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fullscreen display resolution. Available resolutions depend on
your monitor and graphics card.

Generic Rendering Distance — display how far objects in
the game are rendered. Can be Low, Medium or High. Higher
rendering distances result in improved graphics quality but
lower frame rate.

Render Selections — displays whether objects will be high-
lighted when you place mouse over them. This option works
for itemholders (for example chests) and for objects that can be
manipulated in some way (for example doors).

Device Options

Lock Exposure Channels - those options shows whether
all three color channels (red, green and blue) will be modified
then you modify exposure. Exposure modifications are used if
you wish to darken or lighten image displays if your image is
too dark or too bright.

Exposure Red/Green/Blue - sliders that show how strong
certain color is on your monitor.

Reset Exposure — resets exposure channels to their default
values.

Procedural Geometry Options
Render Grass - used to toggle grass rendering.

Grass Density — used to show how much grass will be ren-
dered.
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Grass Rendering Distance — shows how far grass will be
rendered.

Animate Grass - used to toggle grass animations.
Shadows Options
Shadows - used to toggle shadows rendering.

Shadow Type - can be one of the following: All Objects
(shadows are rendered for all objects), Static Objects (shadows
are rendered only for static objects (rocks, houses etc.) or Dy-
namic Objects (shadows are rendered for creatures and players
only).

Shadow Texture - this option is used to change resolution
of the shadows texture. Higher resolutions mean more detailed
shadows at cost of rendering speed.

Effects Options

Effects Distance — shows how far from player special ef-
fects will be rendered. Special effects are things like fire, smoke,
explosions, etc.

Effects Detail - shows the detail of particle effects. Higher
details can influence rendering speed in some cases.

Audio Options
Sound FX Options

Sound On - toggles sound playback.
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Sound Volume - this is used to change volume at which
sounds are played.

Music Options
Music On - toggles music playback.

Music Volume - this is used to change volume at which
music is played.

Controls

Combat Controls

Draw Weapon - toggles weapons which player holds in
his/hers hands.

Target Nearest Creature — this is used to target the nearest
creature that is visible to the player. Targeted creatures will be
displayed in Creature Display panel at the top of the screen.

Taunt - this is used to taunt creatures that are nearby. If
there is hidden creature nearby, taunts will draw it out in the
open.

Movement Controls

Run Forward/Backward/Left/Right - these keys are used
to move player characters in the world.

Camera Controls
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Another difference between the Save Game and Load Game
panels is that selecting existing saved game will activate Delete
Saved Game icon below the location image. You can use this to
delete Saved Game you no longer need.

Gameplay

This chapter provides basics you need to know in order to
play Legends of Dawn.

Movement

Your character is controlled by movement keys (default
WASD). Keys are used to move your character forward (W),
backwards (S), left (A), or right (D). The mouse is used to ex-
ecute various actions such as attacks, spellcasting, or rotating
the camera. In order to rotate the camera, press the right mouse
button and move the mouse while continuing to press the right
mouse button.

In order to execute various actions you can use keyboard
shortcuts. Default key bindings are listed at the end of this man-
ual.

Combat and Spellcasting

In order to fight you need two things: you have to find mon-
sters and you have to click on it (left mouse click). Regular at-
tacks work very simple, you click on the enemy and your player
attacks it. One click per attack.
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There are cooldowns after each attack, but for most weap-
ons they are very short, half a second or so. Only two-handed,
big weapons, and ranged weapons such as bows and arrows
have noticeable cooldowns. Cooldowns for these weapons
are introduced to compensate their increased damage and/
or range. Cooldowns are also affected by player's skills, active
spells, other effects such as monster auras etc.

Each time you click on the monster, that monster is select-
ed. Click on the spell icon in the toolbar at the bottom of the
screen casts that spell toward the selected monster. This works
for projectile/missile spells. There are other types of spells, for
examples protection spells which work on the player and do not
require a target, or ward spells which create magical wards on
the ground beneath the caster.

Spells are cast using Faith, the equivalent of mana in other
fantasy games. Click on the enemy to select it then click on the
spell icon in the toolbar to cast the spell. An alternate method
is to select target and then press the key number where '1' cor-
responds to the spell in slot 1 of the toolbar and '0' to Slot 10.
Most spells will have to cool down. Remember, an enemy needs
to be targeted to activate the missile spell.
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Items

Items you are carrying are placed in your inventory. In or-
der to move items in the inventory simply click on their icon
and drag them into the slot you want them. To discard item,
drag it outside the inventory panel. Discarded items are for-
ever lost to you. If you have items you do not need, you can sell
or sacrifice them (see Sacrifice). Quest items and Unique items
cannot be discarded.

Items can also be placed in toolbar at the bottom of the
screen. Those items are highlighted in your inventory. Items
most commonly placed in toolbar are potions, food, weapons
and spells. Discarder and sold items are automatically removed
from the toolbar as well.

Also, magical items, blessed or empowered items can now
be crafted if you have scrolls describing such items. Empowered
items have magical bonuses which draw their power from cer-
tain relics. Player can have up to four such relics active at any
given time.

During your adventures you will stumble upon “blessed”
and “cursed” items, too. Blessed items are blessed by one of
three main gods - Perun, Svarog or Veles and they give players
additional bonuses at the cost - each item has blessing that lasts
for up to one hour of gameplay.

Cursed items, on the other hand look like normal or magi-
cal items but they carry curses with them. Once equipped,
curse becomes active and item cannot be removed unless you
visit the shrine of good god.
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Appendix - Default Key Bindings

This is the list of default key bindings for Legends of Dawn.
You can bind your own custom keys in Options ? Key Bindings

panel.

Movement Actions

Key

o > © =

Action

Run forward
Run backwards
Run left

Run right

Combat Actions

Key
X
Tab

Action
Draw weapon
Target nearest hostile creature

Taunt nearby creatures
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Camera Actions

Key  Action

Home Zoom camera in

End Zoom camera out

Delete Rotate camera left

Page Down Rotate camera right

GUI Actions

Key  Action

C Toggle character panel

I Toggle inventory panel

J Toggle achievements panel

L Toggle legendary items/dwarven glossary panel
M Toggle maps panel

F Toggle crafting panel

~ (tilde) Toggle console panel
K Toggle skills panel
P Toggle spells panel
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R Toggle reputation panel
Escape Toggle options panel
Q Toggle quest log panel
B Toggle bestairy panel

Quickbar Actions
Key  Action
+ Activate next shortcuts set

- Activate previous shortcuts set

1 Use item or spell with index 1
2 Use item or spell with index 2
3 Use item or spell with index 3
4 Use item or spell with index 4
5 Use item or spell with index 5
6 Use item or spell with index 6
7 Use item or spell with index 7
8 Use item or spell with index 8
9 Use item or spell with index 9
0 Use item or spell with index 0

F1 Activate shortcut set 1
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F2 Activate shortcut set 2
F3 Activate shortcut set 3
F4 Activate shortcut set 4

F5 Activate shortcut set 5

Miscellaneous Actions
Key  Action

F12 Take Screenshot
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Legal

Dreamatrix Ltd.

END-USER SOFTWARE LICENSE AGREEMENT
Copyright ©2013 Dreamatrix Ltd.

This Software License Agreement (“Agreement”) is a legally
binding agreement between Dreamatrix Ltd. (“Dreamatrix”)
and you. Please read the Agreement carefully before using the
software. If you have any questions about it, we encourage you
to seek independent legal advice. By clicking on “I AGREE;,
you are agreeing to be bound by the terms of this Agreement
(by law, clicking on the “I AGREE” button constitutes a valid
signature). If you do not agree to be bound by the terms of this
Agreement, please cancel the installation of this application.

1. License.

Dreamatrix grants you a non-exclusive, non-transferable
limited license to use, for your own personal, non-commercial
use, the application(s), demonstrations, data files, graphic im-
ages, and other software, whether on disk, compact disc, in
read-only memory, or on any other media (the "Application
Software"), and the related documentation. (“License”).

2. Intellectual Property.

While you own the media on which the Application Soft-
ware is recorded, Dreamatrix retains all rights to the Applica-
tion Software and related documentation. The Application
Software contains copyrighted material, trade secrets, trade-
marks and other proprietary material which is protected by
intellectual property laws. The copying, redistribution, selling
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or publication of any part of the Application Software is strictly
prohibited.

3. Representations and Warranties.
You represent and warrant to Dreamatrix as follows:

(a) You are responsible for supplying your own equipment
and operating system for using the Application Software, and
for keeping it in good working order, at your own expense;

(b) You will use the Application Software for your own per-
sonal entertainment and not for any commercial purpose;

(c) You will not copy, decompile, reverse engineer or disas-
semble the Application Software, or otherwise reduce the Ap-
plication Software to a human-perceivable form;

(d) You will not modify, network, rent, lease, distribute or
create derivative works based upon the Application Software in
whole or in part;

(e) You will not electronically transmit the Application
Software from one computer to another or over a network;

(f) You will not make any attempts to discover the source
code of the Application Software, or create any derivative works.

4. Multi-User Disclaimer.
Game Experience May Change During Online Play.

Dreamatrix acknowledges that the Application Software
may be utilized by several different users during the same ses-
sion, and that communications may be exchanged between
players over the Internet during play. Dreamatrix disclaims all
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liability for any damages suffered by you as a result of any such
communications made by other users online.

5. No Endorsement.

The display of the Dreamatrix trade mark, trade name, logo,
or any domain name owned by Dreamatrix, on any third party
web site does not constitute an endorsement of such third party
or its web site, nor any products, services or content contained
on such web site. Your access to or use of such third party prod-
ucts, services or content is solely at your own risk.

6. Termination.

This Agreement is effective until terminated. You may ter-
minate this Agreement at any time by destroying the Applica-
tion Software and related documentation and all copies thereof.
Dreamatrix can terminate this Agreement at any time if it de-
termines you have failed to comply with any provision of this
Agreement. Upon receiving notice of termination from Drea-
matrix, you must immediately destroy the Application Software
and related documentation and all copies thereof.

7. Disclaimer of Warranty on Application Software.

The Application Software and related documentation are
provided AS IS and without warranty of any kind, and Drea-
matrix expressly disclaims all warranties, expressed or implied,
including but not limited to, the implied warranties of non-
infringement, merchantability and fitness for a particular pur-
pose. Dreamatrix does not warrant that the functions contained
in the Application Software will meet your requirements, nor
that the operation of the Application Software will be uninter-
rupted or error-free, or that defects in the Application Software
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will be corrected. Furthermore, Dreamatrix does not warrant
or make any representations regarding the use or the results of
the use of the Application Software or related documentation
in terms of their correctness, accuracy, reliability, or otherwise.
No oral or written information or advice given by Dreamatrix
or a Dreamatrix-authorized representative shall create a war-
ranty or in any way increase the scope of this warranty. Should
the Application Software prove defective, you (and not Drea-
matrix or a Dreamatrix-authorized representative) assume the
entire cost of all servicing, repair or correction. Your expressly
acknowledge and agree that use, quality and performance of
the Application Software is at your sole risk.

8. Limitation of Liability.

Under no circumstances, including negligence, shall Drea-
matrix, its shareholders, subsidiaries, officers, directors or em-
ployees be liable for any indirect, incidental, special or conse-
quential damages that result from this Agreement or your use
or inability to use the Application Software or related docu-
mentation, even if Dreamatrix or a Dreamatrix-authorized rep-
resentative has been advised of the possibility of such damages.

9. Indemnity.

You agree to indemnify and hold harmless Dreamatrix, its
shareholders, subsidiaries, officers, directors and employees in
respect of any claims, demands, causes of action, liability, dam-
ages, costs, fines, expenses (including legal fees) that result di-
rectly or indirectly from your use or misuse of the Application
Software or any violation of this Agreement.

10. Governing Law, Language and Severability.
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This License shall be governed by and construed in accord-
ance with the laws of the Croatia and any disputes arising from
this Agreement shall be adjudicated in the courts of the Croatia.
The original version of this Agreement is in English, and any
interpretation will be based on the English text. In the case of
any discrepancy between a translated version and the English
text, the English version will prevail. If for any reason a court
of competent jurisdiction finds any provision of this Agreement
or portion thereof to be unenforceable, that provision shall be
enforced to the maximum extent permissible so as to effect the
intent of the parties, and the remainder of this Agreement shall
continue in full force and effect.

11. Complete Agreement.

This License constitutes the entire agreement between
Dreamatrix and you with respect to your use of the Application
Software and related documentation, and supersedes all prior
or contemporaneous understandings or agreements, written or
oral, regarding such subject matter. No amendment to or modi-
fication of this Agreement will be binding unless in writing and
signed by a duly-authorized representative of Dreamatrix.
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