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

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 incorpo-
rated many new aspects of design and g
production which have been built upon in
more recent products. Innovative ap- |
proaches in Firestart included the use of ”K
cinematic effects, video images, and com- {4
plicated animation sequences. ;
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toryboards

Shoehorning the complex Firestart design into 64K was an
impressive technological accomplishment, but it also caused the
project to run more 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.



Early pencil sketches of Blade Hunter's world
It was essential that the artwork capture the
technologically dark mood from which the

story could be told

he original story concept behind Rise of the Dragon was

developed in late summer 1988 by David Selle and Jeff
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-
ingwas not justa new kind of game, but
an entirely new way of making them.

Dynamix's first use of digitized actors
and electronically rototscoped anima-
tion, David Wolf: Secret Agent was a
testing ground for much of the technol-
ogy used in Rise of the Dragon

We realized we needed to create a completely new develop-
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 to catch
up with us. In the meantime we took an
intermediate step forward with David Wolf:
Secret Agent.




The many early forms of Blade Hunte
nemesis, Deng Hwang, and his MT
ego, Bahumat

any of the individual software tools which were incorpo-

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 machineson the market
VGA graphlcs and improvements in our "
own in-house video and sound technol-
ogy, we became confident we could
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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 concept is 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 new way 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 intuitive DGDS point-and-
click interface has all the depth and
complexity of traditional adventure
games without the frustration often as-
sociated with them.

10

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

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 unique interac-
tive computer adventure.
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A typical sceneis put together for Rise of the Dragonin 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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were developed by
video taping a live dancer, transferring
> video image to the
nd tracing over
ent with a paint p

The dance sequences

computer and
frame"” of

sequences can be digitized from hand renderings, video or devel-
oped wholly on the computer.

During the next phase of development, text is b b i
imported through a special interpreter. Finally, 5
programmers hard code special cases for indi-

vidual scenes and implement the game logic to & é/’

tie everything together. The last hurdle is Quality <~
Assurance (QA). Our QA departmentspent 1,000 f"f7
hours testing Dragon to make sure the final —~ ) Q
product was bug free. 14 W

13



yvere constantly
much gf)l" Vas
oom floor was
S it €
Chandra in much more graphic d

full ryboarc

ise of the Dragon required 11,000 man hours (about five years)

of development time by programmers, artists, writers, sound

technicians, testers and support per-
sonnel. There are 105 scenes, 26,000 pieces
of text and more than 12,500 individual
animations in Rise of the Dragon. Whew!

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 pathsto 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



GENERAL QU
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If you've finished Rise of the Dragon. HE- < L S W 2
Even if after you've “won” the game, we're sure we can interest |gh| u h - : of fn ' th'S?
you in playing again. There are several different ways to resolve : T

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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FOR YOUR INFORMATION

Rise of the Dragon: A Blade Hunter Mystery* consists of:
4,402,206  bytes of source code which compiles down to
822,096 bytes of object code
7,483,416  bytes of animation
4,096,000 bytes of background pictures
788,028 bytes of sound effects and music
1,014,833 bytes of program, drivers, and interpreter.
18,606,579 bytes total.
Data totalling 13,382,277 bytes were compressed by a proprietary
program to 7,376,947 bytes of resources on your disks.
*V/GA Version
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BLADE’S APARTMENT

Blade's
Bathroom
Cupboard ApB;I:?meesnt VidPhone
Hallway
Rooftop Elevator (under
construction)
|c=
Em-Way
Platform

EM-WAY TRANSIT MAP

Reservoir
(Arcade and
Hovercar)

~

Jonny Qwong's

Karyn's

Deng
Hwang's
Chen Lu's
\ City Hall

Em-Way Map )
(Destination Blade's

Map) Apartment

/ Em-Way \ Pleasure
Platform OR Bore
Hovercar
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PLEASURE DOME AREA

Pleasure Dome The Jake's
Bar Booth
Exotic Card Game
Dancer

Pleasure Dome
Guards
(Slen & Arreis)

Pleasure Dome
Entrance

Em-Way
Platform

CITY HALL

e

Viwcaeyr?zri's fois
Office ol
Bureau of City Hall Poli
Records Lobby i
) (lenhi) Checkpoint
City Hall Sidewalk Warehouse
Main (Flowershop & District
Entrance Bum)

Em-Way
Platform




WAREHOUSE DISTRICT

outside MTZ
warehouse

Electrical panel

Inside view
of MTZ
warehouse

L

MTZ
Old =l Alley warehouse
Chinaman parking lot
Warehouse
District
City Hall Sidewalk
Main e (Flowershop &
Entrance Bum)
Em-Way

Platform

CHEN LU’S APARTMENT

Safe

Bathroom

VidPhone

Living Room

Bedroom

|

Hallway and
Entrance

Em-Way
Platform




JONNY QWONG’S
Jonny
Em-Way Qwong's
Platform Apartm%nt
VidPhone
Sewer ==t Access Panel

KARYN'S
Karyn's
Apartyment Hallway
Em-Way
Platform
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_ DH ENTERPRISES

' Injection
Interrogation Collar
Chamber Close-up

Janitor's
Closet

Roof (landing
hovercraft here
bypasses security)

Temple
Main
Security Hallway
Panel
I I
Security Lobby
Room (Receptionist)
| I
Security DH
Guards Enterprises
Break Room Main Gate
Em-Way
Platform

CHARACTER PROFILES

Name: William$S. “Blade” Hunter
Occupation: Private Investigator
Hobbies: Guns, knives, cyberball
Place of Birth: Eugene, Oregon
Date of Birth: Sept 27, 2013
Future Plans: Make enough
money so | won't have to work
anymore.

W)

Background: Blade is a former’ “¥
police detective who was pres- %
sured to resign from the LAPD by
then police chief Giuseppe
Vincenzi because of his unortho-\*
dox methods of investigation.
Although Blade had one of the
highest conviction rates of any
officer, he also was named as a
defendant in more civil lawsuits
than any other officer in the
history of the department. After T 4
leaving the force, Blade opened [N, /

his own detective agéhcy, which & © / B
provided a subsistencellevel of
income. X
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Name: Karyn Sommers
Occupation: Data retrieval
specialist

Hobbies: Judo, gardening =

Place of Birth: Yreka, Califorpia: =

Date of Birth: Oct. 16, 2028 )
Future Plans: Self fulfillment' /)~ =
through a rewarding caree,pV\i h ' i gy
the city 4

There is genuine af
between these two bu
well, he’s notthe mostr

six-pack during aball g
neck during the co’

Name: Deng Hwang

Occupation: Mafia kingpin and
megalomaniac
Hobbies: Biochemistry, genetics,
cat-bowling

Place of Birth: Hunan Province,
China %
Date of Birth: Unknown =t
Future Plans: \World domination m"*“"‘i}l

f«
N ; S

&
if’w,»’%.,‘ :
i

Background: Little is known
about this shadowy mafia
figure. He claims to have been
born in mainland China, but
this can not be verified inde-
pendently. Psych profiles .
indicate he possesses great”
intelligence.and a highly”
developed criminal instinct:
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Name: Giuseppi Vincenzi
Occupation: Mayor of Los An-
geles

Hobbies: Baby kissing, cutting
welfare programs, lying to his
constituency .
Place of Birth: Los Angeles, CA b
Date of Birth: Feb. 14, 20Q3
Future Plans: Governorshmof

California 1 S e N

Background: Mayor Vincenzi' bt : :

has proven himself to be a U A

ruthless politician who will stop ST RN

at nothing to advance his _~~ Yl él i
career. Formerly, he-was" the 1/ LA

chief of police for the LAPD. He

is responsible for pressuring !:\".\ /{ ?
\

"

police force - consequently v
there is little love lost between /

these two men.

Blade into resigning from the V7 £y
(

\ |

\ |

’ /
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Name: Willard Jakeston AKA

“The Jake"”

Occupation: Miscreant

Hobbies: Prank phone caIIs § i
shoplifting

Place of Birth: Los Angeles, CA .&w,‘.-
Date of Birth: Aug. 12, 2028
Future Plans: None of your b|§

slicker. § oo, T
Background: WittardJakeston "y "~ L [\
is @ small time player on the “ 3} e SN
street scene in the “dome” .
s £s K
district of LA. Although he
occasionally engages in activi- WAL
ties of questionable legality, he \E A :
doesn't consider himself a V { f
2 & . . | 4 T
criminal, merely an “@ntrepre- a4
neur.” Petty theft.aside, The-——" J | .7V,
: . & 0 ¥ N #
Jake is basically an O.K. guy. i |} 7
ff "L A ‘ﬁs 4 T g A I
~ X i y b . it
A TN (Y "“‘”’“\\‘
B \&_".& [?{fr{x____; -
A ¥
L g i
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Name: Chang Li

Occupation: Scholar
Hobbies: Radio astronomy,
writing self-help literature, ancient
Chinese mythology

Place of Birth: Los Angeles, CA
Date of Birth: Feb. 29, 1992
Future Plans: To gain spiritual
enlightenment in this life cycle

Background: A native of the
City of Angels, Chang Li is a
respected scholar in the field of
Chinese mythology. He has
also written several books |
including The Step by Step!
Guide to Private Investigation
and Other Fun Things.
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NEED FURTHER HELP?
CALL THE SIERRA/DYNAMIX

AUTOMATED HINT LINE SYSTEM

You may reach the hint system by dialing: 1-900-370-
KLUE. Californiacustomersneedtocall: 1-900-370-5113.

All hint questions MUST be directed to the previously
mentioned “900” numbers. NO hints will be given on
our Customer Service lines. The Hint System is available
24 hours a day. The charge for this service is 75 cents for
the firstminute and 50 cents for every additional minute.
Long distance charges are included in this fee. Callers
under the age of 18 must get their parent’s per-
mission before calling the hint line. The automated
hint system is only available within the United States at
this time.

All other questions will be answered by calling our new
Customer Support number at: (209) 683-8989. Again,
please note that ALL hints must be obtained by dialing
the above “900” numbers. ABSOLUTELY NO HINTS WILL
BE PROVIDED THROUGH OUR CUSTOMER SUPPORT
LINES.

The contents of the Sierra/Dynamix Automated Hint
Line are solely the responsibility of Sierra On-Line and
Dynamix Inc. Thank you for buying Dynamix products.
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