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DRAGONHOLD

THE ADVENTURE GAME

FiFASE FEAD THE FOLLOWING CAREFULLY:
MAKING A COPY
The game cannol be lnaded and ren from the engina! BRAGONHDLD
cartridge. A copy should be made onte a blank casindge as lollows:
1. Format the blank canridge 2 or 3 tmes (st for oxtta reliability.
2. Romove the blank carridge, press RESEY. then F2,
3. Place the DRAGONHOLD cartiidge tn BEIVE 2 (The RIGHT hand
sidu}
4. Place the BLANK cartridge in DRIVE 1 {The LEFT hanrd side}.
5. Type LRUN MOV2__ COPY and press the ENTER key.
6. Press the SPACEBAR when you are rewdy 10 Copy the master
DRAGONHOLD cartnrige in drive 2 to the blank cartridge i dove 1.
The cartndge o drive 1 wili be formatted aga'r, so he certain that you
have not pfaced anything impertant in this drve.
7. There ara fourteen files to copy and you wal' be informed of each as
the copying proceeds. The entite program oc. .ies around 830K sa the
copying process may take up to 10 minutes.
B. Remove both cartridges,
9. Before proceeding 1o \be next section and Joading the game you
should ensure that you have one or more FORMATTED Glank
cartridgaes availabla in cosa you wizh to seve tha game once you have
started playing. OMCE THE GAME IS LOADED AND RUNNING YOU
WILLNGT BE ABLE TO FORMAT A SPARE CARTRIDGE. This 15 a salety
precaution to ensure that you never accidently erase ithe masier
cartridge which may be in drive 2.
LOARING THE GAME
1. Check there is rnu carindge in drive 2, then press RESET.
2. Prate your COPY OF DRAGONHGLD into DRIVE 1 {LEFT hand side),
3. Place the ORIGINAL DRAGONHOLD carnridge into DRIVE 2 (RIGHT
hand sida}. {If you 1ry 10 load the copy without the original in place you
will simply be returned to BASIC,)
4. Frass F2,
5. The game should load and run in under Z minutes and a title sesecn
should then appear.
§. Remove tha original cartridge from DRIVE 2 and keep it safe. This
drive may later be used for saving game data. NOTE, HOWEVER, THAT
THE COPIED CARTRIDGE IN DRAIVE 1 MUST BE LEFT IN PLACE, AS 1T
MAY BE ACCESSED DURING GAME PLAY.




INTRODUCTION TO DRAGONHOLD

Dragonhold is a frue an‘mated graphic AND texi adveniure game for
the Sinclair QL You are in conieg! of 3 smat man, whom you may move
argund the {angds of the Hiddan Kingrdoms using either the cursor keys
or § joyslick. The graphics winrdow in tha centre shows a plan view of
your surroundings. To the top of the screen is NORTH and to the
battem SOQUTH, with WEST te the left and EAST to the right When
moving NORTH, the dAN has his hack to you to indicate thal be is
mowing AWAY from you, When moving 3QUTH, the MAN isfacing you,
and thus moving 1owards you. When moveng EAST or WEST, the right
or left prniﬂe of the MAN is shown. As the MAN moves, the graphics
window will SCROLL kespsng the MAN more or less in its cenire,
gxcept when impassable 1errain {or 2 doos) moves into the window. in
this latter case the MAN will move up to the edge of the window untii
stopped.

‘ During the joumey of exploration you will come across several
differenl types of creatures, some of whom may be friendly. athers not
so friendly. As well as moving and attacking these creatures, you can
aiso communicate with ihem in certain ways,

The game conssts of G different areas, the first of which is The Dark
Caverns.

Al the start of the game you enter The Dark Caverns, The exit directly
NORTH of you takes you back 1o the outside world. If you go through it,
youwill leave the Caverns and end the game. Your total score wili then
be displayed out of 3 maximum of 39. The object of the game is to
thoroughly search all areas to try and find the Elixir of Life. Having
fgund it, you must refurn t& the outside world with as large a score as
possiblg.

THE ADVENTURE OF DRAGONHOLD

DRAGONHOLD has a concrete “plot line”. Tins means that there are
certain puzzies to solve. Solving the puzzles is essential if you wish o
find the Elixit and obtain the maximum scere. The puzzies vall vemam
the same whan a new game is generated {although the tocation of the
clues may be ditferent, and this pariculardy applies 1o 3 certain buried
iternl]) bt if you wish to abtain & maximum score you must still go
through the process of soiving them. It is, of cousse, possible to soive
all the puzzles and leave the game to the outside world with less than
maximum score. You are only allowed to carry 2 maxsmum of 8 obiects.
{And the mose you carry, the more lkely you are 1o drop somaething
aceidently...) Different pbjects will have a dilferent score value.
Deciding which abjects that you find are worth the mast ponis is your
prohlem. 1t must also be remembered that the actual points value of an
objest when you leave the Kingdems does not necessarily relate
diractly to its usefulness within the Kingdoma.

Solving the puzzles and riddles of DRAGONHOLD tor the first time, of
course. i @ pleasure (or a frustration!?) that cannot be repeated, but
the WAY i which the puzzles have 10 be selved can vary with each
new game, as will the locations of certain rooms in some of the areas.
In other words, there is always pleasura to be found in playing a new
game of DRAGONHQLD, plus the challenge of improving your score te
the maximum, H is recommended, thesefore, that st the starl of each
NEW pame, the starting position be immediataly saved on cartridyge.
This game shoutd then be played to its conclusion over whateva:

" pariod is necessary {1his can be weeks or longer, since the game can

be saved at any stage}, before a new game is generated. Alteimatively.
2 player can save different variations of the yame, each at various
stages, on different microdrive cartridges. In this way a player witl gain
maximum enjoyment {and maximum vaiug for moneyl) trom DRAGON-
HOLD.




As can be seen, each word bares a simple relationship with the
keyboasd. and gi! wilt bo easily remembered attar a short tume of play.
AS an exampie, SUppoOSE yoU are Carrying the strength pouon and you
wish to drink i1, First you would prass T for take {since the letter D is
used {or drop, we use T for take irnstead) and the phase “Taka the” will
appear in e text window. Next you would press #for strength potion.
and the phrase will be exiended ta"Take the potion™, If you typed T for
take and then changed your msnd, simply press one of the cursor keys
or uzg the joystick. Three of the verbs have nouns associated with
them automatically. These are GET, OPEN and DIG. Ityou ate standing
over the sword and you press G, then " Get the Sword” will appeai in the
text window and the sword” will appear amongst the list of your
passessions. O gives "Open the door” and S gives "Dig ('S forscoop) a hole”.
Any cominnation of verb-noun can be used, The only thing to
remember is that if there is na verb showing in the text window, then
pressing the approprizte key letter will give one. If a verb is already
showing in the text window, then prassing a key letter will follow ithya
noun {unless onie has slready bean provided) 1o producae a phrase. This
makes ter very simpte game play. Of course, most of the verb-noun
combinatians possible will not make much sense (such as "Wave the
opal!) In aH cases, however, 1he compouter wili respond in some wWay,
athgugh not nacessarily politely !

It a particular verb-noun combination has an effect, then this will
usually become apparent. Either a message will appealr, or your
characteristics {listed in the top right hand window) will ba affected. In
some cases what you have dong will affect othar creatures and how
they resct to you. '

d). THE FUNCTION KEYS F1 - FS. These keys have the following
special functions:

=

F1 - CONVERSE. This produces a "You speak’” in the text window. It
any creatures are visibla in the graphics window, one of them
MAY oifer samzthing o reply. This can he a gimpie sentenca or
expressian (which may oF may not be of use 10 youl] orimay be s
rddle or pu2zle in rhyma fonn. 11 ps_worth taking note of sueh_
clues, as they may net readilv reappear.

F2 - BARTER. This produces " You offer to baftar” in e taxt window.
If 3 creature responds positively by olfering to exchange én
object and you wish to accept the offer, then you should press F3
[see betow]. If you decide you do not want te barter gtter all, then
“any other key wilt continue the gama.

F3 - ACCEPT AN OFFER, Pressing this key g ves you the opporunity
of exchanging one of the objects that you are carrying with the
object offered for exchange by the creature you are dealing with.
The text window will display “You offar the” and yoy can
completa the sentence by pressing ths key fetter comesponding
to the object you are carrying that you vish m.exchange, If the
creature agrees then the exchange will automaticslly take place
{even though the MAN and creature may not ba physically
adjacent).

F4 - MAGIC POWER, Whan this key s prassed, your MAGIC POWER
is exerted against the PSt POWER of all creatures yigible in the
graphics window.

£5 . FREEZE GAME. Prassing this key wilt freeze the game {which is
also trozen during the barter process F3} Whan the game is
frozen, a list of creatures visible is shown gnd an arithmatic
total of their attributes is given. Any key except FB will start the
game again

SCORE

You can tisplay your score at any lima by pressing the + key.

Lol b ¢ acw'rg/‘fa
Freeles a7F ¢ /ar
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DRAGONHOLD INFORMATION

Seven wandows are displayed an the seroen. Their funchons are as
follows:

Top left A hst of creatures {except youssell) visibte in the

graphics windaw will appear here if the £5 key is
bressed. The names of any crestures myvolved in
MAGIC or PSI power may also be shown here.
Objects 1n your passession are both listed and
displayed in this window,

The name of the area You are atpresent in (e.g. The
Dark Caverns.)

Centre ' This 1s the graphics window upoa whick all the
visual animared display appears.

The text window for all text messages and creaiure
canversations,

A list of yaur own “attribates”, the most important
of which is ENDURANCE. Cace this reaches zero
YOU ARL DEAD! (No extra ives!) For explanation
of some of the other atiributes see CREATURE
ATTRiBUTES,

An anrthmetic total of all creature attributes {except
your own) whose names are tisted under CREATURES
KEYBOARD/JOYSTICK CONTROLS _

I ajovstick is to be used, It should be plugged into the CTLF port at the
rear of your QL ONLY A JOYSTICK WHICH REPLACES THE CURSOR
KEYS/SPACEBAR FUNCTIONS ON THE KEYBOARD AS SPECIFIED IN
THE OL USER GUIDE WiLL OPERATE WITH THIS SOFTWARE. If your
ioystick has an suto-fire button, heware that this is not accidantly Jeft
on, as «t will freeze the keyhoard for functions c} and d} below,

8). THE CURSOR KEYS/JOYSTICK. These control the actual move-
ment of your animated character, the MAN.

Up curgor/ Jaystick forward » MAN moves NORTH

Down cursor/Joystick back - MAN maoves SQUTH

Left cursort)oystick left - MAN moves WEST

Right tursar/Joystick reght - MAN moves EAST

Bottom left

Top centre

Bottom centre

Boitom right

The ieft and night cursor keys take precedence over tha up and down
ones. With a joystick, the diagonal positions produce left and nght
motion,

b). THE SPACEBAR/ FIREBUTTON. Thig “forces” a physical atlack on
an adjacent creature. It is neccessary when attaching weaker treaturas
who may not wish to attack you, and whorm yau may wish 1o kil
c). THE ALPHABETIC KEYBOARD. The r:armal keys A to X on the
keyboard allow & VERB / NOUN style textinput. Fliere are § 1 verbs and
24 nouns, as below, Each noun coresponds to a3 otyect 10 the game
which can be ¢ollected and carned by yourself and also by other creatures,

LETTER VvERB NOUN

. Magic Axe  # € e Vv
Break 8all Soln ‘
. Charm 1.;? Cu-’.’?@f—'?-’l’J/ﬂ
Drop Dagger Pr
Eat Elixir E/fx"f

Food [’arn, (,ja,
Get Gold Coin Menva/o? e Bre

- Healing Balm Bs‘lér.nz’t' {Zﬂ;&];
- Ingot A e
- Jewei &‘z‘r)’)&o?‘e

- Key #are
Light Lamp [zans ot
- Map A7 e 0 d
- Nectar -{ftt‘;fi’
Open Opal e/ N
}’Kﬁ) P:l:ish Strength Potion Fovar Aoxs 2
. Quarter Staif
" Read Aing cens do

Cavar Dig scoop)  Sword & seasd e

Take fdrink)  Telisman

- Urn Lok
Vessel r—"}ﬂ ve S Vesy 3
Wand Ve 7o md g0 £
‘Cros, C-'Aa_z,

xs-::-im:no-uozgr‘-xt—-:m-nmuncnb
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SAVING A GAME .

A any $lage® during geme play. 8 game can be saved by pressing
o (SHIFT 5). You will then be given a chance o place 3 plank
PREVICUSLY FORMATTED cartridge n deive 2 (RIGHT hand side)
upon which to save the game. Any previous DHAGDNHULD data
he cartndge will be ovenwriien. if you wish to gave data

already on
theictore, it is mecessary 10

trom diflarent games al dittergnt stages:
use a difterent cartricige for each game.

HINTS ON PLAY

To tearn the secret of DRAGONHOLD you must alk 1g he creatures,
and keep your eyes open. It you have never played an adventure game
pefore, then you may find things chtfiguit atfirst. {Yourfirst problem will
pe to find 2 way to stop doors glamming in your facel) Ul you are an
grignced piayer however. You should find the game reasonably

exp
devious, and most pbiects do

straighllorward. There is nothing really
what you! would expect of therm! This of course, does ot mean that the

game witl atill not be 8 challenge.

Always watch the effects of cedall actions upon your own attripules.
gcls - sOoME have

and upon other creatures. L.earm now o us2 all the obj
more thav oNg use, 8% well as a STore value at the and of the game.

Remember thal eobjects may be caried by other crealures.

GAME DESIGN .

DF\AGDNHOLD cansists o sround BOK of program and data n #8008
machire code. Many actions in the program are genera:ed at random
\nte 1o toresee all possibte outcomes of the game. Even

and it is iMposs
sftar extensive 1asting, therefore we stilt cannct guaranies that it 15

1§ yau find, duning the course of play. any gerious

completely arror free.
ou s0 thet futura

“hug' we would be very grateful 10 near from y
varsians of 1he game can be corrected. we would als0 hke to hear any
commenis of criticism you may have about the game.
\Wa hope you enioy DHAGO;IHOLD! Good Luckl
5/%{7‘7{271 ,)f = jﬂ/’ c’(/uﬂ: F e Pl
L popten S0 peluses Y7

USE OF A MONITOR OR TELEVISION
G s i

EHAJUNHOLD sees mode 4 hires graphics. Although every care has

a;,nfrak:er; 10 ensure that \he game is playable on 3 normal 1elgvision
set, for full appreciation i 1 Al 3 i i
e e waed o the detail availelle, 3 suitable monitar
GUARANTEE

Ve quarantee fo replace the game on microdrive cartridge frae of
charge should it Tail to load ard run in the manner destnbed if you
return the faulty canlridge tous inirsongi \ i

inal [

e g pracking within 14 days of
If you have probiemns with the cartridge al*er this pernod of time pleass
enclose.EZ‘BO for a raplacement cartridge. p. & p. etc, together with
the ariginal cartridge and packing. Please add£1.00 il outside the UK.
:ledasn? ststeim eithar of the shove cases 1ha nature of the fault, the date

nd place of purchase, and the ROM version ; "

. ;on of yo

VERS to find this). vour @ fee FRINT
COPYRIGHT ‘

e -
LUPMD:;GONHOLQ software program is copyright 1988 by RUBICON

. ER SYSTEMS. All rights reserved. No part of this program,
zac ag:r;‘g or documentation may be reproduced in any form whatso-
ver withou! the express written permissi
1

Ny on of RUBICON COMPUTER
This program is produced by
RUBICON COMPUTER SYSTEMS,
41 Bannerdale Road,
Sheffiald 57 20, ‘ -

Talaphone: 0742 583665




YING DRAGONHOLD .
::!:w the ut'e screen, inithe 1extwindow. you efe‘ offered the chgnce Tf
glarting a completely fresk game. or of conunuing with a prg:nm::v\:
saved game o start a fresh game, simply press G and Wal e: o
saconds. To continug with a previously l:.;aved game, inser

riate rartridge in drive 2 and press
aA':ptl:: start of a new gamie you will be immediately positioned lt_:s_t
south of the exit to the outside world. If you are playing ths gasn: rG‘Jr
ﬁ.\e Tirst time, it is a good idea o wnmediately press_FE top FREEZE the
game whilst you inspect the window information displayed. It ‘{I:\;S:
wish, you can save the game at this slar.ting sta.gel [see SAV
GAME) since it will be one of many possibie vanan?ns. y
Until you get used to the game, L] useh.ﬂ to practice IocalungGaE?:)
objects there may be in the Dark Cavemns, picking them up |usmgﬂ N
snd dropping them again (using DROP). You can also try out the effec
of different verb-aoun combinatians.

ACTION

:t::fr[::!:umnce drops 1o 2ero, you will diel At this stage you have

thrae aptions: . . .
[ You con symply quit the game by pressing CTRL ESC (This Q::
command is always available at anytme during play.) IF you wis :::
continue using the computer after QUITTING you should remove &

i i 255 ET.
cartridges and then press RES .
{if} vou can restarl the gaine by pressing S. Aftar reloadlng has taken
place frem drive 1, you will then be given the initiat start option of anew
gemae or of loading a previously saved gameé. . ‘
(i} You can be REINCARNATED by pressing A. This is a special opt:ur\t
which effectively enables you to cheat a bit. You should NOT use i

=

unless you are tofally hopeless at the game and need all the help you
can get! Ityou choose this oplien you will be immediately returned to
the original gnirance in the Dark Caverns, alive and well, with full
endurance, and possessing any ubjects which you had with yourwhen
you were killed, This can be very heipful indead! The only disadvantage
is that any other creatures youw may have sa far killed will also ba
reincarnated. The use of this option is not recommended for serious
play.

CREATURE ATTRIBUTES

The 10 atlributes hsted are generally sell explanatory. The following
specthic information, however, should he o use. .

When physical combal occurs, the following factors are in opposition:

MAN Vs CREATURE
Strength + Weapons v Sirength + Weapons
Magqie Power Vs, Ps) Power

The greater the difference between these fa. tors, than 1he.graater the
chance 1hat the creature with the weaker set of lactors will lose, Each
round of fighting is sigmified by 4 beeps. In each such round, 11138
possible fur a creature to lase 1 fromiv's endurance factor because of a
waaker strength + weapens factor, and 1 from it's endurance factor
because of a weaker magic/ps power factor. Ia any ong round
therglore, a ¢regture may lose a maxamum of 2 from it's endurance.
When magic power afone 15 in use [F4) then the MAGIC POWER ol the
MAN opposes the TOTAL PSi POWER of a1t ather creatures wisibie in
the graphies window. The endurance of a creature cannot be reduced
below umty by the use of magic power alone. In order 16 actually kil a
tfeature, physical combat must be used.
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