























































































































































































































é“

ong before
man ot dwarf
came to this
world, the Valheru
ruled.  They
were part of the
world, fashioned
from the very
fabric of its
creation, nearly
godlike in power and
unfathomable in purpose.
Although she is well over two hundred, Aglaranna looks barely twenty, the legacy of et (ll)on tbc backs Of ﬂ)c
her elven blood. She is married to the Warleader Tomas and she is a proud, fiery gl’C&t Oh\gons tbcy ﬂcw, no
place in the universe
beyond their veach.
! &5h A . ...Chis world was their
e i o iy o i ol ol St IS B ere
striking woman in her mid thirties with dark hair and large, dark eyes she commands  their creatures.”

the utmost respect and affection from those around her. Married to Pug, Karala came — Queen Aglaranna of the Elves
from Kelewan, the home of the Tsurani people. Magician: The Author’s Preferred Edition

Aglaranna

The Queen of the Elves, Aglaranna is often described as
beautiful, though not in entirely human terms. Her pale

blue eyes seem almost luminous in certain lights. Her face is
finely chiseled with high cheekbones, a strong jaw and a full
smile. A simple circlet of gold holds back her hair and reveals the
lobeless, upswept ears that are the hallmark of her race.

woman who has been a wise and much-loved leader to her people.

Katala
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&

ye datk elves have

been attacking

castles on and off as
far back as anyone can

And
well, they've

remember.
goblins. ..

goblins.”
— Master Magician Pug
Magician: The Author’s Preferred Edition
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Moredhel

Distant relations to the Elves, the Moredhel have darker skin, hair and eyes and tend to
be much more violent than their Elven counterparts. Having been close to the Valheru

in ancient times, they are warriors by nature and relish combat.

Ordinary warrior dress usually consists of furred robes of bear or deerskin. Moredhel
typically wear brown trousers with open vests and knee length boots.

Nighthawk

The Nighthawks are a guild of assassins who have crept about in Midkemia for several
centuries, though they have only truly organized themselves in the past hundred years.
They dress for concealment under the cover of night, so they tend toward entirely black
wardrobes. Nighthawks have been known to turn into Black Slayers. Black Slayers are
“undead” zombie-like creatures that have been brought

back to life by evil means. Once killed, they will
continue to rise until the player casts the “Final
Rest” spell on them.



“Rusalki

A Rusalki is the restless and often deadly spirit of a drowned girl that has come back near
chie body of water where she died. When people are near, particularly young men, the

Rusalki will actempt to lure them close enough to kill them.

As spirits, the Rusalki have an ethereal presence and appear semi-transparent. Usually
ey take the form of a young gitl, with tendrils of seaweed dangling from their arms.

T

~ 'i‘ Phough usually pirates by trade, there are a few
dlocked freebooters among the Quegians who

" enjoy traveling wherever their services can be offered.

" Typically young, these mercenaries copy the

" gregarious mode of dress of the Eastern Empire.

« Highly polished boots, a red sash that drapes from

. left shoulder to right hip, and black pantaloons

make up the usual ensemble
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Giant

Giants look like very large human beings. Standing about ten feet tall, Giants are capable
of hurling very large rocks. Little more than wild animals, they wear only minimal
clothing, Giants will attack ferociously, if their territory is invaded.

Croll

Human-like, but short and broad, with long,
thick arms that hang nearly to the ground,
Trolls can walk on two legs but will often run
on all fours. Their bodies are covered by a
thick gray hide and their lips, drawn back,
reveal long fangs. The ugly creatures rarely trouble
larger groups of humans, but they will attack lone
travelers or parties of less than four members from time to
time. Trolls are feral creatures but easily manipulated. The Moredhel often use them for
artacks on the kingdom. ;

Brak-Nurr

These troublesome creatures live in the depths of caves and
mines, preying almost exclusively on the dwarves of the Gre
Towers. Their flesh resembles crumbled blocks of stone,
allowing them to lie back in small culverts withour attracting
notice. Small flecks of gold in their skin help them to lure

dwarven miners near enough for attack, though they have

been known to attack almost any creature without
provocation. They are quite broad and appear to have no eyes
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rydee liesiin the
westernmost duchy of

Here, an orphan
kitchen boy named Pug
WAs Made an apprentice
magician.  An
indifferent student of

iveof the coutt.

ith his best friend Tomas, Pug discovered the wreckage of an alien vessel from
an; a world dominated by the mighty Empire of Tsuranuanni. After several of the
uke’s men studied the remains of the ship, they surmised it had come through a

ing his eldest son Lyam behind, Duke Borric and his younger son, Arutha, led a
@ompany of men south to Krondor to warn Prince Erland of the possible attack. In the

the Kingdom of the 1sles.

1' :
r }C})e letwAt’ S&g& — An overview of Raymond €. Seist’s Riftwar books
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“

here are mines

throughout these

mountains, ancient
tunnels under the Grey
Cowers...  CTheve isone
mine that passes completely
under the mountains,
coming out on the other
side of the range.”

— Dolgan, King of the Grey Towers
Magician: The Author’s Preferred Edition
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woods they found themselves beset by Moredhel, but eventually escaped to the relative
safety of the Mac Mordain Cadall, an ancient dwarven mine.

During the trek through the Mac Mordain Cadall, Tomas became separated from the
group and found one of the last of the golden dragons, ancient and near death. The
dragon told of his life and his encounter with a strange sorcerer, Macros the Black.
Dying, he left Tomas with a magical gift of golden armor that would forever change his
life.

When the anticipated Tsurani invasion came to pass, Borric took command of the
Armies of the West and rushed into battle. Realizing the importance of learning more
about the magical rifts, the Duke sent Pug into Tsurani-held territory, but the boy
magician fell captive and was taken to Kelewan.

Enslaved by the Tsurani, Pug began a new life and fell in love with a girl named Katala,
but was snatched away from his slave owner when it was learned he knew something of
magic. Immediately he was taken to the Assembly of Magicians and began training in
the Greater Path, a magic nonexistent in Midkemia.

I

Tomas matured into a warrior of stunning power, made so by his ancient armor, once
worn by a Valheru — a Dragon Lord. Little was known of these legendary first people
Midkemia, save they were cruel and powerful and had kept the Elves and the Moredhel
as slaves. Aglaranna, the EIf queen, feared Tomas was being consumed by the power of
Ashen-Shugar, the ancient Dragon Lord whose armor he wore. f

The Riftwar raged into its ninth year. Arutha feared they were losing the struggle and
went to Krondor to appeal for help from the Prince. Finding the city besieged, Arutha
was captured by the guild of thieves and was befriended by a young pxck—pockct named
Jimmy the Hand, who would figure prominently in the future prince’s life.

Pug attended the Imperial Games on Kelewan, commemorating the Warlord’s smashing

victory over Lord Borric. Pug became enraged at the cruelty displayed at the games,

¥




especially the brutal treatment of Midkemian prisoners. In a fit of rage, he destroyed the
arena, shaming the Warlord and throwing the politics of the Empire into chaos. Pug

then fled with Katala and his son William back to Midkemia.

In Midkemia, the war was going badly for the Kingdom of the Isles. During a mad
offensive against the Tsurani, the King became mortally wounded and, lacking an heir,

ed Borric’s eldest son Lyam as the successor to the throne, also making Arutha the
nam g

Prince of Krondor.

_ In the process, he was assumed to be killed.

* All returned to the throne city of Rillanon for Lyam’s coronation, save

" Arutha and Pug who visited the isle where Macros had lived. A servant
of Macros told them the sorcerer had destroyed the rift to avoid
‘drawing attention to the Enemy, a vast and terrible power known to the
‘Tsurani in ancient times who could use the rift to find its way to

- Midkemia.

ra year peace reigned in the Kingdom, but violence erupted once
as a member of the Nighthawks guild of assassins attempted to
‘take Arutha’s life. Having saved the Prince’s life, Jimmy the Hand was
forced to leave the Mockers and became a squire of the Prince’s court
where he met Squire Locklear. Despite the differences in their
pbringing, they became lifelong friends and comrades in arms.

Using Jimmy’s knowledge of the seedier elements of Krondor, the

Prince created a plan to capture his assassins, but when confronted most

of them chose suicide rather than surrender. One captive, a magically
disguised Moredhel, rose up from the dead and called upon his master
Murmandamus, the evil leader of the Moredhel Nations of the North.

F i

Eventually the Tsurani and the Kingdom sued for peace and brought the war to an end,
but during the ceremony Macros the Black appeared and closed the rift between worlds.

EEEEEEEEEEEEEREREEREEEEE]E
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“

pere is an order to
things... a balance
imposed by Ishap,
the One Above All.  The
greater gods rule through
the lesser gods, who ave
served by the priesthoods.

Cach order has its
mission.  An order may
seem 10 be in opposition to
another, but the highev
truth is that all orders have
a place in the schame of

things.”
— Father Nathan

Silverthorn
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Alarmed, Arutha told his advisers of the danger but decided to proceed with his plans to

wed Anita, daughter of the former Prince of Krondor. Unfortunately, a Mocker assassin

slipped into the wedding and made a second attempt to kill Arutha. He struck the bride-
to-be with an arrow tipped with a rare poison, Silverthorn.

While on a quest to find the antidote to the deadly Silverthorn and save Anita’s life,
Arutha learned the Moredhel were acting on a prophesy that they would rise to power
onge the “Lord of the West” was dead. They believed Arutha was the “Lord” in question.

Pug determined that the dark forces behind Murmandamus’ incredible power were of
Tsurani origin. The Enemy — the ancient terror mentioned by Macros’ servant at the
end of the Riftwar — was attempting to find a way through the rift.

In Elvandar, Tomas was reunited with Pug who told him the Tsurani Enemy was trying
to find a way into Midkemia. Pug also said both Kelewan and Midkemia faced their
worst threat since the days of the Chaos Wars. He asked Tomas to come with him.
Tomas agreed and, using his special powers, summoned a dragon, Ryath, upon whose
back they could travel becween dimensions and times. g

Ryath took them to a being known as the Oracle of Aal who informed them that only
Macros the Black knew the answers they sought.

In search of Macros, they travelled to the City of the Dead Gods where they discovered
countless monuments. Tomas pointed out the gods and their duties and explained that
originally Ishap had created a hundred gods, but only sixteen surviyed the insanity of the
Chaos Wars to become the gods of Midkemia.

After he discovered yet another plot against his life, Arutha staged his death to throw hi
enemies off-track. While Krondor mistakenly mourned Arutha, he headed north to kill
Murmandamus. At the boundary between the Kingdom and the territory of
Murmandamus, the party was taken captive by strangers. They were led to the most
militarily impressive city that any of them had ever seen ~—— Armengar. They realized the




city would be one of the first major targets that Murmandamus would attack before
heading into the Kingdom.

Pug and Tomas eventually found Macros in the garden of the mysterious City Forever,
but also found themselves caught in a time-trap set by the Enemy who had stripped
cros of his power. They managed to outwit the Enemy and broke free from their

temporal confinement.

AthAMCngar, Murmandamus attacked the city. Realizing they would be unable to hold
the citadel from the Moredhel, Arutha and the city’s Protector, Guy du Bas-Tyra,
ordered the city burned in an effort to incinerate Murmandamus’s army. Unfortunately
the Moredhel leader escaped the city unscathed and Arutha and the rest of the refugees
headed for Highcastle, the next stop on Murmandamus’s path.

En-route to assist Prince Arutha — Pug, Tomas and Macros passed through the Hall of
orlds, a place that gave them access to Midkemia. Tomas asked Macros about the
ru. In response, Macros passed a hand over Tomas’s eyes and Tomas began to

“remember” a past life as a Dragon Lord.

before, when Tomas had received the armor, he inherited the powers and mind of
Shugar, father of all the Valheru, who once strode the lands of Midkemia. Ashen-
hugar, like the rest of his kind, was continually at war with every being that lived and

e of the most powerful entities in the universe. Tomas and Ashen-Shugar shared a
link that spanned centuries, both learning from the link and gaining qualities of

e other. This was how Tomas had become a legendary warrior and how Ashen-Shugar
learned the quality of compassion.

Eventually the gods of Midkemia came into being and the Valheru warred upon them.
In the process, time and space became warped. This was the time of the Chaos Wars,
when the Valheru warred with thousands of different races on thousands of different
Worlds Finally, one of the Valheru, Draken-Korin, forged a tool to use in the war, the
ifestone, an item tied to all life in the world. Since the gods were also tied to that life,

¢ ¢ shall call our
servants, the
goblins, the
mountain teolls, the land-
striding giants.  All shall
come to serveus. We
shall march into human
lands and burn their cities.
1 shall evect my throne
upon A mountain of their
bodi¢es. ~ Then, O my
childven, shall we spill
bloed.”

— Murmandamus
Silverthorn
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the Valheru hoped to extinguish the gods with the Lifestone and escape through time,
returning later to reclaim their world. Ashen-Shugar would not allow it and slew
Draken-Korin. Later, as Ashen-Shugar grew old and tired, his life essence drained into
his armor — the armor that was given to Tomas.

Macros explained that Murmandamus was likely to be swarming over Highcastle on the
way to Sethanon, a city built on the ancient site of the Lifestone. They realized the
Enemy was not a single entity, but was the combined will of all the ancient Valheru
trying to come back and take Midkemia.

At Highcastle, the Moredhel armies massed for the assault and Prince Arutha discerned
part of the Moredhel plan, though unaware of their goal. Realizing that Highcastle
would be easily taken, he told the Baron to leave the castle; but the Baron insisted they
could rake anything the Moredhel threw at them. The bartle went terribly wrong and the
Baron was killed during a Moredhel raid. The Prince was finally able to convince the
surviving Highcastle commanders to quit the castle and head for Sethanon.

Pug contacted his daughter, Gamina, and summoned the magicians of his magical
academy and the armies from Kelewan to meet him at Sethanon.

Sethanon was under atrack and the defenders attempred to hold out for the arrival of
reinforcements. Confronting Murmandamus on the walls of the city, Arutha identified
himself to the Moredhel as the “Lord of the West,” knowing Murmandamus was using
this allegation to manipulate the will of his troops.

Tomas, Macros, Pug, Arutha, and Ryath descended to the Lifestone chamber far below: !
the city. Macros informed them that if the Moredhel reached the Lifestone, it would
mean the end of all life on Midkemia.

Murmandamus strode through the bodies of the dead and drew his magic from death 1
itself. Steeped in power, he decided that he was now strong enough. He abandoned his
monstrous army and headed to the chamber of the Lifestone.




Protected by a talisman from Macros, Arutha began an incredible duel to the death with
Viurmandamus. Pug and Macros tried to hold closed the rift that the Enemy was
g,cmpting to open with the help of Murmandamus.

£

ﬁﬁeat effort, Arutha killed Murmandamus. In death, his true nature was revealed.

not a Moredhel but a Pantathian snake priest, a race of beings dedicated to
lﬁﬁﬁging their Valheru mistress, Alma-Lodka, back into the world. With his death, Pug
“and Macros felt a sudden surge of energy as the rift opened for a brief second, just long
ough to let the ancient spirit of Draken-Korin into the room.

.

¥

‘omas/Ashen-Shugar intercepted Draken-Korin as the evil Dragon Lord strode toward
the Lifestone and the two began a fearsome battle. Finally, when it seemed Draken was

.. ﬂ;fifng to activate the Lifestone, Tomas killed him and drove his golden sword through
the Valheru and into the Lifestone.

* Por a moment there was a brilliant sparkle in the skies as the ghostly forms of the
dragon Lords appeared, but their power wasn’t equal to the powers of life that rejected
hem from the world. Suddenly everyone in the area was swept by a sense of joy and
happiness. The Dragon Lords were defeared!

yam dispensed titles and honors to the heroes of Sethanon while Pug and Tomas
a reluctant farewell to Macros. Ryath was mortally injured in the battle and Macros
ed the Oracle of Aal into the dragon’s emptied mind and placed her in charge of the
defense of the Lifestone. Slowly, the veterans of the war went their separate ways.
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Peace reigned. For ten years, the Kingdom prospered. Prince Arutha’s twin sons Borric
and Erland grew into rambunctious teenagers; Squire Jimmy matured, becoming a much®
respected Seigneur of Krondor’s court; Pug returned to his Academy of Magic at
Stardock and began a program of information exchange with the Assembly of Magicians
on Kelewan, though refusing information specific to the battle of Sethanon; and Squire ©
Locklear briefly entered military service under a daring garrison [cader named Baron
Moyiet who watched the Moredhel with an unforgiving eye. His watch would not go
unrewarded.

Still bitter over their defeat at Sethanon, the Moredhel yearned, driven by a belief the
Kingdom had tricked them and imprisoned their leader, Murmandamus. Battles raged
between rival clans who sought to control the future of the Moredhel. Those who had 4
migrated from the Green Heart during the Riftwar chafed to return to their ancient
forests, but were captured orkilled as various chieftains attempted to brutalize the clans
into a fearful union. When at last a Moredhel chieftain named Delekhan seized control
of the ancient fortress Sar-Sargoth, he vowed revenge for the wrongs done to the
Moredhel as he unfurled a banner not seen for ten years... the battle standard of
Murmandamus.

War would soon follow.
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Cechnical
SUpport v

If you receive an error message when playing or
installing a Sierra or Dynamix game, refer to the
following explanations and solutions.

CRC ERROR — This means you have a bad disk.
It stands for Cyclic Redundancy Check, a way to
check for disk errors. (See Replacement CDs or
Diskettes, page 86.)

DATA ERROR READING DRIVE A or B— This
means you have a bad disk. (See Replacement
Diskettes, page 86.)

GENERAL FAILURE READING DRIVE A or B
— This could indicate you are trying to read high
density disks with an incompatible low density drive.

YOU NEED “____” MORE BYTES OF FREE
MEMORY AVAILABLE TO RUN THIS GAME
— There is not enough free memory to successfully
run the program. You may need to boot your system
with a boort disk. (See Boot Disk instructions
included on the Quick Reference card.)

SECTOR NOT FOUND READING DRIVE A —
This means you have a bad disk. (See Replacement
Diskettes, page 86.)

(Memory Requirements

Sierra and Dynamix programs require a large
amount of memory (RAM) in order to function
properly. If you are encountering difficulties and
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want to see how much memory is available through
MS-DOS, type MEM. If the “largest executable
program size” line is below 604,160 (590K), please
use a boot disk. (Minimum memory requirements
may vary per game.) NOTE: Some games require
expanded memory (EMS). If your game requires
EMS memory and the MEM command does not
indicate any EMS memory available, run the install
program an choose to make a bootable floppy or
follow the instructions on creating a boot disk on the
Quick Reference card.

Boot Disk Instructions

For information on creating a boot disk for Betrayal
at Krondor see the Quick Reference card.

Crouble-Shooting Cips

If you have created a boot disk (see the Quick
Reference card for instructions) and booted your
system with it before playing a Sierra or Dynamix
game and still have problems, something else may be
wrong. Following are some trouble-shooting
recommendations from Sierra’s Technical Support
Department.

*  Boot your system with the boot disk you
created.
Reinstall the game under a boot disk
environment.

*  Ifyou experience any form of program

hesitation or lockups during game play and are
using a Sound Blaster or compatible sound
card, try the following temporary solution. For
Sound Blaster or compatible sound card users,
run the install procedure from the game sub-
directory and select “Ad Lib” or “PC Internal

Speaker” for music. Please Note: This
temporary solution does not give you the
option to hear sampled sounds or speech that
may be available in your game. For a
permanent solution to sound card problems
call Technical Support at Sierra On-Line or
your sound card manufacturer.

*  Ifyou continue to encounter difficulties with
your program, contact Sierra On-Line’s
Technical Support.

Automated Cechnical
Support

As part of our commitment to provide the best
Customer Service in the industry, we offer a 24 hour
automated Technical Support Line. Our automated
Technical Support Representative, has answers to
our most frequently asked technical questions and is
available by calling our Technical Support Line at
(209) 683-8989. (A touch-tone telephone is
required for automated support.)

There is no automated voice response system in the
U.K. at this time. Answers to many technical
questions are available on the Sierra U.K. BBS at
(44) 734 304227. To speak to an actual Technical
Support Representative call (44) 734 303171
Monday through Friday, 9a.m. to Sp.m.




Customer
Services

The best customer service in the industry — “You
don’t just buy our games, you buy the support of
the whole company.”

Sierra On-Line is dedicated to helping you with each
and every question or problem. Whether it's memory
shortages, software compatibility, or any other issue
affecting our pmducts, Wwe guarantee your
satisfaction.

Customer Service

Contact the Customer Service Department, 1-800-
SIERRA-5, for issues pertaining to returned
merchandise, back orders, defective merchandise, and
general game information.

U.S.

Sierra On-Line

Customer Support

P.O. Box 600, Coarsegold, CA 93614-0600

1-800-SIERRA-5 (1-800-743-7725)

EUROPE (UK.)

Sierra On-Line Limited

Unit 2, Technology Centre, Station Road
Theale, Berkshire RG7 4AA, United Kingdom

Technical Support

Direct questions on hardware and software
compatibility to the Technical Support Department.
Call (206) 644-4343 in the U.S. or (44) 734 303171

in the U.K. for convenient, person-to-person

technical assistance. If you prefer, you may contact
Technical Support by Fax (209) 683-3633 in the U.S.
or (44) 734 303201 in the U.K., or by mail. If you
choose to write or fax us with your request, please give
us detailed information on your computer system and
the nature of your problem. In addition, please
include your address and telephone number should we
need further information.

U.S.

Sierra On-Line

P.O. Box 800, Coarsegold, CA 93614-0800
Attention: Technical Support

Monday-Friday, 8:15 a.m. - 4:45 p.m.
Call (206) 644-4343, Fax (209) 683-3633

EUROPE (UK.)

Sierra On-Line Limited

Attention: Technical Support

Unit 2, Technology Centre, Station Road
Theale, Berkshire RG7 4AA, United Kingdom

Monday-Friday, 9:00 a.m. - 5:00 p.m.
Call (44) 734 303171, Fax (44) 734 303362

Sierra Technical Support is also available through:

Sierra BBS " U.S. (209) 683-4463 or
U.K. (44) 734 304227
CompuServe-GAMAPUB, Section 11 (Technical
Support ID - 76004,2143)
Prodigy
(for Sierra: Technical Support ID- WBWW55A)
(for Dynamix: Technical Support ID- WBWWS55B)
America Online
GEnie

*Answers to our most frequently asked questions are
available through our Sierra BBS (U.S. only).

Boot disk instructions for other DOS formats are
available for downloading from the Sierra BBS.
BBS file name: BDALL.EXE

Hints

Game hints are available by phone, hint books, the
Sierra Bulletin Board Service (209) 683-4463 or by
mail. For an immediate response, call our 24 hour
Hint Line at: 1-900-370-5583. In the U.K., call
(44) 734 304004. Charges are 75¢ each minute.
Long distance charges are included in the fee. U.K.
customers will be charged the normal rate for U.K.
telephone calls. Callers under the age of 18 must get
their parent’s permission before calling che hint line.
ABSOLUTELY NO HINTS WILL BE
PROVIDED THROUGH OUR CUSTOMER
SUPPORT LINES. At this time, the automated hint
system is only available within the United States. All
contents are copyrighted by Sierra On-Line and may
not be reproduced in any form without written
permission.

U.S.

Sierra On-Line

Hint Dept.

P.O. Box 200, Coarsegold, CA 93614-0200

24 hour Hint Line:

U.S. 1-900-370-5583 (75¢ each minute)
EUROPE (U.K.) (44) 734 304004
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Orders

To order games, hint books, or hardware, redeem
coupons, use special discounts, or get a list of
software dealers in your area where you can purchase

Sierra games, call 1-800-326-6654.

LS

Sierra On-Line

Sales Dept.

P.0O. Box 978, Qakhurst, CA 93644-0978

For direct orders:
Call 1-800-326-6654, Fax (209) 683-4297

EUROPE (U.K.) orders:
Call (44) 734 303171, Fax (44) 734 303201

Patch Disks

Please send your request to the Patch (repair) Disk
address below. Let us know the game you are having
problems with, and the type of disk drive you have.

Sierra On-Line

Dept. 10
P.O. Box 485, Coarsegold, CA 93614-0485
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Che Sierra No Risk

Guarantee!

THE PROMISE: We want you to be happy with
every Sierra product you purchase. Period. If for
any reason you're unhappy with the product,
return it within 30 days for an exchange or a full
refund...EVEN IF YOU BOUGHT IT RETAIL!
(Hardware ordered direct must be returned within
10 days.)

THE ONLY CATCH: You gotta tell us why you
don’t like it. Otherwise we'll never get better.
Send it back to us and we promise we’ll make
things right. (If you bought it at a retail outlet,
please send your original sales receipt.)

Limited Warrvanty Notice
The publisher of this software wants your continued
business. If you fill out the enclosed product
registration card and return it to us, you are covered
by our warranty. If your software should fail within
90 days of purchase, return it directly to us, and we
will replace it free. After 90 days, enclose $10 for CD
or diskettes and return the software directly to us.
Sorry, without the registration card you are not
covered by the warranty. This warranty gives you
specific legal rights, and you may also have other
rights which vary from stare to state.

Replacement CDs or Diskettes

Should you reccive faulty or damaged CDs or disks,
send the original CD or disk #1 to:

U.s. EUROPE (UK.)

Sierra On-Line Sierra On-Line Limited
Fulfillment Artention: Returns

P.O. Box 485 Unit 2, Technology Centre
Coarsegold, CA 93614~ Station Road,

Attention: RETURNS ~ Theale, Berkshire RG7 4AA, UK.

Include a note stating your computer type and the
type of CD or diskette you need. We will gladly
replace your program free of charge for the first 90
days of ownership (please enclose a copy of your
dated sales receipt with your request). After 90 days
there is a $10.00 (£6.00) replacement charge.

Limitations on Warranty

UNAUTHORIZED REPRESENTATIONS ERRA WARRAN
ONLY THAT THE PROGRAM WILL PERFORM AS DESCRIBED IN
THE USER DOCUMENTATION. NO OTHER ADVERTISING,
DESCRIPTION, OR REPRESENTATION, WHETHER MADE BY A
SIERRA DEALER, DISTRIBUTOR, AGENT, OR EMPLOYEE, SHALL
BE BINDING UPON SIERRA OR SHALL CHANGE THE TERMS OF
THIS WARRANTY.

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE,
SIERRA MAK EXPRESS OR IMPLIED,
REGARDING THIS PRODUCT. SIERRA DISCLAIMS ANY
WARRANTY THAT THE SOFTWARE IS FIT FOR A PARTICULAR
PURPOSE, AND ANY IMPLIED WARRANTY OF
MERCHANTABILITY SHALL BE LIMITED TO THE NINETY (90)
DAY DURATION OF THIS LIMITED EXPRESS WARRANTY AND IS
OTHERWISE EXPRESS ND SPECIFICALLY DISCLAIMED.

SOM ATES DO NOT ALLOW LIMITATIONS ON HOW LONG

AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION
MAY NOT APPLY TO YOU.

5: SIERRA SHALL NOT BE
CONSEQUENTIAL OR
OTHER DAMAGES, EVEN IF SIERRA IS ADVISED OF OR AWARE
OF THE POSSIBILITY OF SUCH DAMAGES. THIS MEANS THAT
SIERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST
PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS
INCURRED AS A RESULT OF LOSS OF TIME, DATA OR USE OF
THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE
ACTUAL COST OF THE PRODUCT. IN NO EVENT SHALL
SIERRA'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS
PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION
OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY
NOT APPLY TO YOU.

YOU ARE ENTITLED TO USE THIS PRODUCT FOR YOUR OWN
USE, BUT MAY NOT SELL OR TRANSFER REPRODUCTIONS OF
THE SOFTWARE, MANUAL, OR BOOK TO OTHER PARTIES IN
ANY WAY, NOR RENT OR LEASE THE PRODUCT TO OTHERS
WITHOUT PRIOR WRITTEN PERMISSION OF SIERRA, YOU MAY
USE ONE COPY OF THE PRODUCT ON A SINGLE GAME
MACHINE, COMPUTER, OR COMPUTER TERMINAL. YOU MAY
NOT NETWORK THE PRODUCT OR OTHERWISE INSTALL IT
OR USE IT ON MORE THAN ONE GAME MACHINE, COMPUTER.
OR COMPUTER TERMINAL AT THE SAME TIME.
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IT IS ILLEGAL TO MAKE UNAUTHORIZED COPIES OF THIS SOFTWARE

This software is protected under federal copyright law. It is illegal to make or distribute copies of this software except to make
a backup copy for archival purposes only. Duplication of this software for any other reason including for sale, loan, rental or
gift is a federal crime. Penalties include fines as high as $50,000 and jail terms of up to five years.

Dynarnix:

PART OF THE SIERRA FAMILY
as a member of the Software Publishers Association (SPA),
supports the industry’s effort to fight the illegal copying of personal computer software.
Report Copyright Violations To:
SPA, 1730 M Street, NW/, Suite 700, Washington, DC 20036
(202) 452-1600
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Copyright Notice

This manual, and the software described in this manual, are copyrighted. All rights are reserved. No part of this manual or the described software may be copied,
reproduced, translated or reduced to any electronic medium or machine-readable form without the prior written consent of Dynamix, Inc., P.O. Box 485, Coarsegold,

CA 93614.

® and ™ indicate trademarks of; or licensed to, Dynamix, Inc. © ® 1994 Dynamix, Inc. All rights reserved. Printed in the U.S.A.

Betrayal at Krondor is based on the Midkemian Universe created by Midkemia Press and Raymond E. Feist. Portions © by Raymond E. Feist or Midkemia Press.
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