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Introduction

kingdom of man. The Empire prospered, magic was in a time of

renaissance, the Imperial army kept peace and order throughout the
realm, and the Dragoknight Legion at its head was beloved by all. So it was for
an age.

The world was different once. Dragons soared in the skies and aided the

That age has died.

Pride and apathy seeped into the ruling hearts of the Empire, likeslow venom,
which poisoned man's bond with Dragonkind, and eventually, sundered it
entirely. The once honoured Dragoknight legion is scattered, scorned and
abandoned by its people. The hearts of the Empire are torn between ancient
magic and new technology.

The roads and wilderness are no longer safe as the army which once policed it
has dwindled or been replaced by little more than mercenaries of the crown.

In this time of weakness and uncertainty, an unknown evil gathers its forces.
In this time of conflicting ideolo gy, the old places of magical power grow
tainted. While the crumbling sound of the Empire's torpid fall goes unheeded
by rulers consumed with their own egotism, all manner of foul creatures freely
plunder its villages. In this new and desperate age, man‘'smost powerful allies
slumber, and only one hope remains.

But who can awaken the Dragons?

Fight hideous monsters in lushly rendered environments with a user friendly
point -and- click battle system! Customize your character's skill -set and arm
yourself with a full array of weapons andarmour! Loot the bodies of your foes
or pick the locks of forgotten chests to discover countless magical items each
with their own back story and link to the world! Explore ancient ruins, deep
forests, and mystical mountain pat hs! Uncover the fate of the Gemstone
Dragon, and perhaps, change the fate of the Empire!



Starting the game

On the title screen, you have a set of menu options described below:
Start Game: This will show a short character creation screen and start ganew

On the character creation screen you can
type a name for your hero.

Once you are satisfied with your selection click on the Next button at the bottom right
of themonument graphic to lodtie first area of the game.

You will be able to adjust your ability scores, skills and weapon proficiencies from
inside the game and from within the inventory screen.

Load Game This will loada previously saved game.

Load From File: Gemsbne Dragon allows you to save your games as standalone
files onyour desktopr any other folder on your hard drive. You can previously
saved stand alone save game file from here.

RegisterGame (Desktop version onlyJhis menu item wilbpen a browser window
to a web page which will allow you to register the full version of the game

Unlock Game (Desktop version only) When you register the game you will receive a
code number which consists of up to 15 letters and digds.musttype this number

in the input box and cliciNexto. You must be connected to the Interneso that we

can validate your registration code. This procedure occurs almost instantly and you
will be able to access all areas in the game.

Preferences This menu will pop up a screen which contains preferences for music
and sound effects volume, difficulty level and a few othéoai can also set the delay
between game refreshes. This is how fast the game updates sprites and moving
objeds. If you have a fast PC (2GHz or faster) you set thiddavar value for
smoother animation. This option also affects window scrolling speed.

Credits: This will show a list of the people and companies that have helped in the
development of the game.

Quit Game (Desktop version onlyJhis will exit the game to your Operating System
Desktop.



The Main Interface

The main interface iIs where you can handl e
world.
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At the top right corner you can see your chard@steortrait. There are also the health
and mana indicators. Also in this area state icons appear which show certain special
states that affect your character. For example if your character is poisoned @& if the
are unspent ability points (a golden plus sign).

You can mous@ver your character portrait to see a quick list of common attributes
such as your level, experience, gold carried, attack and damage modifiers, armor etc.

Moving your cursor near the top, bottom, left and right edges wilbban the view
so that you can see the surrounding are&ou can also scroll the view with the W
(up), S(down), A(left) and D(right) keyboard keysor by using the arrow keys.

At the bottom right corner ahe main interface there are the action buttons which
control your characterodos actions. These ar



The action buttons

From left to right, these include

Attack button Missile Attackbutton Dialogue Cast spejlUse Skill Use inventory
item, Show inventoryQuests and Journal Lpocal Map and World Map view
Game menu (save, loaquit to title screen)

Attack Button

This is not necessary to use unless you w@attack an NPC. Once you mouse over

to the marker (the red circle) of an enemy your cursor will automatically change to the
attack cursor. If you click you can immediately attack the enemy. Otherwise you can
first click the attack button and then cliok the creature you wish to attack.

Missile Attack Button

The missileattack button is not used. When attacking with a missile weapon, like a
bow, you can use the standard attack button.

Dialogue

You caninitiate dialogue with an NPC either by clicking the NPC blue circle or by
clicking the dialogue button and then selecting the NPC by clicking on his/her marker.

Cast Spell

This button will open a submenu with a list of available spells. In the begigaing

do not know any spells, but later in the game there will be characters who will teach
you spells or you can learn new spells by using spell scrolls. Clicking a spell icon will
change the cursor to the cast spell cursor. Then you must select the aharker
creature or your own green circle to cast the spell on yourself.

Use Skill

Similarly to the cast spell button, this button will open a submenu with a list of your
skills. These skills include find traps, remove trap, pick lock and stealth.

Use inventory item

This button will open a list with items in your inventory that you can use. For
example from here you can get quick access to the potions in your inventory and use
them immediately without going to your inventory screen. This submenu shows all 16
slots in your inventory but only the ones that contain items with special uses are
active.



Show Inventory

This will open the inventory screen which is described in more detail later in this
manual.

Quests and Journal Log

Most of the ctiscene texts are also copied to your journal (at least the most important
part) so you can always review your journal in case you missed something. The
Quests page shows all quests that have not been completed yet and the Done Quests
page show all completl quests.

Local Map and World Map

This button will show an overview of the whole area but it willy show the areas

that are already explored. From this screen you can also click the globe icon at the top
left to view the World Map which shovadl accessible areas. You cannot travel from

this screen though. The accessible areas become clickable only when you reach the
edge of a map.

Game Menu

From the game menu you can save your game, save your game to an external file,
loada previously saved game or quit to the title screen.

The Inventory Screen

If you click the inventory icon on the main interface (which looks like a backpack) or
hit the (i) key on your keyboard, the inventory screen pops up. In this saeaan

see or change all player statistics, equip items, use items like potions and also pick or
drop items. In the inventory screen it is also visible your current level, your endurance
and mana, your experience and the experience required to reaekxitheval and

finally the amount of gold you carry.

On the left panel there are 4 tabs at the bottom. You can click each one of them to
view the list of relevant statistics. These are:

Abilities

On this tab you can see or change the mailities of your character. These are
Strength Dexterity Mind, Spirit, and ConstitutionStrength and Dexterity are
important to be able to equip certain items wMied and Spirit are required when
you cast spellClicking on any ability shows more informatiabout the ability.



| e Trap
Pick Lock

You have 5 primary abilities. These determine what items you can use. For example
most meleaveapongequire a minimum strength value and misgiEapons require a
minimum dexterity value.

Clicking on an ability name will show a description for each ability as well as any
effects you get by increasing the ability.

Strength

Your strength ability determines what kind of weapons you can use. Most melee
weapons will require a minimum strength ability before you can use them.

All weapons have a minimum strength, or dexterity or both requirenreatder to

be used. If a character has an ability (or abilities) above or equal to the specified
requirements then he may use the weapon or item. In a different case, he cannot, and
must raise his abilities in order to meet the requirements of theowe®nce a person

can use a weapon the damage he may cause depends entirely on the weapon plus any
damage bonuses.

For every 15 points of Strengylou get a +1 attack bonus when using melee weapons.
Dexterity

Your dexteity describes how agile you are and what kind of weapons you can use.
Most missileweapons, like bows, will require a minimum dexterity ability before you

can use them.

For every 15 points of Dexterityou get a +1 att&cbonus when using missile
weapons.



Mind

This ability is a cumulative score of all your mental capabilities. It is a vital ability for
all actions that require a high degree of intelligence like casting a spell, picking a
lock, disarming drap etc.

For every 10 points of Mind your maximum mana is increased by 4 points

Spirit

Your Spirit score is a cumulative ability of all your spiritual and divine capabilities.
This ability determines how successful you are in castingtmjesis like protective
or curative spells.

Constitution
You constitution shows the general health and physical built thus determining
maximum endurance.

For every 3 points of Constitution your maximum endurance is raised by 2 points

Skills

Here you can sear changehe value of you6 basic skills. These ar&earch For
Traps Remove TrapPick Lock, StealthNegotiatiorand Lore.These are described
in detail later in this manual. Clicking on any skilllvghow more informatiormn the
skill.

(‘
(%1 Find Traps

5
' [Rem”ve Trap
Pick Lock

You begin the game with three very important and necessary skills. During the course
of the game you will be able smuire more skills that will aid you in your quest.

The skills that you begin with are find traps, remove trap and picklock. You already
have 1 point in each skill so you can use them to overcome some basic traps and
locks.



Clicking on a skill name willlsow a description of each skill

Spells

You gain spells either by talking to certain characters in the game or by using spell
scrolls. Spellsisually require a Mindr Spirit score before you can cast them and all
spells consume mana when cast. Clicking on any spell will show more information
about the spell.

Spellsare very helpful. When you cast a spell it usually consumes an amount of
mana. If you don't have enough mana then you cannot cast the spell.

You will be able to get many spells during the course of the game. You get spells by
purchasing and using spell scrolls. Many NRCthe game will also teach you spells
for free or for a price.

Clicking on a spell name will show a description of each spell and the mana it
requires

Weapon proficiencies

When you level up you usually get 1 point to raise any of your weapon proficiencies.
Raising a weapoproficiency gives you attack and damage bonuses when using the
respective weapon.
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