


NorRMAL GAME PLAY

A. The Gabriel Knight Icon Bar and Icon Cursors.

The interface you will be using through most of the game is the icon bar and the icon
cursors you select from the icon bar. The icon bar can be “hidden” during normal game
play, or it can be locked into place so that it is visible during game play. See the sectior

entitled “Control Panel and Game Customizing Options” for details on locking o
unlocking the icon bar.

To access the icon bar, move your cursor to the top of the screen. You can also access

the icon bar by pressing [ESC] on your keypad. If the icon bar is normally “hidden,” it
will appear at this time so that you can access it.

You play the game by selecting an icon that represents an action, then clicking that icon
cursor on a person, object, or location on the screen, The icon bar shows you all of
your available action icons. To choose an icon from the icon bar, simply click on that
icon. This will change your cursor to an icon cursor that looks just like that icon.

You can now uge that icon cursor on the main screen.
The icons available in Gabriel Knight are listed next to their icon cursors below:

The WALK icon allows you to move Gabriel around on the screen.
Click on the WALK icon, then click the WALK cursor where you want
Gabriel to go.

The LOOK icon allows you to get a description of an object, person, or
location on the screen. Click on the LOOK icon, then click the LOOK
cursor on the item on the screen that you want described.

NOTE: Puzzle clues are often included in LOOK messages.

The ASK icon allows you to Interrogate someone. In Interrogation
mode you can select specific topics for discussion (see the section enti-
tled “Interrogation” for details about Interrogation mode). Click on the
ASK icon, then click the ASK cursor on a person on the screen.

The TALK icon allows you to talk to someone. Click on the TALK icon,
then click the TALK cursor on a person on the screen. TALK will pro-
vide general chit-chat, character information, and sometimes clues.

The PICKUP icon allows you to pick up an object. Click on the PICKUP
icon, then click the PICKUP cursor on an object on the screen. I the
object can be taken, Gabriel will pick it up, and it will appear in your
[nventory.

The OPEN/CLOSE icon allows you to open or close an object. Click on
the OPEN/CLOSE icon, then click the OPEN/CLOSE cursor on an object
on the screen. This is useful for objects like doors, boxes, cupboards, etc.

The OPERATE icon allows you to “use” an object that has an obvious
function (chair, light switch, etc). Click on the OPERATE icon, then
click the OPERATE cursor on an object on the screen. If the object can
be operated, Gabriel will use it.

The MOVE icon allows you to move an object (push or pull). Click on
the MOVE icon, then click the MOVE cursor on an object on the screen.
If the object is moveable, Gabriel will move it.

The INVENTORY button will bring up the Inventory window. The
Inventory window shows all of the inventory items that Gabriel is cur-
rently carrying. See the section entitled “Inventory” for details on
[nventory.

| The RECORDER button will allow you to access the Recorder screen.
The Recorder screen allows you to play back any conversations Gabriel

J has had in the [nterrogation mode. See the section entitled “Recorder”
for details on using the Recorder.

NOTE: The recorder will be very helpful for reviewing important information that
has been given to Gabriel by the other characters. g



This window will show the inventory item that's currently
active as the inventory cursor, if there is one (if not, this area
| will be blank). One inventory item at a time can be the
active inventory cursor. The active inventory cursor will
cycle with the other icon bar cursors. The active inventory
cursor can also be clicked, like the other icon cursors, on an
object or a person on the main screen. This will attempt to
(“show”, “give”, or “use”) that item on the person or object it

was clicked on. Forexample, to unlock a door, a key cursor would be clicked on the door.

To use the active inventory item on the screen, click on the current inventory item
window, then click the item’s cursor on an object on the main screen.

This area shows your current score and the maximum points possible.

The HELP button will allow you to get on-line descriptions of what
actions the other icons on the icon bar perform. Click on the HELP but-
ton, then move the HELP cursor over another icon on the icon bar to
learn about the other icon’s function,

The CONTROLS button brings up the control panel. The control panel
allows you to change various optional settings in the game, to SAVE or
RESTORE a game, and to RESTART or QUIT. See the section entitled
“Control Panel & Game Customizing Options” for details on what the
control panel can do for you.

NOTE: At times, the game will disable some or all icons, buttons, and windows while
it is running a cartoon or when the interface must become more limited for other rea-
sons. When this happens, icons will simply “disappear” from the icon bar, buttons
(such as the inventory, control panel, and recorder) will darken, and the current inven-
tory item window will show bars over it when it is disabled. When an icon button, or
window is disabled this simply means you do not need to use that function at the pre-
sent time.

B. Cursor Hot Spots.

All of the cursors in the game have “hot spots"—highlighted points on the cursor that
indicate the “hot” area of the cursor. Some cursors are large, and some items on the
main screen are quite small. The “hot spot” shows you what part of the curser to posi-
tion over your intended destination. Position the hot spot highlight carefully so that it
is exactly on top of the item you wish to use that cursor on.

C. Inventory.

The Inventory window displays
all of the inventory items that
Gabriel is carrying, These items
are available for puzzle-solving
throughout the game. Items will
appear in Inventory when:

1) Gabriel picks up an item on
the screen (using the PICKUP
icon), or

2) Gabriel is given an item by
another character in the game.

The Inventory window also has action icons. To choose an action from those available
in the Inventory window, click on the icon that represents that action, This will give
you an icon cursor which can be used on any inventary item in the Inventory window,
The Inventory icon cursors can be used only in the Inventory window. The actions
available in [nventory are listed next to their icon cursors below:

The READ icon allows you to read printed materials. Click on the
READ icon, then click the READ cursor on an inventory item that you
think might be READable.

The OPEN icon allows you to open an inventory item. Click on the
OPEN icon, then click the OPEN cursor on an inventory item. Examples
of inventory items that might OPEN include a jewelry box or a folded
towel.

The LOOK icon will give you a description of an inventory item. Click
on the LOOK icon, then click the LOOK cursor on an inventory item.

HINT: Important clues about what to do with an inventory item are
| often located in the LOOK messages.
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The ARROW will allow you to select an inventory item to become the
active Inventory cursor. When an inventory item is the active Inventory
cursor, it can be used on the main screen. Click on the ARROW, then
click the ARROW cursor on an inventory item. That inventory item will
now become your active cursor. To use this in the game, you must first
exit the Inventory window with this cursor active. Simply click the inventory item’s
cursor on the PLAY button to exit the Inventory window. Once you have done this,
the itern will appear on the main icon bar in the current inventory item window.

The HELP button will allow you to get on-line descriptions of what
actions the other icons in the Inventory window perform. Click on the
HELF button, then move the HELP cursor over another icon in the
Inventory window to learn about the other icon's function.

The PLAY icon will erase the Inventory window and return you to the
game.

The SCROLL BAR will allow you to scroll through Inventory. Click on
the UP arrow to see the previous page of inventory items, the DOWN
arrow to see the next page. If there are no “next” or “previous” pages, a
message will be displayed.

D. How to “operate” an inventory item.

Some of your inventory items may have obvious functions, such as a radio or a pack of
gum. To have Gabriel himself “use” that item, simply select the item from Inventory:
(make the item the active Inventory cursor), then click that item’s cursor on Gabriel on
the main screen. This requests that Gabriel “use” that item. IF that item cannot be
“used”, a message will tell you so.

Most of your game play will be using the icon bar/inventory system described in the
previous section of this manual. However, Gabriel Knight does have some additional
special interfaces. These include the Interrogation screen, the Recorder, the Voodoo
Code Interface, and the Drum Code Interface. These additional interfaces are
described in the following section.
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SPECIAL GAME INTERFACES

A. Interrogation.

Interrogation mode allows Gabriel to ask other characters about very specific topics such
as “Voodoo.” Questioning people in depth is a vital element of Gabriel’s investigation.

iy

-
’ A8k About:

W

This is the Interrogation screen for Grace. There are fifteen main characters that can be
interrogated in the game.

NOTE: The icon bar is not accessible from the Interrogation screen, so you cannot
SAVE or RESTORE or QUIT from the Interrogation screen. To do these actions, first
Exit the Interrogation screen.

1. Accessing the Interrogation screens.

To access the Interrogation screen for any character, click the ASK cursor on that char-
acter on the regular game screen. If that person can be interrogated at that time, the
game will take you to the Interrogation screen for that character.




2. The Interrogation Topic Lists.

a) Global Topics.

Clobal topics are at the top of the list:and are displayed in blue. Global topics are the
same for each character that you interrogate. In the beginning of the game you will

have three global topics. You will gain more global topics as the game play progresses
and Gabriel learns new things.

HINT: Clobal topics are displayed in a “highlighted” color until they are selected for
the first time. This is to help you notice when a new topic has appeared, and does not
mean that you only need to ask about that topic once!

b) Subject Topics.

Subject topics are at the bottom of the list and appear in character-specific colors.
These topics are unique for each character and may also change as Gabriel learns new
things.

c) Exit.

The last item on the topic list is the word “Exit.” Click on “Exit” to leave the
Interrogation screen.

3. Interrogating Characters.
The Interrogation screen cursor is an arrow for eagy pointing,
a) To ask about one of the topics.

Position the arrow cursor over that topic. The topic will highlight. Click in this posi-
tion.

b) To leave Interrogation and return to the main screen.

Position the arrow cursor over the “Exit” at the bottom of the tapic list. The “Exit” will
highlight. Click in this position to exit.

¢) Interrogation dialogue choice boxes.

In addition to the main topic list, sometimes you will be offered a dialogue choice box
that appears to the right of Gabriel's face. To make a choice, move the arrow cursor

over one of the selections until it highlights, then click in that position. The last choice
on the dialogue choice boxes is always an “exit” choice.

HINT: Ask about every global and subject topic with every character you can interro-
gate. Continue to ask about each topic until the character repeats him/herself in his or
her response.

HINT: To replay dialogue that occurs on this screen, you can use the Recorder (see
next section).
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B. Recorder.

The Recorder allows you to replay, at any time, any and all conversations that Gabriel
has had in the Interrogation mode (see the section entitled “Interrogation” for details).
NOTE: Normal main screen dialogue is not recorded.

1. Accessing the Recorder.

To access the Recorder, click on the Recorder button on the icon bar. This will bring
up the Recorder Tapes window.

2. The Recorder Tapes Window.
The Recorder Tapes window looks like this:

Gabriel will have one tape for each
character in the game that he has
Interrogated so far (later on, he'll
also have one from a lecture he
attends). To choose a tape to listen
1o, maove the arrow cursor aver that
tape until it is highlighted, then
click in that position. This will
bring up the Recorder Topics win-
dow for that tape/character.

To leave the Recorder and retum to the game, click on the “Exit” button.

3. The Recorder Topics Window.

Once you have selected a tape, you will get a list showing all of the topics Gabriel has
already discussed with that particular character. These are the topics available for
replay at this time. The Recorder Topics window looks like this:

To choose a topic to listen to, move
the arrow cursor over that topic until

G

Unodog ‘. & E ’ . .

Povdoe Tl AGE o it is highlighted, then elick in that
i o o,

et position. T}us will tgke you to the
Himzal# Recorder Dialogue window for that

topic.

To return to the Recorder Tapes
window, click on the “Tapes” but-
ton. To leave the Recorder and
return to the game, click on the
“Exit” button.
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4. The Recorder Dialogue Window.
The Recorder Dialogue window looks like this:

Gabrick ' When you first bring up the

me #hot you ewn o
now rathing about o

Recorder Dialogue window you
will see the first line of dialogue in
the first conversation you had with
this particular character about this
particular topic. The buttons on the
right side of the window work just
like a real tape recorder and will per-
mit you to da the following:

— Click on this button to play through the conversation, one message at a

| time. When you reach the end of a given conversation, you will automati-
_! | cally start on the next conversation you had with this character about this
topic, if there is one.

Click on this button to fast forward through the conversation. This fast for-
ward will skip all of the remaining messages in this conversation and will
jump ahead to the next conversation Gabriel had with this character about
this topic, if there is one.

Click on this button to back up through the conversation, one message at a
time. When you reach the beginning of a given conversation, you will
automatically start on the last line of the previous conversation you had
with this character about this topic, if there is one.

Click on this button to fast rewind through the conversation. This rewind
will skip all of the previous intermediate messages in this conversation and
will jump back to the first line of this conversation or, if you are already on
the first line, it will jump back to the next previous conversation Gabriel
had with this character about this topic, if there is one.

Recorder Topics window for this character.

D' Click on this button to STO?P playing the dialogue and return to the
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C. Voodoo Code Interface.

At a certain point in the game, Gabriel will need to use a Voodoo code to write a mes-
sage. The interface for this part of the game looks like this:

1. The Voodoo Code Writing Screen.

The white area with
symbols on the leftside
of the screen represents
a piece of paper with
Voodeo code symbols
written on it. This is
the area from which
Gabriel can select indi-
vidual symbols to write
as part of his own mes-
sage.

The area to the right of -~ vt paper represents the surface on which Gabriel is
writing his mes=- _.us area will show the message that Gabriel is constructing.

Th~  .cvar for this interface has a few new, special-purpose buttons on it:

The “Erase Letter” button erases the last symbol Gabriel “wrote” on the
right side of the screen. Click on this button and the last symbol written
will disappear. This can be repeated to erase the entire message, if
desired.

Clicking on the “Next Message” button will replace the cutrent page of
symbols on the left with a second page of symbols that are also available
for selection.

Click on the “Exit” button to leave the Voodoo Code Interface and retum
to the game.

2. Writing a message.

To construct a message, select a symbol to be “written” in the next available slot on the
right by moving the arrow cursor over the piece of paper on the left, positioning it over
one of the symbols (the symbal will be surround by a “selection” box at this time), then
clicking in that position. The symbol will appear on the right hand side (two have been
“written” so far in the example above). Symbols can be erased using the “Erase Letter”
button. To view more symbols, click on the “Next Message” button on the icon bar.
To leave the Voodoo Code interface, click on the “Exit” button on the icon bar.
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D. Drum Code Interface.
1. Translating.

At a certain point in the game, Cabriel will need to translate a drum code. The drum,
code consists of three pitches; high, medium, and low. There are also three strikes; a
single, a double, and a triple. The interface for this part of the game looks like this:

SURPON: L L L # T

B AR M LU=
b ENGHAE: M 1L 1L
P REQUEST: ML LUW4M

TN UTRE: e o L oW
AN MEUNCE: M AL L s 4 m
CALL COMCLAVE: MM L L LM
CHLL TRIEAL MEETIMG! [T s = 4 00

a) The Drum Code Translating screen.

On the left side of the screen you'll see a book of drum codes from which Gabriel is
taking his translations. NOTE: This book has three pages of codes!!

" To tum to the next page, position the arrow cursor over the page edges on
the right-hand side of the book. The gray arrow cursor will tum to a golden
right arrow like this: Click to turn the page.

* To turn back to the previous page, position the arrow cursor on the far left of
the screen, near the crease in the book. The gray arrow cursor will tum to a
golden left arrow like this: Click to tumn the page.

This book contains the code phrases that you may select as part of your translation.

On the right side of the screen are two boxed areas. The upper area is the translation
you are forming. The lower area shows the drum beats that Gabriel is currently hear-
ing. For those with no sound device, this will be your only means of translation. For
those with sound equipment, the beats that appear in this area should match the drum
sounds you are hearing.
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The icon bar for this interface has a few new, special-purpose buttons on it:

Click on the “Erase Phrase” button to erase the last phrase selected for
the translation area on the right side of the screen. This can be repeated
to erase the entire translation, if desired,

Click on the “Exit” button to leave the Drum Code Interface and return
to the game.

b) To Translate a Message.

Look at (and listen to, if you have a sound device) the drum beats being displayed in
the lower right hand box on the screen. Some of these beats will be just random non-
sense (as far as the “code” is concerned), but if a message is being sent via the drums,
the random beats will be broken on occasion by “real words” in the drum code.

Watch the drum beats until you see what you believe is the start of a word. See if you
can match the word with one in the book. If you can, you'll want to put that word in
the translation area. To do so, move your gray up-arrow cursor over the book page
with the correct phrase, then over the phrase itself (the phrase will highlight). Click on
that phrase. It will appear in the translation area on the upper right of the screen.
Continue to interpret the message phrases until you have translated the entire trans-
mission. You can erase the last phrase put in the translation area by clicking on the
“Erase Phrase” button. To leave the drum code interface, click on the “Exit” button on
the icon bar.
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2. Sending.

Later still in the game, Gabriel will get a chance to send a drum code of his own. The
interface for “sending” is very similar to the interface for “translating.”

SUMMON: ML LL#im
DJARI: T 4k LU0 = o= M)

o BRGAGE: MM+ 1L 1Lk T A
REOUEST: ML LW=Mm |%

EPUERGES [ 1 1L =W

B THOUTRE: Mok LM
ANNOUMEE: ML +#Mm
CHLL COMCLAVE: MM L L L
CALL TRIEAL MEETING: MM+ +#m

a) The Drum Code Sending screen.

In this case, the drum beat area in the lower right portion of the screen remains blank
since Gabriel is not hearing drums, but, rather, compasing a message of his own to
send,

The other change you'll notice is a new button on the icon bar “Next Book.” IF Gabriel
has a second book of drum codes available to him at this time, you can toggle between
both books to choose phrases for a message.

NOTE: This button will only appear if Gabriel has a second book of drum codes.

b) To Send a Message.

To send a message, simply select phrases from the book on the left by positioning the
arrow cursor over a phrase until it highlights, then clicking on that phrase. The phrase
will appear in the upper right-hand window on the screen. You can select phrases
and/or erase phrases until you are happy with the message that appears in that win-
dow. To actually send the message, simply select the “Exit” button to retumn to the
screen you were previously on. Gabriel will play the message you just composed after
you exit the drum code screen.
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CONTROL PANEL & GAME CUSTOMIZING
OPTIONS

The control panel allows you to customize
your game options. The game options avail-
able are listed next to their pictures below:

mmmmmm_ The SPEE].J Siider El“GWS }"UU to ad]USt thc

speed of Gabriel's walking. To speed him
up, move the SPEED slider right. To slow him down, move the SPEED slider left.

Lﬂum_mﬂﬂmﬂﬂﬂmﬂﬂﬂﬂﬂﬂﬂﬂj_] The MUSIC slider allows you to adjust the

volume of the music in the game. To tum
the volume up, move the MUSIC slider right. To tum the volume down, move the
MUSIC slider left.

‘ ﬁﬂ"!g ‘nrrmmnmmm-l The SOUND slider allows you to &diUSt

the volume of the sound effects and voice
(audio) in the game. To tum the volume up, move the SOUND slider right. To turn
the volume down, move the SOUND slider left.

NOTE: Your sound device may not support volume change from within the game.

I Iﬂil TTTTTTTTTTT T T TT Ty T I| The TEXT slider allows you to adjust the

speed at which the text is displayed in the
game. To make the text pass by more quickly, move the TEXT slider left. To make
the text pass by more slowly, move the TEXT slider right.

NOTE: If voice is being played—with or without text on—this slider will not affect
the text speed.

M (TTTTTTTTTITTTTTITTTTTTIYITTIITITIT The DETAIL slider allows you to adjust the

amount of animation detail in the game.
For less detail, move the slider left, for more move the slider right.

NOTE: We recommend turning down the detail only if the game is running slowly on
your machine, 20




il The QUIT button will exit the game and return you to DOS. Make sure you
| save first!

The ABOUT button will give you information about this game and Sierra On-
Line.

AII H The RESTORE button will bring up the Restore window and allow you to
|| restore a previously saved game.

= I The SAVE button will bring up the Save window and allow you to save your
L || current position in the game.

21| The HELP button will allow you to get descriptions of what functions the other
= buttons and sliders on the control panel have. Click on the HELP button, then
= move the HELP cursor over the button or slider you want a description for.

[| The RESTART button will restart the game at the beginning (day 1), losing
| your current place in the game. Make sure you save first!

The PLAY button will erase the control panel and retumn you to the game.
Any changes in game options you've made on the control panel will be saved.

=l This button will allow you to display NARRATOR messages as either

e | voice or text in the game on the CD-ROM version only. For CD-ROM,

2k 1 having the VOICE button turned ON and this button turned to the

TEXT option means that all of the character dialogue will be spaken, but the Narrator

messages will appear as text. If the VOICE button is ON and this button is set to
VOICE, the Narrator messages will be spoken as well as the character dialogue.

NOTE: This button is only relevant if the VOICES button is ON.

IE| This button will allow you to choose between having the icon bar visible at all
| times and having it normally hidden from view.

] This button will allow you to turn printed text on or off on the CD-ROM ver-
| sion only. For CD-ROM, text can be displayed by itself (VOICE button
- turned OFF), or along with the voices (TEXT button ON, VOICE button ON).

This button will allow you to tum spoken voices on or off on the CD-ROM
version only. For CD-ROM, voice can be displayed by itself (VOICE button
turned ON, TEXT button turned OFF), or along with the text (TEXT button
ON, VOICE button ON).
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OTHER FEATURES

Bypassing non-interactive sequences.

All of the computer-controlled scenes in Gabriel Kuiglt are there for a reason, and we
hope that we've incorporated enough serious gameplay into this entertainment pack-
age that you'll consider it your well-eamed right to sit back and enjoy the cinemagraphic
scenes when they occur. Every scene in Gabriel Knight includes important game infor-
mation and we highly recommend that you view each scene at least once all the way
through and listen to and/or read the accompanying dialogue. However, if you are
replaying sections of the game and have already gleaned all of the information from a
given scene that you intend to, you may bypass it.

To bypass non-interactive scenes, hit the [space bar] at any time during the scene. I
the scene is one that can be bypassed (whether or not a scene can be bypassed is based
solely on length—the longer ones can be bypassed, shorter ones cannot), a box will
come up asking you if you really mean it. Select the “Cancel” button to continue with
the scene or the “Skip It" button to skip the scene and retumn to player control. Any
inventory or tapics or new locations that are made available to you during the scene
will be given to you when you skip the scene.
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TIPS FOR ADVENTURERS

LOOK everywhere. Thoroughly explore your surroundings. Open doors and draw-
ers. Look closely at all objects you encounter or you may miss important details.

EXPLORE ecach area of the game very carefully, and DRAW A MAF as you
progress through the game. Make a note of each area you visit, and include informa-
tion about objects found there and dangerous areas nearby. If you miss an area, you
may miss an important clue!

PICKUP objects you think you will need. You can see an inventory of items on
hand by choosing the Inventory icon at any time.

USE the items you have picked up to solve problems in the game. Different
approaches to a puzzle may bring about a different outcome.

BE CAREFUL, and remain alert at all times — disaster may strike in the most
unlikely of places!

SAVE YOUR GAME OFTEN, especially when you are about to try something
new or potentially dangerous. This way, if the worst should happen, you won't
have to start all over again from the beginning. Save games at different points, so
you will always be able to return to a desired point in the game, In effect, this will
enable you to travel backward through time and do things differently if you wish.

DON'T GET DISCOURAGED. If you come to an obstacle that seems insur-
mountable, don't despair. Spend some time exploring another area, and come back
later. Every problem in the game has at least ane solution, and some have more than
one. Sometimes solving a problem one way will make it harder to solve the next,
and sometimes it will make it easier.

If you get stuck, you might try backtracking to an eatlier point in the game, then
choosing a different path.

Don't be afraid to take advantage of some hints. Sierra provides game hints in a vari-
ety of different formats to make your adventure more enjoyable. For more informa-
tion, refer to the “HINT” section on page 32 of this manual.

BRING ALONG SOME HELP. You may find it helpful (and fun) to play the game
with a friend. Two (or more) heads are better than one at interpreting clues and
solving problems.
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FIRST FEW PuzzLEs WALK-THRU &
STRATEGY TIPS

Warning: This section will give the solutions for the first few puzzles in the game. 1t
you are an experienced gamer, you may want to skip this section. [f you need help
getting started, or have done the first few puzzles and are interested in getting strategy
hints, read on!

1. The Opening Scene & Sins of the Fathers Graphic Novel.

There are two pieces of fictional “back story” or “prologues”; the opening nightrare
sequence and the graphic novel that was included in your box. These will both
become important to understanding what is happening to Gabriel as the story in the
game unfolds. Read the graphic novel and view the opening nightmare sequence right
away, o, if you're very anxious to get started, skip these and play through a day or so,
but we h[gh]y recommend viewing both th(, nightmare sequence clnd reading the
graphic novel before day 3.

The opening scene shows Gabriel's recurring nightmare. This nightmare scene has
images which you will find significant in your game play. You may watch this as
many times as you like.

To view the opening scene, select the “Intro” button on the title screen,

After the nightmare, you will be taken through the game credits, and then automatical-
ly to the start of day 1.

2. Day 1 start scene.

For the first seven days of the game, the “day start” scenes in the book shop with Grace
will give you important information and leads for the day. The game will automatical-
ly take you through the day 1 start scene after the nightmare sequence. You can also
skip the nightmare sequence and go directly to the start of day 1 by selecting “Play”
from the title screen.

HINT: Write down the things that happen during each day start scene—you may
want to save your game at the beginning of the scene and watch it several times. This
will help you stay moving through the day as you follow up on the leads.

For day 1, the opening scene gives you the following leads:
Gabriel is writing a book on Voodoo and is researching it. Grace is assisting his
research and can do more research for him whenever she’s asked to do so.

* She has phone messages for him.
* She has located two Voodoo resources in New Orleans: a museum and a drug store.
* She gives him a hand-held tape recorder that he'd ordered.
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3. Exploring the book shop.

Before we get into the day 1 start leads, let’s do what should always be done first—
explore your current location.

" LOOK at Grace. Useful: Perhaps not, but Gabriel gets a kick out of it.

* LOOK at each individual shelf of books. The messages will tell you what books
Gabriel has available in his shop.

" PICKUP on every book shelf. Some will just give you messages, but there are three
books you can pick up and read. Did you find them?

* PICKUP on the top shelf on left segment of the north wall. You'll read a German book
by a Heinz Ritter. Is this a clues Well, look at it this way. IFit weren't, it wouldn't be in
the game. You don't speak Germané Hmmm. Looks like you need a translation.

" PICKUP on the top shelf on the right segment of the north wall—behind the ladder.

Now you know something about snakes.

" PICKUP on the shelf just undemeath the right window. Repeat this action over and
over until you start to see the messages repeat.

' LOOK elsewhere around the shop. How about that newspaper on the counter?
Want to read it¢ PICKUP on newspaper.

HINT: New newspapers are delivered to the shop every day.
" LOOK at the other items on the counter. Did you find the magnifying glass and the
pair of tweezerse

* PICKUP on magnifying glass and PICKUP on tweezers.

Did you notice that PICKUP on the books simply read the books and put them back2
Gabriel did not keep them. On the other hand, he kept the magnifying glass and
tweezers. Try PICKUP on everything. If the game doesn't let Gabriel keep an item
permanently it's because he doesn’t need to use it in another location.

' Continue to LOOK all around the book shop and also PICKUP. Try some other
commands now. OPERATE on the ladder. OPEN on the cash register. Try MOVE on
Grace. TALK on Grace.

4. Inventory.

Now that Gabriel has picked up and kept a few items, let’s check Inventory. Go up to
the icon bar and click on the Inventory button. This will bring up the Inventory win-
dow.

* LOOK at the magnifying glass and then LOOK at the tweezers.

" Try to READ both items. .

" Try to OPEN both items.

" Now click on the arrow button on the right side of the window, then click on the
magnifying glass. Your cursor will change to look like the magnifying glass. Use the
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hot spot on the magnifying glass cursor (the bright yellow highlight in the center of the
glass) to click on the “Play” button on the right side of Inventory window. This will
erase [nventory.

" Now look at the icon bar. You should see the magnifying glass appearing in the cur-
rent inventory item window. You should also have the magnifying glass as your cur-
rent cutsor.

* Position the magnifying glass cursor hot spat over Grace and click it on her. She’s
not impressed? Oh, well. Perhaps Gabriel will find another place where the magnify-
ing glass will be useful.

" Go back into Inventory, select the tweezers, and click them on Grace to see how she
responds.

5. Interrogation.

Now that we've explored, let’s go back to our day 1 start leads. How about those
phone messages¢ To get your phone messages, you'll need to go into Interrogation
with Grace.

* Click the ASK cursor on Grace. This will take you to Grace's Interrogation screen.

* See the list of topics? Go ahead and select each topic—start from the top and work
your way down. Select a given topic more than once—select it until Grace starts to
repeat herself. You'll notice that the global topics—those in blue—are highlighted until
they're selected one time. All global topics will be highlighted when they first appear.
This is to help you notice that new topics have appeared once the list gets lengthy.

* Work your way down to "Messages". Keep selecting "Messages", then "More
Messages" until she tells you there are no more.

The phone messages are also impartant leads for day 1. You leamn:
* Your Grandmother called and wants you to come by.
* Detective Mosely called and told you he’s left photos at the front desk of
the police station.
* You received a call from a strange man from Germany. Hmmm.

* Since we're in Interrogation, select “Request Research” while you're atit. You'll geta
dialogue choice box. At this time, there’s nothing to ask Grace to do, so just select the
exit response. When there’s something to ask Grace to do, it will automatically appear
in this dialogue choice box.

HINT: If you ever get stuck on a given day, check “Request Research” with Grace and
see if something new has been added to your “Request Research” dialogue choice box.
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6. Leaving the book shop.

You've done all you can at the book shop right now. Why don't you go follow up on
your other leads; the museum, the Voodoo shop, the police station, Grandma's
house....¢

* Click OPEN on the front door and...happy hunting!

HINT: You'll find quite a few locations to explore on your map after this initial click-
thru, but remember, you'll be getting new locations as you learn new things, so always
check your two maps for new places to visit, as well as your Interrogation menus for
new topics to ask about.

7. Strategy Tips.

When you get stuck, make sure you've done the following:

I. Explored every location available to you.

{ ]

. Shown every item you're carrying to every person.
. Asked every person about every topic until they repeat themselves.
. Checked “Messages" and “Request Research” with Grace.

e 0

. Gone back over conversations with your recorder to see if you've forgotten a lead.

HINT: IE there's something you know you haven't figured out yet, and you can't end
the day, chances are you need to solve that puzzle to end the day.

HAVE FUN!!!

- ) SAVING YOUR GAME

IMPORTANT!! If you do ot wish to save to your hard drive, vou must have a sepa-
rate formetted diskette ready before you can save a game. Siice cach disk can only lold
a limited wumber of games, we recommend that vou have more than one disk formatted,
in order to assure adequate space for save game storage. To allow for errars in fudgnent
and creative exploration, we recommend that you frequently save your ganie, and that
yau save at several points during game play. You will always waut to save your gante
before encountering potentially dangerous situations. You should also save your game
after you have made significant progress. You may nanie your saved games using stan-
dard English phrases. For example, if you are in the bookstore on day 1, you night call
vour game “day 1 boobstore’.
Saving to a Floppy Disk

1. Choose the CONTROL PANEL icon (slide lever) from the icon bar,

then select the Save button (appears as an 'S"). The Save Game menu will

appear.
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2. I you are saving to a Hoppy drive, you will be prompted to insert your

Save Game diskette into your Hoppy drive (example: a:).
PLEASE NOTE: The first time you attempt to save a game to a floppy disk while play-
fug from the hard drive, vou will need 10 change your defanlt save game dirvecton® as fol-
lows: click on CHANGE DIRECTORY.

3. Press [Crrl-C] to clear the command line, and type the letter of your

Hoppy drive.

4. Insert a blank formatted diskette in your fHloppy drive.

3. Click on OK.

6. Type the description of your saved game, and press [ENTER] to save the
game.

Saving to Hard Disk
NOTE: If yau choose to save games to your hard disk, we suggest that yon create one or
more save game directaries or folders an vour hard disk. See vour computer’s instruction
mannal for creating dirvectories or folders.

1. Choose the CONTROL PANEL icon from the icon bar, then select

the Save button (appears as an "S"). The Save Game menu will appear.

2. IFyou wish to save the game to a directory” or folder other than the one
you are currently usi ng, select CHANGE DIRECTORY. Press [Cl-C] to
clear the command line, and type the drive and name of the new directory”.

3. Click on OK.

4, Type the description of your saved game, and press [ENTER] to save the
game.

Restoring Your Game

1. Choose the CONTROL PANEL icon from the icon bar, then select
the Restore button (appears as an "R"). You will be prompted to select the
game you wish to restore.

2. Highlight the desired game and select RESTORE.

3. 1f the game you wish to restore is in a different directory, select
CHANGE DIRECTORY, then type the name of the directory”™ you wish
to restore from.

Quitting Your Game

To stop playing, choose the CONTROL PANEL icon from the icon bar and select
QUIT.

Restarting Your Game

To restart your game at any time during play, choose the CONTROL PANEL icon
from the icon bar and select the Restart button (appears as an arrow).

" The term "directory” refers 1o MS-DOS file directories or Macintosh folders.
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AN INTRODUCTION TO A
FEW OF OUR FEATURED
VOICE-OVER CAST & CREW

Virginia Capers (the narrator):

Virginia Capers has done Broadway, film, and television and has garnished high
acclaim including a Tony award for Best Actress and an Emmy nomination for Best
Supporting Actress. She has been in films such as “Howard the Duck,” “Ferris
Buehler's Day OFff,” “The Toy,” “Lady Sings the Blues,” and “Jo Jo Dancer." Her
television appearances include “Colden Girls,” “Frank’s Place,” “Murder She Wrote,”
“Alfred Hitchcock,” “The Waltons,” and “Downtown.”

Rocky Carroll (in the role of Willy Walker):

Rocky Carroll is currently playing the role of Joey in the television series “Roc.” Mr.
Carroll's film credits include “Born on the 4th of July,” “Talk Radio,” and “Prelude to
a Kiss.” He is an accomplished stage actor and has appeared in numerous stage pro-
ductions including “Joseph and the Technicolor Dreamcoat,” “Member of the
Wedding,” “Little Shop of Horrors,” “Macbeth,” and “Romeo and Juliet.”

Tim Curry (in the role of Gabriel Knight):

Tim Curry is an accomplished and exciting British actor who lends great vitality and
humoar (and, occasionally, terror) to every role he plays. He became a cult hero by
playing Dr. Frank ‘n Furter in the film “Rocky Horrar Picture Show,” a role he had
initially played on London's best stages. He has more recently played in such films
as “Legend,” “Clue”, *The Hunt for Red October,” “Home Alone 2," and “The Three
Musketeers.” His many television appearances include “Saturday Night Live,"
“Stephen King's It,” “Rosanne,” and “Tales From the Crypt.”

Michael Dorn (in the role of Dr. John):

Michael Dorn is best-known for his role on “Star Trek: The Next Generation” play-
ing Worf, a Klingon Starfleet Officer. Michael was a regular on “CHiPs” and had
guest-starred on such shows as “Knots Landing," “Falcon Crest,” and “227." He has
appeared in films such as “Jagged Edge” and “Rocky.” Prior to his acting career,
Michael played and sang in a rock band called “Torage.”

Mark Hamill (in the role of Mosely):

Mark Hamill created the role of Luke Skywalker in the ground-breaking trilogy “Star
Wars,” “The Empire Strikes Pack,” and “Return of the Jedi.” His other feature films
include *The Big Red One,” “Time Runner,” “Slipstream,” and “Midnight Ride." He
has appeared on television in shows such as “General Hospital,” “Delancy Street,”
and “Sarah T: Portrait of a Teenage Alcoholic.” He has also enjoyed live perfor-
mances, playing the lead roles in “The Elephant Man” and “Amadeus” on Broadway.
Mr. Hamill has also done considerable voice-over work including the role of the
Joker in the Emmy winning “Batman: The Animated Series.”

Leah Remini (in the role of Grace):

Leah Remini is currently a cast member on the television series “Evening Shade.”
She has also apppeared on “Blossom,” “Cheers,” “Who's the Boss,” and “Living
Dolls,” among others. Ms. Remini has done voice-over work for several animated
television series including “Phantony: 2040." Her wit and sarcasm was a perfect
match for Grace's persona and provides an ideal sidekick for Curry's Gabriel.

Efrem Zimbalist, Jr. (in the role of Wolfgang):

Efrem Zimbalist, Jr. has been a popular and beloved actor for many years. He start-
ed out on Broadway starring with Spencer Tracy in “The Rugged Path.” He has
appeared in films such as “Bombers B-52," “Band of Angels,” “By Love Possessed,”
and “The Chapman Report.” He has had a long career in television, playing the
leads in “77 Sunset Strip” and “The F.B.I.” More recently, he has starred in
“Scruples,” “The Black Dahlia,” and “A Family Upside Down," and has made
appearances on “Family Feud,” “Hardcastle and McCormick,” “Hotel,” and
“Remington Steele.”

Stuart M. Rosen (the voice director):

Stuart Rosen is a great asset to Sierra’s Hollywood voice-over productions. He has
been a producer, director, writer, and performer for television for many years. In
that time, he has received 10 Emmy awards, 5 Emmy nominations, a George Foster
Peabody Award, an Ohio State Award, and a Commendation from the City of Los
Angeles. He has directed voice-over productions that include “Moondreamers,”
“Robocop,” “Fraggle Rock,” “Little Shop of Horrors,” and “The Littles,” to name just

a few. He also directed Sierra’s first Hollywood voice-over production, “King’s
Quest VICD.”



GOG Technical Support

For the support for all your games bought through GOG.com, please visit our
Support page at http://www.gog.com/support.

If you're logged in, go directly to "Support" page, where you can see a list of
all your Good Old Games, otherwise you can find the game you're looking for
through the smart search. Choose the game that you have problem with, and
see whether the solution isn't already posted. If not, go to the "Contact us"
page, select "Technical issues with games" and hit "Continue" to send us a
message describing your problem. Fill all the required fields with proper data
- please enter as much details as you can, this will help us solve your
problem faster. All your messages and our replies will appear on your "My
Account" page.

SOFTWARE LICENSE AGREEMENT

IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT
TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW.
"PROGRAM" INCLUDES ALL SOFTWARE INCLUDED WITH THIS
AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS,
AND ANY ONLINE OR ELECTRONIC DOCUMENTATION, AND ANY AND
ALL COPIES OF SUCH SOFTWARE AND MATERIALS. BY OPENING
THIS PACKAGE, INSTALLING, AND/OR USING THE PROGRAM AND ANY
SOFTWARE PROGRAMS INCLUDED WITHIN OR, IF YOU ARE
DOWNLOADING THIS PROGRAM FROM AN AUTHORIZED ACTIVISION
ONLINE RESELLER, BY DOWNLOADING, INSTALLING AND/OR USING
THIS PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH
ACTIVISION PUBLISHING, INC. AND ITS AFFILIATES ("ACTIVISION").

LIMITED USE LICENSE. Subiject to the conditions described below,
Activision grants you the non-exclusive, non-transferable, limited right and
license to install and use one copy of this Program solely and exclusively for
your personal use. All rights not specifically granted under this Agreement
are reserved by Activision and, as applicable, Activision’s licensors. This
Program is licensed, not sold, for your use. Your license confers no title or
ownership in this Program and should not be construed as a sale of any
rights in this Program. This Software License Agreement shall also apply to
any patches or updates you may obtain for the Program.

LICENSE CONDITIONS.

You shall not:

- Exploit this Program or any of its parts commercially, including but not
limited to use at a cyber cafe, computer gaming center or any other
location-based site. Activision may offer a separate Site License
Agreement to permit you to make this Program available for commercial
use; see the contact information below.

- Use this Program, or permit use of this Program, on more than one
computer, computer terminal, or workstation at the same time.

- Make copies of this Program or any part thereof, or make copies of the
materials accompanying this Program.

- Copy this Program onto a hard drive or other storage device except as
specifically permitted herein; you must run this Program from the included
CD-ROM or DVD-ROM (although this Program itself may automatically
copy a portion of this Program onto your hard drive during installation in
order to run more efficiently)unless you are downloading this Program from
an authorized Activision online reseller.

- Use the program, or permit use of this Program, in a network, multi-user
arrangement or remote access arrangement, including any online use,
except as otherwise explicitly provided by this Program.



- Sell, rent, lease, license, distribute or otherwise transfer this Program, or
any copies of this Program, without the express prior written consent of
Activision.

- Reverse engineer, derive source code, modify, decompile, disassemble, or
create derivative works of this Program, in whole or in part.

- Hack or modify (or attempt to modify or hack) the Program, or create,
develop, modify, distribute or use any software programs, in order to gain
(or allow others to gain) advantage of this Program in an on-line multiplayer
game settings including but not limited to local area network or any other
network play or on the internet.

- Remove, disable or circumvent any proprietary notices or labels contained
on or within the Program.

- Export or re-export this Program or any copy or adaptation in violation of
any applicable laws or regulations of the United States government.

PERMITTED INSTALLATION. If you are downloading this Program from an
authorized Activision online reseller, you may install this Program onto your
computer hard drive.

OWNERSHIP. All title, ownership rights and intellectual property rights in and
to this Program (including but not limited to any patches and updates) and
any and all copies thereof (including but not limited to any titles, computer
code, themes, objects, characters, character names, stories, dialog, catch
phrases, locations, concepts, artwork, animation, sounds, musical
compositions, audio-visual effects, methods of operation, moral rights, any
related documentation, and "applets" incorporated into this Program) are
owned by Activision, affiliates of Activision or Activision’s licensors. This
Program is protected by the copyright laws of the United States, international
copyright treaties and conventions and other laws. This Program contains
certain licensed materials and Activision’s licensors may protect their rights in
the event of any violation of this Agreement.

PROGRAM UTILITIES. This Program may contain certain design,
programming and processing utilities, tools, assets and other resources
("Program Utilities") for use with this Program that allow you to create
customized new game levels and other related game materials for personal
use in connection with the Program ("New Game Materials"). The use of any
Program Utilities is subject to the following additional license restrictions:

- You agree that, as a condition to your using the Program Utilities, you will
not use or allow third parties to use the Program Utilities and the New
Game Materials created by you for any commercial purposes, including but
not limited to selling, renting, leasing, licensing, distributing, or otherwise
transferring the ownership of such New Game Materials, whether on a
stand alone basis or packaged in combination with the New Game
Materials created by others, through any and all distribution channels,
including, without limitation, retail sales and on-line electronic distribution.
You agree not to solicit, initiate or encourage any proposal or offer from
any person or entity to create any New Game Materials for commercial
distribution. You agree to promptly inform Activision in writing of any
instances of your receipt of any such proposal or offer.

- If you decide to make available the use of the New Game Materials created
by you to other gamers, you agree to do so solely without charge.

- New Game Materials shall not contain modifications to any COM, EXE or
DLL files or to any other executable Product files.

- New Game Materials may be created only if such New Game Materials can
be used exclusively in combination with the retail version of the Program.
New Game Materials may not be designed to be used as a stand-alone
product.

- New Game Materials must not contain any illegal, obscene or defamatory
materials, materials that infringe rights of privacy and publicity of third
parties or (without appropriate irrevocable licenses granted specifically for
that purpose) any trademarks, copyright-protected works or other
properties of third parties.

- All New Game Materials must contain prominent identification at least in
any on-line description and with reasonable duration on the opening
screen: (a) the name and E-mail address of the New Game Materials’
creator(s) and (b) the words "THIS MATERIAL IS NOT MADE OR
SUPPORTED BY ACTIVISION."

- All New Game Materials created by you shall be exclusively owned by
Activision and/or its licensors as a derivative work (as such term is
described under U.S. copyright law) of the Program and Activision and its
licensors may use any New Game Materials made publicly available by you
for any purpose whatsoever, including but not limited to, for purpose of
advertising and promoting the Program.



LIMITED WARRANTY: Excepting patches, updates and any downloaded
content, and this Program if you are downloading it from an authorized
Activision online reseller, Activision warrants to the original consumer
purchaser of this Program that the recording medium on which the Program
is recorded will be free from defects in material and workmanship for 90 days
from the date of purchase. If the recording medium is found defective within
90 days of original purchase, Activision agrees to replace, free of charge, any
product discovered to be defective within such period upon its receipt of the
Product, postage paid, with proof of the date of purchase, as long as the
Program is still being manufactured by Activision. In the event that the
Program is no longer available, Activision retains the right to substitute a
similar program of equal or greater value. This warranty is limited to the
recording medium containing the Program as originally provided by Activision
and is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect has arisen through abuse,
mistreatment, or neglect. Any implied warranties prescribed by statute are
expressly limited to the 90-day period described above.

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 MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT,
AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL
BE BINDING ON OR OBLIGATE ACTIVISION. IN NO EVENT WILL
ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL, OR
CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO
PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES
FOR PERSONAL INJURY, EVEN IF ACTIVISION HAS BEEN ADVISED OF
THE POSSIBILITY OF SUCH DAMAGES. SOME STATES DO NOT ALLOW
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR
THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU.
THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY
HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

If you download this Program from an authorized Activision online reseller,
please refer to your authorized Activision online reseller for warranty
information and procedures.

LIMITATION ON DAMAGES: IN NO EVENT WILL ACTIVISION BE LIABLE
FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE
PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE
EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES,
EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF
SUCH DAMAGES. ACTIVISION'’S LIABILITY SHALL NOT EXCEED THE
ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM.
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW
LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE
ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS
WHICH VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION: Without prejudice to any other rights of Activision, this
Agreement will terminate automatically if you fail to comply with its terms and
conditions. In such event, you must destroy all copies of this Program and all
of its component parts.

U.S. GOVERNMENT RESTRICTED RIGHTS: The Program and
documentation have been developed entirely at private expense and are
provided as "Commercial Computer Software" or "restricted computer
software." Use, duplication or disclosure by the U.S. Government or a U.S.
Government subcontractor is subject to the restrictions set forth in
subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer
Software clauses in DFARS 252.227-7013 or as set forth in subparagraph
(c)(1) and (2) of the Commercial Computer Software Restricted Rights
clauses at FAR 52.227-19, as applicable. The Contractor/Manufacturer is
Activision Publishing, Inc., 3100 Ocean Park Boulevard, Santa Monica,
California 90405.

INJUNCTION: Because Activision would be irreparably damaged if the terms
of this Agreement were not specifically enforced, you agree that Activision
shall be entitled, without bond, other security or proof of damages, to
appropriate equitable remedies with respect to breaches of this Agreement,
in addition to such other remedies as Activision may otherwise have under
applicable laws.

INDEMNITY: You agree to indemnify, defend and hold Activision, its
partners, affiliates, licensors, contractors, officers, directors, employees and
agents harmless from all damages, losses and expenses arising directly or
indirectly from your acts and omissions to act in using the Product pursuant
to the terms of this Agreement.



MISCELLANEOUS: This Agreement represents the complete agreement
concerning this license between the parties and supersedes all prior
agreements and representations between them. It may be amended only by
a writing executed by both parties. If any provision of this Agreement is held
to be unenforceable for any reason, such provision shall be reformed only to
the extent necessary to make it enforceable and the remaining provisions of
this Agreement shall not be affected. This Agreement shall be construed
under California law as such law is applied to agreements between California
residents entered into and to be performed within California, except as
governed by federal law and you consent to the exclusive jurisdiction of the
state and federal courts in Los Angeles, California.
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