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INSTALLING THE GAME
To install Enemy Territory: QUAKE Wars™:
1. Insert the Enemy Territory: QUAKE Wars™ DVD into your DVD-ROM drive.
2. Double-click the DVD icon that appears on your desktop.

3. Drag the Enemy Territory: QUAKE Wars™ folder from the DVD to the location
on your hard drive where you would like to install the game.

4. To start the game, double-click the Enemy Territory: QUAKE Wars™
application on your hard drive.

OVERVIEW

Ready to join the war? You're only a few short steps from enlisting with Earth's Global
Defence Force or the invading alien Strogg in an all-out battle for Earth. This manual is
intended to assist you with the critical steps required to get you into battle. Once you
are playing the game, you'll hear and see a number of instructions and tips on how to
do everything you need to join and help a team. The game will remember what you have
and haven't done and will always provide helpful instructions when you first encounter
an unfamiliar situation-so listen carefully.

We've also provided an Advanced Player's Guide on the game disc that includes more
detailed player and game information, special configuration options and information on
setting up game servers. Note: The Advanced Player's Guide is also available online at
http://www.enemyterritory.com.

MISSION CRITICAL

Welcome to Enemy Territory: Quake Wars™.The basic rules of the game are simple. In
Enemy Territory, one team assaults while the other defends. Each battlefield is divided
into three to four key missions or Primary Objectives.

To win the game, the attacking team must complete all of the Primary Objectives within
the defined time limit. The defending team must stop them.

Primary Objectives are identified by a yellow diamond icon. Some Primary Objectives
require a specific device or tool that is only carried by one character class (see
Completing Objectives section for more detail). When an objective is accomplished, the
team takes control of the territory around that objective, identified by green boundary
lines on the map. Teams can deploy battlefield support assets such as fire support,
turrets and reinforcements in any territory it controls. Once the attacking team gains a
territory, it cannot be retaken.

The default movement keys are similar to those used in most modern first-person
games. The most unique and important keys to learn are:

(L) Limbo Menu - Press the L key to enter the Limbo Menu. Select your team, character
class and spawn point, and review your game and player status.



(G) Enter Vehicle/Mount Weapon - Approach a vehicle or weapon emplacement until
an Arrow Icon appears. Then press the G key.

(F) Use/Cycle - The Use key is context sensitive and will automatically equip the correct
tool for you. If you can use a tool on a target, approach it until the Hand Icon appears
and then hold the F key.

When you are ready to start playing, go through the manual and take it step by step,
from setting up your character to learning how to gain rank and advance your abilities
in a campaign. Enemy Territory offers tons of tips during gameplay. Take the time to
experiment with the various character classes, tools and devices. Destroying the enemy
is always useful, but if at any time you want a hint on how to help your team, press the
Mission (M) key to cycle a useful mission to the top right of your screen.

BASIC GUIDE
TO GETTING STARTED

Now that you understand the mission critical information, below is a step-by-step guide
for making it through the game. For additional details on weapons and classes, please
refer to the Advanced Player's Guide installed with the game.

STEP 1: CREATING A PROFILE

The first time you launch the game, you will be prompted to create a user account.
Simply select Create User from the login menu and follow the instructions. Online
accounts require a broadband Internet connection, unique username, password and your
key code (located on the back of this manual or in the case of the game). There are three
types of accounts:

- Create a new online account - Select this option if you have not created an
account and want to play online.

- Use an existing account - Select this option if you already have an online account,
but have reinstalled the game or are using a different computer.

- Create a user for offline user only - Select this option if you do not have an
Internet connection and only want to play offline against bots or in a LAN.

STEP 2: SETTING UP YOUR CONTROLS

To change your controls, from the Main Menu, go to Game Settings and then Controls.
The default controls are similar to other games you have played. Please see the
keyboard layout card (enclosed separately) for a complete list of controls or review
them in the Controls Menu. There are three keys unique to Enemy Territory: QUAKE
Wars™, and very important to remember.

USE (F) - The USE key is context-sensitive. It will USE tools and cycle
selections. Different classes have different tools. For example, the Medic can
revive dying teammates with his Defibrillator tool. Walk toward and look at
the target until a USE (hand) icon appears. Press and hold the USE key to

ready the tool and perform the required action. The action will be complete when the
timer circle around the crosshair is full.

Also, press the USE key to change seating positions inside a vehicle, to zoom your

view in and out when using a scope on certain weapons, to cycle through available
deployables when using the Deploy Tool and to activate your parachute (GDF) or air
brake (Strogg).

Limbo (L) - Press the L key to enter the Limbo Menu. Select your team, character class,
spawn point and weapons, as well as review the command map and objectives.

Enter Vehicle (G) - To enter or exit a vehicle and mount an emplaced GDF
machinegun, press the Enter Vehicle (G) key.

All control references are based upon default key binds. If you change your bindings, the
onscreen tool tips will also change, but they'll differ from the references in this manual.

STEP 3: JOINING A GAME

To join an online game, select Play Online from the Main Menu. The screen that appears
next displays a list of online games. There are a number of options to help you locate a
game. Sort the list of servers by clicking on the Tab above each column.



The PING column indicates the
speed of the connection to the
computer hosting the game. The
higher the PING value, the worse
the connection to the server. You
will also notice three different
game types.
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Objective - A one map battle.

Campaign - Three maps played in succession.

fae Stopwatch - Teams alternate between attacking and defending and compete
=8 to beat the other's time.

To play an offline game against computer-controlled players (called bots), select Play
Computer from the Main Menu. The screen that appears next allows you to create your
own game, add bots and adjust their skill level. No Internet connection is required to
play against bots. To play on a Local Area Network, select Play LAN Game.

STEP 4: ENTERING THE BATTLE

After the map has loaded, you will see the Limbo menu. This is where you choose your
team, class, weapons and spawn point. This menu can be accessed at any point during
the game by pressing the Limbo (L) menu key. After you select your team, class and
weapon, select Deploy to enter the game.

Use the map in the Limbo menu to select your Spawn Point. By default, you will deploy
at the furthest advanced team spawn point. There are, however, forward deployment
locations represented by flagpoles on your command map. Select any green flagpole to
deploy at that location.

STEP 5: CHOOSING YOUR CHARACTER CLASS

To win the game, the attacking team must complete all the Primary Objectives within
the time limit. A Primary Objective is identified by a yellow diamond on the map. Most
Primary Objectives require a specific character class to complete them. However, having
a good mix of combat and support classes is vital. Below is a basic list of the character
classes and their abilities.

Class Icon GDF Strogg Play Style & Basic Unique Abilities
ié)'; Soldier e Aggressive and guns-blazing. Uses heavy
1] 99 weapons and explosive charges.

Defensive and strategic. Deploys defensive
Engineer | Constructor | turrets, constructs and repairs, disarms
explosive charges.

Supportive and selfless. Dispenses health/

Medie {ednicien Stroyent and revives fallen teammates.

Strategic and Supportive. Deploys artillery
and missile systems, “paints” enemy
positions for attack, calls in air and orbital
strikes.

Field Ops | Oppressor

Stealthy. Sniper. Hacks, uses remote viewing
Covert Ops | Infiltrator | equipment, deploys radar and steals
identities.
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STEP 6: LEARNING THE INTERFACE

1. Objectives & Missions - Current mission and XP value. Press the M key to toggle
through available personal missions.

Critical Information - Hints and important information.

Command Map - Top-down view of battlefield. Press the N key to expand.

Mission Status - Includes current objective number, status and mission time remaining.
Weapon/Tool Selection - Select weapon or equipment to equip.

Weapon Status - Selected weapon and ammo.

Deployable Status - Type, health, fire status of deployable you have on the
battlefield, and available Mines (Engineer/Constructor only).

8. Chat Window - Appears when you press either the Chat (T) or Team Chat (Y) key.
9. Player Status - Health, rank and experience points (XP) earned.
10 . Fire Team List - Status of Fire Team members.
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Command Map Icons
Green indicates friendly. Red is hostile.

Infantry Spawn Point
Vehicle Supply Drop Location
Radar Deployable Mine Location

Defensive Turret Deployable Incoming Fire Support Target

Stroyent Requested Offensive Artillery Deployable

f.c

Revive Requested Pickup Requested

D

Ammo Requested Driver/Pilot Requested

Health Requested Passenger Requested

Eliminate Spawnhost Gunner Requested

A
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Eliminate Target
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STEP 7: COMPLETING OBJECTIVES

To win the game, the attacking team must overcome the defending team to complete
all the Primary Objectives within the time limit. Primary Objectives are indicated by a
yellow diamond icon floating above the objective. The status of the Primary Objective is
indicated on the top right of your screen, under the compass/map.



Each class has a unique tool; for example, the Soldier has explosives and the Engineer
has pliers. Most objectives require the use of this class-specific tool.

To complete an objective, approach the target and point at it until a USE (hand) icon
appears. Hold the USE (F) key until the timer circle around the crosshair is full and the
objective is completed. Below is a chart of Primary Objectives and the classes required
to complete them respectively.

Icon Objective Description Class
Deploy MCP ggis\lt?nt:t?oﬁgpnfjodaeploy it Any Class (GDF only)
Construct (F:Ejpeacitri\c/);construct e Engineer/Constructor
Destroy Plant and arm explosives. Soldier/Aggressor
Hack Hack enemy objective device. | Covert Ops/Infiltrator

JlﬁlL Drone Kifack Detonate Flyer Drones

5 S ainst anichlehve, Infiltrator (Strogg only)

Deliver an object to a

Jlamsnoi destination.

Any Class

@ Defend Defend objective from attack. Any Class

In addition to your Primary Objective, other missions and tasks become available to
you as the action progresses. Press the Mission (M) key to cycle through your available
missions and highlight their location with an icon on your screen and compass. Your
current mission is located on the top left of your screen. You do not need to select a
mission to complete it, but you will gain extra XP if you do.

Tasks are generated when a teammate identifies a target or needs assistance. When a
task is generated you will hear audio announcing the task and an icon will identify the
location of the target or the teammate requesting assistance.

STEP 8: HOW TO FLY AND DRIVE

To enter and exit a vehicle, approach it and point your crosshair over it until you see
the Enter Vehicle icon (arrow). Press the Enter Vehicle (G) key. Cycle seat positions by
pressing the USE (F) key. Use the Home key to cycle through camera options. To evade
missile lock on, press the Decoy (1) key. Hold the Turbo (Shift) key to increase vehicle
speed. Some vehicles offer unigue functionality.

Note: You can find advanced flight controls options in the Options menu. Please
refer to the Advanced Player's Guide for more details.

STEP 9: USING MY EQUIPMENT

The items a player carries and the number of keys used to select them are weapons (1-3),
grenades (4), tools (5), devices and supplies (6) and targeting binoculars (7). To select an
item from your inventory press the appropriate number key or cycle to the item using
weapon cycle (mouse wheel). Press the Fire (Left Mouse) button to use a selected
item. Scope, iron site and remote cameras on items that offer these capabilities can

be reached by pressing the Alt Fire (Right Mouse) button. Firing your weapon from a
Crouched (C) or Prone (Z) position may improve accuracy, depending on your weapon. As
a note, the rocket launcher and the obliterator cannot be fired from a Prone position.

Weapons and grenades have ammunition that must be supplied to the player, while
supplies and devices automatically resupply to the player over time. Each GDF weapon
has a separate ammunition type while many Strogg weapons share one common supply
of Stroyent.

Tools are used for tasks from repairing vehicles to creating spawn hosts. To use a tool,
approach the target until the Use (Hand) icon appears and hold the Use (F) key until the
progress timer around your tool crosshair is completed, or you can switch to the correct
tool and hold the Fire button to use. For example, holding the Use key on a Destruction
Objective will plant dynamite and arm it automatically.

STEP 10: LEARNING TO DEPLOY

Several classes are able to deploy weapons systems onto the battlefield. Deployments
can only be dropped in a territory you own-indicated by the green territory border on
the command map.

To deploy, select your Deployment Tool (5) and press the Fire/Activate key to enter
the third-person deployment view.



Cycle to the weapon you wish to deploy by tapping the
USE (F) key.

Use your movement keys and mouse to find a location
where the deployment grid and the wireframe
deployable are green, then press the Fire/Activate key.

Use your mouse to rotate the wireframe weapon
to point in the direction you wish it to fire (use the
straight arrow on the ground as a guide).

Press the Fire/Activate key to call in the deployment.

Once your deployment arrives, a representation of

it appears in the bottom right portion of your HUD,
providing health and firing status of your deployable
at all times.

Using Artillery - Field Ops and Oppressors must “paint targets"” for their deployables to
fire upon. To paint a target, move within range and line of sight of the target and select
your Target Designator tool (6).

] Capluro Fooward Spawn
Press m ta select a mission
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Field Ops f ] ammer Launcher Targeting lool

Use the mouse to hold the laser steady on your target and press and hold the Fire/
Activate key until your deployable has acquired the target.

STEP 11: COMMUNICATE WITH YOUR TEAM

Communicating with your team is critical. Utilise these methods for quick and effective
communication. Press the Global Chat (T) key or the Team Chat (Y) key to send typed
messages. Press the Quick Chat (V) key and move your mouse in the desired direction and
release to send the selected voice message to your teammates or everyone. The Quick Chat
menu is context-sensitive. You will have different options available depending on what your
crosshair is over. Most of the time the default selection (mouse up) will be what you'll want
to say. You can customise the look and feel of the chat menus in the Options Menu.

STEP 12: JOINING A FIRE TEAM

Joining a Fire Team can help you more quickly and efficiently communicate with your team.
If you have joined a Fire Team, the list of players and their status appear in the upper left
portion of your HUD. Fire Team leaders are given the ability to drop Waypoints using the
Quick Chat system. To do this, simply point at a ground location, select Quick Chat (V), and
move your mouse upward and release to select the context sensitive option.



STEP 13: RANKING UP AND UNLOCKING REWARDS

You will be rewarded experience points (XP) by performing your role and helping

your team, and then receive upgrades when you accumulate enough XP in a certain
proficiency or campaign skill. Your rank, XP and upgrades will be reset at the end of each
round in Objective and Stopwatch games, but will remain persistent through the three
maps of a Campaign match before being reset.

STEP 14: CHECKING STATS

You can check your personal match stats at any point during a game by going to the
Limbo (L) menu, and clicking on the various Stats Tabs at the top of the page. Persistent
stats are also gathered when you play on ranked servers. Visit www.enemyterritory.
com to view your overall stats and compare them to other players. You must be logged
in to see persistent stats in the Limbo menu. For the most current stats mid-game, click
Update Stats.
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SOFTWARE LICENSE

AGREEMENT

This ENEMY TERRITORY: QUAKE WARS™ Limited Use Software License Agreement (this “Agreement”) is a
legal agreement among you, the end-user, and Id Software, Inc. (“Id Software"), and Activision Publishing,
Inc. (“Activision”). BY CONTINUING THE INSTALLATION OF THE GAME PROGRAM ENTITLED ENEMY TERRITORY:
QUAKE WARS™ (THE “SOFTWARE"), BY LOADING OR RUNNING THE SOFTWARE, OR BY PLACING OR COPYING THE
SOFTWARE ONTO YOUR COMPUTER HARD DRIVE, COMPUTER RAM OR OTHER STORAGE, YOU ARE AGREEING TO BE
BOUND BY THE TERMS AND CONDITIONS OF THIS AGREEMENT. YOU ACKNOWLEDGE AND UNDERSTAND THAT IN
ORDER TO OPERATE THE SOFTWARE, YOU MUST HAVE THE FULL VERSION OF THE ID SOFTWARE GAME ENTITLED
ENEMY TERRITORY: QUAKE WARS™ INSTALLED ON YOUR COMPUTER.

1. Grant of License. Subject to the terms and provisions of this Agreement and so long as you fully
comply at all times with this Agreement, Id Software grants to you the non-exclusive and limited right
to use the Software only in executable or object code form. The term “Software” includes all elements
of the Software, including, without limitation, data files and screen displays. You are not receiving any
ownership or proprietary right, title, or interest in or to the Software or the copyrights, trademarks, or
other rights related thereto. For purposes of the first sentence of this Section, “use” means loading the
Software into RAM and/or onto computer hard drive, as well as installation of the Software on a hard disk
or other storage device, and means the uses permitted in Sections 2 and 5 hereinbelow. You agree that
the Software will not be downloaded, shipped, transferred, exported or re-exported into any country in
violation of the United States Export Administration Act (or any other law governing such matters) by
you or anyone at your direction, and that you will not utilize and will not authorize anyone to utilize the
Software in any other manner in violation of any applicable law. The Software shall not be downloaded or
otherwise exported or re-exported into (or to a national or resident of) any country to which the United
States has embargoed goods, or to anyone or into any country who/that are prohibited, by applicable law,
from receiving such property. In exercising your limited rights hereunder, you shall comply, at all times,
with all applicable laws, regulations, ordinances, and statutes. Id Software reserves all rights not granted
in this Agreement, including, without limitation, all rights to Id Software's trademarks.

2. Permitted New Creations. Subject to the terms and provisions of this Agreement and so long as you
fully comply at all times with this Agreement, Id Software grants to you the non-exclusive and limited
right to create for the Software (except any Software code) your own modifications (the “New Creations”)
that shall operate only with the Software (but not any demo, test, or other version of the Software, and
not with ENEMY TERRITORY: QUAKE WARS™ independent of the Software). You may include within the New
Creations certain textures and other images (the “Software Images") from the Software. You shall not
create any New Creations that infringe against any third-party right or that are libelous, defamatory,
obscene, false, misleading, or otherwise illegal or unlawful. You agree that the New Creations will not
be downloaded, shipped, transferred, exported, or reexported into any country in violation of the United
States Export Administration Act (or any other law governing such matters) by you or anyone at your
direction, and that you will not utilize and will not authorize anyone to utilize the New Creations in any
other manner in violation of any applicable law. The New Creations shall not be downloaded or otherwise
exported or reexported into (or to a national or resident of) any country to which the United States has
embargoed goods or to anyone or into any country who/that are prohibited, by applicable law, from
receiving such property. You shall not rent, sell, lease, lend, offer on a pay-per-play basis, or otherwise
commercially exploit or commercially distribute the New Creations. You are permitted to distribute,
without any cost or charge, the New Creations only to other end-users so long as such distribution is not

infringing against any third-party right and otherwise is not illegal or unlawful. As noted below, in the
event you commit any breach of this Agreement, your license and this Agreement automatically shall
terminate, without notice.

. Prohibitions with Regard to the Software. You, whether directly or indirectly, shall not do any of the

following acts:

a. rent the Software;

b. sell the Software;

c. lease or lend the Software;

d. offer the Software on a pay-per-play basis;

e. distribute the Software by any means, including, but not limited to, Internet or other electronic
distribution, direct mail, retail, mail order, or other means;

f. in any other manner and through any medium whatsoever commercially exploit the Software or use

the Software for any commercial purpose;

g. disassemble, reverse engineer, decompile, modify (except as permitted under Section 2 hereinabove)
or alter the Software;

h. translate the Software;

i. reproduce or copy the Software (except as permitted under Section 5 hereinbelow);

j. publicly display the Software;

k. prepare or develop derivative works based upon the Software;

. remove or alter any notices or other markings or legends, such as trademark or copyright notices,
affixed on or within the Software or the Printed Materials (as defined in Section 6 hereinbelow); or

m. remove, alter, modify, disable, or reduce any of the anti-piracy measures contained in the Software,
including, without limitation, measures relating to multiplayer play.

. Prohibition Against Cheat Programs. Any attempt by you, either directly or indirectly, to circumvent or

bypass any element of the Software to gain any advantage in multiplayer play of the Software is a material
breach of this Agreement. It is a material breach of this Agreement for you, whether directly or indirectly,
to create, develop, copy, reproduce, distribute, or otherwise make any use of any software program or
any modification to the Software (“Cheat Program”) itself that enables or allows the user thereof to
obtain an advantage or otherwise exploit another Software player or user when playing the Software
against other players or users on a local area network, any other network, or on the Internet. Hacking
into the executable of the Software, modification of the Software, or any other use of the Software in
connection with the creation, development, or use of any such unauthorized Cheat Program is a material
breach of this Agreement. Cheat Programs include, but are not limited to, programs that allow Software
players or users to see through walls or other level geometry; programs that allow Software players or
users to change their rate of speed outside the allowable limits of the Software; programs that crash
either and/or other Software players, users, PC clients, or network servers; programs that automatically
target other Software players or users (commonly referred to as “aimbots”) that automatically simulate
Software player or user input for the purpose of gaining an advantage over other Software players or
users; or any other program or modification that functions in a similar capacity or allows any prohibited
conduct. In the event you breach this Section or otherwise breach this Agreement, your license and
this Agreement automatically shall terminate, without notice, and you shall have no right to play the
Software against other players or make any other use of the Software.



5. Permitted Copying. You may make only the following copies of the Software: (i) you may copy the
Software from the DVD that you purchase onto your computer hard drive; (ii) you may copy the Software
from your computer hard drive into your computer RAM; and (jii) you may make one (1) “back up" or
archival copy of the Software on one (1) hard disk.

. Intellectual Property Rights. Certain printed materials (the “Printed Materials”) accompany the
Software. The Software, the Printed Materials, and all copyrights, trademarks, and all other conceivable
intellectual property rights related to the Software and the Printed Materials are owned by Id Software
and are protected by United States copyright laws, international treaty provisions, and all applicable law,
such as the Lanham Act. You must treat the Software and the Printed Materials like any other copyrighted
material, as required by 17 U.S.C. § 101 et seq. and other applicable law. You agree to use your best efforts
to see that any user of the Software licensed hereunder, the Printed Materials or the New Creations
complies with this Agreement. You agree that you are receiving a copy of the Software and the Printed
Materials by limited license only and not by sale and that the “first sale” doctrine of 17 U.S.C. § 109 does
not apply to your receipt or use of the Software or the Printed Materials. This Section shall survive the
cancellation or termination of this Agreement.

. Information Collection.

a. You consent to Activision obtaining certain information about your computer and its operating
system, including the type and speed of the central processing unit, the amount of RAM in the central
processing unit, the operating system, the type of video card used, whether your computer uses a CD
or DVD drive, and whether your computer is equipped with a joystick, without any further notice to you.
Such information is not personally identifiable. The computer information that is collected simply helps
Activision to understand and analyze broad, anonymous market information about our consumers, so
that Activision can better serve their needs and demands. Activision will only share such information
with others, if at all, in the aggregate, reflecting overall computer features and capabilities.

b. The Software incorporates technology of Massive Incorporated (“Massive”) that enables certainin-game
objects (e.q. advertising) to be temporarily uploaded to your personal computer or game console and
placed in-game while connected online. As part of that process, no personally identifiable information
about you is collected and only select non-personally identifiable information is temporarily logged.
No logged information is used to determine any personally identifiable information about you. For
additional details see Massive's privacy policy at http://www.massiveincorporated.com/privacy.htm.

. NO ID SOFTWARE WARRANTIES. ID SOFTWARE DISCLAIMS ALL WARRANTIES, WHETHER EXPRESS OR
IMPLIED, INCLUDING, BUT NOT LIMITED TO, IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR
A PARTICULAR PURPOSE, AND ANY WARRANTY OF NON-INFRINGEMENT, WITH RESPECT TO THE SOFTWARE,
THE PRINTED MATERIALS, THE SOFTWARE IMAGES, AND OTHERWISE. THE SOFTWARE IS PROVIDED “AS IS"
AND WITHOUT WARRANTY. ID SOFTWARE DOES NOT WARRANT THAT THE SOFTWARE OR THE OPERATION
OF THE SOFTWARE WILL BE UNINTERRUPTED OR ERROR-FREE OR THAT THE SOFTWARE WILL MEET YOUR
SPECIFIC OR SPECIAL REQUIREMENTS. ADDITIONAL STATEMENTS, WHETHER ORAL OR WRITTEN, DO NOT
CONSTITUTE WARRANTIES BY ID SOFTWARE AND SHOULD NOT BE RELIED UPON. This Section shall survive
the cancellation or termination of this Agreement.

. Limited Warranty. Aspyr Media warrants the original purchaser that this disc is free from defects
and materials and workmanship for a period of ninety (90) days from the date of purchase. Aspyr
Media will, at its option, repair or replace this disc, free of charge, postage paid with proof of date
of purchase, at its offices. EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER
WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF
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MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ASPYR. When returning
the Program for warranty replacement please send the original product disks only in protective
packaging and include: (1) a photocopy of your dated sales receipt; (2) your name and return address
typed or clearly printed; (3) a brief note describing the defect, the problem(s) you are encountered
and the system on which you are running the Program; (4) if you are returning the Program after the
90-day warranty period, but within one year after the date of purchase, please include check or money
order for $10 U.S. currency per CD replacement. Note: Certified mail recommended. In the U.S. send to:
Warranty Replacements Aspyr Media, Inc. PO Box 5861, Austin, Texas 78763.

10. Governing Law, Venue, Indemnity, and Liability Limitation. This Agreement shall be construed in

accordance with and governed by the applicable laws of the State of Texas (but excluding conflicts of
laws principles) and applicable United States federal law. Except as set forth below, exclusive venue for
all litigation regarding this Agreement shall be in Dallas County, Texas, and you agree to submit to the
jurisdiction of the federal and state courts in Dallas County, Texas, for any such litigation. Exclusive
venue for all litigation involving Activision, but not involving Id Software, with regard to this Agreement
shall be in Los Angeles County, California, and you agree to submit to the jurisdiction of the courts in
Los Angeles, California, for any such litigation. Exclusive venue for all litigation involving Aspyr, but not
involving Id Software or Activision, with regard to this Agreement shall be in Travis County, Texas, and you
agree to submit to the jurisdiction of the courts in Austin, Texas, for any such litigation. You hereby agree
to indemnify, defend and hold harmless Id Software, Activision and Aspyr and Id Software’s, Activision's
and Aspyr's respectiveofficers. Employees, directors, agents, licensees (excluding you), sub-licensees
(excluding you), successors, and assigns from and against all losses, lawsuits, damages, causes of action,
and claims relating to and/or arising from the New Creations or the distribution or other use of the
New Creations or relating to and/or arising from your breach of this Agreement. You agree that your
unauthorized use of the Software Images, the Printed Materials, or the Software, or any part thereof,
immediately and irreparably may damage Id Software such that Id Software could not be adequately
compensated solely by a monetary award, and in such event, at Id Software's option, that Id Software
shall be entitled to an injunctive order, in addition to all other available remedies, including a monetary
award, to prohibit such unauthorized use without the necessity of Id Software posting bond or other
security.

IN ANY CASE, ID SOFTWARE, ACTIVISION AND ASPYR, AND ID SOFTWARE'S, ACTIVISION'S AND ASPYR'S
RESPECTIVE OFFICERS, EMPLOYEES, DIRECTORS, SHAREHOLDERS, REPRESENTATIVES, AGENTS, LICENSEES
(EXCLUDING YOU), SUBLICENSEES (EXCLUDING YOU), SUCCESSORS, AND ASSIGNS SHALL NOT BE LIABLE
FOR LOSS OF DATA, LOSS OF PROFITS, LOST SAVINGS, SPECIAL, INCIDENTAL, CONSEQUENTIAL, INDIRECT
OR PUNITIVE DAMAGES, OR ANY OTHER DAMAGES ARISING FROM ANY ALLEGED CLAIM FOR BREACH OF
WARRANTY, BREACH OF CONTRACT, NEGLIGENCE, STRICT PRODUCT LIABILITY, OR OTHER LEGAL THEORY EVEN
IF ID SOFTWARE, ACTIVISION, OR THEIR RESPECTIVE AGENT(S) HAVE BEEN ADVISED OF THE POSSIBILITY OF
ANY SUCH DAMAGES, OR EVEN IF SUCH DAMAGES ARE FORESEEABLE, OR LIABLE FOR ANY CLAIM BY ANY
OTHER PARTY. Some jurisdictions do not allow the exclusion or limitation of incidental or consequential
damages, so the above limitation or exclusion may not apply to you. This Section shall survive the
cancellation or termination of this Agreement.

. United States Government Restricted Rights. To the extent applicable, the United States Government

shall have only those rights to use the Software and the Printed Materials as expressly stated and
expressly limited and restricted in this Agreement, as provided in 48 C.FR. §§ 227.7201 through 227.7204,
inclusive.



12. General Provisions. Neither this Agreement nor any part or portion hereof shall be assigned or
sublicensed by you. Id Software, Activision and Aspyr each may assign its respective rights under
this Agreement in the assigning party's sole discretion. Should any provision of this Agreement be
held to be void, invalid, unenforceable, or illegal by a court of competent jurisdiction, the validity and
enforceability of the other provisions shall not be affected thereby. If any provision is determined to
be unenforceable by a court of competent jurisdiction, you agree to a modification of such provision
to provide for enforcement of the provision's intent, to the extent permitted by applicable law. Failure
of Id Software, Activision or Aspyr to enforce any provision of this Agreement shall not constitute or be
construed as a waiver of such provision or of the right to enforce such provision. IMMEDIATELY UPON
YOUR FAILURE TO COMPLY WITH, OR YOUR BREACH OF ANY TERM OR PROVISION OF THIS AGREEMENT, YOUR
LICENSE GRANTED HEREIN AND THIS AGREEMENT AUTOMATICALLY SHALL TERMINATE, WITHOUT NOTICE, AND
ID SOFTWARE AND ACTIVISION MAY PURSUE ALL RELIEF AND REMEDIES AGAINST YOU THAT ARE AVAILABLE
UNDER APPLICABLE LAW AND/OR THIS AGREEMENT. Immediately upon termination of this Agreement, any
and all rights you are granted hereunder shall terminate, you shall have no right to use the Software, the
Printed Materials, or the New Creations, in any manner, you immediately shall destroy all copies of the
Software, the Printed Materials, and the New Creations in your possession, custody, or control, and all
rights granted hereunder shall revert, without notice, to and be vested in Id Software. YOU ACKNOWLEDGE
THAT YOU HAVE READ THIS AGREEMENT, YOU UNDERSTAND THIS AGREEMENT, AND UNDERSTAND THAT BY
CONTINUING THE INSTALLATION OF THE SOFTWARE, BY LOADING OR RUNNING THE SOFTWARE, OR BY PLACING
OR COPYING THE SOFTWARE ONTO YOUR COMPUTER HARD DRIVE, COMPUTER RAM OR OTHER STORAGE, YOU
AGREE TO BE BOUND BY THE TERMS AND CONDITIONS OF THIS AGREEMENT. YOU FURTHER AGREE THAT,
EXCEPT FOR WRITTEN SEPARATE AGREEMENTS, IF ANY, AMONG ID SOFTWARE, ACTIVISION AND ASPYR, AND
YOU, THIS AGREEMENT IS A COMPLETE AND EXCLUSIVE STATEMENT OF THE RIGHTS AND LIABILITIES OF THE
PARTIES HERETO, RELATING TO THE SUBJECT MATTER HEREOF. THIS AGREEMENT SUPERSEDES ALL PRIOR
ORAL AGREEMENTS, PROPOSALS, OR UNDERSTANDINGS, AND ANY OTHER COMMUNICATIONS, IF ANY, AMONG
ID SOFTWARE, ACTIVISION AND ASPYR, AND YOU RELATING TO THE SUBJECT MATTER OF THIS AGREEMENT.
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ASPYR TECHNICAL SUPPORT

To register your copy of this game please go to:
http://www.aspyr.com/register

If you are having problems installing or using this software, we want to help. You should read
through the manual and the Readme file on the game disc before contacting Aspyr Technical
Support. Please ensure that your computer meets the minimum system requirements that are
listed on the bottom of the box. Our Technical Support representatives will not be able to help
customers whose computers do not meet these requirements. So that we can better help you,
please have the following information ready:

- Complete product title

- Exact error message reported (if any)

- A brief description of the problem

- Your computer's processor type and speed (PowerBook 1.5 GHz, Power Macintosh G5
1.8 GHz etc.)

- Amount of RAM (MB, GB)

- Make and model of your video card (ATI, Nvidia)

- Speed of your CD-ROM or DVD-ROM drive(16x, 4x, etc.)

- Operating System (Mac 0S 10.3.8, Mac 0S 10.4 etc)

Contact us over the Internet:

If, after reviewing all the known issues in this Readme file, you are still having difficulties,
please visit our online technical support page at http://support.aspyr.com/, and click on the
“Browse Knowledgebase” link. If your problem is not currently listed under “Game Issues” ,
then please gather all information regarding the problem, including attempts to resolve the
problem, error messages, and computer specifications and open a support ticket located at
http://support.aspyr.com. This form will then be sent to Aspyr Media Technical Support.

Contact us by Phone:

You can also contact us by phone by calling (512) 708-8100. Note that this number is for
technical assistance only. No hints or tips will be given out over the Technical Support line.
When calling our Technical Support line, please make sure you are in front of your computer
and prepared to provide all necessary information about your computer.

You can also contact Aspyr Technical Support by mail:

Aspyr Media, Inc.
P.0. Box 5861
Austin, TX 78763-5861
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