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SPACE QUEST III

At the end of Roger’s adventure in Space Quest II, he had
narrowly escaped death aboard Sludge Vohaul’s asteroid
fortress. Entering an escape pod, he rocketed away seconds
betore it burned up in the Labionian atmosphere.

Shortly after blasting away, he discovered his oxygen
supply near depletion. Making a last ditch effort to survive,
he climbed into the hibernatic sleep chamber with the hope
that someone would find him soon.

Now, an indeterminate amount of time has passed, and the
small pod drifts aimlessly through deep space. Time stands
still for our hero in suspended animation.
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I ALL SYSTEMSI

GETTING STARTED: FLOPPY DRIVES

It is always advisable to make back-up copies of your master program disks, to increase the
life of the masters and guard against accidents. Follow your computer’s instructions to make
copies of all game disks. |

If you will be playing from floppy disks, rather than a hard disk, you will also want to format
a blank disk for saving games. Follow your computer’s instructions to format a blank disk and
keep it handy for saving your game as you play.

INSTALL THE GAME

Place your disk 1 (or its back-up) into your floppy disk drive. Type the letter of the disk drive
you just placed the disk into followed by a colon and press ENTER (eg. A:). Type INSTALL
and press ENTER. Answer the onscreen questions using the up and down arrow keys to
highlight your selections. You will be asked if you wish to install the game on your hard disk.
If you do not wish the game to be installed on your hard disk, then press ESC (to skip this
step). Otherwise enter the letter designation of your hard disk (usually C) and follow the
prompts.

Please Note: The install procedure will write a file named RESOURCE.CFG to disk 1. For
the installation to be completed correctly, DISK 1 MUST NOT BE WRITE PROTECTED.
No other files on disk 1 are written or changed by the INSTALL command.

LOADING INSTRUCTIONS
1. If you are starting the game from floppy disk: Place disk 1 into the drive, type SIERRA
and press ENTER.

[ATARI ST]

LOADING INSTRUCTIONS
Please Note: If you are using an Atari 520 ST without memory expansion, you should
not run your Sierra game with any desk accessories installed.

1. If you are playing the game from floppy disk: Place disk 1 in drive A, open the disk by
double-clicking on its icon, then start the game by double-clicking on SIERRA.PRG.

2. If you are playing the game from a hard disk: Open the disk by double-clicking on its
icon, then open the game folder by double-clicking on the game folder icon. Start the
game by double-clicking on SIERRA.PRG.



HARD DISK INSTALLATION

1. If you are playing from a hard disk, first make sure you have enough space on the hard
disk for the game -- single-click on the disk icon, then select Show Info.. from the File
menu. Bytes Available should be at least 800,000 times the number of floppy disks
included with the game.

2. Open the hard disk by double-clicking on its icon.

. Create a game folder by choosing New Folder... from the File menu. Open the new
folder by double-clicking on its icon.

4. Place the first game disk in drive A.

. Copy the game disk into the new folder by dragging the drive A icon into the window you
opened 1n Step 3. (Click on the drive A icon, while holding the mouse button down, move
the mouse arrow over the open window, then release the button.)

6. Repeat steps 4 and 5 for each of the other game disks.

7. Put the master disks away in a safe place.

L

LN

CHOOSE A MUSIC DEVICE (Optional)
Your Sierra game 1s initially set up to play music and sounds through the Atari ST’s internal
speaker. If you have one of the supported MIDI synthesizers, you may run the MUSIC
program to have the game play music through the synthesizer.
. Open the game disk/folder by double-clicking on its icon.
2. Run the MUSIC program by double-clicking on the MUSIC.PRG icon.
3. Select ‘‘Music Device’ from the Options menu.
4. Select your synthesizer (or ‘*Atari ST Internal Sound’’) by clicking on the appropriate
button. Then click on OK.
5. Select “‘Install Game’’ from the File menu. This will replace the RESOURCE.CFQG file
on your disk.

Please Note: It is important to turn your synthesizer on before playing the game.

| MGA]

LOADING INSTRUCTIONS
From Floppy Disks:

. Boot your system with Workbench, then insert the game disk in any drive.

2. Position the mouse pointer over the game disk icon and double click.
Please Note: If your game has more than one disk, RENAME your copies of all game disks to
remove the words ““COPY OF”’ from the disk name. If the words **COPY OF’’ are not
removed from the disk names of all the copies, the system will continue to ask for the original
disk and will not run the game.

From Hard Disk:

1. Load Workbench and double click on your hard disk icon.
2. Double click on the SIERRA drawer.

3. Click on the drawer for the desired Sierra game.

4. Click on the game icon.



MOVING YOUR CHARACTER
You may move your character on the screen with the arrow keys, the numeric keypad, or the
mouse. To halt your character’s steps with the keypad, press the number 5, or press the last

used direction key again. Using the mouse, start movement by clicking the left mouse button
where you want the character to move.

Stop

GAME SPEED CONTROL
At times it may be useful to slow down the speed of the game animation in order to negotiate a
tricky section, or observe something more carefully. In Space Quest III, speed is controlled

by the + and — keys, or by selecting a choice from the Speed menu, using the mouse or
arrow keys.




SHORT CUTS FOR COMMON COMMANDS
You can use function and control keys to short cut many common commands.

F1 Help

F2 Toggle sound on/off

F3 Repeat previous command

F5 Save Game

E7 Restore (saved) Game

F9 Restart Game (from beginning)

CTRL-C  Cancel typed command line
CTRL-I Inventory

CTRL-J Reset Joystick

CTRL-P Pause Game

CTRL-Q  Quit Game

CTRL-R  Toggle RGB/Composite graphics mode
CTRL-S Change Speed

CTRL-V  Change Volume

+ Increase Volume

— Decrease Volume

= Normal Volume

MENUS
When you press ESC, a menu bar will appear at the top of your screen with several menus
which can be opened to show the command choices available to you.

USING KEYS IN THE MENUS
Use the left and right arrow keys to open a menu, and the up and down arrow keys to highlight
items within a menu.

Press ENTER to select a highlighted command.

Press ESC to return to the game without choosing a command.

INTERACTING WITH THE GAME
You interact with the game by typing in commands of one or two words, or in complete
sentences. Unless otherwise instructed, follow all commands with ENTER.

EXAMPLES OF COMMON COMMANDS
You may meet characters who have messages for you. Start a conversation with them. Type:
TALK TO (whoever you wish to talk to). For example, TALK TO THE PIRATE.

You may encounter objects you need along the way. To take an object type: TAKE (the object
you want to take). For example, TAKE THE SILVER CHALICE.



Pay close attention to details. Take a close look at objects. Type: LOOK (the object you wish
to examine). For example, LOOK AT THE TREASURE CHEST.

You will need to use the objects you acquire on your journey. Type: GIVE THE (object) to
(the person or thing you wish to have the object). For example, GIVE THE BONE TO THE

HUNGRY TIGER.

RETYPING COMMANDS
If you wish to repeat a command select RETYPE from the ACTION menu or press the

SPACEBAR.

INVENTORY
If you wish to see the items you are carrying, select INVENTORY from the ACTION menu

or press the TAB key. A list of the items you are carrying will be displayed. To view an
object, click on its name with the mouse, or use the arrow keys to highlight the name and

press ENTER. Select OK or press ESC to resume play.

PAUSING YOUR GAME
If you wish to pause the game, select PAUSE from the ACTION menu. Press ESC or

ENTER to continue play.

SAVING YOUR GAMES
If you wish to save your game, select SAVE from the FILE menu. To allow for errors in

judgment and creative exploration, it is recommended that you frequently save your game in
progress. You will always want to save your game before encountering dangerous situations.

You should also save your game after you have made significant progress in the game.

Please Note: If you’re playing from floppy disks, you must have a formatted save game disk
before you can save a game.

You may name your saved games using standard English phrases. For example, if you are
standing on a sandy beach, call your saved game ‘‘STANDING ON A SANDY BEACH"’, or

whatever seems appropriate.

RESTORING YOUR GAME

Select RESTORE from the FILE menu. You will be prompted to select the game you wish to
restore. (On a single drive system, you will be prompted to insert your save game disk.)
Highlight the desired game and select RESTORE.* If the game you wish to restore is on a
different directory, select CHANGE DIRECTORY.

QUITTING YOUR GAME
If you wish to stop playing, select QUIT from the FILE menu.

*If you do not have a mouse, use the TAB key to highlight games.
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TIPS FOR THE BEGINNING ADVENTURER
If you’ve never played one of Sierra’s adventure games before, here are a

few suggestions to get you started.

INTERACTING WITH SPACE QUEST III
You can interact with the game by typing in simple commands consisting
of as little as a verb and an object. For instance, the command “‘get into
the rail grabber’’ can be shortened to ‘‘get in grabber.”” The command
‘‘give six buckazoids to the clerk’’ could be expressed as ‘‘give money to
clerk.”

Space Quest III will understand many common verbs. Here is a list of
some you might want to try:

LOOK DROP EXAMINE USE
CLIMB GET READ TALK
HIT PICK UP PLAY KICK
PUNCH PUSH PULL MOVE
OPEN CLOSE JUMP SIT
STAND GIVE PUT ON TAKE
TAKE OFF

LOOK everywhere. When you go somewhere you haven’t been before,
or where you think you may have missed something the first time, the
first thing you should do is look around. When you type ‘‘look’ on
entering an area, you will receive a description of the general area. Read
this description carefully -- often there is a clue to the game or an
indication that something in the scene bears further investigation.

If you are standing close enough to a particular object you can take a
closer look at that specific thing. EXAMPLE: “‘look at spaceship.’” Press
ENTER each time you type a command to enter that command.

A comment window will appear each time you enter a command, and at
other times during the game. When you have read the comment, press
ENTER to remove the window and resume play.

EXPLORE each area of the game very carefully. Search every area of
the garbage freighter for a way to escape. Search each area of each planet
you voyage to, but carefully! There are a lot of hazards out here in space.

DRAW A MAP that includes each place you visit, objects found,
dangerous areas, any and every landmark you see along the way. If you
miss an area, you may miss an important item or clue you will need to

complete your quest.
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TALK to almost everyone you meet, but use discretion! Some characters
will be friendly and helpful. They will give you valuable information and
advice. Others may mislead, capture, or even kill you. At times it may be
necessary to fight, at others to run away, hide or try to outwit your
opponent.

PICK UP anything that isn’t nailed down. You’ll come across a number
of objects that will be of use later in the game. Some of these can be
picked up, others may have to be bought or traded for. You can see an
inventory of items on hand by pressing the TAB key at any time.

USE the items you have picked up to solve problems in the game. Some
problems have obvious solutions; if you’re thirsty, take a drink of water.
To purchase an item, you’ll need some buckazoids. Other problems
require more imagination to solve.

BE CAREFUL. 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. That way, if the worst should
happen, you won’t have to start all over again from the beginning. (See
your reference card for instructions on saving your game.)

DON’T GET DISCOURAGED. If you come to an obstacle that seems
insurmountable, don’t despair. Explore the game some more, then come
back later. Every problem in the game has at least one solution, and some
have more than one. Sometimes solving a problem one way will make 1t
harder to solve the next, and sometimes it will make it easier. If you get
stuck, you might try backtracking to an earlier point in the game, then
choosing a different path. If all else fails, you can buy a Space Quest III
Hint Book from the dealer who sold you the game.

12



(WALKTHROUGH)

WARNING
The following documentation is for beginning adventure game players
only. The contents include answers to some game puzzles and hints that
experienced adventurers may not wish to see. Continue reading only if
you are having difficulty getting started with Space Quest III.

When the character has stepped out of the escape pod and the door
closes, you will have control of the character and the game will begin.

Press ENTER to remove the comment screen that appears after the pod
door closes.

Use mouse, keyboard or joystick to walk south (down) to the next area,
where several junk spaceships are stored.

13



While you are here, try looking around at your surroundings:
Type “‘look™

Walk to the spaceships.

Type ‘‘look at ship’’ at each one.

Walk to a pile of junk.

Type “‘look at junk’

Walk to the crate in the left foreground.

Type “‘look at crate”

From this area, walk east (right) to the next room.
Walk to the large gear in the left foreground.

Type “‘look at gear’”
Walk to the giant arm in the background.

Type ‘‘look at arm™’

When you have explored all you want, walk to the right side of the room
until you come to a vertical conveyer that is lifting buckets up and out of
the screen. If you stand close enough, in front of the conveyer, it will
catch you and carry you to a horizontal conveyer belt which leads to the
shredding machine. At this point it would be a good idea to save your
game.

To keep from being thrown in the shredder, type “‘stand’’. Immediately
type ‘‘jump’’ to reach the rail above the conveyer. Now you will be able
to walk along the rail to begin your exploration of the ship, but BE
CAREFUL! It is still possible to slip and fall to your death. NOTE: If
you have been using a mouse or joystick to move the character, you
might want to switch to the ARROW keys for tricky sequences like this
one.

When you are up on the rail, walk west (left) until you come to an
opening in the ship’s bulkhead. On the other side, hanging from the rail,

is a rail-grabber car. Walk close to it and type ‘‘get in grabber’’. You
are now on your way to exploring your new environment.

Good luck, and remember, those Two Guys are counting on you!

14



Customer 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. Subject 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.

Except with respect to patches, updates, downloaded content and this Program if you download it from
an authorized Activision online reseller, please refer to Warranty procedures relating to your country of
residence from the lists below. If you download this Program from an authorized Activision online
reseller, please refer to your authorized Activision online reseller for warranty information and
procedures.

In the U.S.
When returning merchandise for 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 encountered and the system on which you
are running the product

4, If you are returning the product after the 90-day warranty period, but within one year after the

date of purchase, please include a check or money order for $10.00 U.S. per CD replacement or
$15.00 U.S. per DVD replacement.
Note: Certified mail is recommended.



In the U.S. send to:
Warranty Replacements
Activision Publishing, Inc.
P.O. Box 67713

Los Angeles, California 90067

In Europe:
When returning merchandise for 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 encountered and the system on which you
are running the product

4, If you are returning the product after the 90-day warranty period, but within one year after the

date of purchase, please include a cheque or money order for £6.00 sterling per CD replacement
or £9.00 sterling per DVD replacement.
Note: Certified mail is recommended.

In Europe send to:

WARRANTY REPLACEMENTS

ACTIVISION (UK) Ltd., 3 Roundwood Avenue, Stockley Park, Uxbridge UB11 1AH, United Kingdom.
Disc Replacement: +44 (0) 870 241 2148

In Australia:
For all Warranty replacements, please return to the store of purchase along with your receipt or proof of
purchase.

If you are returning the software product after the 90-day warranty period, but within one year after the
date of purchase, please contact Activision on 02 9869 0955. Note: No returns will be issued unless you
have contacted Activision first.

If an Activision representative advises you that your game is valid for a return, please return the original
software product disc to:

In Australia send to:
Activision Asia Pacific, Level 5, 51 Rawson St Epping, NSW 2121, Australia 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 encountered and the system on which you are
running the software product.

4. Please include a cheque or money order for AUD $20 per CD or AUD $25 per DVD replacement (subject
to availability).



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.





