The game’s plot is unusual; all the events take place in a thoroughly elaborated game
world. The game world is based on a philosophic idea of humanity development principles,
though in the game it isn’t reflected in full. Its history takes its beginning in near future and tells
us about terrible disaster that caused the Earth’s downfall, about group of people who left this
world and moved to the other one, and about their life there. The fantasy game world has
characteristic peculiarities.

The plot of the game is based on the events taking place in a new world. In a city, where
descendants of the people who left the Earth live, famous magician teaches magic six young
men. Once, the master receives as a present a mysterious magic artifact. Attempts to examine
that strange thing caused the teacher’s disappearance. Trying to clarify the situation his disciples
also get under the influence of the artifact. All of them somehow get to the remainders of the
ruined Earth. These remainders are round islands (domain as to the game’s terminology), divided
by chaos. They are the main playing space. Young magicians find themselves in different places
everyone with a part of the artifact and start acting on their own. All of them are game characters
and representatives of the sides you can play for. Traveling through the domains, fighting with
domains’ masters and among themselves, magicians unravel the secret of the artifact...

Zerin — Evocator

He is impetuous and hot-tempered as fire that is under his control. He is always ready to
move forward, towards uncertainty. He hates listen to advices. It happens that he acts first and
only then he thinks. Nevertheless, he gets out of difficult situations with dignity owing to his
fearlessness and fantastic luck. The most hateful things for him are boredom and banality. Zerin
chose the path of magic of Awakening, giving power over force and energy.



Mirtis — Incarnator

Following the most secret paths of magic left an imprint on him. Mirtis has a specific gift
to distort and dispel enemy magic like a distorting mirror reflects real world images. This ability
makes him a very dangerous opponent in a magic fight. Mirtis is always calm and laconic, he
splendidly controls his feelings and emotions. His actions are often has secret implication which
is imperceptible for other people.

Mitris preferred the path of magic of Incarnation; its dark and secret depths always
uncontrollably beckoned him.

Cruan — Necromancer

He is far from typical among his colleagues-necromancers. Cruan looks rather like an
absent-minded scientist, than like a gloomy dead bodies’ researcher. But in spite of his mind
orientation to something far away, to secrets of life and death, he is fatally dangerous. He never
stops on halfway. If he kills someone, he really does it. That is why others consider him cruel
and ruthless. Cruan can control his own life power as well as life power of other people, moving
into bodies of controlled creatures and spreading death by their hands. Cruan chose the path of
magic of Necromancy, longing to know laws of life and death.



Sirimbel — Door-keeper

Sirimbel’s superfluous caution annoys people rather often. They consider him to be a
paranoiac and coward. But in reality it isn’t true. His caution is a result of gift or damnation, you
may call it as you like. He can see shadows of the future. Shapeless and strange ghosts make him
measure every step on the road of life. Sirimbel chose the path of Magic of Portals, hoping to
become an astral pilgrim someday.

Verition — Transmuter

It’s easy to describe him as an insane artist. He uses all his art of transformation for
creation of mad fantastic images. Due to his ambition and changeability it’s very difficult to deal
with him. There’s an interesting fact: changing mind of Verition allows him controlling power of
Chaos rather well, but these forces could kill a mind of any other magician. Verition, following
his artistic nature, studied the path of magic of Transmutation.

Inanna — Enchantress

She is the only woman in this association of magicians. Inanna is a dreamy idealist.
Anyway she makes such an impression at the first sight. But late it becomes that she understands
things more deeply and precisely, than the majority of other magicians. It allows her controlling
practically any magic forces. Even creatures created by Inanna’s enemies often have to submit to
her orders.

Inanna chose the path of magic of Charms.

Role components of Lethal Dreams are as follows:

1) There are 6 predetermined characters in the game each of them representing sides you
can play for. Each of them is characterized by elaborated personality and character that
differ from others. The most brightly it is reflected in the diplomacy system, which is
represented as a private dialog between two characters. Moreover every character speaks
differently to the other one. According to the plot characters knew each other before the
events described in the game. It is reflected in specific attitude of each character to all the
other ones.

2) There is also a possibility to carry on a dialogue with NPC guarding game levels. A
dialog may result in different consequence; sometimes even a domain can become
subordinate to a player.

3) Besides a standard procedure of territory capture, there is a number of missions in the
game that if completed can bring the character a bonus or just to simplify next level



winning. For example, if it isn’t possible to win the level by fighting, it’s sometimes
possible to find some object necessary for that level’s master in the other place...

4) In the game’s structure there is a set of characteristics describing a character. After battles
and when the mission is completed a character gets points that can be used to improve the
characteristics. The system of learning spells is more or less classical, but power of spell
becomes greater while the spell is used.

5) The battle system is also based on a character. Summoned creatures and different spells
are fighting tools of fighting magicians. This system slightly resembles the one used in
Magic&Mayhem.

Strategic elements:

1) There is a step-by-step strategic mode represented as a flat map inscribed into
hexahedron. Starting domains of characters are situated at its angles, all the other
domains are at the center. An order of passing through the domains is not strict. Every
new game start results in random order of a number of domains. Domains order is the
main strategic factor in the game, as you can attack only neighboring domains.

2) In step-by-step mode a character’s traveling over the map is limited be moves
number. It depends on the character’s properties. Spells and artifacts can hurry
traveling over the map.

3) Diplomacy mode, described earlier as an example of a role element, also completely
justifies its name in the common for strategy game meaning. In this mode you may
make peace, declare war, exchange spells, domains and information of the world.

4) Tactical mode, in spite of the calculations of role characteristics, is a pure real-time
battle. In spite of the fact that rather a great number of creatures can be created as a
support, nevertheless, the battle is a fight of two magicians. It’s planned to make a
fight fast and dynamic, and based not on a brute force, but on the capable creatures
and spells control, as well as on the taking into account of locality peculiarities.

Features:

6 PC

22 NPC

6 character’s properties

60 domains: 30 plot ones (each of them is unique), 30 incidental ones
68 spells: 55 battle ones, 13 strategic ones

39 creatures

about 30 artifacts

Original system of magic with spells, its parameters change dynamically depending on casting
duration.

7 paths of magic: magic of Evocation, magic of Incarnation, magic of Necromancy, magic of
Portals, magic of Transmutation, magic of Enchantment, magic of Images

Possibility to carry on a dialogue with NPC. In some cases it allows avoiding battles

Spells’ power increases while they are used

Advanced Al unique for every type of troops

Advanced Al NPC

Non-linear game playing

Two gaming modes: strategic step-by-step and tactical real-time ones



Gaming world encyclopedia, including description of the majority of game elements in such a
manner as to reflect game’s atmosphere as completely as possible

Three-dimensional graphics in all the elements

Possibility of new artifacts creation according to magic formulae

Original system of controlling creatures, located far from PC with the help of Imps-messengers.

Urpa umeer HecTaHIApTHBIA CIOXKET, COOBITHS KOTOPOTO TMPOUCXOAST B JETAIbHO
pazpaboTaHHOM UTPOBOM Mmupe. UrpoBoit Mup mMeeT B CBOEH OCHOBE (UIOCO(CKYIO HICHO O
NPUHIMUIAX Pa3BUTHS YEIOBEYECTBa, XOTS B JJAHHOM Urpe 3T0 oTpaxkeHo ciabo. Ero ucropus
HAauYMHAeTcs B HeJlajekoM OyayIleM M pacckas3blBaeT O KaracTpode, mpuBenmied K rudemu
3emiH, 00 UCXO/€ TPYMIbI JIIOJEH B APYro MUp M O UX KU3HU TaM. VIrpoBoit MHUp co3/1aH B
XKaHpe PEeHTI3N U 00J1aaeT PSIIOM OCOOEHHOCTEH.

CroxeT caMOi UTpbl OMTUCHIBACT COOBITHUS, MPOU3OILEAIINE YK€ B HOBOM Mupe. B ropore,
/i€ )KUBYT MOTOMKH JIIOICH, YIIEAIMINX ¢ 3eMJIH, IIECTEPO MOJIOBIX JII0/Iel 00yJaroTcsl Maruu y
u3BecTHOro Mactepa. OJHaXIpl MacTep NOJIy4YaeT B MOAApPOK 3araJo4Hblii Maruueckuit
apredaxT. [TombITKN M3y4eHUs TMpeaMeTa MPHUBOJAT K MCYC3HOBEHHIO y4HTens. Ero ydeHuKn
IBITAIOTCS Pa300paThCsl B CUTYAIMM U TAKXKe IMOMAJaroT MoJ Bo3jeicTBHe apTedakTa. Bee onn
OKa3bIBAKOTCS B OCTAaTKax paspylleHHOW 3eMiii. OTH OCTaTKM NPEICTaBIAIOT KpYTJIble
«ocTpoBa» (MO TEPMUHOJOTHMM WIPbl — JOMEHBI), pasfeneHHble XaocoMm, OHHU SBISIOTCS
OCHOBHBIM WI'POBBIM TPOCTPAaHCTBaM. MOJIObIEe Maru OKa3bIBAIOTCS B Pa3HBIX MeCTax |
HAUMHAIOT JEHCTBOBAThH KAX/bIM caM 1o cede; y BceX OKas3bIBaeTcs M0 OJIHOW yacTu apTedakra.
Bce oHM SBISIOTCS UTPOBBIMU MEPCOHAXKAMM, U MPEICTABISAIOT CO0OM CTOPOHBI, 3a KOTOpPHIE
MO>KHO HUrpaTh. [lyTemecTBys Mo J0MeHaM, Cpaxkasch ¢ UX XPAHUTEISIMU U MEX]y COOOH, Maru
pasra/ipIBaloT TaiHy apredakra.

3epun — IBOKATOP

NMITyIbCUBHBI M TOpSiYMM, Kak OrOHb, KOTOPBIM OH IOBelieBaeT. Bcerma roros
JBUTATBCS BIIEPE]l, K HEU3BECTHOCTU. TepreTh HE MOXKET, KOTJa €My KTO-TO 1aeT COBETHI. HacTto
ObIBaeT TakK, YTO OH CHayaja JEUCTBYET, MOTOM JAyMaeT. TeM He MeHee, U3 TPYJIHBIX CUTYyalluii
OH BBIXOJUT JIOCTOMHO Onarogapsi cBoeMy OeccTpaiiuio U ¢aHTacTHUeCKoMy Be3eHHio. Camoe
HEHABUCTHOE [UIsl HEro B KU3HM — CKyKa W OaHAJIbHOCTb. 3€pUH M30paid MyTh Maruu
[TpoOy>kaeHwid, qaroriei BIaCTh HaJl CUIJIOW U DHEPTHEH.

Mupruc — Boiorureiib

CrnenoBaHue caMbIM TAMHCTBEHHBIM U3 IIyTE€H Maruy HaJIOXWJIO Ha HErO CBOM OTIEYATOK.
Muptrc o0nazaeT ocoObIM JapoOM HCKaXaTb PacceMBaTh BPAXKAECOHYIO Maruro, Kak KpHBOE
3epKaJI0 MCKakaeT 0o0pas3bl pealbHOrO0 MHpa. JTa CHOCOOHOCTh JENaeT ero O4YeHb OINACHBIM
MPOTUBHUKOM B MAarmyeckoM TMoeAuHkKe. MUpTUC Bcerja CIOKOEH M HEMHOT'OCIIOBEH,
BEJIMKOJICITHO KOHTPOJIMPYET CBOM YYBCTBA M AMOLMHU. Ero AefcTBHS 4acTO UMEIOT HE3aMETHBIN
JUTSL OKPYKAIOIIUX CKPBITHIM CMBICIL.

Muptuc npeanoyen myTb Marud BorutomieHuil, TeMHbIe W MOJHBIE 3araJloK TITyOHHBI
KOTOPOH HEyIep >KMMO MaHWIIU €ro.



Kpyan — HekpomaHnT

Jlanieko He TUNMIUYHBINA CpeU CBOMX KOJUIET M0 MCKYCCTBY HeKpoMaHTHH, KpyaH Oosnbliie
HAaIlOMUHAET PaCCESHHOIO YYEHOr0, Y4eM MPAadyHOro uccienosarens Tpynos. Ho HecMoTps Ha To,
YTO €r0 pa3yM YCTPEMJIEH KyJ1a-TO BJalb, K TailHaM KW3HU U CMEPTH, OH CMEPTEIBHO ONACHBIN
npoTBHUK. OH HHMKOIJIa HE OCTAHABIMBAETCS Ha IOJIYTH — €CIM yOuBaTh, Tak yOUBAaTh.
[ToaToMy fApyrue cuuTarOT €ro >KeCTOKUM M Oe3xanocTHhIM. KpyaH crmocoOeH ympaBidTh Kak
Yy’>KOH, TaK U CBOEU JKU3HCHHOW CWIOH, BCEISACH B TEJa IOJBIACTHBIX €My CYILECTB U ces
cMepTh MX pykamu. KpyaH, xenmas mo3HaTh 3aKOHBI )KM3HH M CMEPTH, CTal Ha IyTh Maruu
HexpomanTtuu.

Cupumbena — [lpuBpaTHuk

Wznumnsas octopoxHocTh CupruMOena 4yacTo paszpaxaer okpykawoomux. Ero cuuraror
IapaHOMKOM U TpycoM. Ho Ha camom gene oH He Tpyc. Ero ocTopoKHOCTH — pe3yibTar aapa
WM TPOKJISTUS — Ha3bIBalTe, Kak XoTuTe. OH MOXET BHJIETh T€HU rpsaymiero. bechopmennbie
Y HETOHATHbIE MPU3paKy OyAyIIEro 3acTaBiIAIOT €ro BBIMEPATh KaXJbli CBOHM IIar mo Jopore
xu3Hu. Cupumben uzbpan nyts maruu [lopranoB, Hajesch Korjna-HUOyAb CTaTh acTPalbHBIM
CTPAHHUKOM.

Bepuruon — Tpancmyrep

Ero MoxxHO omMcaTe NpocTO — CyMacUIeNIIMM XyJOKHUK. Bce cBoe MCKycCcTBO
TpaHchopMaIui OH MyCKaeT Ha co3lanue (paHTacTHuecKux 0e3yMHBIX 00pa3oB. C HUM TPYIHO
UMETh JIelI0 M3-3a €ro camoiroOuss M HemocTosHcTBa. MHTepecHblld (akT: HecTaOWiIbHOE
cocTosiHME pa3yMma BepuTrnoHa 1mo3BosisieT eMy HEIIoXO YIpaBisTh CUIaMH Xaoca, OT KOTOPbIX
pa3yM JIpyroro mara Obu1 Obl IPOCTO pa3pylleH. BepuTnoH, COOTBETCTBEHHO CBOEH TBOpUYECKOU
HaType, U3ydai MyTh Maruu TpaHcMyTanui.

Nuanna — YaposHuua

EavHCTBEHHAs )KEHIMHA B 3TOM KOMIIAHUM MaroB, MIHaHHA — MedTaTenbHas HICaIUCTKA.
Bo Becaxom ciyyae, Takoe OHa OCTaBseT BIIEYATICHUE INpU IepBod Berpeude. Ilozxe
BBISICHSIETCSI, YTO OHA YacTO BUJWUT BEILIM TIyOXe M TouHee, YeM OOJIbIIMHCTBO IPYIMX Maros,
YTO MO3BOJIIET € OCYILECTBIIATh KOHTPOJIb MPAKTUYECKH HAJ JIHOOBIMH MarMyecKMMH CHIIaMHU.
Jlaxxe cymectBa, co3iaHHble VHAHHBI NPOTUBHUKAMH, YacTO BBIHYXICHBI IOJUUHATCS €€
KOMAaHJIaM.
WNnanna u3bpana myts Marun OuapoBaHUH.



Ponesrie anemenTsl B Lethal Dreams 3akimtogaroTcs B cleAyomeM:

1))

2)

3)

4)

5)

B urpe npucyTcTByIOT 6 3a1aHHBIX 3apaHee MEPCOHAXKEN, IPEACTABIIAIOIINX CTOPOHBI, 3a
KOTOpBbIE BO3MOXKHO uUrpaTh. Kaxaplii M3 3THX MepcoHaxeil umeeT MmpopabOTaHHYIO
JMYHOCTh M XapakTep, OTIMYHbIE OT Apyrux. Haubomnee sSpKko 3TO OTpakeHO B CHUCTEME
JUIUIOMATHH, KOTOpasl MPEICTAaBICHA, KaK JIMYHBIN JUAIOr MEXKIY ABYMS IEPCOHAXKaMHU.
IIpuyem Kakaplil IEPCOHAXK IO-Pa3HOMY IOBOPHUT € KaXKIbIM IpyruM repcoHaxem. Ilo
CIOXKETY MEePCOHAXKHU 3HAIM JPYT Apyra A0 Hauyana COOBITHI, ONMUCHIBAEMBIX B UIpe. ITO
OTpaXkaeTcsi B 0COOOM OTHOILIEHHH KaXKI0TO MEePCOHaKa KO BCEM OCTAJIbHBIM.
[IpeacraBnena Tak k€ BO3MOXKHOCTh BecTH auainor ¢ NPC, oxpaHSIOIKMMH HUIPOBBIE
ypoBHH. {nanor ¢ NPC MoXkeT npuBeCTH K pa3InYHbIM MTOCIEACTBUAM, BIJIOTh JI0 TOTO,
yto NPC 1 ero noMmen nepexoaar noj Bam KoHTpoIIb.

Kpome cranpapTHOl mpoueaypsl 3axBaTa TEPPUTOPUHM, B WUIPE NPUCYTCTBYET CEPHUSA
3aJjaHUll, BBIMIOJIHEHUE KOTOPBIX MOKET JaTh HEKOTOphIH OOHYC NEepCOHAaXy WIU
o0JIeTYuTh 3aBOEBaHHME OYEepeJHOro ypoBHs. Hampumep, ecinu He ynaeTcs 3aXxBaTUTh
YpPOBEHb CHJIOM, HHOIJa MOXHO pa3lo0bITh KaKOW-HUOYIb MpeIMET, HY>KHbII
XPAaHUTEIIO OTOTO YPOBHS B IPYTOM MECTE. ..

B MexaHuke WUrpbl NpuCyTCTBYeT HaOOp XapaKTEpPHCTHUK, OMHCHIBAIOIIUX IEPCOHAXKA.
Ilocne cpaskeHU WIK BBINIOJIHEHUS 3aJaHUS [IEPCOHAXK M0JIy4aeT OYKU, KOTOPbIE MOKHO
WCIIOJIB30BaTh NIl YJIY4YLIEHUs 3TUX XapakTepucTuk. CrcreMa M3ydeHMs 3aKIMHAHUN
Oonee-MeHee KJaccMyeckas, HO CWIa 3aKIMHaHMA BO3pacTaeT IO Mepe ero
HCIIOJIb30BaHUA.

Cuctema 605 Tak ke 3aBf3aHa Ha MepcoHa)ke. BrI3bIBacMble CyIIecTBa U pa3HOOOpa3HbIe
3aKJIMHAHUSA SBISIOTCS MHCTPYMEHTAMHU NOEIMHKA JIByX MaroB. JTa CUCTEMa HECKOJIBKO
HarlOMHUHAET Ty, YTO NpUMeHsach B Magic&Mayhem.

CTpaTCFI/I‘-IeCKI/Ie 9JICMCHTBI:

5) Hmeercs MOXOAOBBIA CTpaTErHUECKUIl PEXUM, MPEACTABIAIOMINNA COO0HM IIOCKYIO
KapTy, BIMCAaHHYIK B IIECTUYTroJbHUK. [0 ero yrmam pacrosiokeHbl CTapTOBBIE
JIOMEHBI NIEPCOHAXEH, B CEPEIAMHE — OCTaJbHbIE NOMEHBI. [IOpANOK NMpPOXOXKACHUSL
JJOMEHOB HE SBIIAETCS CTPOro 3aJaHHbIM. Kaxaplli HOBBIM CTapT WUIPHl 3aHOBO
IIPUBOAMT K PACIIOJIIOKEHUIO IOJIOBUHBI JOMEHOB B CilydyallHOM mnopsake. Ilopsmox
PacMoI0XKEeHHs TOMEHOB SIBJISIETCS OCHOBHBIM CTpaTernyeckuM (pakTopoM B UTpe, Tak
KAK aTaKOBaTb BO3MOKHO TOJIBKO COCEIHUE JOMEHBI.

6) B mnomaroBom pexume IepeMelIeHHe IepcoHa)ka IO KapTe JIUMUTUPYETCS
KOJIMYECTBOM  XOJOB, 3aBUCALIEM OT  XapakTEPUCTHUK DJTOr0  IEpCOHaXka.
[lepemernieHue Mo KapTe MOXKET YCKOPATHCS 3aKJIMHAHUSAMH U apTepaKTamH.

7) PexxuM quiuiomaTHM, ONMCAHHBIN BBIIIE KaK IPUMEP POJIEBOTO AJIEMEHTA, TaK XKe
IIOJIHOCTBIO ONPABJBIBAET CBOE HAa3BAaHWE B CMBICIE, IPUBBIYHOM JUIS cTpaTeruu. B
TOM peXHME BO3MOXHO 3aKII04YaTh MHUP, OOBSBIATH BOWHY, OOMEHHUBATHCS
uHpopMalmeit 0 Mupe, 3aKJIIMHAaHUSAMU U J1aXKe TOMEHAMH.

8) TakTuyeckuil peXMM, HE CMOTpS Ha IPUMEHEHMM B pacueTax pOJIEBBIX
XapaKTEPUCTHK, SBJISIETCS YUCTBIM PeAITAiMOBBIM cpaxeHnueM. HecmoTtps Ha To, 4TO
B TOJIEPKY MOTYT CO3/aBaThCs JIOBOJBHO OOJIBIIME KOJMYECTBA CYIIECTB, 00il Bce
TaKu TIPEJICTABIsACT COOOW MOETUHOK JBYX MaroB. Ilpeamomnaraercst caenatb 0oit
JUHAMUYHBIM U OBICTPBIM, HO MPEAINOJIAralolieM MpUMEeHEeHHe He TpyOod CHIIbI, a
YMEJIOro YIPAaBIEHUS CYIIECTBAMM W 3aKIMHAHUSAMH, a TaKKE HCIIOIb30BAHUS
0Cc0OEHHOCTEH MECTHOCTH



Duun

6 PC

22 NPC

6 XapaKTepUCTHK NIEPCOHAKA

60 nomeHoB: 30 CIOKETHBIX (KaXKIbI U3 KOTOPBHIX YHHKaJIEH), 30 ciyyaitHbIX
68 3axnuHaHMii: 55 60eBbIX, 13 cTparernueckux

39 cymectB

okoso 30 apredakros

OpuruHanpHas CUCTEMA MAaruy C 3aKJIMHAHUSMH, YbH NTApaMETPbl JUHAMUUYECKH U3MEHSIOTCS B
3aBHCHUMOCTH OT JJIUTEbHOCTH KaCTUHTa

7 mnyteir wmarum: IlpoOyxnenus (Evocation), Bommomenusi (Incarnation), HexpomanTuu
(Necromancy), IlopramoB  (Portals), Tpancmyrammii  (Transmutation), OuapoBanuit
(Enchantment), O6pa3os (Images)

Bosmosxknocts Bectu muasnor ¢ NPC, uTo mo3BosIeT B HEKOTOPBIX CIydasx 000HTHCH 03 005t
Cuna 3aKkIMHAaHUN yBEJIMYUBAETCS 10 MEPE UX UCIIOJIb30BAHUS

[IpoBUHYTHIN YHUKAIBHBIN 715 KaKI0TO THUIIAa BOUCK Al.

IIponsunyteiii Al NPC.

Henunelinoe npoxoeHue urpbl

JIBa pesxrMa Urpbl: CTPATErM4eCKUN NOXOAO0BBIA U TAKTUYECKUM peaTaiMOBBII

DHUUKIIONEUSI UTPOBOTO MUPA, I/1€ OMMCAHO OOJBIINHCTBO 3JIEMEHTOB UTPBI TAKUM 00pa3om,
YroOrl 6os1e€ MOTHO BBIPA3UTh aTMOC(EPY UIPHI

[TonHOCTBIO TpexmepHas rpaduka

Bo3M0HOCTh co3/1aBaTh HOBbIE apTe(haKThl M0 MAarMYECKUM pelienTam

OpuruHanpHas cucTemMa yrnpaBjieHHs CyllecTBaMM, HaxoaamumMucs najiexo ot PC — ¢ nomorpio
MMIIOB-TIOCJIAaHHUKOB.



	Zerin – Evocator
	Mirtis – Incarnator
	Cruan – Necromancer
	Sirimbel – Door-keeper
	Verition – Transmuter
	Inanna – Enchantress

