GAME INSTALLATION

Smart Start™

I an effort to make game installation as painless as possible, we've created
Smart Start”, Smart Start™ will automatically determine the graphics, sound,
input devices and the speed capability of your computer system to optimize
game characteristics. Smart Start™ will also take you step-by-step through the
process of installing your game on a hard drive or making a backup copy.
Don't be intimidated, just jump in and try it!

In the example below it is assumed that you are using floppy drive A, if not
please substitute all references to drive A with the appropriate drive label.
Cop}fing Rise of the Dragon to a Hard Drive

. After booting, insert Dragon disk #1 in Drive A

Type A: [ENTER]

Type INSTALL [ENTER]

Select “Copy Dragon to Hard Drive” from the Smart Start™ menu.
Follow the on screen instructions.
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Making a Backup Copy

Rise of the Dragon is not copy protected and it is recommended that you do
not play from the original disks. Smart Start”™ has a built in facility for helping
you to create a backup.

After booting, insert Dragon disk #1 in Drive A

Type A: [ENTER]

Type INSTALL [ENTER]

Select “Create backup copy of Dragon” from the Smart Start™ menu.
Follow the on screen instructions,
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Setting Preferences
Smart Start™ will do its best in deciding what type of computer equipment you
have, but sometimes it may make a mistake or you may wish to try other
graphics modes, sound configurations, etc. To maodify Smart Start™ prefer-
ences, follow these steps:
1. From a floppy disk: insert Dragon disk #1 and type a: [ENTER]

From a hard drive: go to the Dragon directory on your hard drive.
3. Type INSTALL [ENTER]
4. Select "Change Graphics” or “Change Sounds/Music” from the Smart
start” menu.
5. Follow the on screen instructions.

To run the game type “Dragon” from the Dragon hard disk directory or
floppy disk #1.

TROUBLESHOOTING

Problem: My computer has at least 640K of memory, but | receive a message
saying there is not enough memory to run Dragon.

Possible Solution: Dragon requires at least 570K of free memory. Your com-
puter may be running a “pop up” (T5R) program or it may be connected to a

device such as a LAN that uses a partion of the memory. In order to run Dragon,

you will need to free up some of the computer’s memory or select a different
graphics mode from the Smart Start™ (Install) program.

Problem: The joystick is not working properly.
Possible Solution: Press Alt-C or select "Joystick” under the Calibrate Menu to
calibrate the joystick.

Problem: When playing from the keyboard strange things happen such as the
cursor moving all around the screen,

Possible Solution: Press Alt-] to turn off the joystick or Alt-D to disengage the
mouse. Also, joystick calibration, Alt-C, may alleviate the problem.

Problem: Constantly playing music bugs me, but | still want to hear sound
effects,

Possible Solution: Press Alt-M to turn off the music or select “music off” from
the Options Menu.

Problem: Graphics appear in a mode that | don’t want.

Possible Solution: Use Smart Start™ to select the type of graphics you desire.
Also check the original package to see if you are running a version of Dragon
that contains the graphics mode you are trying to select.

If you have a problem that is not addressed on this list, please call or write
our Customer Support Line at:

Dynamix/Sierra Customer Support
P.O. Box 485, Coarsegold, CA 93614
(209) 683-8989.
8 A.M. TO 5 P.M. (PT) Monday through Friday
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