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GET TING STARTED

“c]comc to. Empire Earth® H The Art of . Supremacy This gmde prowdcs you _' :
with mformtwu on the many new features included in this expansion for
Empire Earth 1. For more detailed information on these and other features,
please consult the Bmpire Earth It Bncyc"[opedia, Wlli&h you can aceess from
Lh(. game: s TDOIS Screen. -

_ SYSTEM‘ PECIFICA I ONS

rihe IL: The Art of Supremacy please be"
- nicets or exctcds th& f{}llowmg system chum:menls ;

PC MULTIPLAYER SYSTEM REQUIRED

|+ NVIDIA® GeForce™ 4 or equivalent Directx®9, Qc;—ccvmpllam 128 MB
3D v1deo card with  hardware T&L and pixel shader support

Microsoft® Windtrws‘g* SBKMeIZGOGf'XP operating system
2.2 GHz mtel@ Pt:ntmm“!" 4 processor or equivalent
512 MB RAM

1.5 GB ol’ uncompressed hard dmk space for game files

DirectX®-compatible sound card and speakers or headphones
Microsoft®-compatible mouse and keyboard

56K dial-up modem or better for online play
1 disc per player per computer




Bmpire Barth® 11; \ 1t of Supremac

 INSTALLATION =
“To install L;mpxre Earth I1: The Art of Sﬁpremacy, place the CD-ROM into your
CD-ROM drive. The auto-install should start automatically. If it doesn’t for
| some reason, access My Computer (by either double- Chckmg on the
My Computer icon on your desktop or by going to Start > My Computer
: if you have Windows® XP) and double-click on the icon that represents
your CD-ROM drive. In lhe file list, double-click on EEZXAutoRun exe
to begin auto- install.

After the aulmmshﬂl starts, follow the directions on the screen to install
Empire Earth II: The Art of Supremacy. After installation is complete, launch
the game, You will be presented with the Main Screen, where you can chomc
what type of game to play, adjust game setlmgs and more. :

'i_.GAME TYPES

: c»f Supremary Terrltory Hotspa‘ts and ’Illg i)f War.

- TBRRITORY HOTSPOTS

Hotspots, all Territory Hetspots are revealed as soon as the game starts,
You gain control of a territory in the normal fashion of building a City Center,
and a fortress when required, in the territory. To win the game, a player or team
must control a simple majority of all the Territory Hotspots for a set amount
- of time. A countdown clock will appear to indicate how long the player or
- teamn must hold the Territory Hotspots to win. T
_ To play a Territory Hotspots game, the game host chooses Territory
~ Hotspots from the Game Type dropdown list and then selects the number
“of Territory Hotspots (1 ~ 15), The host can also choose whether or not
Starting Territories should be Hotspots. If the Starting Territories
checkbox is checked, the starting territories of all players are set to be
Hotspots. If Starting Territories is not checked, no player's starting territory
will be a Hotspot. =0 :

Slmﬂar to a normal Hotspots game, in Territory Hotspots there are a:
nmumber of territories on the map that are considered vital. Unlike normal

A Tug of War game is a match played on 3, 5, 7 or 9 maps between two

9 _players or two teams (the number of maps is chosen by the game host). Each

match starts with players on a neutral center map. ‘When one side wins, the
battle shifts one ‘map closer (o the defeated player’s “home turf” map. For
example, in a 3- -map Tug of War match with two players, if Player 1 beats
Player 2 on the center map, the battle moves on to Player 2’s home turf map.

Should Player A then beat Plaver ¥ on hls hc&me lurf map, the battle is pushed.

. A player or team wins the Tug of War match in one of two ways:
. 1. When one side beats the opposing side on the opposing side’s home

turf map, the victorious side wins the match. (Continuing the example
from above, if Player 1 beats Player 2 on Player 2’s home turf map,
Player 1 wins.) '

After a set number of battles (which the host specifies during setup),
the side further from its own home turf map (i.e., closer to the opposing
side’s home turf map) is declaxed the winner, :




TUG OF WAR TROOPS

‘When one side beats the Qpposmg side on a map, thL vv:tonous p[aycr {or
team) gets to bring any Leaders and Heroes they earned with them to the next
map. Each side gets to choose_ new starting troops from the Reinforcements
~ Screen before continuing on to the next battle. All players® Epoch and Tech
~ Tree progress is transferred to the next map, and the war resumes.

At any time during a match, a player may elect to Retreat (available on the
- Pause panel by pressing the F.Stcnpe key). When a player Retreats, he resigns
and enters Observer Mode and must wait for the current battle to finish before
being allowed to enter the Reinforcement Screen. The player can then
choose new forces at the same time as the other players and will be chgiblc to
'_._.emer the next map and play as normal. :

; TUG OF WAR HANI)ICAP

n a Tug of War game playcts handn"aps also shift as the battle moves from
~map to map, All players start on the cenler map. a handu.ap of Good
{l.e., no adva:ntagc or dlsadvamag for any player). When a player (or team)
- wins and (e battle shifts to the next map, the losing side has their handicap
~ adjusted down towards Average, making it easier to play and hold their own
. agalmt the}r ﬂpponent, OR the wmnmg iwle ]1a<; t’nelr hand;cap ad jl.l81 :‘d up

For exampic, let's say four playem on two teams are p]aying a 5- map Tug, of
War. During the firsg battle, Team 1 beats Team 2 on the center map. When the
battle moves one map closer to Team 2°s home turf map, one of the two teams
is chosen to have its handicap shifted. Let’s say Team 1 is selected. Because
. Team 1 won the previous battle, one player on Team 1 has their handicap
 shifted up one to prert llms making it harder |‘ur Team 1 (and EaSIE,'!‘ fmr
" and thc battle TmoVas 66 Team 25 Homie tark: i time, Team 2 is randomly
_ selected to have its handicap adjusted. One player on Team 2’s handicap is
shifted down to Average because they were the defeated team. This also
makes it harder for Team 1 {and easier for Team 2) to win on the next map.

e

MULTIPLAYER ANI) i
SINGLE —PLAYER OPTIONS

In addition to the new gamt: iypeb, {here are two m,w gamc setup options:
Asymmernca! Reqtru'rces and Pea.lty Mode. :

ASYMMETRICAL RESOURCES

This new Resmn ce option on the Map tab of the Singlc-PlayLr Skirmish and :
1 Multlplayer Setup screens distributes respurces unevenly across the map,

whlle olhers maY have next to none.. Thv; makes some territor ies more
ﬁlrateguajly valuable than others.

FEALTY MODE

"Fealty is a new gamephv ]3Iay mode. Ireauy allows a player to dnmand -
allegiance from another player by forcing him/her into a kind of locked
aihance When sefling up a Conquest, Capitols or Regicide game, you may

Locked Teams Sole Survivor or Fealty

A player can demand the fealty of other players or swear fealty to any player
at any time during the game, unless he is already a Vassal (i.e., he has already
sworn fealty {0 someone). Being a Vassal essentially means surrendering your
chance to win the game in emhzmge for the opportunity to kLLp playmg and
help someone else win,

When playmg in Fealty Mode, an Ofterft)cmand Fealty icon is d]spldyed on
‘the Diplomacy Screen in each player row next to the Declare War icon,
~ To offer or demand fealty to/from Player B, click the Offer/Demand Fealty
icon in the row cgrre-apondmg to that player. A message is sent (o Player B
‘*statmg thc_offer or demand When Player B goes to the Dlplomacy ';cru:n, :

_even in the players' starting territories. Each player’s starting territory will still
- be stocked wath Lht' basic res.ourcef, (fcrad wood stone and goldj, but the;, may

-now choose one of the following play modes from a <dropdown lis: Normal,



e

“Empire Barth® IJ; The Art of Supremacy

¢ the Offer/Demand Fealty icon has changed to show a pending offer

or demand in the row of Player A (the player who sent the offer or demand).
“Player B can click the flashing icon and then accept or reject Player A’s demand
or offer. (If Player B does nnthmg, the demand or offer cvcnmailv times out,
ancl play continues.) .

1 Player B rejects Player A’s demand for fealt}u piay continues, and Player B
- gains a morale and fervor bonus versus Player A {or several minutes. If Player
B decides to swear fealty to Player A, he becomes Player A’'s Vassal for as
long as Player A allows it, until Player A swears fealty to another player
or until Player A loses the game. Al the same time, Player A becomes I’iaytr
- B’s Lord. Swearing fealty has the following consequences:

Lk Vassal may only send tribute to and receive tribute from his Lord

s A Vassal Eakes the diplomatic stance of his Lord with regard to every other
player and cannoi change those stances on his own. :

s A Vassal ca.nnot demand fealty from another player.

: * A Lord shares cmltrol over all his Vassals’ mﬁblle mzhmy unias (m co-op

'f‘ashion] bt not a Vassai’s l)uj}dlngs or mi/ens

-hl& Vassa]s
s Ifa v

‘the Vassal. :
s At any time, a ‘Lord can remove hrs Vasva[(s} fmm the game. (For

“example, Player A may go to the Diplomacy Screen and click the

Execute Vassal icon for Player B. Player B is thus defeated. As a result,
; Plé.y-tx A no longer has control over Player B’s units.)

& All chat ‘messages sent by a Vassal can be seen by his Lord

= If a Lord wins the game, his Vassals are also victorious. (N ote that Player

B can still be defeated by other playels in the standard way beforc Player
A attains victory. }

« If the Lord is defeated, his Vassals are aumwaucaﬂy reteased fmm -

- bondage and become free players again.

» IfaVassals Lord swears fealty to another player, the Vassal has the option
© - of also swea:ring fealty or going back to being mdependt‘m

CUS’I’OM CIVILIZATIONS

:Empnre Egrth I The Art of S:ipremaq gives you the opporilmity' o-create ym.lr.

e) nf ati resources har\« esled by

"1 has prevmusly gamed a bonus from a:,sumlaung a Native.
- Tribe, itis qhared with his Lord, but a Lord’a bonuses are not shared with.

own Custom Civilization and lead it to glory. To create your own Custom

:? ~ Civilization, _chck the Civilization Editor button on: the Main Screen. 'rhls;
- will take you to the Cwuhzati(m Editor screen where you ca:

1. Select the Region to winch your civilization bc{ongq from the dropdown :
- lists. Your civilization will get the bonuses asqumattd Wlth the region
you choose.

. Select the two Civilization Attributes you want your civilization to have
" from the dropdown lists, (For example, you could choose +25% Heavy- "
_ Infantry hit points and +25% Fmress hit points.) :

Select the Umque Units available to ymu ci\)ﬂ_[zatlun From the dropduWn k

fur your uwlual:»on When you start a game in an epmh ‘beyond =
_Epochl P et R e T e . 2l

- Optionally, you can create a ll’ii of city and temtory names to use fo: YOUI. :
civilization by typms., a name in the text b0x and chckmg rhe Add buuuu e

CEVEL LA

ESRG AL

hsts, choose the umque umzq ysu want Lo use for cach set of epocht;‘ s
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_explananon If for Exampie, you start a vame wizh your Custom CWlllZatmn
‘in Epoch 4, six technologies each from Epochs 1, 2 and 3 are automatlca]iy
. rescarched for you at the start of the game (since you would have had to
o perform this research to go up each Epoch if you had started in Epoch 1).
~ On the Civilization Editor Screen, you can choose which technologies will
be automatically researched in this situation. Every teclmnlogy within each
Epoch is displayed on the Civilization Editor Screen (use the arrow buttons
1o see them all). To Lh()()st: a tcchnole;,y 1o auto- resea.rch sm‘:ply clrck on that
Epoch Rl“hl c’hck to de select a selected technology If you dec:dc not to
choose all six in an Epoch, random techs will be chosen for you in a gamc to

; mak?: up. thé. dif{umr.c .

_ You will notice that some technologies are “gra\«cd out” and not selectable,
- Grayed-out technologies will be researched for you automatically, regardless of
the six technologies you choose You essentially get grayed-out techs for free.

Click the Save buttou to save your Custom Civilization. You can also
Load or Delete an existing Custom Civ or dear th__ fields on the screen
by chckmg the appropriate button. ot

n Mul‘uplaver the Allow Custam Cw‘; checkbox MUST be selected
(i.e., checked) on the Game Setup Screen if you want to allow Custom
Civilizations in the game. Otherwise, you must choose a Standard Civ.
- If allowed, Custom Civs appear below the Standard Givs in the Civilization
dropdown  list.

always al]owed_- ;

" iCU-STOM -QU‘-ICK—START FORCES‘J -

‘ZCustmn Force w1lh whlch_ to beg,m a Quick- Start game (su: Creatmg
‘Custom Forces, next page). When the host selects a starting force size (small,
‘medium or large), vou can go to the Choose Forces screen and, instead of
choosing one of the pre-made forces, click the Load Custom button. This
displays a list of the Custom Forces you prevmusly created. When you choose
‘a Custom Force from this list, the composition of the force is displayed for you
1o tev:ew Click the Accept button to confirm your choice. .

In Smg‘le Player Sklrmlsh play, Custom Cws are

Empire Earth® I1: The At of Sup

| CREATING CUSTOM FORCES

0 use a Ci ustom Force in a chk -Start game, you nmst or _a:c and savea
. force ahead of time. Click the Starting Forces Edivor button on the Main
. Screen. ‘lfhls mkes you to the Create. Custom Quick Sl:art screen where you
. can bulld a Custom Startmg Farce... 7

On the screen, emer a name for the force yuu are crcatmg in lhe upper- Ieft lext it
box At the bottom of the screen are buttons that allow you 1o Load and Save

_ a Custom Force and provide other options. The dropdown lists at the top of
the screen allow 3011 to choose an Epoch, Clwhzatmn, Force Size and Type

Displays units and buildings from the selected Epoch.

+  Epoch -
. (A Quick-Start force can be used in any Epoch-see next page.)

_ »  Civilization - The Civilization from which you will select your
Quick-Start force’s units and buildings.

Force Size - Sets the size of your force, which controls how many units

and buildings you are allowed to buy. (Choosing Edit All lets vou edit all
force sizes al once. When you create a small force in a game where
a larger force size is required, you are given larger numbers of the units and
buildings you selected.)

Type of Units - Displays unlts of the type selected: Land, Newal
Air or A]l




To create a Qu1c]c~8tart fnrce click on 1he unit and building icons in the

~ Available Forces list. (Click an icon multiple times to select multiple units or
“buildings.) The number on each icon in the Available Forces list is the cost of

that unit or building. The points you have available to spend are displayed
above the list. When you purchase a unit or building, it appears in the
Purchased Forces list. Numbers on icons in this list refer to the quantity you
have purchased. Click on an icon in the Purchased Forces list to remove it.

Youw'll note when you change Epochs that the list of units and buildings
changes. Units and buildings you purchase for one Epoch will autornatically
upgrade (or downgrade} depending on the Epoch in which you start a
Quick-Start game. Icons marked with a star represent a family of units. A

. family of units gives you a different unit and usually a different quantity
i dependlng on the Epoch in which you start a game. For exampze in Epoch 1,

- vou see the Bow Men family. The roll-over tool tip indicates that it is 1.25

- Bow Men or 1 Mounted Slinger or 0.5 Gun Tanlks and that you are buying
‘in quantities of 4, So if vou purchased one package, in Epoch 1 you would
receive 5 Bow Men, in Epoch 2 you would gct 4 Mmmtt,d Simgcrs a.nd in
'Fpoch 11 you would get 2 Gun "Ianks

-__aeu o

E REINFORCEMENT S SCREEN

The Remfencernentq ‘icreen appears between scenarlos m a campalgn and

| allows you to select troops, resources and/or technologies to bring into the next
. scenario. The screen is similar fo the Qumk -Start screen, where you choose

your forces before a skirmish, but also displays brzefmg information,

. including the scenario’s objectives, history and hints, Icons depict the
available reinforcements you can bring into the next scenario. Mousing over
the icon will _b;lng up a tool tip indicating how many of that item you will get.

Normally, you will get to choose one of the disblayed icons. However,
ependmg on your performance ;:iurlng lhe previous scenario, wu may hl.. _

CW, ardcd wrth addltmna} c’nmcec

1560 A0




QjNEw REGION ANI) CIVILIZATIONS

: Empiw Earth II: The Art of Supremacy adds two new Western civ 1luatiens the
French and the Russians. There is alse an entire new African Region with
~ two new civilizations: the Maasai and Zulu. All of the original civilizations
“have had their existing bonuses adjusted to hlend with the bonuses available
in the new Custom Civilization editor. Fach region, mciudmg the new
African Region, now spam]mes in a specific type of resource galhermg as
well, AlL I.'hat‘ new c1v1117mlﬂms are debt.rrbed below. :

; NEW WESTERN CIVILIZATIONS

The Weslern Region in Empire Earth II: The Art of Supremacy has two
~ additional mvzh?anons ‘the French and the Russians. These two new
- civilizations :ecewe the same bonuses and pawer’s as the other Western civs
~ but have their own. bpﬁ(.ial abilities and unique units. -

“  FErench = The Erench attribute of Aristocracy prcvides prwiltges
- toall heavy mounted units, which as a result have more hit points. As a
: stroug colonial power French fortresses have addxtxonal hit points.:

o _Russran - For Russians, Autocracy is their attribute. The autocracy of

Russia means factories and workshops cost Iess 1o construut Addifi(’li‘la Y,

hght am]lery um!:s cause more damage.

FRENCH UNIQUE UNITS

Name: Mangoneau -
Class: - Heavy Ar_til}éry
Epochs: '

Produced at: Workshup

 Description: A large, coumcrwelght trebuchet capable of
; ;hmwgmg massive projectiles with great force,

Name: Bl ('ulra-;-ﬁers _
‘Class: . Heavy Mounted
‘Epochs:  6-10 :
- Produced at: Stable :
. ;Béﬁ(.riptibn Cuirassiers are hééﬁy mounted units Eonsisting
- of a strong warhorse and a skilled rider wearing a helmet and
a breastplate or “cuirass.” Napoleon regarded Cuirassiers as the

~ fist of his Grande Armée, as their size and p{)wer prcwlded the
o knock -out puﬂ{,h in many battlcs

- Name: . Rafacl D StLalth Flg,htu

Class: .Flghter i
'Epochs‘ ; ; 11-15

Produced at: Airport

Descrlptmn The French designed, built and flew their own
next generation fighter after pulling out of a joint European
fighter project that did not fulfill their military needs.
The Rafael D (for “discreet” or stealthy) is lightweight and
sports a delta-canard aerodynamic design and built-in stealth
technologies. Beyond “multi-role,” The Rafael D is hailed as
the first “omni-role” aircraft, capable of taking on differing
combat missions simultaneously,



RUSQIAN UNIQ UE UNITS

Nameh 5 Varanglan Warrlor
i Class: o ' Heavy Infantry
Epochs:: - & J-5

Produced at‘ Ban‘ai’:ks

~ Description: The Varangians were a tribe of Vl.kings ‘who
settled, conquered and eventually unified an area of Eastern
Europe in what is now part of Rusma

Licorn Howitzer

Name:
. Class: - Light Artillery
Epochs:  6-10 '

: _Pruduced at: Factory

. Description: Used extensively durmg the Napoleomc Wars,
the Licorn Howitzer fires a massive 20-pound shot and was.
! debigncd fcr use ai,amst mfanl;ry arad cavalry.

Name: T-__9(}_S Gun Missile Tank

_Class: - Heavy Mounted2
_Epochs: « 11-15 i

Produced at: Manufacturmg Plant

Descrlpnon The T-908 Tank is armed w1th al2s 111m Canmoi.

: nvaims that sixctch back millenma, When conssmﬁiaga w.mpie or fom‘ess,
'.tha freL hauses are built and placed automatrcally irt the same temwry’.

w cncmy umts attunptmg ta capll.ll‘l: anv of its barrad&a

Maasal . The Maasai rely on tﬁelr spemai attribute, the Spears of the_-
lan, to pml(ﬂ.l their villages. When Maasai males reach a certain age, they are
_inducted as a group into a tight-knit warrior class, with the spear being the
. traditional weapon. All Maasat light mfamry inflict adchtmnal damage, and_..
b __helicopaers also cause increased damage. :

. zulu ~ The classic Zulu military formation is the powerful Beast_-
- Horns, a crescent-shaped arrangement of warriors that is ideal for attacking a
heavily-defended area or engaging an enemy who has deadly area-etfecr
weapons. The ‘horns formation attempts to envelope the enemy while
. minimizing damage and maximizing firepower. In addition to being able to

. form troops into the special Beast Horns formation, Zulu heavy infantry in the
Beast Horns formation do add;tl(}na.! damage. Zulu l'u‘;'a\c‘g,fr mfamry alsu hdvt'

- more hit pcmt&.

AF'RI'CAN REGIONAL POWERS b

~ SPIRIT OF THE TRIBE (EPOCHS 1 - 5)
All of the player’s units receive the fullest Morale (inflicting more damage)
and Fervor bonus (taking less damage) as if all the player's territories had the
‘maximum number of houses.

' BAD YOUDON (EPOCHS 6 - 10)

~ All enemy units within any of the player’s territories take periodic damage for

the duration of the power.

. WARRIOR HEART (EPOCHS 11 - 15)

. When this power is activated, all units in any player-owned army arc healed
as if within a city’s healing radius. The healing effect lasts for a period of time.



; MAASAI L‘NIQUE UNITS

'-Namﬁ, ; ;Moranl Warrmrs
Class: nght Imamry
Epochs 15

Produced at: Barracks

Description: All Maasai ma_les are l[dllltd as warriors, called
Morani, when they reach a certain age. The Morani are

_fcar]c«;q fighters, They are tradltwnally armed with a 5pear,
.Whld‘i can be lluuw:z :

. Name ~ Laibon

Cla‘:& : Pri_est
Epm:hs cenlledn . 0 e Bl

: 'Produced at: Temple

Descrlpuon"A Laibon is a mcdlcmc man and [he centra!: :
figure in the Maasai religious Syblf_‘m The Laibon are involved

in shamanistic curing, along with drvmﬂtwu and prophecy.
The Laibon unit can be set to auto- cnmcrt OR auto- hea! units

in r'-luge, bul not both at ence.

Name:

. Sirit Heavy Bomber
Class; Bomber
Epochs: 11-15

Produced at: Aﬁ'port '

Description: The group of warriors living together in a Maasai
Manyatta (the warrior village) is referred to as a “Sirit.” The
Sirit Heavy Bomber, which takes its name from that tradition,
has incendiary bombs and is heavily armored against AA guns.

- ZULU UNIQUE UNITS :

j : - Iklwa Warrior
! :Heavy Infam:ry 2

= 15

_'Produceq-' at: ]_?._a'rraél_'{s I

‘Description: An Iklwa Warrior is a heavy infantry melee
_ unit armed with a broad-bladed spear called an “Iklwa,”
which is deaigm:d for the cut-and- thrust techniques of
clase quartars cc»mbat : : il

'_:Na_lfn_e_:_ lh.yangé w':ilfri_or:j :
Class:  Medic P
-Epochs: 6-10

: Produced at: Unwersﬂy

Descr:ptmn The Inyanga were Zulu medlcme men who; :

provided other warriors going into battle with magic potions

{oftn:n causing them to vomit), which made them more fierce
~in batile. The Inyanga warrior can be either a medicine man
that can heal OR a warrior that {ights with a spear. The player
e decides which behavior to use, medic or ‘warrior, but not
i e both at once,

Horns of the Impi

Name:
Class: Light Artillery 1
_ Epochs: 11-15

| . Produced at: Factory

Description: A light artillery piece that can fire pairs of deadly
- rockets. “Impi” was the word for the feared Zulu army under
Shaka Zulu.




~ warriors who have distinguished themselves in battle
 have been hailed as Heroes. The courage and

" AFRICAN WONDERS

: E'I‘I’Ie Maasai and Zulu u\dhmuoub of &lln:: Afrlcan Reglon hdve lhe follt}wmg
~ Wonders available to them:

- Manyatta of the Warriors — The traditional Maasai Manyaita was a
;i l%age that all of the warriors of the tribe occupied, separate from the women,
children and L]derq Once this Wonder is built, it produces one Light Infantry
unit every minute, and there is a chance each time that it will instead produce

your civ's Unique Unit (for the Epoch vou're in). These units cost no resources
but do count against the populat:on tapauty {pop cap} It is available
in Epochs -15.

_* Market of D]enne - Djenne is the oidcst knovm uty in sub- Sal;,ar«m
Africa, and its legendary market thrived due to its prime location along major
--_lrade roules Once you construct the Market of D_| enne, you recewe Ucld from

mr)dem reqearch faczhtv increases the generation rate Gf tech points whlle 11:'

stands. It is available in Epochs 11 ~15.

HEROES

since the days of hand-to-hand combat, great

- charisma of Heroes can rally those around them |
~ to fight more fiercely. In Empire Earth II: The Art of |
- Supremacy, a Hero can rise from among your troops
“to inspire others in battle or even to lead your enllrc
empire to glory.

Heroes have the following abilities:

= Prowess in Battle -a Hcm mﬂicts addumnal {lamage in combat and has
more hit points. =i

. Leadership —a Hem can form an army aml increase us wmb’u readiness.

» Political Savvy - a Hero can become the ‘Suprwne L(*adcr of your
civilization (see next page).

There are two ways a Hero can rise from your military ranks:

1. A Hero can rise from a class of units that performs extremely well on the

_ batilefield. If a Rock-Paper-Scissors (RPS) class achieves enough kills,

one existing member of that class becomes a Hero. For example, if you

train archers {light infantry) and together your archers make enough kills,

“then one archer (‘;eiected at random) becomes a Hero, (Note: Heroes
cannot rise from some RPS classes, such as slups_gr fixed-wing aircraft.)

2. A single military unit that performs extremely well on the battlefield can

‘become a Hero. If a specific unit makes enough kills by itself, it becomes

a Hero. ‘For example, if a Main Battie Ta b_}{ itself kills a set number

of enemies, it becomes aHero. SRR e =

When either of these conditions is mei von rt,u,u ca Hero You may. havc tnorc i
than one Hero at once, but :
(For example, you cannot bmre two amher I-Ieroes at once. ) A Hero can he'
easﬂy xdenufn,d by the bcuuier [iymg over its hcad !

HEROES CAN FORM ARMIES

An A my is a 1ormatmn of units led by a Hero. Tn form an Army, select =

a group of units that contains at least one Hero and click the Form Army"
buiton on the Hero’s action panel in the unit interface. (There is a limit on how
big an Army can be.) All units currently in an Army can be recognized by a
star pattern under their feet. The Army will endure unless the Hero is killed,
the other units in the Army are killed or the Army is disbanded by the
player. To disband an Army, click the Disband Army button in the Hero's
unit interface. Armies can only be formed with land units, not ships or aircraft.
Helicopter Heroes can form Armies, but only with other helicopters.




~of the benefit) to become your cwlllzatmn s Supreme-
'__Leader The Hero or Leader you select 11, Ih(,{l

~a bonus to units within his radius of effect, which

- Units in an Army receive the following bonuses from the Hero:

s+ Units of the same type as the Hero rccmve a damage bonus and a hit

point bonus.

+ Units of a different type tha_n lhe l-lero receive a smaller damage and hit

point bonus.

: Once an Army is fm'med clicking on any unit in the Army sdccts the entire

Army. You can also select the Army by selecting the Hero banner. You cannot
select individual units in the Army unless you first disband it.

 SUPREME LEADERS
If you cam a Military, Economic or Imperfal Crown,
you have the option of choosing the new benefit:

Supreme Leader. When Supreme Leader is chosen,
~you may select one of your existing Heroes or Leaders

(from a dropdown list that appears with the selection

transformed into a Supreme Leader.

The Supreme Leader can be garnsoned in any Fortress.'
to give an empire-wide bonus (o the appropriate nnits:
citizens for Bconomic, military units for Military,
priests/spies for Imperial. The bonus endures until the
Supreme Leader is killed. Alternatively, the Supreme
Leader can be used outside of a Fortress to provide

is stronger than the bonus of a regular Leader or Hero.

 SUPREME LEADER BONUSES

Depending on the type of Crown you €arn, your Supreme Leader provides
the following bonuses to your civilization when garrisoned in a fortress:

the foliowmg benefits (to a spemflc buﬂdmg} i

5 .-_1g Ari of ‘mgrea}}acy

ECONOMIC
s Civ-wide: faster gather rate. :
s Local ar¢a near Ihc Supneme Leader even ias;er gather rate.

IMPERIAL -

s Clv= wzde..mcrease in prle‘it conversmn rangeﬁLOS and faster priest/spy
power recharge rate.

¢ lLocal area: immunity to LOHVLI&IOH and even fasmr pfrlmtfepy power
recharge rate ;

-MILITARY :
& Civ- wide: damagc :macrcasa {z £, ail umts do more: ddmabe)

= Local area: !arger damage mcreasc

FLAG POWERS

Flag Powers are a new bcnefn adcled fnr ‘Empire Earth II: The Art
of Supremacy. Thcy are awarded for excellence in’ productivity. Whm you
produc»:: enough units from one 1yp of build "g, or pmduu umzs‘ and._

¥
power as a reward. P]ags can n be eamed i

- Naval POWer (Dock) - Lcwsr -:.us{;‘build time for mlhtary wsscls

o Air Power (Airport or Hangar) — Lower costlbuifd time for fuged wulg- o
aircraft or helicopters.

. Infantry Power (Barrackq) Lower cost/build tunc for mfamry units.

s«  Mobhile Power (Stahie or Manufacturmg Plant) - L{}Wt'r cost/build time
for mounted units or tanks.

«  Machine POWE]‘ (Workshop or Factory) — Lower cost/build time for
artllILry umtq

e Cultural Power (Umversxty) - aner cost/build time for spies and an
increase in the tech point gathcr rate,

. Relrgmus Power (Temple) — !nwer cost/build time for priests and an
increase in the tech point gather rate,
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1 (e - Financial Power {Market!])ock) Lowez wsi!buﬂd time for trade umrs, :

- and the trade Toute drop -off amount is doubled while the trade
time is halw.d ' :

EARNING AND USING FLAG POWE‘RS

You earna Flag Power by producing enough units from one type of bmldmg

or by researching some related technologies and producing a smaller number
of those units. For example, lel’s say you train a bunch of infantry and research

some infantry-related technologies. Once you cross a certain threshold of

production, you are rewarded with the Infantry Power Flag.

A Flag appears over the most effective of the associated bmldm;,s (m this
~example, a Barracks) signifying that the building (and only that building) has
_the benefits of the Flag Power. Once a Flag is awarded, it is permanent until
__the building is captured, destroyed or given as tribute to another player (then
" 'the Flag dmapptars, and you. muSl €arn a new one). i

You may have multiple different Flags. but never more thm one. Flag of the
~ same kind. If a Dock has the Naval Power Flag on it, you cannot also have
_ a Financial Power Flag on the same Dock (o1 vice-versa). If a bmldmﬂ with

a Flag is. captured, the power is lost. The player who captured the building

may earn a Flag unless they already have a Flag of that type, The player who
lost the building must then earn a new Flag. Unlike mem, You can. eam a
Flag even if another player aircady has that typc of l"lag‘ e

NATIVE TRIBES

across Natwe ’fnbes as you explare the map. ‘Unhke computer players, Natwe- :

- Tribes are not players trying to build an empire. They are just: pam ol 1he
- world, going about their business and living their lives. -

“When you encounter a Native Tribe (by entcrmg the territory in Which the

Tribe lives), a chat message tells you the name of the "(‘rlbe you ve met, -

a;nd the location of their City Center 15 revealed to you.

You can trade with, assimilate (i.e., ally with) and fight Native Tribes as you
see fit. Both trading and ‘assimilating pm\ldr_ you WIth bcnc‘flt‘;, which are
described on the next pagt: :

DIPL OMAC Y WI TH NATI VE’ TRIBES

On the Diplomacy Screen, the Native Tribes tab is enabled after you
encounter a Tribe, allowing you to interact diplomatically with the Tribe
(and any other Tribes you meet), In addition to displaying the Tribe’s name
and diplomatic stance towards you, you can Assimilate a Tribe, set your

‘stance to the Tribe to Neutral or Decla:e War on the Tribe by clicking thc_____

appropriate button.
A Status column provtdcq the fc)l]owmg lll.formatlori about the Tribe:

. lndependent - An mdependem Trlbe is one that has not yel heen
assimilaied by any player, :

»  Assimilated by <Players> - lndmales lhe Trjl)(. has been abslmllaled
by the specified player. If you have assimilated the ‘Tribe, an icon is
displayed to I]‘ldlcalL what *:pcc1a1 power the Tribe has bestowed on you
{(see next pa[,t] : : Laa :

s Berserk-A be:rserk Tribe has iost its Cn:y Center and is «;eekmg revenqe. i
on the pldyer who Ldptmed or dt:slrow_d it. :

NATE Theses
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 ASSI] HILATION OF NATI VE TRIBES

A“lmllanon is akin to forming an alhancc with a player. thﬂ _you
- assimilate a Native Tribe, the Tribe bestows upon you a SpL{.‘lﬁl power.

- To assimilate a Tribe, a player must share a territory border with the Tribe
(except on islands maps), have a Leader or Supreme Leader unit in the
Tribe’s territory and successfully negotiate an alliance, which is accomplished
in a similar fashion to propesing an alliance with a player. Click on the
Assimilate Tribe button and select what tribute you want to offer to the Tribe

to secure the alliance. The Tribe will take some time to mull over your
proposal and may offer a counter proposal. A player can try to assimilate a
hostile Tribe (if it has not already been assimilated by anolher player), but it
will cost mare to earn the Tribe's trust.

Once the plz ver has entered an alliance w1th a Native Tribe, he or she

-amnmancaﬂy receives the territory the Tribe occupies (but not the Tribe's
buildings or units). The player is also glantecl a Srpcc1al power from the Tribe,
such as one of the follow ing: . : .

¢ Een tility - The pop cap of all player~umwd uty ceﬂber'; is mcreascd

. Falth The Regional Power recharge time is decreased.

* Migration - The penaky for bui tdmg ina forc‘ignfunc]almcd ILI’I’It{}rY'

is reduced. ;
* Herbs ~ Units heal faster when garrisoned

«  Traders - Trade times are reduced.

# ‘Adobe - Walls can be built for tree and Towsr .upgrade nmeq.--

are reduced.
«  Determination — Technologies are res;eér'ch'ed fasm'r
ot Warrlor Spirit — All infantry units are pmduced fasier
+ Scouting - All mobile units have longer line of sight.
» Community ~ The drop-off bonus from houses is increased,

A Tribe must have a City Center in order to be assimilated and in order to
bestow its special power. If the Tribe’s City Center is captured or destroyed,
the power is lost, and the Tribe can no longer be assimilated. If the player’s
. Leader (or Supreme Leader) unit is killed or otherwise removed from the

Tribe’s xemmry the Tribe will revert back 0 mdependem unless a new
Leader is mslaﬂed :

An assimilated Trlbe takes on the dxplm’natlc stance 0f its assm‘ldamr mward&
every other pla» er (bm remains nentral to the assimilator’s allies). Any player
that attacks an assimilated Tribe is automatically at war with the assimilator.
In the case of unbreakable treaties, players cannot attack an assimilated Tribe
il they are in an unbreakable treaty with the assimilator. No player can
assimilate a Trlbe that has already been assimilated by another player.

TRADING WITH NATI.VE TRIBES

You may esmhlis.h."u;adé routes with a Native Tribe as if the Tribe were
a regular player. Trading with a Tribe is very beneficial, as they are W{uca]ly
willmg 1o gwe mere than Ihey get in return.

WAR WITH NATIVE TRIBES

If a player kills a unit or dcstmys a hm}dmg bclongmg 0 a Natwe Tribe,
or if a player constructs a building in a territory occupied by a Tribe he/she
hasnl assimilated, then the Tribe auwmatlca}ly ‘declares war on that player.

If a player destroys a “Tribe’s City Center, the remaining Tr:be memberc 20

berserk and attempt to hunt d{)wn and Kill the player’s units.
A player can declare war against a Tribe bv clicking the Declare War blltl:cil‘l -

on the Native Tribes tab on the Diplomacy Screen. Capturing a building

from a Native Tribe provides a one-time influx of resources to the player. If a

‘player totally wipes out a Tribe, the Tribe is removed from the map and the

Dlplamacy Screem and its speudl power Is lost for the :emamder cf the game.

NATI VE TRIBES GAME SETUP

_On the Skirmish and Multiplaver ec[up SCreens, you can select the number

and type of Native Tribes you wish to have in the game. On the Advanced
tab of the Single-Player Skirmish and Multiplayer lobby screens are three

.'addltmna] dropdown lists:

A’mnunt - Lets you choose how many Native Tribes are in the warld j
- None, Some nr Many 3 :
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- affects how d1fﬁcult they are to asx:mnlafuw Easlest, Easier, Easy, Normai
" Hard or Hardest.

= Force Size — Lets you Lh(mbe how la.rgc the Nanve 'Irlhes are; Sma.li
- Medium or Large. : i

WAR PLANS COMMANDIN G
CONTROL GROUPS :

in addumn to making and sharing War Plaus Wlih other pIavers, YOu ¢an now
use the War Planner Screen to assign move or artack-move orders to your

Control Groups. (You make a Control Group by selecting units and then
~ clicking an empty Control Group button in the upper left corner of the main

. screen or, alternatively, by c]i.cking the CTRL + # hotkey combination, where

# is any number 1 through 0 (10} 1o asmgn the seie(.hed umts 10 ong: of [hL 1en- ;

'{:omrol Group slots, )

On the Optlons tab of the Full Screen Map, thcre is nnw a CcmtroI Groups. 5

- checkbox so you can choose whether or not {o display vour Control Group on

the map. If this checkbox is checked, each of your Control Groups is
displayed on the map as an icon. You czm mouse over an Icon to see the list of

units in that Centrol Group. Click the icon or press its hotkey (1 —0) to select

the Control Group. Hold down the Shift key and press a Cont;rol Group !

number to select add]tl{mal Control Groups.

“Icons for each Control Group also appear on the War lemer .‘:creen s unit
interface. Clicking on one of these icons also selects that Contrel Group.

ISSUING ORDERS TO CONTROL GROUPS

 Control Groups can be issued move or attack-move ordfrs on the War
Planner Screen in the following ways:

1. Select one or more Control Groups. Click the Arrow button and draw a
path on the map. When you later click Execute (see next page), the
selected Control Group(s) will go from the tail of the first arrow to the
head of the last arrow drawn, If the group isn’t currently at the tail-end
of the arrow(s), it will move there first and then follow the specified path.

i Drfflculty Lets you choose the d:fflcu]iy ni the Native Tribes, which

2. Select one or more Control Groups. Click on the X button and place it at
a location on the map. When you later click Exectite, the selected Control
Group(s) will move to- that location, chmsmg Ihc most. l;‘ff‘lCLl?nl path
to get Lhere

3. Click on the icon tor a Cmatm[ Gmup a,nd drag it over an Arrow or an X
that’s already on the map to add the Control Group to that Arrow or X.
This can be done on your own War Plan or a plan sent to you by another
player. (Note that the color of the Arraw or X need not be your player color.)

Control Groups that are attached to a war plan element will have a green or
red U"ghost" next to the war plan element. A green ghost indicates that the
Control Group will use a regular Move to follow the war plan. A red ghost
indicates the Control Group will perform an Attack-Move, instead. To switch
between Move and Attack-Move, use the Select Elements tonl and
right-click on a Control Group's ghost

When you reccive a War Plan from another player. you can add Cem:ml
Groups to the received War Plan m 1hf: same ways described abuve

SAVING A WAR PLAN

You can create and save a War Plan fm \e()urseff Afrcr YOH re
assign your Control Groups, click the Save War Plan button.
execute Yﬁm‘ plan whenever you desue (36@ below). :

pian and -
You can then

EXEC U TING ORDERS

Once you have sent, saved or auCLpied a War Plan, an Exe(‘ule ‘button will
appear next to the Create button on the War Planner Screen. To have your
Control Groups execute the War Plan, click the Execute
button. Only your units (and not any other player's units) will carry out the
War Plan when you click Execute, and your units won’t carry out the plan
until you click Execute. This lets you coordinate attacks with other players.

Note: If a Control Group is eliminated (e.g., all the units in it are killed)
before you execute a War Plan it's a part of, that Control Group (obviously)
can't participate in the plan. Bear this in mind and choose when to execute
a War Plan wisely.
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LICENSE AGREEMENT

You SHGIJLI} CAREFULL\' R‘Eﬁﬂ THE FDLLBW]NG ENB BSEH LICENSE RGBEEMEI‘IT BEFDRE
INSTALLING THIS SOFTWARE PROGRAM. BY INSTALLING, COPYING, OR OTHERWISE USING
THE SOFTWARE PROGRAM, YOU AGREE TO BE BOUND BY THE TERMS OF THIS AGREEMENT.

1F YOU DO NOT AGREE TO THE TERMS OF THIS AGREEMENT, PROMPTLY RETURN THE UNUSED

SOFTWARE PROGAAM TO THE PLACE OF PURCHASE OR CONTACT SIERRA ENTERTAINMENT
CUSTOMER SERVICE AT (800) 757-7707 FOR A FULL R‘EFUNB OF THE PURGHASE PRICE

WITHEN 30 DAYS OF THE ORIGINAL PHRCBASE

“This software program and any files that are provided by Sierra Entertainmsnt, inc., to you by on-lne lransmission
or otagrwise to ‘paich, ‘update,’ or modify the software program, as weil as any printed materials, on-ling or electronic
documentation, ant any and all copiss and derivative works of such saftware program and materials are the copyrighted
waork of Sierra Entertainmant, Inc. and/or its wholly owned subsidiaries, or its suppliers {*Sierra’). Al use of the Program
is governed by the terms of the End User Licensa Agresmment which is provided bulow [Licanse Agreement’).
The Program is solely for use by end isers according to the terms of the Licensa Agreement. Any use, raproduction

- or tadistribution of the Program not in accordance with the ferms of the License Agreement is exprassly prohibited.

.Ilk

3 Eﬂﬂ USER UL‘ENSE AGHEEMENT

1. Limited Use License. Sierra hersby grants, and by :rlslaNlng the Prug}mm you {Em’“ﬂj ‘accept, a limited,

nign-exciusive license and right to insfall and usa one (1) copy of the ngmm foryour tse o sither a homa or "nnab[e
cﬁmpmﬂ The Program. alsp contzing a ‘Campaign - Editor’ {the ‘Editar’) that atlows you to create custom
h!ve*sur other matarials for vour personal ss in coanection with the Pragrar ¢ New: I‘a‘iatpr‘hls’i Al use of e Editor or

any New Materials is subject to this License Agreemar{ Inaddition, The Pfagmmhasamum player capability that allows
Users to utilize the Program gver the Internet via GameSpy.com ar anather caming netwierk designated by Sierra
(an *On-lina Prowder‘] Use of the Program over GdniPSp y.GON OF other On-iine Provider is subject to your acceptance.
~ of GameSpy.com's or stch other On-line Providers Terms of Use Agreement as may be updated or
modified at any time, The ngra‘n Is licensed, not sor{i Yuur licanse confers ne ftla nrownershlp in the Program.

- ?.: Qmeﬁhlp Al title, U!N!'IEIS'HD nghts and intellectual praperty rights in and fo the ngram and any xmd all copies
'iherm*(;:rlumng fut net fimited to any filles, comput r cade, themes, objects; characters, character names, stories,
’dhlng catoh phrases, localians, t.nncapts artwork, mmat:nns solinds, musical compositions, audio ~viguial eﬁenfs

- mathods of operation, moral rights, any related documentaﬂan and ‘applets’ incorporated info the Program) are owned

- by Sierra orits licepsors. The Prograrm: Is protected by the copyright laws of the Unitad States, internztanal copyright
Areaties anct conventions, and other laws. All rights are reserved. The Program containg certain licensad materials, and
Sierra's licensors may nrafect thelr rights in the evertt of any violation of this Agreement. The Pragram may access
A wehsﬂes ovined, conirolled by, or operated by licensed affiliates of Sierra, and receive patches
k andfuc Lpdates to Ihp ? ogfa"n from these wehsrtes Al namhes updaies or othsr dl}wnIoaﬂabTe rnatenat LEgd tw

. Subjct to the Gmnt of Lcﬂnsa here;naho“e you may not in whuie ar m part, \.{apy pmtocopv. reproduce,
transiate, reverse engineer, derive source code from, modify, disassemble, decompile, create a source code -
- equivalent of, create derivative works based an, or' FEmove any pmpnetz:lrg,r notices of labals fmrn the Program
without the prior consent, ir: writing, of Sierra.
B. The Prograr is lieansad fo you as a single praduc‘ Its companent parts may not be separated for use on mere
than one computer,
6. You are entitied to use the Proprany for your own dse, bul you are not antitied to:
ell. arant a securfly interestin or transfer reproduetions of the Program to othar parties in any way, nor o rent, lease
. orficense the Program fo ofhers without the prier writien consant of Sienz,
{iiy exploit the Program or any of its parls for any commercial purpose, including. but not limited to, use at a cyber café,
- computer gaming eenter ar any other location-hased site (Sierra may offer a separate Site License Agreernent to
- parmit you fo make the Progeam availabls far commercial use; contact Siersa for details);
- (ifiyuse or allow third parties to use the Editor and the New Materials created thersby for commercial purposes,
~ ineluding, but not limited to, distribution of Néw Materials on a stand-alone basis or packaged with other softwars
or hardware through any and all distribution: channels, including, but not fimited to. refail sales and on-ling
“electronic distrbution, withcut the express writtan consent of Sierra;
) hest or provide malchimaking services for the Froaram or emulate or redirect the communication protoco's usec by
‘Sierra in the: network feature of the Program, through protocol emulation, tunneling, modifying or adding
- tompanents to the Program, use of a utility program or any other techniques now known or hereafter developad, for
- any purpose, including, but not limitad to, network play over the [nternet, network play utilizing commerzial or

: " non-commarcial gaming nelworks, or as part of coment aggregation networks, without the prior written consent of

;_S1elra and




(V) create oF maintaln, under any circutnstance, mors o “‘rﬁilitﬂﬂwusf‘omo“ toany hﬂ‘:‘ﬂ"ﬂ service UT"'ZEd

i
i.
;.
2

b BuratIun of the "On-| Lme“ Component of the Prugram This Pr@gram ﬁnnra.nq an (il

Barth® IL’;;;]’};I_E Art of 'upre”':

for on-line play. Al such connecticns, whather created By the ngsan‘ or by otter todls and utilities, may only-be
made through Methods and means expressly approved by Sierra. Under no circumstancas may you connect, or
craate tonls that allow yoi: 1o connect, to the TlOS'Iﬂg serwce 5 pfwate binary interface or interfaces n‘tll&r 1han those

i E}q)ll!:lﬂ_l, providad L}),f Slerra for public use. _
: Program Transfer. You may permanantly 1ran=;{sr a|1 of yaJr rlghts Lnﬂer this Lcense ‘Agregmant, prowded the - A

 racipiert agrees to the terms of this License Agreemert and you ag 2o lo remove '113 Pruaram and any NewMaterlaIs i

- from your home gr portabla camnuter S

. Tarmination, ThIS License Agreement ts effecmre until terminated, ‘f‘cL may terminate the Licenss Agra&ment atany

time by desiroying the Program and any New WMaterials. Sierra may, at its discretion, terminate this License

Agreement in the event that vou fail to comply with the terms and conditions centaingd hersin. In such avent, you

must irsmediately destroy ‘th@ Frogram and any New MaterLas

6. ‘Export Controls. The Pregram may not be re-exannaﬁ doarmleaded or otherwise expurlea into {or to a rat pralor
resident of) any country to which the U.5. has embargosd goods, or ta anyane on tae

. Treasury Department's
‘it of Specially Designated Nationals or tha LS. Commerce Department's Table of Denial Orders. By inslalling the
Progranm, you am agreeing to the Toregoing and you ars representing 2nd warranting that you are notlocated in, under
the control of, or a rahu'ra ar r=sm‘ent o}‘arzy such count y or on any sugh list. :

: . Customer Sawlnsﬁachnicai Support. Cusiumer Sar\ﬂm s used im gin: miay be nmwrfﬁd to you by Siarra
- repraseratives by telephone and/or by slctronic message 1e~mall‘ Technical Support” may be provided to vou by

‘Sierra by telephone. by electronic message (e-nmail), of Dy posting of infarmation related (o known tecanica’ support
issues on a website. Unless ofherwise stated in the Pragram’s packaging ar i the Program's user manual, iothing

herein shall be consirued so as to place a duty upen Sierea to provide Cus*ampr Service or Techmcal Support vla-

atolree telephone number for an unlimited period of time:

you 1o utlize the Froduct over tha-Internet utilizing sarvers and software maintained by Sierra and or its affiliates;
Sigrra may, In its sole discretion, provide the servers and software technology necessary to utiizz the ‘on-line’

component of the Program, of Siema may lioanse to third parties the right to provide the servers and software

technolingy necessary Lo ulilize te ‘on-iing' compenent of the Program. However, netaing contained herein shall be

construed s0 as fo place an obligation upon Sierra to provide the servers and scfiware technology necessary to

Utilizethe “on-line® component bevond the tme that the Pragrare is Out of Publication. The ferm Dut af Publma‘m
as Used harein shall mean that the Prcrgram is no 10nger hel‘ng ma.nufa"tured I:ty Siarra.

. Limited Warranty. Sierra expressly disclaims any warrarty iur Ihe: ngfam EdrtJr and I‘\Fa,n\la*fs} The Progmm :

Fdditor and Maruai(s) are provided "as is' without warranty of any kind, either axpress or implied, including, without
limitation, the implied warranties of merchaniability, fitness for a parficular purpose, or roninfringement. The antire
risk arising out of use or performance of the Program and Manual(s) remains with the User; however, Siera
warrants Lp to and including 90 days from fhe date of your purchase of the Prograrn that the media eontzining the
Pronram shall be frae fror defects in material and warkmanship, In the event that the madia prove torbe defective
during that time period, and upon presentation to Sierra of proaf of purchase of the defective Program, Sierra will at
its nption 1) carrect any defect, 2} provide you-with a product of equal or lesservalue, or 3) refund your money. Some
shates do not allow the exclusion or limitation of impliee warranties or liability fcrmcndental damages, so the above
limitations may not apply to yo. :

-Ime cnmwnentt*:tallo\vs' j

10. Limitation of Liability. NEITHER SIERRA ENTERTAINMENT, INC., THE OMN-LINE PROVIDER, MOR EACH OF ITS
RESPECTIVE PARENTS, SUBSIDIARIES OR AFFILIATES SHALL BE LIABLE IN ANY WAY' FOR LOSS OR DAMAGE
OF ANY KIND RESULTING FROM THE LISE OF THE PROGRAM, THE EDITOR OR AN AUTHORIZED OK-LINE GARE
NEFWORK, INCLUDING, BUT NOT LIMITED TO. LOSS CF GOODWILL, WORK STOPPAGE. COMPUTER FAILURE
OR MALFUNGTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. ANY WARRANTY ABAINS
INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3} OF THE UNIFORK COMMERCIAL CODE AND/OR
IN ANY OTHER COMPARABLE STATE STATUTE |S EXPRESSLY DISCLAIMED. FURTHER, EACH OF SIERRA
ENTERTAINMENT, T3 PARENT AND THE CR-LINE PROVIDER SHALL MOT BE LIABLE IN-ANY WAY FOR THE LOSS
OR DAMAGE TO PLAYER CHARACTERS, ACCOUMTS, STATISTICS OR USER PROFILE INFORMATION STORED O
AN AUTHORIZED ON-LINE GAME NETWORK, INCLUDING GAMESPY.CON. EACH OF SIERRA ENTERTAINMENT,
ITS PARENT, AND THE ON-LINE PROVIDER SHALL NOT BE RESPONSIBLE FOR ANY INTERRUPTIONS OF SER-
VIGE ON GAMESPY.COM OR OTHER AUTHORIZED ON-LINE GAME NETWORK, INCLUDING, BUT NOT LIMITED TQ,

18P DISRUPTIONS, SOFTWARE OR HARDWARE FAILURES OR ANY OTHER EVENT WHIGH MAY RESULT IN A
1088 OF DATA OR DISRUPTION OF SERVIGE. Some states do not allow the exclusion or limitation of ircidental or
consequential damages, or allow H‘f!lt;l 1015 0N 10w !rmg an i npﬂeﬂ warranty kists, 5o the zbove limitations may not
apply. b :

--"!'I.Eu_uitable Remedies. You humh;’: agrae that Sierra would “be irreparably damaged if he terms of this

LicerseAgreement were not specificaly enforced, and therefore you agree that Sierra shall be entitlad, without bond,
- other seourity, or proof of damages, to appropriate equilable temedies with respect fo breachas of this Lisense
- Agreement, in addition to such othar ramedies as Siarra may otherwise havs available 1o it under anpircabla laws
in the event any iitigation is brought by either party in cornaction with this Licanse Agreement, tie provaliing party
~ in sueh litigation shall be entiled 1o recover from the ethar party a‘l the costs, attoreys: fess and other axpsnses
. I-an rred by such prevalling narty in the ffigati on. £

12 l..lm|latluns on License. ‘Nothing in this Lcerse Agri,wment shall preclbds vou from 'nakmg or autherizing the

i - making of another copy or adaptation of the Program, provided, howaver, that (1) such new copy or adaptation i+ -

~ created esan essential slep in your utitization of the ng rarn in accordance with the tarms of this License Agreemeant
“ard for NOOTHER PURPOSE; or (2] such new copy or adaptation is for archival purposas ONLY and all archival

-~ copies are destrayed in the event of your Transfer of the Pragram, the Tarmination of this Agreemert or other

- circumstances under which your eontinued use af the Frogram ceases to be .|gnrrw

13 Miscelianeous. This License Agreement shall ba d=emed to-have been mada and expcu‘!vuin the State of Califomia,

- and any disputa ansing hereuncer shail be resolvad in accordance with the law of California. You agree that ary claim
i asserted in any legal proceeding oy one of the parties against the othar shall e commancad and maintained in any
~ state orfederal court focated in the State of Galifornia, County of Los Angeles, having subject matter jurisdiction with
~ raspect to e dispute between the parties. This License Agreement may be amendad, altered or madn‘u:d nnly by
an instrument in writing; specifying such amendrment, alieration er modification, executed by both parties. In the
event that any provision of this License Agreement shall be hetd by a cour: or other tribunal of competant
Jurisdiction o be unenforceafle, such provision will be enforcad to the maximum extent perrissible, and the
_remaining ‘portions of this Licanse Agreement shall remain in full force and effect. This Licensa Agreement
constitutes and contains the ertire agreement betwsen the parties with respect to the subject matter hereof and
- supersadss any prior oral or written agreaments.

. Yau hereby acknowledge that you have read and understand the foregoing License Agreement and agree that the action

o installing the Program is an acknewledgment of my agraement to be bound by the terms and conditions of the License

,..Agfeemant contained nerein. You also acknowledge and agres that this License Agregment is the complete and

- exciusive stalement of the agraement between Sierra and yourself and that the License Agreement sUparsedes any prior

ations between vou and Sierra.




