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Game Guic:lf:‘: of ”Dungeon of Dragon Knight”

T]’]E gamep]ag of ”Dungean of Dragcm Knight” s based on the genre ”]ﬁstaﬂt Dun~

geon RFG from the 1:ir5t~Pﬁr50n FarsPéqtivaf‘ also known as Dungaan (_rawler, which
emcr'gccl in the 1980s. Pased oﬁ the real-time movement of the g'ric:{, this kind of gafnc Fu“y
ir’itegratas the strategi{: and oParaticmaI sense into the combat and Puzz]e so]ving:, thus form-
xih‘g its unique 5’[:3[@ of harjc! Fee[ing and Fun. |

T his game cmpl-nasizcs cxP]or‘ation and Puzzlc 5olving. F|agers are trapped 13 la}jyrinths
and must avoid a various number of traps At the same t:mc t]’lﬁiﬂ HEECI to thl-nt agamst a va-
_r:atﬂ of undr:rgmunc{ horrors to solve COI‘ﬂPIEX and mtﬂrﬁzstmg Puzzics BECEUSE on|9 in this
wag can 1:}165 go C{EEPE‘,F into the clungeon revealmg t!‘l‘i‘ m\g&ﬁ&mc it j .
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€ |ntroduction 3¢

You will lead a team of Four to exPlore the dungeon.
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Character movement control
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| ‘4635 contro| cl-naractﬂr movement

keﬂs control the character to turnlett and fespcctivelg
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TI‘I@ torch is an mcltsi::;ens,able tool For clungeon exPIDratlon
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3. Cllc:i( the torch with the left mouse buttc:m .
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4. Setthe torch to the lower right corner
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Move to the Wooc!cn door

OIDE:I'T the_WG@dﬁ:n door

O{:{zlmauy start your c!ungecrn

advcnture!
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#lsc the[ Q il328% ]kﬁyﬁ-ﬁﬂ-rmtatc around Cé‘rhgrﬁq =10

]Drtf:55 and hold the right mouse button to Freetﬂ rotate the ang[rﬁ: of view and autmmatica”y restore the normal

ar‘:g|c of view when rcﬁiascc{.(if the lens still moves with the mouse after rc]aasing the mouse, P[ﬁaﬁt‘: try to click

the right mouse again-and cancel the lens Fc::r”{jwiﬂg].
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Encounter obstacles and find the switch

Fu” down the lever to open fhf:. wE_:chc]::n

e e R ey L T e R e e X g

s b = e

OPE‘,H the wooden door
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BIDC!(CCI }35 an Portcu”iﬁ controlled 1:)3 a pressure Plate
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P|aycr StﬁPS onto t]‘lé'.rl::resw

sure [atﬂ
P

the Plagcr leaves the PI"E:S-

sure P[ate

Mg i . e - - ‘

1. When Pfagarﬁ stéP on the Preasira Platﬁ::; the Pc:ﬁr‘tc,u“is opens slowlg,
2. When Plaﬂﬁrﬁ leave the pressure Platﬁzj the Pmr’ccu“iﬁ 1S cr

8

osed again*

T he P:::r-l:cu”iﬁ rises as the

T he Pc}rtcul]iﬁ falls again as |
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Flace the block on the pressure Platﬁj then open the Pi::rrtc:u“fs and g0 thraugh the obstacle.
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Fay close attention to the nuances of your surroundings
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| ocate the hidden wall
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Avoid all l(fnclé of traps in the dungeon
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Be careful of the moveable trapdoor
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Deciphering hidden messages in the Palace
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il

f:fnd different textures of the walls

(lick to break the wall
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Tind all the props and ﬂquii:)ment scattered tlﬂroughout the L{I'\C‘IEFE}I’GUI"ECI Palace.
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(_lick the left mouse button on c::-bjac:.t:a to Pi-;:h them uP}zch :::-bjects. will follow the mouse movement at this time.
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Thrmwing area

''''''''''''

C|ic,'k Prﬂ{:ilﬂ Picturf
to P“t the crl:jcr;ts
~into the backpacic

]_Canl::e: P1alc¢d on |

- ,r .' ._.:-‘.* "-:" “' ._ - - e = U SECDHdEFH c:-E:jc::t&
he ot = :-"'I'I..- . -::‘-t':__"..':i";" - '.- 3 -'i + -'*?.. ‘ ’ e . : T .
FiC-lc UP -a rﬂa . .";."_I' = - . . : _T_-.‘;'_._ " --'. 3 i .:.', :;ﬂi;:.::;._"- r, '-'- b g :
] A o, R (B s el ¥ e A VB oo i

ckonthe c:rrcspanding Ijar]_g] and

P.uf t]'v D]?jc:cts in left and right hands |

T o g . e e
ot — - = : - — —— —— - — prr— o - 8 s

1. Pick up area - you can Ph:!( up ijﬁcts or C{r'DP them down in this area.
25 T!‘lmwimg area — when ‘IZ}‘IE_: c:-bj:ch' moves with the mouse, click the left button again In the area to
throw the c:r!:jv:?:a:t forward.

D4 Move the ::-bjﬂ:i::a to the character's head and click the left mouse button again to put the props into the rucksack.

4., M:::uc the Gjﬁjacts to the left or right hand of the characters. C]ick the left mouse button a

gain to [:v[ar:c the e::rb_j::::ts
in the hands of the characters. 17
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Clﬂeci( the character pPage and bac]([:)acl( cﬁertails

,.-"'__-ul o g = T e T == b e s il ’ bt e #
4

(lick on the Pra{:i]r: Picture to

open t}‘lﬂ character Paﬂﬂl




C}-laracter Pane[

fa = = : — __;_1____;_““_.___ e ey =
. . e B 1 s ! | (T'L}..:?“f .

(_)l_lé,l;dl._-tf:r inte r{-ace .

DRAGONBOEN FIGHTER

. - J' a
. “‘ Py H b ‘- "q.:f'.:

=5 T i <l o — P ,ﬁh:‘
%ttnbﬂfﬂhn éi o | Piow) sons) “~ e ' FFGPEF‘HES Panal

Bt i .
(RN i i
Food 59/100

'”"H:ﬂjf 1.00/66 kg

Torch

10 GP

Damage: 1D6 Fire: 14

Duration: 29 Minutgs) Weight: 1KG

The top is wrapped with oil-impregnated linen
to maintain a long time illumination

R e |

e
=]

FFDPS c]eta||5

qu1F>rnth Paﬂ{"’.tl C,"larar::,t&r backpack
Th:: details of the Props can be dxsp[agc:d whﬁn the mouse 1S hmucrmg over the props.

2.«. % ~ ach character |‘155 ti'yﬂar OWI backl:\a::k SO t|'|f::5 do not interfere with each other.
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Raght—-cl:ck “use Props and eqmpment”

E_r e e — T e — o Y T e i e T T e e iy S el e v e T S S

et [ TOEM

_ q4) € - : : DRAGONBOR; FIGHTER
: : R TRy ' . i A sy ¢
i & L . s [ : . 3 L7 ] i
b x : EXP
| * Foad TR
i k. ' : " i 14l 9 AR
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Right—::hci( “wear the cquipmfznt”

Right{hck “start melee attack”

lﬂ"l'] chck“usc rops” il
| SSEuT T —l ll

I-" . — — = -
] b e —_————— e e — — —— =

Righbdick “throw the stone”

Clir:l( the right mouse button to use props located irl'n Eackpackﬁ or hands.

2.1 The layer can attack or throw if a weapon is placed in hands.
R2y gyl dnennce



Gﬁ:’cting into combat

EL':.' — B
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= ncounter with the enemy
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ged in a 4-man formation and can move freelg

F]ager—{@ntro”ed squads are arran

Cluring Com[:}at. Drag to changﬁ t]‘lﬂ

Pmsition of the character

[

Front

Ba ck
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At’cack the monster

- “tsy "-Rig_hts-c.ﬁck ]"IE.H'ICI icon to
) s ""Sfb-ﬂ_eii{:g the character to
e 'ElttElC](

Al

', Right——click on an enem
cl‘laracter to Pcr[:arm a 5
sequence OF atta-clc‘s 10 tur

e L

1. Aﬁ:cﬁr aPPrc::acl']ing the enemy, click the left mouse button to r::‘:{:lﬁtr‘c)[ the roles to attack in turn.
2. Rigi—lthchck on the hand icon ::{::rreﬁp-:mding to the r:::slé:, then the hand can be used for attack. ‘]C the

weapon IS eciuil:sped, the weépan can be used to attack.
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Release the Powerpul runes magic

R
hr‘lr e e = e = —— —— . =

- I.._ % -'.| l!_ .-._ ;} : " — ]
W ¥ 3 . i"l- b Ill'- i | - "

Ir ] - : ..rT g ) r

"] F 7 i :

% IS Or1|3 Priﬁ:EtS, mages and warlords can use magjc skills ¥
- 2. | here are different runestones inside the spe”bﬂﬂlc éc.c:{)rding to the different roles.
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5tep5 of casfing magic:

_‘uj L =
s e )

C. L&:Ft—cl:ck CIUEStIC}ﬂ mark L) Cast magia

: LE(t-ClIC]( runes to select riJ nes.
2. Riglﬁbn:iicl( the rune to cancel the rune.

25



Example of a combination of runes

alone to release “fire hand”. E':!;

( Ise “ire rune”

( Ise “bire runes”

to combine and create a PDWE:FFUI Fireball.

—

~ireball

] he SPGHIDG{}!( becomes the skill icon after casting succcﬁsgu”;j.
ight-click on the spell icon to re-cast the spell without having to reset.
Right-click on the spell icon t t the spell without having t t
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T"Ifi‘, comlﬁination of runes depﬁnds on order and type

]:ir‘ﬂ Magii @ Fire Ball

@ i @ Fire Shield

J 2
[“ire [Jand @ Cire Cirdﬂ

Air Magic @ S

T
| @ — @ |_ightning Bolt
O OES S

e
Tia f‘tl‘l | @ Foison (_loud
| B %
— Poison Polt
| | \- 4 \\* |
Ty @ Poison. Shield

Wéter Water Ball

@ i @ Frost Polt
\. @ frast Shield

] 4.’” @ Bl
%

Mind Shic‘:ic’

thsicﬂ

Frc:ut&cf:ic:n

o @ Enhanccmﬂnt
e

27 Rl e inehy

| #e Ma gic

(®)—-®

Ht‘:aling
Ligl—)t Magic

0

b

Darl:: Magic

~®
NN

\/a mPi ric |~ mbrace

Ar{:a ne.

| =
®=
| A

D
®
®

RE surrection

i llidead

Fire Sfcorm

Dark E)c:|t

Instant Kl

CD'G!" Sprag
Crﬂat& ]:c:r.::cl

Crﬂat& Fr::-ta|
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}161 restore T_F_ nd MF

A

FreSaing tlﬁe[ R :Hofzg can brmﬂ" g you to tha status Slc‘:ep, anc:l a 5|1cjr’s: rest can

e

l||.i_

ppppp
]

-| o O b JESSRS - M s | —
.;;I!..____-.-._.____ e e — - — =y

E)ut the ::{ungf-on 15 c:Langemus ]f the Piaﬂar is attacked while 5feer

t]"lr:i: damacf-:: dﬁalt 133] t]"lﬁ‘. enemy S Jnr.::r-:-'*as&d
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When you feel disoriented, you can look at the map.

Upper Hoor

Couer Foor

| abel tool _': '

You can mark impc:rrtant events and P|ar.:e§ )

C,|i4:|c and -:Irag on the map

Tl"xc [TAB] Iccg opens or CICJSCS the map

: Thr: map IS gﬂn&rat&d dgnam:ca"g c:lur:ng tl‘lﬂ game,
and ':”"'l}j PlECﬁE that the P]agcr has aireaclg WE"(EC] WI[[ f:)e C{IEPIEBEA on the map.

1 S ; - ] - e L SR

A = P

v f o A Loy
T = L e & a A . ul T " g - Bl - F ¥ S Dl
s K “ = o A i
¥ i R | = I ; 2 ! i 1 B g
L - i ] ] ' vl Y i = ¥ e g a S -
fi= - o _I.l:n ! _,:' _*. i X a-. . ; 'y { - e r? A - v
T " s — ¥ 2l L]

o e el
< ol O A



It'5 a game of chance and risk, and -:Jr*113 the bravest Piaﬂer will end up with the

!'4"_-_1.-'1.-"2-1 — ek
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et AE° ]

greatﬁst rr:warcls.
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