


























































5 7 + Menus and Game Screens 

Map Screen 

The Map Screen appears when you press the 'M' key, or by selecting 
the Map button on the Inventory Screen. Your position is indicated 
by a red dot. All outdoor maps are oriented with north at the 
bottom of the screen. 

Character Informatz"on Screen: Select the picture of your party in 
the lower-right corner to jump to the Character Information 
Screen. 

Return to Game: When you're done with this screen, return to the 
Adventure Screen by clicking here, or by pressing the 'Esc' key. 

Notes Screen Tab: Select this tab on the upper-right side of the 
Map Screen to jump to the Notes Screen. 

Notes Screen 
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This screen appears when you press the 'N' key, or by clicking on 
the "Notes" tab of the Map Screen. Large amounts of text can be 
scrolled through using the arrows or by using the 'Page Up' and 
'Page Down' keys. 

Quests. Also accessible by pressing the 'Q' key, this is the list of current, 
unfinished quests. 

Auto-notes: Anytime you glean useful information from an NPC, 
these notes are automatically taken for you. This includes items of 
interest to the party, hints about where to find things/people, how 
to complete a quest, who to visit for Promotion leveling, etc. 

Journal: These thoughts represent the "story so far". 

Awards: Whenever a character has been promoted or has completed 
a special deed, it is penned here. 

Character Information Screen: Select the picture of yo_ur party in 
the lower-right corner to jump to the Character Informat:Ion Screen. 

Return to Game. When you are done with this screen, you can return 
to the Adventure screen by clicking here, or by hitting the 'Esc' key. 

Map Screen Tab: Select this tab on the upper-right side of the 
Notes Screen to jump to the Map Screen. 
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Buy/Sell Screen 

This screen appears when you select the "Purchase Something" 
option when speaking with a Merchant. 

Merchant's Name: The shopkeeper's name appears above the left 
column. 

Shop: ~e .Merchant's column, otherwise known as the "Shop", lists 
the ~ntire mvent~ry he or s~e h.as for sale. You can also view only 
t:Pe items of specific categones if you wish by selecting any of the 
category icons at the top of the column (weapons, armor, spells, 
etc.). For more information on any item, right-click it. 

Character Portraits: In the center of the screen are your individual 
party members. Select each character individually to buy or sell 
~terns for them. (TIP: If a character has the Merchant skill, give any 
items you want to sell to that character first before beginning the 
transaction.) 

Character Inventory: The column on the right represents the 
curr~nt inventory of the active character. This includes everything 
but items that he or she is wearing. 

Party Gold: Beneath the Inventory title bar is your party's gold total. 

Menus and Game Screens + 60 

Buy, Sell: The "shaking hands" icon at the bottom of each column 
represents your agreement with the Merchant to Buy or Sell the 
highlighted item in either category. You may also simply 
double-click any item to automatically Buy or Sell it. Remember, 
press the 'Shift' and 'S' keys simultaneously to quick sell your invent01y. 

Buy, Sell Cost: At the bottom of both columns next to the Buy, Sell 
icon is a gold total. In the Shop column, the amount of gold shown 
represents how much the Merchant will pay you for the highlighted 
item in the Character Inventory column. In the Character Inventory 
column, the amount of gold shown represents how much it will 
cost your party to buy the item highlighted in the Shop column. 

Item Repair. For a price, you can have the Merchant repair a 
broken item. Click this to toggle the Repair negotiation. Then, click 
the View Inventory Items icon to find out how much a broken item 
will cost to repair. 

IdentifY Item: You can also pay the Merchant to iden~ any unidentified 
items for you. Click this to toggle the Identify negotiation. Then 
click the view inventory items icon to find out how much an 
unidentified item will cost to indentify. 

Done: When you are done, select this check mark icon to leave the 
Shop Screen. 
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Rest Screen 

This screen appears when you press the 'R' key. 

Re:it is very important to the weary adventurer. Without it Hit 
Pomts an~ Spell P~ints will regenerate very slowly. Simply selec~ any 
of the vano~ rest mcrements and your party will do so accordingly. 
Remember, if there are hostile creatures in the area, you may be attacked 
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Save/Restore Screen 
This screen can be accessed through the Main Menu . 

.Autosave: An Autosave is made when your party moves from one 
area to another (during the load). 

Quzcksave: You may quickly save the game at any time by pressing 
the 'FS' key. You can then also load the last Quicksave by pressing 
the 'F9' key. Remember, each time you Quicksave, you write over 
the previous Quicksave. 

Empty Slot: These are non-Quicksave slots that you may choose 
to save in. Simply type the name of your save into the Empty Slot 
and select Save. Whenever a game is saved, the Game Date, Time, 
and Location will also be stored to help you remember where you 
were in the game at the time of the save. 

Save, Load, Delete: Use these buttons to save or load the game. 
You can save at any time by clicking on a used space or Empty Slot. 
If you choose to overwrite a slot, the game asks if you are sure you 
want to do that. You can change the name of the slot and hit Save 
again. If you choose a save slot, and select Load, you will load the 
game from the selected save point. Delete removes the selected 
saved game from the list (but not Quicksaves or Autosaves) . 
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EXPLORATION 

MOVEMENT AND INTERACTION 
Ground Movement 

Throughout most of the game, your party will travel on land You 
mu~t be careful ~here you lead your party. Walking off a cliff 0 ; into 
a pit c~ r~sult m dangerously long falls from which your whole 
party will hkely su~tain massive damage. Running jumps can help 
you a~ross small pits and ledges, and careful movement can help 
you chmb up and down steep hills safely. 

Swimming 

In the beginning .of your adventure, you will find that you 're oin 
~~~ave to get a, little wet to get ~om point A to point B. Just Jum; 

mh the waters .. . well, wet. Swim the same as you move on land· 
use t e mouse to navigate and the arrow keys to move forward. 
backw;d, !~ft and right. To get to the surface for air, roll the mous~ 
upwar until you see the water surface and the sky and continue to 
press and hold the 'Up Arrow' key. You can sta; underwater for 
about 1? seconds before you need to come up for more air oth · 
the entire rty ill b . 1 ' erw1se pa w egm to ose Hit Points. Also, keep in mind 
tha~ water can harbor just as many hostile creatures as land but 
you II.be the .one ~ta disadvantage because you need air. If you have 
to swrm, do 1t quickly! 
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Shi~ 
Traveling by ship is the only way to reach some areas in the game. 
Travel destinations vary from day to day, and from port to port. 

Rest 
Rest is very important to the weary adventurer. Without it, Hit 
Points and Spell Points will regenerate very slowly. You can rest in 
varying increments, from five minutes to resting until dawn (eight 
hours is the minimum required to heal your party) . Obviously, the 
longer you rest, the better your party will feel. However, try to go 
very long without rest and your characters will suffer the 
consequences by becoming weary and possibly going insane. 

Be sure to have your party rest for at least eight hours a day, and in 
as safe a place as possible. Wandering creatures have no problem 
setting their sights on your party for their next meal as you lay 
sleeping. Your characters know this and will refuse to set up camp 
when there are hostile creatures nearby. 

DEALING WITH OBJECTS 

Loose Items 
Keep your eyes open as you travel! Adventurers and travelers that 
have traveled before you have been known to drop various items 
such as pieces of armor, weapons, equipment, and scrolls! Also, 
you'll find that vanquished enemies will leave behind whatever they 
were carrying, such as Potions, scrolls or gold. To pick them up, 
place the crosshair over the item and press the 'Space' key. They 
will be automatically added to the active character's inventory. 

Chests. Crates and Drawers 
You will also come across larger items such as treasure chests, crates 
and drawers that can frequently be opened. They are also, however, 
frequently booby-trapped, so it's a good idea to make a character 
with the Disarm Trap skill the active character before opening one. 
If a trap is triggered, characters with the Perception skill may avoid 
some or all of the damage, as may those with the Luck attribute. 
Once a large item is successfully opened, anything inside is yours. 
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Buttons and Switches 

Regardless of where you travel in Chedian . 
shortage ofbuttons, switches levers and oth~;~~ w1~ never find a 

~~e~F~:t~=~~;.e~e~~itch or,buttod, place the cr~!~:go~!~~a:~ 

DOORS 

Dungeon Entrances 

~~;fye~~kcat~ fo~r~, dungeon, or any .other form of evil lair, 
certainty of you~~~cisio~. eza~e. Y~u will be as~ed about the 

P rty . t th 1 . rmat1ve answer will escort your 
a . 11:1 o e air, whereas a negative answer will leav 

remammg safely outside. e your party 

Interior Doors 

A dungeon just wouldn't be a dun eon 'th 
~laced strategically t~oughout to ~pede:av~rs:h~~~e~i~o~~~~ 
'Sange~~us foes. Placmg tJ:e crosshair on the door and pressing the 
d~o~~e wil~yb~a~s:~e~e act1_v~ character to attempt to open it. Some 
them Oth , re~wrmg you to fmd a key or switch to open 

the. .l kiners mayh re~urre you to puzzle out the means to operate 
rr oc g mec arusm. 

Town Doors 

Doors inside a town are g all afc Th entr h ener y s e. ese usually represent the 
~ces to s ops, taverns, houses, and other small buildings th t 

can e entered by your party. Open the door b l . a 
crosshair over it and pressing the 'Space' ke If dy p .acmg t~e 
locked it is p b bl b Y· a oor m town 1s 
th h, . ro a y ecause the occupant wants to be left al 

e s op is closed. The Perception skill will h 1 h one or 
are usable entrances by highlighting them in ;e~n~ ow doors that 

INTERACTION WITH NPCS 
tNON-PLAYER CHARACTERS) 
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Your mission to unite the peoples of Chedian will lead you to meet 
many people far and wide. Due to the troubled times in Chedian, 
you may find that many of those you meet will be suspicious, wary, 
or even downright hostile. Others, however, will be quite friendly 
and more than willing to help. Some will even offer to help your 
cause and join your party. Of all the personality types you are likely to 
encounter, the hostile are the most easily distinguished from a 
distance; they will attack you on sight (and will be dealt with in the 
combat section). 

Talking 
For those creatures that do not attack you first, talking is a good 
alternative to slaying them. To talk to a creature, move near it, place 
the crosshair over it, and press the 'Space' key. If they are willing to 
do so, they will converse with the active character. When you click 
on a conversation topic, the creature's response will be displayed. 

Receiving a Guest 
Some of the NPCs you speak with may have information for you; 
others may even present you with a new quest. Quests are heroic 
actions to perform, the completion of which often brings rewards of 
money and/ or Experience Points. Typically you complete a quest 
by finishing the assigned task, and then returning to the person that 
presented you with the task for your reward. This is not always the 
case, however, so you would be wise to read the details of each 
quest carefully, and discussing what must be done to complete it. 

Promotion Guests 
These are the quests you need to accomplish in order to promote 
your characters to their next Class. For example, if you would like 
to promote a Fighter in your party to the level of Mercenary, you 
will need to complete a simple quest. It may involve escorting an 
official's daughter from one city to the next, or perhaps ridding a 
forest of bandits to protect the innocent. 

Secondary Guests 
These are small quests that you can go on in order to collect experience 
and money. 
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Hiring and Firing NPCs 
In your travels you will come across NPCs that are interested in 
fighting alongside you. You may choose to take them up on their 
offer depending on their strengths, weaknesses, and cost per day. 
You may hire up to three NPCs in your party. 

You can dismiss an NPC from your party by pressing the key relative 
to his position to bring up his dialog (i.e. pressing the '5' key opens 
the dialog for the first NPC in your party) and then click on the 
topic that says "we don't need you anymore". 

TOWNS 
Towns in Chedian consist of a collection of houses, shops, services, 
and inhabitants. They typically act as places where your party can 
learn new skills, buy and sell equipment, obtain quests, receive 
training and rest. While no place in Chedian is completely safe, 
towns are usually safe enough to afford a good night's sleep. 
Additionally, they are a good source of information, services, and 
shops. To talk to the occupants of homes or use shops and other 
services, you must enter the building in which they are housed. To 
enter a building, walk up to it and click on the door. 

SHOPS 
When you enter a shop, initiate a conversation with the shopkeeper 
by pressing the 'Space' key. This is usually the person standing 
behind the counter. Ask him or her to "show you their wares" (or 
some variation of this topic), and the Shop Screen appears. From 
here, you can buy or sell items, as well as have the Merchant 
attempt to identify unknown items and repair broken ones. 

Buy Standard or Special Items 
Each shop specializes in different items as well as carrying a general 
inventory of standard items. The items which are available for purchase 
are shown on the left side of the screen. You can display the items 
by category using the buttons above the inventory list. When you 
click on an item on the left, the Merchant will tell you how much 
it costs. If your active character has the Merchant skill, your party 
will get a better price. To purchase an item, click the "OK" button. The 
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ost will be automatically deducted fro~ ".our party's gold. The item 
will then appear in the active character s mventory. 

J,2isp1ay Inventory . . . . 
You can switch between characters by clicking on their md1vidual 
Character Portraits (shown in the center of the shop screen) or by 

ressin the 1 through 4 keys across the top of the key?oard: The 
~ctive ;haracter's current inventory is displayed on the nght side of 

the screen. 

Sell . 
Tusell an item to the Merchant, click on it .and he or shhe ,;"~~11 

u how much the are willing to pay for the item. Pres~ t e s g 
h~ds" icon and iiie item will be taken from ,rour mventory. Its 
value will automatically be added to your party s gold. 

Repair . 
Any broken items in your inventory appear ~n red \~x~ ~ s,~~~~: 
much the Merchant will charge to fix the item, .c ic e . 

Item" button (directly below the Character Portrait~) anhd thde~ ~hck 
· th " baking an s icon the item. If you agree to the pnce, press e s 

and the Merchant will fix it for you. 

Identify . 
Any unidentified items in your inventory w~l appear as scr~ltify~d 

een text To see how much the Merchant will charge you ~o I en 
grth . cl .. k th "Identify Item" button (below the Reprur butt~n), 

e item, 1c e · l' k th "shaking 
then click the item. To complete the transact10n, c ic e . . 
hands" button and the Merchant will charge you and x the item m 

question. 

Learn Skills 
You can learn skills by buying the "books ofkno~ledge" in a library 
or by finding "books of knowledge" as treasure dunng your adventure. 

Types of Shops 
Here are the Shop Types you'll find: 

Weapon Smith 
This is where you purchase all the swords, axes and fighting 
weapons (with the notable exception of wands). 
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Armor Smith 

This is where you purchase all the helms, armor, boots, and Armor 
Class enhancing items in the game. 

Magic Shop 

This is the "spell general store" for smaller sized towns and villages. 
They usually have a few lower level spells from every school of spells. 

Bank 

This is w~ere you can store gold and items you don't want to carry 
around with you. These items will be available at any bank in the 
!5ame after a quest has been completed. When your party dies, gold 
1s taken from the party's "pouch" but not the bank account. 

Tavern 

This is where you can go to have a drink, pick up on the latest gossip, 
get a quest or hire an NPC. They have a tendency to be rowdy 
places after dark. 

Apothecary 

This is where you can buy Potions, wands, and other magic items. 
Usually these will be lower-level items. 

Temple 

This is where you take injured and dead characters to be healed for 
a price. You can also donate gold to the temple in exchange for the 
Bless spell. 

General Store 

This star~ has a little of everything. It usually only appears in the 
smaller villages and towns, and contains low-level items and 
occasionally, skillbooks. ' 

Dock 

This is where you purchase passage to other oceanside towns in Chedian. 

Town Hall 

This is where you can go to find your way if you are lost. 

Library 

This is where you go to buy "books of knowledge". 
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COMBAT 

Combat takes place on the Adventure Screen. Characters equipped 
with bows, throwing weapons or wands may make ranged attacks 
(attacks with weapons that reach farther than hand-to-hand 
weapons) . Other weapons and bare hands are good ~or 
hand-to-hand combat with nearby enemies. To have the active 
character attack a specific creature, left-click on the creature with 
the crosshair. Characters may not use bows to make ranged attacks 
if there are creatures directly in front of the party. 

Characters with magical abilities may, of course, cast spells during 
combat. To cast a character's chosen Quick Spell, right-click with 
the crosshair on your target. If you don't target a hostile creature 
with the crosshair, a nearby creature will be targeted autom~tically. 
You can also access the active character's spell book by pressmg the 
'B' key. 

Key/ Mouse 

Left-Click 

Right-Click 

B 

Enter 

Effect 

Active Character Attacks Nearby Enemy with 
Range or Melee Weapon 

Cast Quick Spell or use Ranged Weapon, then 
Melee Weapon 

Open Spellbook 

Toggles Real Time and Turn-based Modes 
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REAL TIME VS. TURN-BASED COMBAT 
Game time moves without pause, or in real time. Each action your 
characters perform, like casting spells or swinging a sword, takes a 
certain amount of time to accomplish; this fact is reflected by their 
Ready Lights (see Adventure Screen), which darken while the characters 
recover. While a character is recovering, he or she cannot do anything 
else. Normally, this is not really noticeable, but during combat the 
effect can be quite pronounced. Attacking creatures may be able to 
attack more efficiently than the party due to the time it takes you 
to think, select characters and target attacks. 

The game can be put in Tum-based Combat mode by pressing the 
'Enter' key. The 'Enter' key toggles between Real Time mode and 
Tum-based mode. In Tum-based mode, combatants act one at a 
time and in order, depending on their Speed and Recovery. Combat 
is divided into rounds lasting a few seconds. Characters and creatures 
that are particularly fast can perform multiple actions in a round. 
The game pauses before each character's turn so you can calmly 
execute its action. Press the 'TAB' key to skip a character's action turn. 

At the end of each round, action pauses and you can move your 
party a short distance using the movement keys. After that, creatures 
move and then the next round begins. Attack, or press the 'TAB' 
key to skip the character's tum. 

When you are in Turn-based mode, a hand icon appears in the 
lower-right corner of the screen. The icon changes to reflect the 
different round phases. 

DAMAGE 
Your characters receive damage from many sources: combat, spell 
effects, traps going off, or falling, just to name a few. They may also be 
affected by other conditions like fatigue or weakness. Ill effects can 
always be removed by various healing spells or, for a price, at temples. 

Physical Wounds: Weapon strikes, explosions, falls and most offensive 
spells wound characters directly by taking away Hit Points. Physical 
damage may be healed using various curative spells, potions, or by resting. 

Unconsciousness/Death: If a character's Hit Points fall to or below 
zero, the character becomes unconscious or dies. Unconscious 
characters are knocked out of action and cannot perform any 
actions until their Hit Points heal to a positive value. Resting and 
healing revive unconscious characters. Death results when a character's 

Combat + 72 

it Points are reduced too far below zero. Dead characters may 
only be revived using the Resurrection spell or by paying a temple 
healer to perform the service. 

Weakness: Characters become weak from fatigue or hunger. Some 
attacks and spells can also cause this effect. Weak characters ~ave 
lowered maximum Hit Points and are less able to perform act10ns 
and fight. Weakness can be cured by resting or by the Purify spell. 

Poison and Disease: These very similar effects can be caused by 
traps or certain spell and creature attacks. Both red1:1ce ~haracter 
attributes reduce their combat efficiency and lower Hit Pomts o:rer 
time. Th~y can only be cured at temples with potions, or by castmg 
the Purify spell. 

Insanity/ Afraid: Some attacks make characte~s Insane or Afraid. 
Both of these conditions affect character attributes and may be 
cured at temples with potions, or by casting the Purify spell. · 

Cursed: Some spell attacks can curse characters. Cursed charact~r 
actions fail 50% of the time. The Purify spell takes care of this 
condition. 

Paralyzed: Characters can become frozen by being Paralyz~~- If 
this happens, they cannot perform any actions. These conditions 
can be cured using the Purify spell. 
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EXPERIENCE AND 
ADVANCEMENT 

EXPERIENCE POINTS AND LEVELING 
As the game progresses, your characters gain more Spell Points and 
Hit Points, and become better at the skills they possess through 
level advancement. Characters gain Experience Points for overcoming 
challenges, notably for killing enemies and for completing quests. 
When your characters earn enough Experience Points, they qualify 
to train for the next level at a Training Hall. You can see each 
character's current level and Experience Points on their Stats 
Screens. If the character is ready to level, his or her Experience 
Points appear in a different color and the Experience bar to the 
right of the characters portrait will be full. A character needs 
(Experience Points for Current Level) + (Current Level x 1000) to 
move from one level to the next. For example, a character needs the 
3000 experience points for achieving level 3 plus 3000 more 
experience points for a total experience point value of 6000 to 
achieve level 4. 

A character eligible to train must do so at a Training Hall. Training 
Halls are located in towns throughout Chedian. They charge a 
fee for their services, and most have a limit to how far they can train 
a character. 
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When a character gains a new level, he o.r she also receives .an 
increase to maximum Hit Points and Spell Pomts. What each specific 
character gains depends on Class, Rank and attribute scores. At e~ly 
levels (1-9), characters receive 5 Skill Points to spend on advancmg 
the levels of skills they possess. This number increases by 1 every 5 
levels thereafter (6 at levels 10-19, 7 at levels 20-29, etc.). 

CLASS RANKING 
The party can receive special quests in the g~e called Promotion 
Quests. Certain people that the party meets will be empowered to 
grant Class Rank on characters of a particular cha~acter Class. 
Before they do this, they will ask the party to prove ~ts worth by 
completing a Promotion Quest. Gaining the new Rank.mcreases the 
number of Spell Points and Hit Points a character receives per level. 
This will also allow the character to learn new skills and to learn 
other skills at higher levels of expertise. 
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MAGIC SYSTEM 

SCROLLS AND WANDS 
Spells may also be cast from scrolls and wands. Each scroll has one 
spell written on it and can be used once. To cast a scroll spell, 
double-click it, or pick it up out of a character's inventory and place 
it on the Character Body. Wands are loaded with multiple spell 
charges. A character must equip a wand as his weapon in order to 
use it. Each time a character attacks with a wand, one of its charges 
is expended. When a wand's charges are exhausted, it disappears. 
Scrolls and wands require no particular skill to use. 

POTIONS 
Characters can drink Potions in order to gain a wide variety of benefits. 
Potions can be purchased, found, or created. To have a character 
drink a Potion, pick up a Potion out of a character's inventory and 
place it on the Character Body or Character Portrait. If it is identified, 
right-clicking on a Potion will display information about its effects. 
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CUSTOMER SUPPORT 
However you choose to contact us, there are some pieces of information 
about your computer that we will need in order to ~elp you properly. You 
can get this information by following these steps: First, nght-chck on t~e 
My Computer icon and choose "Propert_ies". On this .system Properties 
screen, you will find the following informat10n that we will need : Computer 
OS type (Windows version), amount of RAM and CPU type. After Y?U get 
this information, exit the System Properties screen, then double left-click on 
the My Computer i.c~n. On this screen, right-~lick on 0~, icon of.the hard 
drive that the game 1s mstalled on and choose Properties . On this screen, 
you will need to find out the drive's total capacity, and the amount of free 
space left on the drive. 

W ebsite 
Visit www.3DO.com/support for late-breaking news and information, answers to 
Frequently Asked Questions (FAQ's) , links to hardware manufacturers' 
websites, and the latest product updates. 
If you want to ask a specific technical question, you can 'use the online email 
form available at our website or send mail directly to: customer-support@3DO.com 

Automated Phone/Fax 

Call (650) 385-3193, or fax us at (650) 385-3181. 

U.S. Mail 

Buy Direct 

Customer Support 
The 3DO Company 
100 Cardinal Way 
Redwood City, CA 94063 

If you wish to purchase additional copies or other titles from The 3DO Company, 
please visit the 3DO Direct Online Store at http://store.3DO.com or call: 

3DO Direct Sales - (800) 336-3506 in the United States 
(650) 385-3187 in Canada and Mexico 

World Wide Web 
http:/ / www.3DO.com 

TROUBLESHOOTING 
For general troubleshooting tips, see the ReadMe.txt file located on the 
CD-ROM or in the Start Menu after you have installed the game. 
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NOTES NOTES 
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NOTES 
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THE 300 COMPANY LIMITED 90-DAY WARRANTY 

The 3DD Company ("3DO") warrants to the original consumer purchaser of this 3DO software 
product that the media on which the underlying computer program is recorded is free from defects 
in materials and workmanship under normal, recommended use for ninety (90) days from the date 
of purchase. The 3DO software program recorded on such a media is sold on an "as is" basis, 
without any warranty or condition of any kind, and 3DO shall not be liable for any losses or damage 
of any kind or nature resulting from the use or inability to use such program. 

3DO's entire liability and the original consumer purchaser's exclusive remedy for breach of any 
warranty (express or implied) shall be, at 3DO's option, either: (a) to replace, free of charge, this 
3DO software product, or (b) to return to the original consumer purchaser the price paid for this 
3DO software product. The preceding warranty shall not be applicable and 3DO shall not be obligated 
to replace this 3DO software product or to return any such sum to the original purchaser unless 
this 3DO software product is returned within the 90-day warranty period, postage pre-paid with 
proof of purchase to The 3DO Company, 100 Cardinal Way, Redwood City, CA 94063, Attn.: 
Customer Support Dept. The preceding warranty shall be void if any defect in this 3DO software 
product arises through accident, negligence, use in any application for which this 3DO software 
product was not designed or intended, modification without the prior consent of 3DO, any cause 
external to the product (e.g., heat) , or by any other cause unrelated to defective materials or 
workmanship. 

EXCEPT FOR THE LIMITED WARRANTY SET FORTH ABOVE, ALL OTHER REPRESENTATIONS, 
WARRANTIES, CONDITIONS, TERMS AND OBLIGATIONS, WHETHER EXPRESSED OR IMPLIED, 
INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS 
FOR ANY PARTICULAR PURPOSE AND/OR NON-INFRINGEMENT REGARDING THIS 3DO SOFTWARE 
PRODUCT (WHETHER RELATING TO THE MEDIA, THE SOFTWARE OR OTHERWISE) ARE EXCLUDED 
TO THE MAXIMUM EXTENT ALLOWED BY APPLICABLE LAW. 

3DO neither assumes nor authorizes any other person or entity to assume for 3DO (or any related or 
affiliated entity) any other liability in connection with this 3DO software product. 

IN NO EVENT SHALL 3DO BE LIABLE FOR ANY INCIDENTAL, CONSEQUENTIAL (INCLUDING LOSS OF 
PROFITS), SPECIAL AND/OR OTHER DAMAGES OF ANY KIND OR NATURE RESULTING FROM THE 
PURCHASE, POSSESSION, USE, OR INABILITY TO USE THIS 3DO SOFTWARE PRODUCT, EVEN IF 
3DO HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES OR LOSS. IN NO EVENT SHALL 
3DO'S LIABILITY TO THE ORIGINAL CONSUMER PURCHASER EXCEED THE AMOUNT ACTUALLY PAID 
FOR THIS 3DO SOFTWARE PRODUCT. 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 EXCLUSIONS OR LIMITATIONS 
OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS AND 
YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 

3DO has endeavored to ensure that the end user manual and promotional materials regarding this 
3DO software product accurately reference the product. However, because of ongoing improvements 
and updating of 3DO software products, 3DO cannot guarantee the accuracy of printed materials 
after the date of publication, and 3DO disclaims any loss, liability and/or damages, whether in contract, 
tort or otherwise, arising out of or resulting from the manual and promotional materials, including, 
without limitation, any loss or liability resulting from changes, errors or omissions with respect to 
any of such items. 






