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Welcome to Lode Runner 2! If you are fannhar with Lode Runner 1or computer games
in general, why not skip this hormg manual" All the passion and effort associated with
Lode Runner 2 is found in the game, not in this manual. This is just a bunch of printed
words On paper, nonetheless. Blah hlah blah Go play the game.

I you are not familiar, or you just wa k up a few tips before dmng |n then read on.

Gettmg Started: The Qulck Way
1. Install Lode Runner 2: -

~ a) Insert the Lode Runner 2 CD-ROM into your computer’s CD-ROM dnve

- ¢) Double-click the “Install LR2” icon to launch the installer.

d) Follow the on-screen mstructlons -

. Launch Lode Runner 2. - |

After the opening movie has played you will he at the main screen -
Click on the button named “single player," then click on the button named "new .

. You are now at the sign-in screen. If you desire, watch the mfonnatlon at the top half
of the screen. It will show you some character moves and game technlques.

. Type in your name at the black box. -
. Select your favorite color from the eight sele"*"'Zf.'fif"ons Select your gender
Click on the button named “start game. " You are now at the Jump Station! The

Jump Station acts as a hub to all five worlds. You will return here every time you
complete a world Hlt the _5;_dlg key (default “Q”) to enter the Jump Station.

Run around and find a door that is to your liking. Run through it (we recommend
starting with Jun le Woi ooh for the entrance that is covered in foliage).

Try your hand at i} Ievel by collectmg all the gold and fmdmg the
door to the next level L

' & You can read about the tutonal Ievels in the on-line manual.

b) Double-click the “Lode Runner”’ 2 CD-ROM icon to open the CD-ROM mndow

; 1. Click on the button named “optlons Y

The Tutorlal .
 If playing the game is too hard or too confusmg, try your hand at the tutorial levels.

1
‘aThe On-lme Manual

© Amore thorough treatment of Lode Runnerz the Lod Runner edltor and the tutorral

are treated in the on-lme manual Go to the CD and open the folder called “Manual =

~ The Default Keyboard Settmgs , _

If you don’t know how to control your character, the default settmgs are as follows -'
' | run southwest

run southeast

Keypad 1:
~ Keypad 3:_-
Keypad 7: runn |
Keyoad 9:- n northeast

e Keyoad 0: pick uo/droo
5 -  Space har: use
& | | i"_i:"?';E:ﬁ;?i';:\-:._:E’if'_'; Tab: : cycle bom bs
© These settmgs can be modrﬁed from the coul screen. Accessmg the control screen
' is easy. From the main menu: e | -

2 Chck on the button named “conflgure contro . -

-.-Yoo can now modify the I@J’boa_rd control -




""" Other Ievels in Lode Runner 2 are massive, serollmg levels. lf you would hke to see other
~ sections of this type of level without moving Jake aroumt do the tollewmg-
1. Depress and hold the Command key. =~
.. 2. With the Command key depressed, use the dlreetlena
3. Once you let go of the Command key, the camera uull | hack_to Jake’s location.
~~ While you are viewing a level in this fashion, the game::-;;lsz:;:;_ till active. That is, a wandering
.. monk can still k|ll Jake The best time to revnew a level usmg the Command + direction

eys to view the level.

The Five Worlds

There are five unique worlds in Lode Runner 2. T
Jungle World -
Wacky World
Gear World
Industry World
Mona World -

Each world consists of at least flfteen umque puzzles Withm a world, puzzles mll

become more difficult as you progress. The best world to start with is Jungle World
Once you collect all the gold ona Ievel the exrt pontal on that Ievel mll open’and be

= o L%f'ij@é-,%rﬁ"-..;*Selectmg a lefe_,, nt Puzzl .
______ . ': I you get tired of progressing through all the levels lnz:f:%:az:szerld in ordel; you may
' The Jump Statmn acts as a hllb t(l aII ﬁve worlds. Yﬂll dﬂﬂ’t have tﬂ, bll‘t you ShOllld separately se]ect one from the e selectmnl_; screen From the mam screen
start a new game at the Jump Station. When you start - a new game atthe j jump station, 1 Chck on the button named SlNGl.E PLAYER. e
you will progress through each of the levels foun in the world you selected. Once you { 2 Click on the button named NEW. e

complete an entire world, you will be rew "
Coml; et all i elr: :::l S you:,,_:m be {: arded before retummg to the lump Statlon 3 You are now at the sign-in screen. Chc_k

. . | - _ | ; 4 You are now at the puzzle selectlon sc‘"?"”f'
Viewing an E | - _' - - - g - you'd like to play. 5
~ Some levels in | only occupy one screen. That is, they are fixed in o 5 Cllck on the ‘0K’ hutton, which looks ||ke'~f? __,_%_smlley face.
location and do i  le | ' oty Pyt |

on your monitor.

The Pop Up Dlalog -
~ The pop-up dialog can appear during a game wh|le you are playmg
a Ievel Te aceess the pop-up dialog, h|t the Esc key When the

utt_en named SELECT PUZZLE
yuur world and the puzzle




Bulldlng Your Own Levels |
You can build your own levels for Lode Runner 2! To do so, you need to run the -

appllcahon called “LR2 Editor.” Instructlons on how to build levels are found in the -

on-line editor workbook. Bulldlng Ievels can he tlme-consummg, but is mcredrhly
rewarding for die-hard LR fans - | |

The Object of the Game

Playing Lode Runner 2 is almost as stralghtfomard as playmg classu: Lode Runner 1
but there are a couple of new rules you should know first. These new rules will help
you navigate through each of the five worlds. Read this section thoroughly to get a
good grasp of the new aspects found in Lode Runner 2

If you'd prefer not to read this section and just learn by doing, load up the first Ievel m
Tutorial World. Play through each level found in that world and as you do S0, read
through the sectlon of the on-line manual entltled TUTORIAL.
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can get very tricky: yon

Order 0 collect JNEE "o imd there Once you collect all the gold, find the exit

1it, n will take you to the next level. Proceed through al the

Keypad7 run NW |

- fovels o master the game Try to complete a Ievel as tast as you can; doing so w:ll
i record your time as a high score. o e |
- As you collect gold, you will encounter monks These monks are dangerous, and rl you

..~ come in contact with them they will kill you. Don't touch them!
©  There are five game worlds in Lode Runner 2. Though : th > gamey
©  worlds is similar in nature, each has a unique vrsual flavor e 'gold in each world

. looks a little bit dtflerent as do the exit portals. e

What Can You Do? .
* Just as in classic Lode Runner 1, you oontrol a character named Jake Penl Jake’s got
~ a companion this time around named Jane, and you can choose that character instead
'rl you like. lake or Jane can do one of seven things:

eplay in each of the

LRUN 2.DI6 3.CUMB 4.SCALE 5.FALL _6.COLLECT STUFF 7.DIE

hs it1 Ah, the beauty of simplicity. Jake and Jane are .dentucal"  their capabilities.
In"thls manual we will always refer to lake '

& R“ ““lng - g |

“_ Run, run, run. It’s all about I'lllll'llllgf_{i%iif%:?f?i "f-zrf?ode Runner. Not--sure what “Lode” is. Ah yes'
- Lode. Mother lode. Gold Collect gold. Now | get |t. o =
.~ Jake can run in one of four directions: northwest, n """'?"’f'%??"'"heast southwest or southeast.
** You can control the runnlng of lake through the keyhoard The default keys for
runnlng are: B R |

| Keypad 9 run NE




* Keypad 1: run SW |

Keypad 3 run SE

DGPI'GSS a key assrgned to runmng;;_;a ?mll run that way Stop depressmg the key
and Jake will stop running. Srmple - L

_To customlze the °°“f'g“"at|0“ of t controls, go to the control screen.

No grenade launchers No chamsaws Generally nothmg whlch null procure chum from

any source. Foo. Only one thing you can do: dlg

When you dig, catl first. No, that’s not true. When you dlg, you always dlg in front

Jake. And you always dig down and in front

) of Jake. The default key for digging is set to Q. |
' Run around and then hit Q. Jake will stop, and then he’ll dig. .
-After awhde, you’ll want to upgrade your controfs hy assngnmg four keys to

......

_ cruclal element to some of the Ievels |

To customlze the configuration of the dlg control orz:-;to upgrade to the advanced 4-key
dig set, go to the control screen e | b e

u li g |
ne brick in size. After a certam amount of time,

pear, or “phase in.” |

olé that has been dug, you will fall into it. Be

;;:_:___;___ough You always need a way out You can’t chmb up

When you dlg, you dlg
the brick that was du
- Hyou run -towif’
careful when yott-f-e:;_ o thi

© Even if you do have an escape route from your digging, be careful n

_,;.:.i.:.F_:;.:___.i_.:,fﬁiﬁ?f-?hnck of thls type, Jake’s gun will just mrsflre_j

~ to the placement and location of undlggah

and out of a hole unless there’s a ladder there. Just like in classn: Lode
Runner 1, the only way Jake can move up is by chmbmg a Iadder So if you
fall into a hole you’ve dug, make sure of your surroundmg_s =

get trapped by a reappearing brick. If you are standing i
as a brick at the time it reappears, you will die.

Monks can also fall into holes that you dig. This is an "excellent way to trap them and
temporarily remove them out of the way. When a monk falls into a hole, a force field

- will appear at the top of the hole. You can run over that force field if you so choose.

- After a certain amount of time the force field will end, and the monk will climb out of
~ the hole. However, if you stand still on the force field until the brlck reappears, the
ﬂmonh will be trapped inside the hole, and will die.

___:____Undlggables .
_Some bricks are undiggable. We refer to them by thefﬁ""'?"'

na . Of; n“ndiggable.!,
ol tl'_V to dig d

| brick that is undiggable is one that Jake cannot d

You can also spot an undtgga ble brrck | f::"j_'f'?f;_two facing srdes This will aid you

if an undiggable brick is buried deep down;na walll of bricks. Pay close attention
ey -are a key element to solvmg a

puzzle correctly.

~ Some other things in the five worlds are also __lggable Most |mportantly, bricks that

have ladders on them are undiggable. Other thmgs that are more decorative in

nature are also undiggable. (Plants, smiley faces, weird-looking ammated




contraptions. You'll get the |dea as you play.)

All things that are undiggable are also un-bombable See the sectlon ot the on-hne
manual about bombs for more mformatlon | |

Climbing

We've always enjoyed -games that mirror the corporate hfe, don’t you"
“Lode Merger.” - -
That’s our next game; "We--.swear_ |
In Lode Runner 2 you chmb ladders Chmblng with Jake is easy. Run

| toward the bottom

~ ./ of aladder and Jake will climb up it. Run toward the top of a Iadder and
Jake will turn around, and then climb down tf

jump off of.

the left or to the right of the ladder. Accomplishing this feat depends on

- (where only one key is assigned to digging), you must hit the dig key and the direction

key at the same time. If you have the “Advanced” controls set up (where four separate

 keys are assigned to each direction of digging), you need only hrt the key in the
direction you wish to dlg from the Iadden """ ._

| Scaling Lot

default settlng |sterlt key), Jake will fall trom the hand-over-hand bar.

While Jake is on a ladder, he can jtuup off of it to elther S|de To do so, ,u -
hit the direction key that corresponds to the side you would like Jake to el

Jake can also dig from a ladder. From the ladder, you can choose to dlg to

how you have set up your controls. If you have the Basic’ controls set up, -

*  The Three Landing Spot

~ Jake can also dig from a hand-over-hand bar. lust face hnn |n the direction you'd like
to dig, and hit the dig key. .

Take particular note of hand-over-hand bars that prot _
3 hand bar is one that juts out into space. It is from this extendmg plece that Jake can

jump onto the hand-over-hand bar. Alternatwely, lake can ount a hand-over-hand bar
by falling down onto it. | .

Hand-over-hand bars cannot be mounted from the 5|de

~ Take special note of the shadows that hand- over-hand bars cast These shadows WI“
help you in determmmg the Iocatlon of certam hand-over- hand bars.

Fallmg

. Falling down. It symbohzes Irte Run, Collect objects Fall down, Die. Mrght we suggest
.'_;jf;"firfi?-e-:%'*f?f?ttrat you acqmre ‘the LR2 Cliff Notes for further allegoﬂcal information.
" Falling is a very important element in Lode Runner 2. Some peopte like to refer to it as
‘jumping,” but this is an incorrect reference, Jake can"" nly fall downward. He cannot
' jump across, or up or otherwise bound across the landsc: lilar fashion to
' Mario, Sonic, Crash, or those other guys. .
~ There is one important rule associated with
~ not an edge This is the one rule. t should be upp st in your mind when playing
the game. This one rule dicta es many of the soli f’_j‘__ﬁ,us Z_____jjfj'jj;j'jj‘i'-'the puzzles.
' If Jake tries to fall off an edge, he will be held in place by a force field. If Jake tries to

..................

falling: Jake can only%fall off a comer, and

4 falloff corner, a special yellow 1_w1ll appear, indicating the spot Jake will land on. -

_-Thls spot is called the landing spot, a””“‘_':':2?5;:?15-=.;;;d|scussed below.
Remember that Jake can always fall into a ethathas been dug.

Th andmg spot appears as a yellow icon.
The icon will always appear when Jake is
 standing on a corner. However, the

- shape of the icon depends on what is




below Jake at the time.
If Jake were to fall down to another brick, the icon would look like a yellow bulls-eye

if Jake were to fall down to a hand-over-hand bar, the icon would highlight the hand-
over-hand section Jake would fall onto

If Jake were to fall down to nothl_:_fjj____‘”""’};f{the |con would look like a yellow skull. Falling
down to nothing, or rather, falling mto the vold is a cause for concern. Basically, Jake
will die if you force him to fall into the vold Try not to do this, okay?

The bulls-eye yellow icon will also appear at the start of a Ievel just before Jake enters
into the level. -

Collecting Stuff

Of the things you can collect in Lode Runner 2 there are three classrﬁcatlons
1. Gold (you know about this) -

2. Bombs
3. Power Ups

Collecting gold and bombs is automatic. That is, Jake only needs to run over them to'

collect and store them.

Power ups however must be picked up consciously. Jake can only hold one power up at. '

a time, and the decision to hold which one is a crucial element to solving some of the
levels. To pick up a power up, Jake must be standing on the same brick as the power
 up. Depress the key assigned to “pick up/drop”’ (the d._ fault settmg is keypad 0), and
Jake will pick up the power up. |

Depress the same key again and Jake will drop the power up

Using a power up is also a conscious declsmn on your part. Just because Jake IS
holding a power up in hls 2} 'lon doesn’t mean it is automatlcally activated or in
use. .

To use the power up Jepress the “use” key (default key is keypad ' 5)-

Some power ups, like the gasoline can, don’t need to be used The act of picking them
up and holding them makes them active. See the sectlon in the on-hne manual entitled
“Power Ups’’ for further information. -

The tally of all gold and bombs collected is indicated on the status bar. The status bar
also indicates which of the power ups Jake is currently_’_jh 'dmg See the on-line manual
for further information about the status bar .

' Dying

There are four ways to diei in Lode Runner 2 If you want lake to stay alive,
heed this wise advice: @

* Don’t touch monks. Don’t do it, man.

R o . Do“,t get trappe[l I“ a hOIﬁ.: .

. Don't get in the path of an exploding bomb.

?'_ Don't fall into the void. o
Now lf you are of a twisted nature, you can always mjf*__f*'_:

Throughout the entire Lode Runner Ilne of products, the monks have been the bad
guys. Touch them and you die. No swordp 'y, no laser beams, just physacal contact
Nice and clean that way. . |

In Lode Runner 2, there are three dlﬂerent -klnds of rnonks Each type of monk is
mdncated by the color of its robe.




Blue Monks

Blue monks are blind. Blue for Blmd Blue monks cannot see Jake. They will
silently go about their business and never alter their course to intercept Jake. On
any given level, watch the blue monks for a little while. Like an uneducated security

are an important part to solvmg a level safely Blue Monks never chase Jake.

Purple Monks

Purple Monks are unpredlctable, or W‘Id Purple for unPredictable. If Jake gets too
close to a purple monk;, it will come after him. Some purple monks follow a pattern,
and other purple monks wander aimlessly about. Watch them carefully, but don’t get
too close. Purple Monks sometimes chase lake ' |

Black Monks :
Black monks are evil and asprre to death and trouble. Black for Death. Okay,

will constantly chase Jake,; no matter where he is on the level. Black monks may get
stuck in some places, but in general they are always on Jake’s heels. Be careful if you
see a black monk on a level. Black Monks always chase Jake. - -

Monks can die in one of two ways: you can blow them up wrth a bomb or lake can

back onto the level. Watch out; a regeneratmg monk can come into the Ievel at an
entirely different place from where it started

Blind Monk - |
Wild Mﬂﬂk e = :._-_;!?j.;?f-'-fjlf:'f:'::fﬁ.:':::::1::.::::...-
Death M onk...

guard, blue monks will follow a pattem. ldentrlymg this pattern and navigating around it

';.._.,_._,;"EStates & Canada - - e

'F;-,-._For phone asslstance, call MacSoft’s Tech Supportat 425;‘?398_-_3085 We have an o
e -.=I_In‘teract|ve Voice Response and Faxback system that is avallable twenty-four hcurs a

. day, seven days a week. If you should need live support, we are available Monday
| ':i"ij'-tllrough Friday, 7:30 AM until 7:30 PM (PST). Please note that live Tech Support may __
i ! ;be ._closed on major holldays We ask that you do the followmg when callmg be at your .
ol _;__ﬁputer, have your system mformatron ready for our techmcrans including system

okay. “Black” and ““death” don’t start with the same letter. What color starts with “D"
anyway? Dorange? You get the idea. Black monks are the toughest to deal with. They

/e encountered and
dite your handling
I _,r._problems to

Woodlmnlle, ""w ?eorz-eoss

le may also msh to wslt our websrte and

any??'?éupdates or techmcal support ,'
pages avarlable The address is: - - | .

http.//www wrzworks conr/macsoft/ . - >
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END-USER LICENSE AGREEMENT

PLEASE READ CAREFULLY. BY USING OR INSTALLING THIS SOFTWARE, OR BY PLACING OR COPYING THIS SOFTWARE ON YOUR COMPUTER HARDWARE, COMPUTER RAM OR OTHER

STORAGE MEDIUM, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THESE TERMS, PROMPTLY RETURN THE PRODUCT IN ITS PACKAGING TO

IHE PLACE WHERE YOU OBTAINED IT.

|, License. The software accompanying this license (the "Software") and the related documentation are licensed to you by us and are subject to this license. If the Software is configured
for loading onto a hard drive, you may so load the Software only onto the hard drive of a single computer and run the Software off only that hard drive. You may not delete the copyright
notices or any other proprietary legends on the original copy of the Software. If there is an editor incorporated into the Software, this license is also subject to Section 8 below. You agree
that the Software will not be shipped, fransferred or exported into any country in violation of the U.S. 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, in any other manner, the Software in violation of any applicable law. The Software may not
he downloaded or otherwise exported or reexported into (or to a national or resident of) any country to which the U.S. has embargoed goods or to anyone or into any country whe/which
are prohibited by applicable law, from receiving such property.

2. Restrictions. The Software contains copyrighted material, trade secrets and other proprietary material. You may not decompile, modify reverse engineer, publicly display, prepare
derivative works based on the Software (except as permitted in Section 8, below), disassembie or otherwise reproduce the Software. You may not rent, sell, lease, sublicense or distribute
the Software. You may not offer the Software on a pay-per-play basis or otherwise commercially exploit the Software or use the Software for any commercial purpose. You may not
electronically transmit the Software from one computer to another or over a network.

3. Termination. This license is effective until terminated. You may terminate this license at any time by destroying the Software and related documentation. This license will terminate
immediately without notice from us if you fail to comply with any provision of this license. Upon termination, you must destroy the Software and related documentation.

4. Disclaimer of Warranty on Software. You are aware and agree that use of the Software and the media on which it is recorded is at your sole risk. The Software, related documentation
and the media are provided "AS IS", Unless otherwise provided by applicable law, GT Interactive Software Corp. ("GT") warrants to the original purchaser of this product that the Software
storage medium will be free from defects in material and workmanship under normal use for ninety (80) days from the date of purchase. This warranty is void if the defect has arisen
through accident, abuse, neglect or misapplication. GT EXPRESSLY DISCLAIMS ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO, THE IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. WE DO NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR
REQUIREMENTS, NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY US OR ANY OF OUR AUTHORIZED REPRESENTATIVES SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE
IHE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS MAY NOT APPLY TO YOU.

. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL GT OR ITS OFFIGERS. EMPLOYEES, DIRECTORS, AGENTS, LICENSEES, SUBLICENSEE OR ASSIGNS BE
LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES THAT RESULT FROM THE USE OR INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF SUCH
PARTIES HAVE BEEN ADVISED OF THE POSSIBILITY OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR
CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. In no event shall our total liability to you for all damages, losses, and causes of action
(whether in contract, tort or otherwise) exceed the amount paid by you for the Software.

. Controlling Law and Severability. This license shall be governed by and construed in accordance with the laws of the State of New York, USA. Exclusive venue for ail litigation shall be
n New York, New York. If any provision of this license is unenforceable, the rest of it shall remain in effect.

/. Complete Agreement. This license constitutes the entire agreement between the parties with respect to the use of the Software and the related documentation.

i, Editor and End-user Variations.

() The Software may include an "Editor”. An "Editor" is a feature which allows you to modify the Software or to construct new variations for use with it. These modifications and variations
can be both playable and non-playable. An Editor includes its associated tools and utilities. An Editor is NOT shareware. You may not freely distribute it to any BBS, CD, fioppy or any
other media. You may not sell it or repackage it for sale.

(b) Using the Editor, you may create modifications or enhancements to the Software, including the construction of new levels (collectively referred fo as "Vanations"), subject to the
following restrictions:

i. Your Variations must only work with the full, registered copy of the Software, not independently or with any other software.

ii. Your Variations must not contain modifications to any executable file.

iii. Your Variations must not contain any libelous, defamatory, or other illegal material, material that is scandalous or invades the rights of privacy or publicity of any third party, or
contains any trademarks, copyright-protected work, or other recognizable property of third parties.

iv. At least once in every online description and with reasonable duration on the opening screen, your Variations must prominently identify (i) the names and email addresses of
its creators, and (i) the words "THIS LEVEL IS NOT MADE BY OR SUPPORTED BY GT Interactive Software Corp., The WizardWorks Group, Inc., or any of such parties affiliates and
subsidiaries."

v. Your Variations must be distributed solely for free. Neither you nor any other person or party may sell them to anyone, commercially exploit them in any way, or charge anyone
for using them. You may exchange them at no charge among other end-users.

vi. By distributing or permitting the distribution of any of your Variations, you hereby grant back to GT an irrevocable, worldwide, royalty-free right to use and distribute them by
any means.

vii. The prohibitions and restrictions in this section apply to anyone in possession of the Software or any of your Variations,

1. Copyright. The Software and all copyrights, trademarks and all other conceivable intellectual property rights related to the Software are owned by GT or its licensors and are protected

by United States copyrights laws, international treaty provisions and all applicable law, such as the Lanham Act. You must treat the Software like any other copyrighted material, as
required by 17 U.S.C. section 101 et seq. and other applicable law. You agree that you are receiving a copy of the Software by license only and not by sale and that the "first sale" doctrine
of 17 U.S.C. section 109 does not apply to your receipt or use of the Software.
Vlnase do not make unauthorized copies. The program you've purchase was produced through the efforts of many people who earn their livelihood from its lawiul use. Don’t make copies
lor other who have not paid for the right to use it. To report copyright violations to the Software Publishers Association, call 1-800-388-PIR8 or write:
Software Publishers Association, 1101 Connecticut Ave., Suite 901, NW Washington, DC 20036
'his program is protected by United States federal and international copyright laws.
Al trademarks mentioned in this manual are the property of their respective owners.
(0L MAY NOT DISTRIBUTE THIS VERSION OF THE SOFTWARE.
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