicl(i_ng on the four Points of

tl’le Coml)ass you can mal(e tlie maP scroll arouncl tlle lan(l.

In many areas of tl'ie map you can see l'xut symlwols wliicl'l eacli rePresent a town or

village W‘itl’l tlxeir colours rePresenting tl'xe race of tl'ie inlial)itants.

As you move your Pointer over tlie map, tl'le Panel on tlie riglxt oi tl’l€ screen will Sl’lOW
tl'le ty})e of lan(i anfl the (listance lrom your castle. Wlien you move tl'xe Pointer ontoa
l'iut syml)ol tl’ie Panel will also Sl’lOW tl'ie name of tlle settlement, its race, Po_[)ulation, an(i
a gra(iing of inclustry or yeomanry.

Clicldng on village syml)ol will Produce a view of part of the village.
Try clicl(ing on different villages and notice how some villages have

i more a(lvanceci l)ml(imgs tl'lan otl'ners On tlus screen you can see a
sPell icon l)y wlucl'x you cast a sPell on tlle wllage See tlie Castmg SPells section ior

furtlier m_iormation

Wl'xen you return to tlie Detail MaP in sul)sequent montlisy a coloureci square
surroun(iing a vi_llage indicates ownersl]_iP l)y a Player. A (iragon syml)ol within the

square indicates that the character’s (lragon is guar(ling that location.

Taxes

H tlie current Player owns tlie village, two llorizontal l)ars are slxown above tl'le village.
The first is the tax rate which controls how much money you wish to take from the
village. Click anywlqere on this bar to cliange it. The lower bar shows the resistance of
the PeoPle which will grow in proportion to the rate of tax. When this gets too liigli
tliey Will revolt. Tliey can not revolt, liowever, 1f a ciragon 18 guar(ling tlle village.

Retuming to tl’ie Detai_l MaP, at tl’ie l)ottom of tlie screen are tliree

icons. Choose the scroll when you want to return to the Previous

PersPective view of A_nrea an(l tlie Cross icon wlaen you wisl'i to return

to the Castle Screen. Click on the (iragon eye it you want to go raicling with a (iragon.

Attacl(ing Or Conquering Villages
Once you llave clicl(e(l on tlie (lragon eye you will l)e Presentecl witl’x

a new icon that you click on to choose which of your (iragons you

wisl'i to use. You mll start tl’ie game witll only one (lragon l)ut 1_f all
goes well, as tlie game progresses, you w1_ll l)reecl more. CliCl{ on tlle left or rigl'it groups

oi cell cloors an(i you w11l cycle tl'xrougli your current clragons, (ietails ol Wl’liCl’l are
sl'lown in tlie toP riglit Panel. Wllen you liave a numl)er oi (lragons you will l)c alJle to

set eacli one of tl’iem difierent taslcs eacll montli.

Now, if you wish to raid a town or village click on your target on the

map. Two 1icons will appear l)esi(ie tl)e map. Tl'ie top icon, tl'xe cioor,

allows you to go l)acl( one steP ii you cliange your mimi. Tlie lower
icon, tl’ie ﬂag, allows you to select eitlier “Attacl( [village] Conciuer ancl Kee[)” ii you
Wisll to own tile settlement or “Attacl& [village] R,eturn aiter Tasl{n ii you only want to

raid it.

It 18 Possil)le lor you to sencl your dragon to a location guarcle(i or uncler attacl( l)y
anotl'ier cl'xaracter,s clragon. Wl'ien tlw_is l’iaPPens tllere will l)e a iigllt l)etween tl1€ two
Wl‘]_iCl'l tlie stronger will win. You cannot senci your (iragon to a location guar(ie(l l)y

anotl'ler 0]c your own (iragons.

Once You liave given tlxe (iragon its orclers tliere are two metliods l)y Wl’liCl’l y'ou can
carry this out: either to let the computer do this automatically, or, it you Preier a spot of



joysticl( action you can control the dragon yourself [)y clicl{ing on the uTraining” l)ox_
(Rea(l about T'raining missions later in this section).
8

If you decide to let the computer simulate the action you must first Cl’lOOSC the amount
of “Zealn — that is the amount of energy your clragon wiu exPen(l - l)y Clicl(ing on one
of t}le three Loxes. Greater zeal means more Chance of success l)ut costs a lot of clragcm
l'xealt}l, thus exl’xausting, and, n extreme cases, l(illing it. (In tl'xe case of a traimin

mission the level of zeal 1$ in tlle han(ls ol( tl’le Player an(l therefore tllis wiﬂ not nee(l to

Le set).

You must kill a certain percentage of the PoPulation to succeed. Your dragon,s
attributes and the al)ility of the inhabitants of your target will influence the outcome.
Whether you guide your (J,ragon on a Training mission or choose a computer
simulation, there is no guarantee of success, which is depen(lent on many factors.
During a mission your (lragon may clie, or if merely unsuccessful in caPturing the

target, will return to its lair to sleeP.

The mission itself will not actually take Place until you return to the Main Game

SCI‘CCI’), CliCl( on tl‘le l’lOLI[‘ glass iCOI] ancl move tl'xe game on a mOl’lt}l.

Once you have returned to the Castle Screen, and carried out other tasks that yowmay
wish to do, return to the Main Game Screen. Once each of the human Players has
taken their turn you can click on the hour glass 1con and, as the computer moves the
game on a montll, tlle action you have set up will tal(e Place. You wi]l see eacl'x of tlie

three characterys clragons ﬂy out from tl'te castles to carry out t}xeir missions.

If YOUI‘ (JI‘}]SOII was SLlCCCSSfUl ill COH(JUCI‘iIIg a wllage it Wlll stay there until recalled ill a

sul)se(luent mont}l. (Read al)out reca”ing (Jragons later n tl’nis section).

I‘raining Missions

If yOU l'lave Cl’lOSQl'] a Training Mission for your Aragon tllis WIH tal(e Place after YOI.I
l'lave clicl(ed on tl”le l’lOUI‘ glass iCOIl on tl’le Main Game Screen.

Have your joysticl( 1‘eady for some arca(le-style action. You will control your dragon
ﬂying over tl'le countryside, ﬁg}ltmg tl'le (lefenders an(l clestroying enough of t}leir
settlement in orcler to caPture it. As you destroy l)uilclings tl'le Population of the viﬂage
will decrease. Notice how different types of settlements defend themselves in varying
ways clePending on their level of teclulology.

Note tl’xat, althougl’z you view your (lragon from al)ove, it 1s actuaﬂy l)reatl’ling its fire
(liagonauy clown. Tl'lerefore, 1f you aim to (lestroy sometlling on t}le ground 1t must l)e
some distance in front of you for the fire to be effective7 whereas sometl’ling that is in the

alr must ‘)e close to your dragon to be destroyetl.

Tl'xe four al)acus l)ars on tl’le rigl'xt of tl'le screen S}lOW (from toP to 1)0ttom) dragon
l'xealtll, breatl’l power, viﬂage PoPulation, and advancement level of the viuage. Your
Playing al)ility will effect the wisdom of the dragon.

The mission will automatically end when either you are successtul in carrying out your
task or your (lragon is killed. You can abort the mission l)y Pressi_ng either the space bar
or left mouse l)utton. Any otller l(ey w1ll pause tl’le action.

Rewards and Hostage Missions

You will see l)y loolu'ng in the Current Affairs book that tl’lrougllout the game the
settlements of Anrea are continuauy figl'xting each other.

If you successfully send a clragon to raid a viuage that is figllting another the second

vﬂlage WIH OHCI" YOU a rewar(l. YOU Wlll receive tl’le rewar(l at tl’le end Of tl’xe montl'l.
(See the lflOuI' SlaSS iCOIl section Of tl'xe Main Game screen fOI' furtller details).

YOU may hear news Of a wllage lrxoldmg a l'lostage from anotlrler an(l yOU may attemPt a

rescuc mission L)Y CllCl(mg on tl’le settlement. If YOU are SUCC&SSfUl a reward WIH L)e given.

Searching The Countryside

As the game progresses and you have concluere(l a number of villages you may well
have discovered the location of parts of the Talisman. I‘Iowever7 it 1s (luite Possil)le you
llave l)een successful in outlasting the otller cl’laracters yet have sti” not locate(l aﬂ tl1ree
parts. If you cannot locate them in the viuages you will then have to search the

Countryside.

To carry out a searcll you must start in tl’le same way as wl’xen attacl(ing or con(luering
viuages: go to t}1e Detail MaP an(l cl'xoose your Aragon. Now, insteacl of clicl&ing on a
viﬂage, clicl& on tl'le Piece of countrysi(le you wish to search. By clicl(ing on the ﬂag you
can Cycle l)etween “S earch R,eturn After TaSl{” and uS earch Concluer and Keel)”.
In searc}l missions there are no adversaries and therefore it 15 not relevant to set tl’le level

of Zeal, nor 1s it Possil)le to carry this out as a trainjng mission,



Normally it will be necessary for vour dragon to land (in other words, conquer the
Y ry Y < 9

Piece of countryside) to find the Talisman. However, it you have a dragon with goocl
eyesight it will Prol:)al)ly be able to find it without 1an<li_ng.

Recalling Dragons

If YOUI‘ clragon has l)een on a Con(luer and KCCP mission you may WlSl’l it to return to

its lair.

From the Detail MaP screen click on the clragon eye icon. If you have more than one
clragon you wiﬂ, as usual, l)e Presentecl witl'x tlle smau dragon’s lair icon. Using tl’lis,
cycle tllrougl'x your dragons to CI’IOOSC t}le one you wisl'x to return. If you only Lave one
(lragon and it is away from its lair this stage will be l)ypassed.

Once the relevant (Jragon llas l)een Cl’lOSCn its IOCatiOI‘l WIH l)ﬁ Sl’lOWIl on tl're ma}) (note

that tl're surroun(ling countrysi(le 18 l)lan_l(ed out). BY clicl&ing on tLe (loor or ﬂag tcons
you may toggle l)etween “Stay On Guarcln and “Return To Lair”.

The ﬂig}lt back to the lair will take a month so this Particular clragon will not be able to

carry out any further tasks until the fouow'mg turn. You will see it return to the lair at

tlle en(] of tl’xe month.
Finding Parts of the Talisman

It 18 Possil)le t}lat Part of tlle Talisman may l.)e n a vi”age tl’lat you are attacl(ing l)ut
unless your dragon llas Particularly good eyesigl’rt it wiu only see 1t if it actuauy
conquers an(l lan(ls tl'rere. ne only way to l&now that you l’lave found 1t 1s l)y refering to
tlle Accounts Bool& n your lil)rary.

Wlﬁen a (Jragon fm(ls a Piece it W].H belong to WIIOEV(’_‘I‘ lmas POSSCSSiOD Of tllC arca an(l a

sulee(luent l)attle may mean tl’rat ownershi[) 18 Iost to anot}ler clxaracter.

End of t}le Turn

Once ou have com Iete(l aU the tasl&s ou wish to un(lertal(e n a
Y P Y
Particular mont11 clicl( on tl1e cross to tal(e you from your Castle

Screen l)acl( to t}re Main Game Screen. H tl’rere are otl'rer Luman

Players tlley can tal(e tl’leir turns and wl'ren each 1’135 11ad a turn tlle game can move on a

month. This process continues until, eventuaﬂy, either one Player wins or each of the

Players has lost au their money an(l (lragons.

THE END OF THE GAME

(‘ ﬂ he game will finish when either:
1. A character wins by having three dragons each guar(ling a part of the
Talisman. When this occurs the Playens character will be automatically taken
to t]'le Tl’lrone Room of tl’xe Great Castle at tl’le toP of Dwarf Mountain to 1earn tlle

ultimate secret of immortality.

or

2. Ifa game 1s being Playecl with human Players, each human will lose when they no
longer Lave money nor Jragons. In tl’lis case tl're game w1ll encl wllen tlﬁe last l’luman
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).



Dragons Breath
PC Version Addendum

Loading the Game

The game comes on two 3.5" disks or four 5.25" disks. You may run the game from

the disks, or install it on your hard disk.

o To run the game from floppy disk, put Disk 1 in Drive A and type:
A:

DBREATH

e To install the game on hard disk, put Disk 1 in Drive A, log onto the root directory
of your hard disk (usually by typing C:\) and type A:INSTALL. The install routine
will create a sub directory called DRAGONS and the game can be run by logging
to this directory and typing DBREATH.

Graphics
Dragons Breath will normally autodetect the best available graphics card and use
that. You can force the program to use a particular card by typing:

DBREATH VGA for VGA

DBREATH EGA for EGA

DBREATH TGA for Tandy

DBREATH CGA for CGA

DBREATH HGA for Hercules

but it will crash if the requested card is not available.

Sound
The ADLIB board or Tandy sound chip will be used if available the internal bleeper
will be otherwise.

Input

Input is by Mouse (Microsoft or compatible), joystick (analogue or Amstrad keyboard

joystick) or keyboard (cursor keys on numeric keypad; Home, End, Pg Up, Pg Dn as

diagonals; SPACE for fire)

e CTRL-ESC will quit the program.

e F1 will toggle sound ON/OFF.

o F9 does nothing on the PC version.

o In the arcade sequence any key except the direction controls and fire will toggle
pause ON/OFF.

Saved Games
Games can be saved as described in the main manual onto either a blank formatted
disk or your hard disk

Protection Routine

Dragons Breath includes a special off-disk protection routine. Occasionally, the
game will ask you to type in a word, giving a reference made up of page, word and
line number,— locate the reference in the list towards the end of this manual and type
in the appropriate word.

SPELL CASTING

Spells can be cast throughout the game, to improve egg and money supplies,
increase population etc., or to adversely effect your opponent.

Spells are created using natural ingredients, which can be mixed in many ways.
You must build up your own "recipe book".

Spell ingredients are stored in the Spell Room: move the mouse pointer over them
to reveal their name and quantity.

Preparation and effect of spell is determined by the method of preparation. The
various equipment is also in the Spell Room, from left to right: Cutter, Grinder, Mixer,
and Normal. There is a Bunsen Burner also: click on ring just above base and adjust
flame by moving the pointer upwards.

You can also use the condenser: click on the knob below the bowl and move your
pointer up or down to adjust.

When burner and condenser are set at required levels, click on desired ingredient
drag to selected apparatus and click again to use a measure.

Take care: some combinations can be explosive! Remember to reset equipment
after every mixing.

Basic Spell-Casting

Select what you want to cast a spell on prior to mixing by clicking on the Crystal
Ball icon below the screen: if the screen is a dragon screen, the spell mixed will be
cast on a dragon, if it is a village screen,the spell will be cast on that village and so
on. To increase money and egg supplies, click on the crystal ball on the castle
screen.

Spells have to have two parts: a "Director”, which determines where the spell will
be cast and an "Affector”,which determines what it will do.

Thus, to make a dragon faster, select an ingredient which is a good dragon
Director, and one which is a good speed Affector. A table of ingredients, split into
Directors and Affectors is included to help you, it also shows how the method of
preparation will make ingredients stronger or weaker in their effect.

Be warned ! Spells can have side effects ! To prevent them you may have to cast
more than one spell, or mix in extra ingredients from the traders who visit your castle.



Dragons Breath comprend une routine de protection spéciale. De temps aautre le
jeu vous demadera de rentrer un mot, d'aprés une référence de page, de mot et de
numéro de ligne. Localisez la référence donnée et rentrez le mot approprié
Dragons Breath beinhaltet keinen Kopierschutz auf Diskette. Gelegentlich wird Sie
das Spiel unter Angabe der Seite, der Zeile und der Nummer des worts im Handbuch
bitten, ein bestimmtes Wort einzutippen. Finden Sie anhand dieser Angabe das
entsprechende Wort, und tippen Sie es ein.

ALORS, pagei15, linet, word 4

MOUNTAIN, page 6, line 7, word 2 ROUGE, page 15, line1, word 13
THAT, page 8, line 8, word 4 SON, pagei19, line5, word 6
MAP, page24, linet, word 6 JETER, pagei19, Iline8, word 2
BEING, page 13, line3, word 4 SERA, page 14, |line4, word 1
EGG, page 20, line 5, word 3 {UMAINS, page 14, line1, word 5
TAX, pagei17, line2, word 8 CHAQUE, page21, Iline3, word 1
ACCESS, page16, line1, word3 TYPE, page25, line4, word 3
OTHER, page21, lne2, word7 DRAGON, page28, line2,  word1

PARTIES, page24, line?2, word 3
DEUX, page27, lineS6, word 5
AM, page65, Iline65,  word1
SELON, page30, line4, word 2
PERDUE, page34, Iline3, word 3

CELL, page26, Iline1, word 2
TWO, page26, line5, word 2
ICON, page15, Iline1, word 3
CLICK, page15, |lines5, word 2

HUMAN, page14, line1, word § .

ALCHEMY, page18, line2,  word1 T'f,“l’_'sg' page 8. :!"9 g' “’°$ l

CASTING, page5  line8, word1 »pagesd,  1nes,  wo
ACCOUNTS, page 5 line 2 word 2 VERLASSEN, page63, line5, word 2
MONTH' page 3'2 line 2' word 5 NACHDEM, page62, Iline3, word 1
! ’ . ! JOYSTICK, page62, Iline7, word 4
DRAGON, page 28, I!ne 6, word 3 TEIL, page 66, line 3, word 3
THE, page28, line2,  word6 SPIEL. page42 line6.  word5
CONTENTS, page 4, I!ne 1, word 1 WIRD, page43, line5, word 2
SCREEN,  page 8, I!ne 1, word 3 KONTEN, page 39, line 2, word 4
EFFECT'VE, page 29, line 3, word 12 JEDEN page 50 line 6 word 2
AIR, page29, line4, word 1 ,M: page 52: line 1: word 1
GAME,  page 4, line S, word 3 ZEIT, page52, line3, word 4
OUT, page32, line1,  word2 GEWACHSEN, page52, line6,  word1
DETECTED, page9, line 1, word 1 GETROFFEN, page48, line 3, word 2
REBOOT, page 9, line 2, word 2 ANKLICKEN, page 49, line 3, word 1
FIRE, page9, line 3, word 3 ROTEN, page49, line3, word 3
OF, page26, linel,  word1 EINEN, page59, line1, word 4

CYCLE, page26, linet, word 7
METTAIT, page8, line 1, word 4
JOYSTICK, page8, line 4, word 5
BOUTON, page9, tine 4, word 6
VOTRE, page?9, line 1, word 7
MODE, pagei2, |line1, word 1
MONTAGNE, page13, line§, word 1
SONT, pagei3, line7, word 2
TOUT, pagei17, line6, word 1
INCUBER, page20, linel, word 3
CURSEUR, page?20, line3, word 1
OEUFS, page20, line5, word 2
VOUS, page20, Ilinel11, word2
POUVEZ, page16, Iline6, word 2
DES, pagei16, line1, word 1



KéY 10 SPELL EF¢6CT 1aBLES

Dormal

A squore (M) in the top
left quadrant ehowe the
effect of adding an

ingredient as “normal.”

Miging
A square in the botfom
right quadrant shows
the effect of miking an
ingredient info the
spell formula.

=4

Cutting

A square in The top
right quadrant shows i
the effect of cutting an |
ingredient into the {
spell mikture.

Grinding
A square in the bottom
left quadrant shows
the effect of grinding
an ingredient into the
spell concoction,

{tree Kinds of markers indicate the results of the
various methods of combining spell ingredients.
1he closer 2 marker is 40 the center of the circle,
1he more negative the effect; the closer 1o the
circumference, the more positive the effect.

begree

8uneen Triangles on the vertical axis show the I
A deqree of positive or negative effect l
when gou use the bunsen barner to heat |

the ingredient. j

Condenser Small circles on the horizontal axis
o show fhe degree of positive or meqative |
effect when ou use the condenser to

ool the ingredient.

A square shows the degree of positive
. or negatfive effect when you prepare an
ingredient by that quadrant's method.
Do square means no effect.

LEGENDE DES TABLES DES EFFETS DES SORTS

Dormal Cutting

Un carré dans le quad-
rant supérieur droit
montre les effets d'un
ingrédient coupé.

Un carré dans le quad-
rant supérieur gauche
montre les effets de I'a-
Jout d'un ingrédient.

Miking Grinding

Un carré dans le quad-  f
rant inférieur droit mon- |
tre les effets d'un ’
ingrédient mélangé.

Un carré dans le quad-
rant inférieur gauche
montre les effets d'un
ingrédient moulu.

Trois sortes d'indicateurs montrent les résultats des
différentes méthodes de combinaison des ingrédients.
Plus le marquer est proche du centre du cercle, plus
l'effet est négatif; plus il est proche de la circon-
férence, plus I'effet est positif.

Degree Une carré montre fe degré de positivité ou de |
] négativité de t'effet lorsque vous préparez ]
un ingrédient selon le quadrant concerné. i

U'absence de carré signifie 'absence d'effet. |

8uneen Les triangles sur les axes verticaux mon-
- trent le degré de positivité ou de négativité
de I'effet lorsque vous utilisez le brileur
Bunsenpour chauffer lingrédient.

Condeneer oo rotits cercles sur les axes horizon-
o taux montrent le degré de positivité ou de

négativite de I'effet lorsque vous utilisez

le condensafeur pour refro:drr l'ingrédient.

\'W s
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Ein Viereck im linken, oberen €in Viereck im rechten,
Quadranten zeigt die Wirkung  oberen Quadranten zeigt die
einer “normal” zugegebenen Wirkung einer Zutat an, die
Zutat in das Zauberrezept an.  geschnitten in das :
lauberrezept gegeben wird. | Sals tlagian Rasqon Ceeocor Sals Magion Rasqon . Ceeocor Sals Magion Rasqon Ceeocor
Biging Brinding i blega Magoery  Kairmende lgele Dlega Magoem  Kairmende lgele blega Magoem  Kairmende lgele
€in Viereck im rechten, €in Viereck im linken, unteren i
unteren Quadranten gibt die Quadranten gibt die Wirkung
Wirkung einer Zutat an, die einer Jutat an, die dem
in das Zauberrezept geruhrt lauberrezept gemahlen

wird. zugeqeben wird. { Win Irin Pfoss Jaluem Win irin Pfoss Ialuem Ohin Irin Pfoss Jaluem

Drei arten von Markierungen zeigen die Ergebnisse der ver-
schiedenen Methoden kombinierter Zauberzutaten an. Je ndher ¥
die Markierungen dem Mittelpunkt des Kreises sind, desfo neg- | Haloros Mionacal Ceiter Snir. Haloros Mionacal Ceifer

ativer ist die Wirkung; je naher sich die Markierungen am
KreisauSeren befinden, desto positiver ist die Wirkung. Q
Fanveer

Cadoam Seagte @rolig Yasin Cadoam Segte frolig Yasin Cadoam Seagte @rolig

Chife Oreaanse Sadiel

O
O

Haloros Mionacal Ceiter

begree €in Viereck gibt den Grad positiver oder nega- |
™ tiver Wirkung an, wenn Sie eine Zutat mit dieser |}
Quadrantenmethode praparieren. €in fehlendes

Viereck bedeutet: Keine Wirkung.
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Fanveer Molmar {hott

Fanveer Molmar 1hoft Sgael Molmar 1hoft

Buneen  Dreiecke auf der vertikalen Achse zeigen den
a Grad positiver.oder negativer Wirkuog an, wenn
Sie den Bunsenbrenner benutzen, um die Zutat
zu erhitzen.

OLE
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O
D
O
&

Condenser Kieine Kreise auf der horizontalen Achse geben
[} den Grad positiver oder negativer Wirkung an,
wenn Sie den Kondensator zum Kahlen der Jutat |
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Chife Oreganse Sadiel Chife Oreganse Sadiel
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