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SAFETY INFORMATION
About Photosensitive Seizures i
A very small percentage of people may experience a seizure when
exposed to certain visual images, including flashing lights or
patterns that may appear in video games. Even people who have no
history of seizures or cp;lepby may have an 'ﬁndlagnosud-.condmun
that can cause these “photosensitive epileptic seizurcs” while

watching video games.
These seizures may h
lightheadedness, altered v . -
shaking of arms or legs, disorientation, conf‘ue.mn, or momentary
loss of awareness. Seizures may also cause loss of consciousness or
convulsions that can lead to imjury Emm falling down or str:kmg

- nearby objects. :
Immediately stop playmg and consult a ductor if you expemnce any
of these symptoms. Parents should watch for or ask their children
about the above symptoms ~ children and tcena;.,us are more hkely
than adults to experience these seizt
The risk of photosensitive epileptic seizures maar be reduced by
sitting farther from the television screen, using a smaller television
sereen, playing in a well-lit room, and not playing when you are
dmwsy or fatigued. |

- any of vour relatives havega hlstorv af seizure

a doctor before playing.

_a variety of sympmms mcludmg

e

con;

Other Important Health and Safety Information
he hox“‘ Instruutmn Manual contams 1mp01'tallt heahh and safet

software

Av()u‘l Damagc- to Your Tt'.l(:\"lblﬂtl

- or rear@mwt.nm typts can be damage(} if any v1du) games,
including Xbox "™ games, are plaved on them. Static images presented
during the normal course of game play may “burn in” to the screen,
ng a pcr_manent shadow of the static image to appear at all
vhen videc s are not beng played. Similar damage
created when placing a video game on
levision owner’s manual to determine
played safely on your set. If you are
n in the owner’s manual, contact your
acturer to determine if video games
et.
se engineering, transmission, public
r play, or circumvention of copy

Limited Warrenty .. ..




Using the Xbox™ Video Game System
Disc Tray -

| |[x80Xx I

—__I-_—_
Controller port 1 J | Eject button I Controller port 4
Contraller port 2 Controller port 3

Power button

1. Set up your Xbox™ video game system by following the
instructions in the Xbox Instruction Manual.

2. Press the power button and the status indicator light will light
up.
3. Press the eject button and the disc tray will open.

4. Place the Broken Sword — The Sleeping Dragon disc on the disc
tray with the label facing up and close the disc tray.

5. Follow on-screen instructions and refer to this manual for more

information about playing Broken Sword — The Sleeping Dragon.

To avoid damage to discs or the disc drive:

e Insert only Xbox-compatible dises into the disc drive.

* Never use oddly shaped discs, such as star-shaped or heart-
shaped.

s Do not leave a disc in the Xbox console for extended periods
wheii not in use.

+ Do not move the Xbox eonsole while the power is on and a disc
is inserted.

» Do not apply labels, sti ers, or other foreign objects to discs.

Using the Xbox Controller

Uirectional pad Right thumbstick

L. Insert the Xbox Controller into any controller port on the front of the
Xbox console. For multiple players, insert additional controllers into
available controller ports.

2. Insert any expansion devices {for example, Xbox Memory Units) into
controller expansion slots as appropriate.

3. Follow the on-screen instructions and refer to this manual for more
information about using the Xbox Controller to play Broken Sword -
The Sleeping Dragon.




; Getttng Started

Set up your Xbox™ video game aystem itom l\hcrosoft as in the
Xhox ln:strucuon manuai :

I8 tzﬁmergmg An Ancient Ganspzracy, the Secret 0£ the Templars
and a fiendish source of pure Bvil ate responsible. The death of a
back bedroo a:om.puter hackcr in Paris is just the begmnmg of

i Collard Welcome 10 the world :}f onken Sword

Broken Sword The Sleepmg Dmgmz offus you.t the apportumt;y to

new direct-control interface which pmwdcs rad.u:al intuitive
gamep]ay Cuttmg—f:dgl. radms[:y graphic technology, hand created
animations, and cinematic storytelling cnm&me ina unique game
_that redﬁhzms a genre. e ;!

Scroll Convarsation Topics/ Scroll Conversation Topics/
Gycle between Multipls Highights/ mhmmamw

if ou have never played an adventure game before
Thé game has a simple interface system, There’s also a walk-
thr_gng fbt _ fmt sec:t;en_at the back af thls ma;mal With
ch" lenges

el the sinister cunsplracy :
which unfolds around you, But




After laum:hmg the game, press START when prompted and the
_Mam Mcnu mll be dmplayed Whilst playing the game, the Pnuse

navigated using either the left thumbstick, right thumbstick or thj
D-Pad. Whilst in a menu, press START or the A button to select an
option, and BACK or the B button to move back to a prevmus menu
screen. Iﬁte menu opugns are i

ain Menu

‘offered a menu with the following optmns

- Load Game: Select this optzmri you wish to kxad a prevxous by
saved game. -

_ Options Menu: This option will oiferyou a list of the &ﬂawmg in-
:;:game Grbtians

Sound Menu - Allows you to ad;ust the sound ievels

Subtitles - Provides the option to switch the subtitles on or off.

- Extras gallery: The options available are:

Pause Menu

i lca 4 ed and 7011 have :-.d S‘I‘ A n'r .ymz wﬂ! Vbe_._;ui_';fff _dxsp}ay the Pause Menu. You will be offered the follawmg th:

New Game: Select this option if you wish to start a new g.ame"’--- il

* Background Material (always available).
This provides background information to some of the subjects
covered in the game, as well as giving a summary of the prevmus- 5
‘Broken Sword games.

» Concept Art (only available on completion of the game). Check
out the concept art on completion of the game.

Whilst playing the game, pressing START will pause the game, and

Remm to Game: Select this option to return to the game.

Save Game: This option (when available) will allow you to save
_your game. Sce the Saving and Loading section for more details.

Options Menu The options are similar to those listed in the
Main Menu section above.

_ Quit Game: This option quits the game and returns you to the
‘Main Menu. Be warned, if you quit w1thout saving Lhen your

~ progress to that point will be lost.




"ff}amgitimtmls <
~ We have endeavoured to make the controls simple and intuitive.

Whilst playing the first section, the game offers advice on specific

controls by displaying pop-up messages. If you get stuck then

please refer to the First Section Walkthrough (later in this mzmua’i:)
which details how to complete the first section.

Xbox Controller configuration: -

Cycle between Midiple Highights/
Navigats Menus

B button

" In Game:

Left Thumbstick

* Right Thumbstick
D-pad

- A.'_hu'};xo.n_
- B button

: _Xb_u_tto_n :
“Yhultone @

Right Trigger

. Left Trigger
‘Black button

START

In Menus:

Left Thumbstick
Right Thumbstick
D-pad

START

button

Control movement of character, Scroll
through inventory, Scroll through

conversation topics.

Scroll through inventory, Scroll throﬁgh -

conversation topics, Cycle between multiple
highlights.

Scroll through inventory, Scroll through
conversation topics, Cycle between multiple
highlights.

Primary action as indicated by thé-z_{;ti_:_m_ map.
Special actions as indicated by the action map
{usually examine).

Special actions as indicated by the action-map.
* Special actions as indicated by the aetion-nap.

Run.

Crouch / Creep when moving character.
Display Inventory / Hide Inventory. -
Pause game - enter Pause Menu.

Navigate menu options.

Navigate menu options.

Navigate menu options.

Select an option.

Go back to the previous menu screen.
Select an option.

Go back to the previous menu screen.




Character Movement & Interaction:

Use the left thumbstick to move your character. As an object or

person is approached, with which your character can interact, a

highlight appears over that object, and icons on the action-map

indicate what actions are possible. The action-map, which appears

_ in the bottom right of the screen, maps to the main four b tons on
* the Xbox econtroller (A, B, X, ¥). A specific action can bc selecter

by pressang the appropriate button. :

Icons on
acuon-map
correspond to..

.- Action-map
buttons on
- Controller

When there are several objeets with which you can interact,
multiple highlights will appear. You can cycle between each
highlight by using the right thumbstick or the D-pad. The action-
map will change to show what actions are available for the
specifically highlighted object.

Multiple
highlights on
screen.

- are close to an ob;ect or person, the action-map will give you th
. option to use the inventory item on that object or person.

The Inventory:

Your characters can pick up and carry objects. The objects being
carried - the inventory - can be displayed by pressing the Black
button. Whilst displaying the inventory, you can scroll through the
selected objects by using the left or right thumbstick or the D-pad- .
If, when the inventory is displayed, a highlight indicates that you

Some inventory objects can be used on each other - to do this, =
highlight the first item and press the 'combine’ button to bring it -
forward. Then highlight the second object. If the two items can be
combined then a 'combine' symbol will be offered on the action-
map. A selected item can be returned to the inventory by pressing
the 'return item' button.

- Talking to someone:
~ When you approach someone, your character can talk to them if a.
‘talk' icon appears on the action-map. Selecting the 'talk’ icon will
display a list of subjects, Using the left thumbstick, right
- thumbstick or the D-pad, you can then scroll through the subjects

and select what you would like to talk about. It is always worth
talking to people because they may provide information that is
necessary to proceed. Note: You cannot save your game during a

~ conversation. See the Saving and Loading section for more detail.




Some boxes can be pulled and pushed. To move a box, press an&

. character forwards or backwards. Boxes can only be slid ontoa

_ surface of the same height. Boxes can only be pulled backwards if
thete is an area onto which your character can step after having
grabbed the box.

Climbing, dropping and shimmying:
When you encounter a ledge or a wall, your character can jump up

character can then drop by selecting the 'drop' icon. Whilst hanging
from a wall, you may cause your character to shimmy in the
_ required direction by pushing the left thumbstick. Your character
- needs to be close to and facing a ledge or wall before the 'climb'
_icon will appear.

ys worth taking the opportunity to
¢ information may be revealed that is vital
_to progress! ever possible use the 'search a person’
mmage t i 2 body, and 'examine' icon to take a
at thi aund you, Remember that objects in your
d, and this may also reveal a vital clue.

u progress, it is'@
for clues - be

 Action Evenm'

hold the button corresponding to ‘grab’ and then move the :
: " - that you are in an Action Event because of the context. You may

~ need to move your character so that they can grab a ledge (as

~and grab it if the 'climb’ icon is displayed on the action-map. The .

An Action Event is a situation in which your character is put in
danger. You must determine what to do. Quickly. You should know

shown below), move towards an item, or simply react quickly to an
option on the action-map.

NOTE! Game progress cannot be saved during an Action Event!
See the Saving and Loading section for more information.

Notepad:
Both George and Nico keep a note of key events that happen during
their adventure. These can be accessed by highlighting the notepad
in the inventory and pressing the ‘examine’ button.




* Lo il
an object.

Grab a box or
moveable object.
Keep button pressed
and move Bmkwmds
or forwards '

Pick up an object !

Put an object down
I,when held. rather

Rotate a background
object clockwise

Rotate a background
object anti-clockwise

Inventory:
Press Black button to dlsp}ay mventor’y

Bring item out of
'anentory

Return item to
inventory

Explenng the e

Climb w
or )ump

Drop off a wall
orledge

to shimmy by moving in the d.“_ucction_ required.

Note that when hanging from a wall, you may cause your character

{ control after h’uggmg
a wall or cliff face

Step onto ladder

Listen at a dour or
window

. Open a door

. Look thmugh::a
! window

Confirm choice

/ ~ Exit from
N the notepad




First Section Walkthrough:
Spoiler Warning! It is suggested that you only read this
walkthrough if you are really stuck. Oh well, go on then...

As George comes around and

finds himself in a burning

aircraft. The Highlight is above

the seat belt. Press '@ ;
-

George will automatically
1

release hi- up.

Walk towards the beer bottle
and the highlight will appear
above the bottle.

Press ,'e;

George will pick up the bottle.

If George tries to walk into the
cockpit then the plane will tilt:
and be will quickly step back.
What you need is a counter
balance, and the most likely
object is that box of engine parts.
Before moving it, however,
George will need to release the
strap that holds it to the pole.

To release the strap, walk to the

strap and press ®

To drag the box, approach it
from the right-hand side.
Press and hqld Wl

George will stoop and grab the
box. Now move George

backwards and he will drag the
box into the central aisle.

That box will need to be pushed
to the back of the plane if it is
going to work as a counter
balance. Walk behind the box,
press and hold 5|

Now keep pushing the box
towards the back of the plan
until the box is right at the back.

George can now walk into the
cockpit. Here he finds the pilot,
Harry, who has not yet come
around. Trying to wake him has
no effect. Try searching him by
pressing

You will find a bottle opener.




Remember that Harry was
drinking beer — even as they
approached the storm. Perhaps
beer would act as the tonic to.
bring him back to consciousness!
You will need to open the bottle.
To do this, bring up the
_inventory. Scroll to the beer
bottle and press %,

This brings the bottle forward. -

Now seroll to the bottle r}peﬁér -
and press %

-~ This has the effect of using the
opener to open the bottle -
leaving you with an open bottle
of beer!

Now you can bring Harry around
by wafting the beer under his
nose. To do this, select the

inventory (if the inventory is not

already displayed). Scroll until
the open beer is selected, and
then press % to 'use the bottle
onfHarry'. -

This should successfully rouse
him!

Now to get out! The door at the

back is too badly damaged to

open, so getting out through the
windscreen is the only option.

You will need something to

smash it!

Walk George to the fire

extinguisher. You will see that
several highlight symbols appear

~ both the windscreen and the

fire extinguisher. You can cycle =
between the multiple highlights
by using the right thumbstick or
D-pad. Highlight the fire
extinguisher and press | @}

Now George is holding the fire
extinguisher, and he has several
options. The windscreen, the
floor, and Harry are highlighted.
Again, you can switch between
the multiple highlights. Select
the windscreen (unless you want
to try squirting Harry), and

press \g‘

.

George will throw the
extinguisher out of the window.
Freedom beckons. . Interact with -~
the window, and trying to climhb

out. But you find that more
weight is needed at the back.




Several aubfeetq are offezed
Talk to him about the ‘plane
tilts' option and he will offer to
go to the back. Off he goes.
Maybe now ...

Walk up to the window and
climb out by pressing g:

As you climb out, strict
instructions are given to Harry.
Strict instruetions which he
ignores. With both George and
~ Harry at the front, the plane

~ plummets over the edge. Luckily
__you th thrown onto an

: -.'ovt_?f_l‘! nging ledg

 Jumping and climbing is also
controlled through the action-
map. To jump across the gap

press %

Then pull yourself onto the ledge
with Harry by pressing Jﬁ

Having finished the conversation
with Harry, you are off in search
of the Professor. As vou stand on
a cracked ledge it starts to break
away. You are in Danger! You
must move to the right and jump
aver to safety. This time around
it doesn't matter if you fail to
react to the threat. Next time

: it be so lucky

As you approach the next cliff,
the ledge narrows. You will,
need to hug the cliff and
sidestep. To get into this

position press A!E

On the other side, return
to normal control by

pressing a&

Continue across the cliff,
pressing L

to climb up and
to climb down.

While hanging, and if there is

space, you may be able to get
George to swing along a ledge by
moving him in the direction that
you want him to move.

Now you are on your own.
Good luck and enjoy.




 SAVING AND LOADING

- Saving a game: :
During the game, when you want to save your progress, pause s:he

game and select the Save Game option on the Pause Menu. On the

Save Game screen you have a selection of four slots in which to
_ save your game progress. Simply select a slot and press A to save
~the game. If you have no free empty slots, you can choose to

T previous save data within that game slot. —
Note: At certain times in the game the option to save w:ll not be
available. These include Action Events, during key plot
developments and when George or Nico are interacting with
objects, people or the environment.

Loading a previously saved game:

Previously saved games can be loaded from the Load Game option
. on the Main Menu. The load game screen details the section and
time at which each of the saves slots were created. Simply pick the

game you want to load and you will be returned to the ‘game at the

pamt you saved.

ndofgame save: : d S
When you complete the game, you are given the optxon to save the
Game Complete data. This does not replace any of your save slots,

game is started. If you choose not to save at the end of the game,
. you will need to complete the game again to unlock the Concept
Art section.

overwrite a previous save, but be careful as doing so will deletc. the

- but will allow you to access the Concept Art section next time the :
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