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ar, far away lies the land of Anrea, a Place
govemed lby the Great Lords. Within the land
of Anrea stands Dwarf Mountain and since

the l)eginning of time the mountain has been the

source Of C'Vil fOI'CCS. W}ﬁle tl’xe more distant Parts Of Anrea

l)ave develoPed anc[ PI‘OSPCI‘C(J, the countrysicle surrounding

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

Legencl 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\t to win entry to the Great castle.




THE OBJECT OF THE GAME

@ he ol)ject of Dragons Breath is for a Player to find (ancl l&eep) the parts of a

talisman that allows entry to the Throne Room.

These three parts of the Talisman are scattered tl'u-ousllout the land
surrounding the mountain and may only be found l)y clragons. The parts cannot be
moved until all three are guarclcc] Ly one Player,s Jrasons, all at the same time.
Therefore a Play must have at least three (lragon.s to win. Lhe first ol)jecﬁve of the

game, tl‘nerefore, is to breed clragons and to create an income to do this.

DISKS AND LOADING

Disks, disk drives, mouse and joysticl(

ragons Breath comes on a number of disks (two for the Amiga, three for the
BST) The program will work on both sinsle and multiple disk drive systems

ancl Wlll automatimlly detect l‘lOW many Jrives are connected. If )’Olll'

confisuration requires that you need to swap disks duri.ng gameplay it is important
to only do this when directed and not at other times.
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If the screen should start to flash red and black, then you have either removed a disk at
the wrong time which must be rePlacet‘l or the disk may have an error.

You may use either a mouse or a joysticl( to Play most of the game but only a joysticl(
can be used for the oPtional arcade section. We recommend luvins both Plugger] inand
using mainly the mouse.

Loading the game
(Amiga version)

Switch off machine for at least thi.rry seconds. Plus in a joystic](, a mouse — or
Preferal)ly both - into the relevant ports. TInsert disk one into drive DFO: 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 Lesin and continue until you press your joystic]s fire button or left
mouse button. If you don’t start the game it will eventually go into demo mode.

On the fouowins screen you will be asked to type in a Password Entry.

The screen also confirms your system confisuration. If any Prol)lem.s with the disks are




detected you will be informed at this point. If this LaPPens check your disks and drives

or rel)oot.

Pre.ss tl’le fire or left mouse Lutton to conti.nue.

Loading the game
(Atari ST version)

Switch off machine for at least tlmirry seconds. Plug in a joystick, 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 [Jes'm and continue until you
press your joysticl( ﬁre l)utton or left mouse l)utton. From tl':en fouow tl:e on-screen
prompts.

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

mocle.




Playing a Saved Game

Dragons Breat]'l can tal(e a very long time to Play and, unfortunately tllere may l)e
other tlﬁnss that you have to do in life. It is therefore Possi“e to save the game at

certain points to resume at a later time.

Game saves sl’lould l)e macle onto a Hanl(, formamec] Jlsl( - SO don’t forset to format
anotl'ler Jlsl( l)efore starting to Play. If you are uncertain l’lOW to (]o t}ﬁs, refer to your

comPuterys user manual.
To resume a Previously saved game you should click on the disk icon on the Player
Choice screen.
Function Keys
The following function l(eys may be used:

Fl - tossles sound on/ off
F9 - tossles picture fade between normal and fast




PLAYERS

here are tlu'ee cl'xaracters iﬂ DI'ZSOI’IS Breath, eacl’x Of Wllicl’l can IJE Playecl [))'
ei!l’xer a l‘luman Player or Ly ll’le comPuter.

The three characters are Bachim the Alchemist, Oureod the Slie—VamPire and
Ametrin the Green Beast. T]u‘ousl\out the game, wherever one of the characters is
indicated (sucll as ownersliip ofa viuase l)y one of them) this is done Ly a colour: blue
for Bachim, green for Oureod and red for Ametrin.

THE PLAYER CHOICE SCREEN

Startins a New Game

he three Dragonmaster.s are c]isplayed, slmwing their name and colour. Each
has a small human-figure icon: if you click on this you can toggle between the
I’mman ancl comPuter meols- If 1?.55 tllan tl’u’ee lluman Plﬂyﬂs are

PanidPatins the remaining characters should be set to computer control.




Demo Mode

If you stay on the Player Choice Screen without continuing, the game will
automaticauy go into demo mode. To escape from demo mode press the ESC l(ey of
your comPuter ancl tl’le Jemo wxu al)ort shortly afterwartls at ll\e end of tlle next montl\.

Restoring a Saved Game

Do not set the characters (as detailed a[)ove) but click 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

he game is divided into months, with nine months making an Ora (or game
& 8 &
year). Duri.ns each month the three characters must take a turn (wlxich will
l'mPPen automatically for any comPuter-controueJ c]maracters) to make
decisions and carry out tasks. Once each Playcr has taken their turn the computer will
make all the necessary calculations and Proceed to the next month.




If more than one human Player participates you may wish to agree before starting not to
look at the screen while certain strategic decisions such as setting up clrason missions or

casting sPell.s are l’)eins made l)y opponents.

At the start of the game and at the l)esinnins of each month you will find yourself at the
Main Game Screen. This shows a seneral map of the area of Anrea surrounc]ins

Dwarf Mountain, the current month and Ora, and six icons at the bottom of the

The three character icons,

with human-controlled

characters shown lit up, are

on tl\e lef(

Clicl( on Your cl'laracter ancl you Will Procee(‘l to a screen sl‘lowins }'our Castle 3nd anew
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 l:y clxcluns on their character icon.




Onnce each of the human Players has taken their turn, click on this
icon anJ tlle computer w1u move tl’xe game on a montl‘l. ne castles of
tl'le comPuter-controuecl cllaracters w1u eacl'x appear as tlleir turns are

comPe. You mll not l)e al)le to Proceed un]ess eacl'\ l\uman clmracter lms tal(en a

turn.

The results of the month’s activities are rePoneJ at the bottom of the screen and Sraplﬁc

sequences JePict Jrasons (rePresented Ly coloured [‘)aus) moving across the map of

Anrea attacldns anscs and, Perlwps. ﬁsl:tins eacl‘t otl’xer.

If you have set your (‘rason on a training mission this will take P]ace at this point (for
which you will need a joystick Plusged in). (See Dragon Assisnments).

Sometimes, before moving on to the next month you will be told that a villase has
OHCI'CJ You a rcwartl in return {Of l’lelping tl’lem. Tl’ley may oﬁer YOU more tl’lﬂn one
tYPe 0{ reward SO Click on Yol.ll' cl’loice an(] tl'len on tl’ie red arrow to 3CC€Pt.




Choose this icon if you wish to save a gametoa blank, formatted disk
to resume at a later time. Notice that this icon will often flash to

remind you to save.

Choose this icon ifyou with to abort a game. You must confirm your

decision — click on the red arrow ifyou 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 Wi.].l arrive at your cl’\arader,s Castle Screen. Tl’lere are tl’lree Suc-l'l

screens, one for eacl\ of tlle c}mracters.

From your lofty castle you w1u carry out your tasl(s usins tl\e icons at tl:e l)ottom of tl:e
screen. ne one on the far left Sl’lOWS your character. By cllclung on the micldle SIX

icons you are able to do a number of tlmings, after each time returning to the Castle

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




You may access these areas in any order you choose (altlxousl'x we suggest you start l)y
looldns at them in the order that these instructions are written). There is no
requirement to carry out all tl'xe taslu eacl‘ montl1 = altl\ousll you must Jo at least one

tllins 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 consultins your li‘)rary.

Clicl(ins will rcveal your montllly account (tl'le sreen l)OOl()- YOU may 3].50 Study
current affairs (red l)oolt) and magic stock (PurPle l)oolc). Clicldns on the book/arrow

icons allows you to turn pages of tlle laoolu wllere relevent.

Accounts. Mont“y .sPem]inS is crucial to your success and you
must l)udget carefu”y. Any visiting traders arriving at your castle are
Orted l'lere as are tl)e wl'lereal)outs Of )'Ol.ﬂ' dl’asom and, Ver)'




nrousl\out the game each character is Leing taxed l)y the Great Lords at a rate of 2
selds per montl'n. Tl'xere is a furtl’ler tax of 1 Seld per moml'l for eacll Jrason you l’xave
and a further geld for each \n'llage in your possession.

Current Affairs. Current l)attles, wlﬁcl‘l inﬂuence events and may
llelp you supplement your income, are rePorth here. So are news of

llostages (rescue of wl’xicl'\ mll l)rms you a rewarcl), tlne wl’lereal)outs
of itinerant barbarians (l)e carefu]’) and vi”ases that have been established or Jestroyed.

Tlu‘ougllout tl’:e game tl:e races of PeoPle tl\at PoPulate diﬁerem viuases l’)anle w1t11
otl'u:r races. Someﬁmes one viﬂage 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 victorious viuage t}wy will now also own the vanquislmed one.

The PoPulation of villages normany grows. As viuages grow into towns tlley spawn
new villases which have all the same characteristics (excePt location and Population

size) of their parent. Again, if a character owns the parent town they will also own the
new ViIlaSE-
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Magic Stock. This shows the current stock of insreclients in your

alcl\emy store, essential for the manufacture of speus.

D ragons

Entering this sector allows you to monitor the attributes of your clrason.s - wisdom,

eyesigln, streng!l-x, age, health, disease and sPeed — and to cast SPEUS to clunge them.

Once into the Jrason section you arrive at the part of your castle where the Jragons'
laies are located. You start with one Jragon sleePinS in the top left-hand lair ancl. as the
game progresses and you successfully breed more, tl\ey will occupy the other cells.

To see wl’licl‘l (lragons you Currently POSSCSS move your Pointer across tl'le lair doors and
the drasonsy names will be shown in the risht-l:an& panel. To check the current state of
yout (lrason,s attl'il)utes Clicl( on itS Cell AOOI’- Tl\e screen will Sl\ow ‘l’le !Jrason ancl YOU

can pass the pointer over its Lody to see its state.

If you wish to cast a sPell on your Jragons to change their attributes
clicl( on d’ze speu icon. For information on Low to cast sPe”s see tl'le

Soell Bodk,




Egg Incubation

You will start the game with one drason and twenty eggs. It is
necessary for your character to have Arasons to progress (am] you
need at least l}uee to win) and drasons are oflen l&iﬂed cluring tl'le
game. Therefore it is essential to start l)reed'ms Jrasons from your eggs immediately.

This is done in the Egs Incubation room of your castle.

You are al:le to incul)ate up to four eggs at any one time. Lo do tl'us
click on one of tl’le egg icons at tl'le l‘)oﬂom of tl1e screen. Move your
Pointer to tlw centre of tlw screen an(l clicl( asain SO (lut tlle egg is
Placed in the incubator.

Esgs require heat to incubate so don’t forset to do this or tlley will not hatch. To set

e temperature control, Place the pointer on the small wheel at the risl'xt of the screen.
Click on the left mouse button and at the same time move the pointer up over the riglmt
side of the wheel. (If you are using a joysticl( press fire and Pusl1 uP). The wheel
should now turn and the gauge at the far rislxt 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 w1u tal&e a numl,er of montl'xs l.)e

this will luPPen. However, heat costs money and the more you are using at one time
the faster your financial resources are l)eing dePleteJ. You must therefore choose a
balance between lmtcl\ins eggs and running down your finances. If your money is
Jepletec' your egg will not hatch. An eggona low heat will take many months to hatch
l)ut wxu eventually l)e stronger.

Each time you return to the Ess Incubation room the }iourg]ass 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 inspect a
different one in incubation click on the relevant egg icon at the bottom

Of !l’le screen.

On each egg incubation screen is a crystal ball icon. Click to cast
sPeH.s aﬁectins the characteristics of the Jragon once it hatches. Read
t]’lc SPcu Bool& for more informa(ion.

At tlne encl of tlle relevant montl‘t you w1ll l)e tolcl tl‘lat one of your eggs is l’xatcl'dns after
w]'ucll you w1u be asl(ed to sive tl\e new drason a name. Tl-..s may be up to eisln
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characters with no spaces and must not be the same as an existing name. ‘When it
lxaPPens, you will also see the other characters’ eggs Latc]mins (l';otl-x human and
computer Players).

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

able to Luy further stocks of insretlients for sPeu.s. If a trader is outside

YOIJI’ castle tl’xe (1001‘ iCOl’l on yOUl’ Castle SCI'ECH W‘l.ll Le kt IJP.

You are not ol)lised to l)uy anytl’u.ng H you (Jon’t tl’\e trac(er wxu leave anJ return later

in the game.

Once you have clicked on the door icon you will be Presentec] with a screen .sllowi.ng

you tlﬂe trader, wlmt ]me has to offer, tlme Prices am‘l l’lOW muclx money you l’L’iVC. If you
now decide not to Luy anyt.l:ins click on the cross to return to the Castle Screen.

If you wish to buy sometl'xins click on the up arrow next to the item. The down arrow

allows YOU to I‘CJUCE tl’le amount yOU W'lsl’l to Luy. YOU can only l)l‘y items YOU can




Once you have set your transaction click on the arrow to confirm your Purcllase, after

which you will return to the Castle Screen.

Casting Spells

To be successful in the game it is imP'ortant that you become l)roficient
in tl'xe use of a]cllemy. Altllousll you may Play Dragons Breatlls
witl'\out tlle use of magic, your Pcrformance wi” l)e sreat]y en}lancecl J
you learn how to mix speu.s. If you are comPetins against computer Players, tlley will

most certainly use magic to improve their game.

Clickins on ‘l’le Crys'al Ball icon on }’Oul' Castle SCI'ECH taLes YOU to your SPCU
Room an tl’lere YOU can cast SPC].]S to 'anrease your moncy an(! e% SUPPIY- .AlSO, on
Particular screens you will have a crystal ball icon and these allow you to direct speus at
Villﬂses, drasons and E%S.

To leam al)out castins spells you wxu need to reaCI tl’le SPell Book.




CZ( n this section of the game you are able to gain a view of the
4 area of Anrea around the mountain and see where towns and

villases are [ocatecl; to know which of the three characters

owns these senlements; and to search the land and gain control of parts of it.

Maps
Havins clicked on the scroll icon on the Castle Screen you are Presented with a
perspective view of Anrea. In the centre stands your ultimate soal, Dwarf Mountain,
anJ to t‘le west, nortl'x-east ancl sout]n tl'le tlu'ee castles of Bacl'lim. Oureod and
Ametrin. Click on the masnifying Slass icon and the map will show,
in miniature, the settlements of the country. Each castle flies the
combatant’s ﬂag - recl, green or l)lue = antl, as eacl\ cllaracter sains
control of the viﬂages each will also show the relevant ﬂas. Now
move your Pointer over the map and, lqavins chosen a section, press the fire or left cursor

utton.

Tl\is next screen S"IOWS tl’\e Detai] MaP Of A.nrea. B)’ clicldns on d’le four POi.I’ItS Of

tl’\e compass you can mal(e tl'le map scrou aroum‘l tlme ]and.




In many areas Of t.l'le maP }’OI.I can see l’lut syml)ols Wl’liC]"l eacll rePrescnt a town or
village with their colours representing the race of the inhabitants.

As you move your pointer over the map, the panel on the risl1t of the screen will show
the type of land and the distance from your castle. When you move the pointer on to a
hut syml)ol the pane] will also show the name of the settlement, its race, Population, and
a Sm(ling of inclustry or yeomanry.

Clxcluns on viuase syml)ol will Producc a view of part of the vil]:lge.
Try clicldng on different viuases and notice how some viﬂages have
more advanced Luiltlings than others. On this screen you can see a

SPEll icon l)y Wl’llCl'l YOU cast a SPﬁll on ll)e viuase. SEE tLC Castins SPCHS section f()l'

further information.

When you return to the Detail MAP in sul)sequent months, a coloured square
surrounc'ins a viuase indicates ownerslxip l)y a Player. A clrason syml)ol within the
square indicates that the character’s clrason is suarding that location.




I_[ tl‘le current Player owns tl’le villase, two l'xorizontal l)ars are sl\own al)ove tl'\e viﬂage.
The first is the tax rate which controls how much money you wish to take from the
villase. Click anywl-nere on this bar to clxange it. The lower bar shows the resistance of
the People which will grow in proportion to the rate of tax. When this gets too l'ugl:
tlmey will revolt. Tlney can not revolt, however, ifa drason is suardins the village.

Retumi.ng to tl)e Detai] Map, at t]’\c l)ottom of tl’\e screen are tl’xree

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

perspective view of Anrea and the cross icon when you wish to return

to the Castle Screen. Click on the drason eye if you want to go raiding with a Jragon.

Attacking Or Conquering Viuages

Once you have clicked on the clrason eye you will be Presentecl with
a new icon that you click on to choose which of your drasons you
b=3| wish to use. You will start the game with only one drason but if all
goes well, as tl\e game progresses, you wxll ')ree(l more. Cllck on tlne left or risllt groups




Of ceu JOO[S and you Wiu Cycle tl’u‘ousll your current clragons, dc'ai.l.s Ot Wl'licl’l are
shown in the top rislmt Panel. ‘When you have a number of Jrasons you will be able to

set eacll one of tl'Aem diﬁerent tasl&.s eacl’x moml'l.

Now, if you wish to raid a town or villagc click on your target on the
map. Two icons will appear beside the map. The top icon, the door,
allows you to go back one step if you chanse your mind. The lower
icon, the ﬂag, allows you to select either “ Attack [villase] Conquer and KeeP” if you
wish to own the settlement or “ Attack [viﬂage] Reeturn after Task” if you only want to

raid it.

It is possil)le for you to send your clragon to a location sunrded or under attack Ly

aﬂOtl’lEl’ cl\arade;s Jrason. WLen tl'us l’laPPenS there Wlll l)e a ﬁgl’lt l)etween tlxe two

Wl’\icl‘l tl'\e stronger W'i.ll win. YOU cannot senJ your Jrason to a location guar&ed l)}’

anotller Of YOUI’ own clragons.

Once you have given the Jrason its orders there are two methods Ly which you can
carry this out: either to let the computer do this automatically, or, if you Prefer a spot of




joystick action you can control the clragon yourself l)y clicldns on the “TraininS” box.
(Reead about Trainins missions later in this section).

If you decide to let the computer simulate the action you must first choose the amount

of “Zeal” - that is the amount of energy your dragon will exPeml - Ly clicldng on one

of tl'le tl’u‘ee l)oxes. Greater zeal means more cl\ance of success lJut costs a lot of clrason

l’xealtlt, thus exltausting, an(], in extreme cases, lu”mg it. (I_n 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 luﬂ a certain Percentage of tl\e Population to succeed. Your drason's
attributes and the al)ility of the inhabitants of your target will influence the outcome.
Whether you guide your drason on a Trainins mission or choose a computer
simulation, there is no guarantee of success, which is clepenclent on many factors.
Durins a mission your Jrason may die, or if mercly unsuccessful in capturing the

target, will return to its lair to eep.

The mission itself will not acmally take Place until you return to the Main Game
Screen, click on the hour gla.ss icon and move the game on a month.




Once you l'xave retumed to tl'le Castle Screcn, and carriec[ out otlner taslcs tl’:at you may
wm]'\ to (]o. return to t‘le Main Game Screen. Once eacl'l of tl\e l’mman Players llas
taken their turn you can click on the hour Slass icon and, as the computer moves the
game on a montll, tl\e action you l’mve set up w1u tal(e Plzce. You mll see eacl\ of tl’le
three character’s Jragons ﬂy out from the castles to carry out their missions.

If your Jrason was successful in conquering a villase it will stay there until recalled in a
suLsequent month. (R,eatl about re&lling Jrasons later in this section).

Training Missions

If you have chosen a Tminins Mission for your dragon this will take Place after you
have clicked on the hour slass icon on the Main Game Screen.

Have your joysticl( ready for some arcade-style action. You will control your drason
ﬂying over the countrysicle, fisl'xtins the defenders and Jestroyins enougll of their
settlement in order to capture it. As you clestroy Luildinss the PoPulation of the villasc
will decrease. Notice how different types of settl ts defend th lves in varyins

ways dePenJins on their level of tecl’mology.




Note that, altl‘xouglx you view your Jrason from above, it is actuauy ')reatl\ins its fire
cliasonally down. Therefore, if you aim to clestroy sometkms on the Sround it must be
some distance in front of you for the fire to be effective, whereas somelhins that is in the

air must l)e close to )’OUI’ Jragon to LE eroyed.

Tl:e four aLacus l‘)ars on t]’le risl'xt of tl'Ae screen sl-mw (from top to l)onom) clrason

llealtll, l‘Jreatl'l power, viuase Population, antl advancement level of tl'xe viuase. Your

Playins al)iliry will effect the wisdom of the dmgon.

The mission will automatically end when either you are successful in carrying out your
Y Y Tying out y

task or your Jrason is killed. You can abort the mission l)y pressing either the space bar

or left mouse l)utton. Any otl'ler l&ey will pause tlle action.

Rewards and Hostage Missions

You will see l:y looldns in the Current Affairs book that tluouslwut the game the
settlements of Anrea are conﬁ.nuauy ﬁsllﬁns each other.

If you successfully send a dragon to raid a village that is figlxting another the second




villase mll oﬁer you a rewar(l You wdl receive tLe rewarJ at t}le end of tlle mont]'l
(See the }lour slass icon section of the Main Game screen for further cletanls)

You my l’)&r news Of a villase llolclins a liostase from anotller and YOU may attemPt a
rescue mission l)y clxclung on the settlement. If you are successful a reward will be given.

Searclu'ng The Countryside

As the game progresses and you have comluerec] a number of viuages you may well
have discovered the location of parts of the Talisman. However, it is quite Possil)le you
llave Leen successful in outlastins tl’\e otller cllaracters yet l:ave sti” not locate(] au tl\ree
parts. If you cannot locate them in the viuases 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
viuases: goto the Detail MaP and choose your (ltason. Now, instead of clicldng ona
viuase, click on the Piece of countrysi(le you wish to search. By clicldns on the ﬂag you
can cycle l)etween “Searc}x Retum After Tasl&” anc] “Searcli Conquer anc] KeeP".

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

of Zeal, nor is it Possil)le to carry this out as a training mission.




Normany it w1u Le necessary for your c[rason to land (in otl'ner wortls, conquer tl’xe

Piece of countryside) to find the Talisman. However, if you have a dragon with sood
eyesislxt it will Prol)al’ly be able to find it wit}:o_ut lanJins.

Recalling Dragons

I_fyour clrason has been on a Conclucr and KeeP mission you may wish it to return to
its lair.

Fl‘om tl’le Deta;l Ma screen Click on 'l’le dra on (] iCOn. I.f ou l’\ave more tllan one
P gomey! }:
dragon you wiu, as usua], be presented with the small dragon’s lair icon. Usin tlu'.s,
gon.y" B 8 g
Cle tl’u‘ou ]"l our Jra ons to Cl’lONe tl’le one you wisl'l to return. If ou Onl Lﬂve one
b 4 ghy g b4 24 Y
Jrason and it is away from its lair this stage will be l)ypassed.

Once the relevant Jrason has been chosen its location will be shown on the map (note
that the surroum]i.ns countrysic]e is blanked out). BY clicldns on the door or ﬂas icons
you may togsle between “Stay On Guard” and “Reeturn To Lair”.

The ﬂislat back to the lair will take a month so this Particular Jrason will not be able to




carry out any furtl'xer taslu until tlxe followins turn. You w1ll see it return to tl1e lair at
tl\e em‘] of tl’xe month.

F inding Parts of the Talisman

Teis Possiue that part of the Talisman may beina viuase that you are attac]x'ms but
unless your Jragon has Panicularly sood cycsisln it will on}y see it if it aduauy
conquers and lands there. The on]y way to know that you have found it is l)y refering to
the Accounts Book in your lil)rary.

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

sul)sequent Lattle may mean !l’aat ownersl’lip ls ]OSt to anotller cl'\arader.

End Of tlle Turn
Once you have completed all the tasks you wish to undertake in a

Particular montll click on ll‘lt cross to tal\(: you from your Castle

SCl'Een l)ack to tl\e Mam Game SCI‘ECI‘.I. If (I’IEI‘E are ot}mr l’wman

Players d\ey can tal(e flleil‘ turns an(] Wl‘leﬂ EaCl’l 1135 l\acl a turn tl\e game can move on a

month. This process continues unti.l, evenluauy, either one Player wins or each of the

Players l’xas lOSt au tl’leil‘ money ancl Jrasons.
> ]

v




THE END OF THE GAME

he game will finish when either:
i i ’ 1. A character wins l:y l'mvins three clrason.s each guarclins a part of the
Talisman. When tlus occurs the Player’s character will be automatica”y mken
to tl:e 'r]mrone Room of tlme Great Castle at tl‘le toP of Dwarf Mountain to leam tl:e

ultimate secret of immortaliry.

or

2. Ifa game is ':)eins Played with human Players, each human will lose when tl’ley no
lonser lmve money nor Clrasons. In tllis case ll'Ae game w1u em:l w}\en tl’le last l’\uman
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).
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