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called Project Firestart for the Commodore 64. Released in

September 1988, this was Dynamix's first tentative step into
the world of interactive entertainment. Project Firestart incorpa-
rated many new aspects of design and
production which have been built upon in
more recent products. Innovative ap-
proaches in Firestart included the use of
cinematic effects, video images, and com-
plicated animation sequences.

T he roots of Rise of the Dragon can be traced back to a game

Shoehorning the complex Firestart design into 64K was an
impressive technological accomplishment, but it also caused the
project to run maore than a year behind schedule and nearly gave
the lead programmer on the project a nervous breakdown.

Despite the difficulties we encountered making Firestart, we
were convinced it was a step in the right direction for product
development. So, with a bit of experience under our belts, we
decided to move on to bigger and better things in interactive
entertainment.




developed in late summer 1988 by David Selle and Jeff ment environment which could handle projects of this magnitude.
But, with the experience of Project Firestart fresh in our minds, it
was apparent that we were not going to be able to build the
product we wanted on the hardware which was currently available.

Reluctantly, Dragon was placed on the
back burner towait for technology tocatch
up with us. In the meantime we took an
intermediate step forward with Davic Wolf:
Secret Agent.

T he original story concept behind Rise of the Dragon was We realized we needed to create a completely new develop-

Tunnell.

After some preliminary design work,
it was clear that Dragon was going to
be bigger than anything Dynamix had
yet attempted. What we were discuss-
ing was not just a new kind of game, but
an entirely new way of making them.




rated into the system used on Rise of the Dragon were
created during the development of David Wolf! Secret
Agent. Another positive event which took place during the devel-
opment of Agent was that better and more powerful hardware
was becoming widely available for home use.

With the increase in the number of 386 machines on the market,

VGA graphics, and improvements in our
own in-house video and sound technol-
ogy, we became confident we could :

M any of the individual software tools which were incorpo-

begin to build the product we wanted by the end of 1989. This
provided the impetus for the development of the Dynamix Game
Development System (DGDS).

The DGDS conceptis the brainchild of Dynamix president Jeff
Tunnell. He envisioned this system as the way to build the next
generation of Dynamix computer.adventure software. DGDS
provides a newway to build games and a new way to play them.
On the programming side, it allows artists, programmers, and
writers to work on a project simultaneously in the same
development environment. For the player, its main purpose is
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to create games that are easy to play while providing a powerful
way to interact with the game environment. DGDS accom-
plishes this without forcing the player to
struggle with a parser.

Dragon’s inturtive DGDS point-ana-
click interface has all the depth and
complexity of traditional adventure
games without the frustration often as-
sociated with them.
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implementation and its conception. It is not aimed at

the younger market. We wanted Dragon to have a
gritty, dark tone in the tradition of Blade Runner and the
William Gibson novels. Designer Jeff Tunnell’s catch phrase was
“Cyberpunk untouchables” during the
early phases of development. This design
philosophy combined with DGDS en-
abled us to create a truly unigue interac-
tive computer adventure

ﬂ s an adventure game Rise of the Dragon is unique in its

1



A typical sceneis put together for Rise of the Dragon in several
stages. First, storyboard sketches are created from the original
story text as called for by the design. Then, after
deciding on the look and feel of a given scene, a background is
hand-painted and scanned into the computer. Next, ambient
animations are added to the backgrounds. One unique feature
of Dragon is that there are animations in every scene. Some
scenes in Rise of the Dragon have over two hundred animations

in them, each randomly generated. The individual animation?
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sequences can be digitized from hand renderings, video or devel-
oped wholly on the computer.

During the next phase of development, text is f____f;"' A
imported through a special interpreter. Finally, :1 AT
programmers hard code special cases for indi- ~—7,
vidual scenes and implement the game logicto /. .~
tie everything together. The last hurdle is Quality <~ ™~
Assurance (QA). Our QA departmentspent 1,000 ~— T/
hours testing Dragon to make sure the ﬂnal '

product was bug free. TR .Y
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ise of the Dragon required 11,000 man hours (about five years)
R of development time by programrmers, artists, writers, sound
technicians, testers and support per-
sonnel. There are 105 scenes, 26,000 pieces
of text and more than 12,500 indmvdual
animations in Rise of the Dragon. Whew!
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INTRODUCTION

Welcome to the world of Blade Hunter, Private Eye!

We hope you have as much fun playing this game as we did
creating it. Rise of the Dragon: A Blade Hunter Mystery is a non-
linear interactive adventure game which allows you to follow
multiple solution paths to resolve the game. If you have a problem
that isn't mentioned here, feel free to contact Dynamix/Sierra at
(209) 683-8989 8 A.M.- 5 P.M. Pacific Time.

The whole point of playing Rise of the Dragon is to discover
puzzles and find the solution to them in a limited amount of time.
However, some puzzles may be extremely well hidden, or so
arcane that you haven't any idea where to begin. Or, this may be
your first experience with an adventure game. Don't feel bad if
you occasionally get stuck.

How to use a solution manual.

When you get stuck, look through this manual for a question close
to your problem. Since the hints are organized from “slight-
ly helpful” to "here’s a big clue” to “Smack! Here's the answer!”
you should read them individually and in sequence. Place your

"Adventure Window Card” over each answer to read it.

How NOT to use a solution manual.

Use this book only for the hints you really need. It defeats the
purpose of playing an adventure game if you simply read this
manual cover to cover and learn all the answers.

15



If you've finished Rise of the Dragon.

Even if after you've “won" the game, we're sure we can interest
you in playing again. There are several different ways to resolve
Rise of the Dragon depending on the choices you make. You may
want to go back and try some different approaches to the puzzles
and possibly arrive at a “happier” ending. You may also want to
try some things “just to see what happens.”

If you enjoyed this game, you might like to try some of the 3-D
graphic animated adventure games produced by Sierra. Stay
tuned for future Blade Hunter Mysteries from Dynamix as well.

Good luck in your adventuring and we hope you enjoy
Rise of the Dragon!
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If you've finished Rise of the Dragon.

Even if after you've “won" the game, we're sure we can interest
you in playing again. There are several different ways to resolve
Rise of the Dragon depending on the choices you make. You may
want to go back and try some different approaches to the puzzles
and possibly arrive at a “happier” ending. You may also want to
try some things "just to see what happens.”

If you enjoyed this game, you might like to try some of the 3-D
graphic animated adventure games produced by Sierra. Stay
tuned for future Blade Hunter Mysteries from Dynamix as well.

Good luck in your adventuring and we hope you enjoy
Rise of the Dragon!

GENERAL QUESTIONS

|

| can’t figure this out! What kind of fun is this? |

e ———_————— e

What's the point of this game anyway? |
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