Top Five Reasons to Play
5th Dementia Online
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It's so easy to get started—even your
Congressman could do it!

Meet new people online—then beat them.

If you lose, you won't have to look your
conquerors in the eye.

You can't get arrested for playing
5th Dementia with minors.

It's FREE!
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YOU DON'T KNOW JACK® 5th Dementia is about to hook you up,
brother. This JACK streaks across the network, letting you chat with
your opponents while you duke it out in a long-distance trivia
smackdown. Now you can go head-to-head against other players at
one keybloard or against friends and strangers you meet online. It's
madness!

And there’s more! YOU DON'T KNOW JACK® 5th Dementia ponies
up all the classic JACK questions like Gibberish Question®,
DisOrDat™ and Jack Attack®, as well as the shihy new Bug Out™
guestion type. Log on, tune in and fall out—you're about to enter the
YOU DON'T KNOW JACK® 5th Dementia,

WARNING: This product contains mature content, including
suggestive sexual references and language that may not be
suitable for children. Besides, they won't get it, anyway.
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Required System Configurations '

YOU DON'T KNOW JACK® 5th Dementia is PC-compatible only.
To play you must have:

Pentium®-class processor, 200 MHz or faster

Windows® 95/98/2000

64 MB RAM

275MB HD Space

8x CD-ROM drive or faster

DirectX-compatible video card with 640 x 480 screen size and 16-bit
color

16-bit DirectX-compatible sound eard

Windows compatible mouse and keyboard

56K modem or faster connection to the Internet (for online play only)
Player is responsible for Internet access fees




Installing YOU DON'T KNOW JACK® 5th Dementia

Installation and Anti-Virus Software

Windows anti-virus software and TSRs (Terminate Stay Resident
programs) can interfere with installation. Before installing YOU
DON'T KNOW JACK® 5th Dementia, disable all anti-virus software
and TSRs on your computer. To disable your anti-virus software, con-
sult the documentation that accompanies your anti-virus software.

Windows® Installation

If you have the Windows Autoplay feature turned on, insert the YOU
DON'T KNOW JACK® 5th Dementia CD-ROM into your CD-ROM
drive. Select “Install CD Game” from the Launcher. The installer
should start automatically. Follow the onscreen prompts to complete
the installation,

If you do not use Autoplay, insert the YOU DON'T KNOW JACK® 5th
Dementia CD-ROM into your CD-ROM drive. Use the Explorer to
browse the contents of the CD-ROM (the CD-ROM drive is usually
drive D:) and double-click on the installer icon (YDKJ5.exe).
Complete the onscreen prompts to complete the installation.

Once installation is complete, you can start the game in one of three
ways:

« Double-click the YDKJ5.exe icon on the CD-ROM.

* Select “Launch YOU DON'T KNOW JACK®” from the Sierra folder
in the Programs portion of the Windows Start menu.

* Double-click the “YDKJ 5th Dementia” icon in the YOU DON'T
KNOW JACK® 5th Dementia directory in the Sierra folder.

You must leave the YOU DON'T KNOW JACK® 5th Dementia CD-
ROM in your CD-ROM drive to play the game.

Uninstalling YOU DON'T KNOW JACK® 5th Dementia

To uninstall YOU DON'T KNOW JACK® 5th Dementia, go to your
StartMenu\Programs\YDKJ 5th Dementia folder and select
“Uninstall.” Alternately, you may launch the Add/Remove Program
Control Panel and choose to remove YOU DON'T KNOW JACK® 5th
Dementia.




Playing YOU DON'T KNOW JACK® 5th Dementia

You can play YOU DON'T KNOW JACK® 5th Dementia at home or
over a network. If you're playing YOU DON'T KNOW JACK® 5th
Dementia at home, one to three players can cozy up around the kKey-
board. If you're playing across a network, you can take on one or two
online opponents. Pre-arrange to meet friends online or select a ran-
dom game to meet strangers. Heck, meet strange friends, who
cares? We'll even dial up your Internet connection for you! Just
remember: when you pre-arrange a game with friends, it's easier if
you all use the same unique room name (that you've already argued
over and agreed upon). Be creative when naming your meeting room
to avoid schlepping through dozens of rooms named “Billy's Place”
before finding your friends.

When you're playing online, there's a chat feature so you can razz
your opponents during the game. Just about any time that your player
icon is onscreen, you can chat. Whenever you have something to say,
hit the Tab key (that's Tab to falk). Type out a quick jab, then hit Enter
or Return to send your message. Or if you're just too busy to write, hit
a function key to send a quick pre-written audio message: F1="Very
Funny!" F2= “I'm the best!” F3= "Lucky guess!" and F4= “You stink!"

Chat a lot! But be warned: that hottie that you're chatting up is
probably a cop.

Starting YOU DON'T KNOW JACK® 5th Dementia

When the game starts, listen to the host’s instructions and decide
whether you want to play offline at home or online on a network.
Once you're signed in, it's off to choose an alter-ego face you'll be
using as your icon during the game.

To play YOU DON'T KNOW JACK® 5th Dementia you've got to have
a quick wit and quicker fingers. When you're playing at home, each
player is assigned a buzzer: Q, B, or P. Buzz in when you think you
know the answer. The first player to buzz in gets first crack at the
question. Get the question right and you'll win some cash. Flub it up
and you'll lose some.

If you're playing over a network, you don't need a buzzer. Just hit the
number that corresponds to the multiple-choice answer you want to
pick. Or, if the question isn’'t multiple-choice, just press your spacebar
to buzz in.

All questions are timed. Buzz in before the timer runs out—no loiter-
ing allowed in this game.

If you're way ahead, you better buzz in or you may find the audience
crying “Don’t Be A Wimp®!”

YOU DON'T KNOW JACK® 5th Dementia has seven kinds of ques-
tions: Multiple-Choice, Fill-in-the-Blank, Anagram, Gibberish
Question®, DisOrDat™, Bug Out™ and the Jack Attack®.




Multiple-Choice Questions

Here’s an example of a Multiple-Choice question:

If the Hindu god Vishnu has a bird in each hand, how much
would they be worth in the bush?

1. four
2. eight
3.10
4. 20

If you think you know the answer to this question, be the first to buzz
in. And remember, Einstein: if you're playing at home, buzz in first
with your assigned Q, B or P key, then choose your answer by press-
ing the 1, 2, 3 or 4 key. If you're playing over a network, there's no
need to buzz in first, just hit 1, 2, 3 or 4.

Stumped by a Multiple-Choice? Then Screw Your Neighbor®!

If you don’t know the answer to a guestion, don't get mad—Screw
Your Neighbor! Screw Your Neighbor is an option that forces another
player to answer the question. You can Screw Your Neighbor during
all Muliiple-Choice questions, but NOT during any other question

type.

To Screw Your Neighbor, be the first to buzz in, press the S key
(that’s S for screw) and then pick a player to screw by pressing the
playet’s number: 1, 2 or 3.

If you want to Screw Your Neighbor online (and isn't that what the
Internet is all about?), it's even easier! Just hit the S key immediately.
If you're the fastest, you'll get to pick another player to screw. But be
sure to pace yourself, ‘cause you only get one screw per game.

The Fill-in-the-Blank Question

Crank up your cranium for the Fill-in-the-Blank question. A Fill-in-the-
Blank question doesn’t have any answers to choose from—to
answer, you buzz in, type the correct answer and hit the Enter or
Return key.

Here's an example:
What word completes this phrase? “Jack and Jill went up the

If you know the answer, buzz in and type hill. And remember to hit
Enter or Return when you're done typing.

Type carefully, we're forgiving of some typos but we don't just give
cash away! And, yeah, the Fill-in-the-Blank questions in the real
game are actually challenging.

The Gibberish Question® .

Think you've heard it all? Gibberish Questions are rhyming puzzles
which start at a high value and go down in value every second and a
half until someone buzzes in to try and score what cash is left.

When a Gibberish Question starts, listen closely to the Gibberish




phrase and try to think of a quote, saying, lyric, title or phrase that it
rhymes with. If you can’t think of the answer right away, listen for
some clues from the host. If you think you know what the Gibberish
phrase rhymes with, buzz in, type your answer and hit the Enter or
Return key.

For example, with what title does this phrase rhyme?
Stew won't grow back.

Or in other words:

YOU DON'T KNOW JACK®

When you type in your answer, punctuation and capitalization don’t
count, but you gofta type the entire original phrase. And don't take
too long to buzz in, the more time you take to buzz in on a Gibberish
Question, the less money you'll make.

The Anagram Question

Do you have a certain flair for rearranging your furniture? Well,
Anagrams ask you to take the letters of a given term or phrase and
use them to form a completely new one.

When an Anagram starts, listen to the host's instructions and look
closely at the letters of the given phrase. Try to unscramble them to
form a new term or phrase that fits the host’s instructions. If you can't
think of the answer right away, listen for some clues from the host. If
you think you know what the answer is, buzz in, type your answer
and hit the Enter or Return key.

For example, what do the letters of this scrambled holiday Anagram
spell?

Destine Van Lay

Just move the ‘v’ here and the 'y’ there and presto!

Valentine’s Day

When 'you type in your answer, spelling counts—we're giving you all the
letters for crying out loud! And remember, the quicker you buzz in with
the correct answer, the more money you'll make. So don't take all day.

The DisOrDat™ Question

If you stumble upon a DisOrDat, you'll take control of the game for a
round of action that could net you some real cash—or cost you a
bundle. DisOrDats are matching questions that require the player to
categorize each of seven different clues.

For example, the host may say:

Okay, I'm going to shout out seven items, and for each one |
want you to tell me if it's the name of an appetizer or a bacterial
infection. If it's a yummy appetizer, press “1.” If it's a gross bac-
terial infection, press “2.” And to skip, press “4.”

beggar’s purse
carbuncle
escargot

gado gado

DR




5. foot rot

6. spanakopita
7. impetigo

For each of the seven clues, you get cash for a correct match and
lose cash for a wrong answer. You also lose cash for each clue you
don't answer—so think fast!

The Bug Out™ Question

Can you handle your swatter with finesse or will you be eaten alive?
The Bug Out question will help you find out. If you're quick and
smart, you can make some big cash. If you're slow and stupid, you
might want to reach for the calamine lotion.

The object of the Bug Out is to identify items that do not belong in a
specified group.

For example, the host might say:
“The seven deadly sins! Buzz in when you see one that’s not!”

A series of animated bugs will crawl around onscreen and shout out
the names of various “sins.” If a bug shouts the name of one of the
seven deadly sins (like “Lust!” or “Sloth!™), you should let it go. But
if a bug shouts the name of something that is not a deadly sin (like
“Tardiness!”), hit your buzzer and smash that bug!
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Each Bug Out question has seven levels, each worth a different
amount. Things can get pretty interesting when more than one player
is competing because players take money directly from each other’s
winnings. For example, if Player 1 successfully wins a level 6 ques-
tion, that player is awarded $300 from Player 2 and $300 from Player
3 for a total of $600. However, if Player 1 misses a level 6 match,
Player 1 forfeits a total of $600 with $300 going to each opponent,

Be smart—players are only allowed to buzz in once on any given
level, so don't get bitten!

The Jack Attack®

The Jack Attack is the last question of every game. The Jack Attack
can make or break the game—so get set to earn big bucks or lose
your shirt!

The Jack Attack is an association question. Once you're given a
clue, you've got to find the link or association between two phrases
or words. Piece of cake, right? That's what the baker thought.

In a Jack Attack, one phrase zooms out from the center of the screen
as potential matches fly by. Nothing stays on the screen very long,
so if you see a match, buzz in right away!

For example, if your Jack Attack clue is Rhymes with “Yuek” and
you see dollar zoom out from the center of the screen, wait until the
word buck appears and buzz in immediately to get the money. Next,

11



if Look out! zooms onscreen, wait until duck appears and buzz in.

Be careful! Not just any match will do, it has to be the maich that
best fits the clue you're given. Jack Attack questions can trick
you—don't get faked out by decoy answers. If Twain character
zooms out from the center, and you buzz in when the word Tom
appears, you'll lose money because your match didn't fit the clue
Rhymes with “Yuck.”

Each Jack Attack question has seven maiches. Buzz in at the right
time with the right match, and it's cash in the bank for you. Buzz in at
the wrong time and you'll lose some bucks—and you'll lose not just
once, but every time you're wrong! You can buzz in as many times
as you'd like.
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Game Options Screen :

at Instructions

Press the ESC key at any time during YOU DON'T KNOW JACK®
5th Dementia to access the Game Options Screen. Simply press a
key to make your choice. You can also raise and lower the volume
with the + and - keys, respectively. The Chat Instructions option is to
get additional information about chatting for network players only.

At the end of the game, press the S key to replay YOU DON'T
KNOW JACK® 5th Dementia with the same players or press N to
play the game with new players. Press Q to quit the game, or H to
see the High Scoreboard again. Access any of the Web sites listed
on the Credits screen by pressing its corresponding key.




Troubleshooting YOU DON'T KNOW JACK® 5th Dementia

Don't know JACK about your computer? Below you'll find some
recommendations to perfect your YOU DON'T KNOW JACK® 5th
Dementia experience.

For more in-depth information, check out the README file on the
YOU DCN'T KNOW JACK® 5th Dementia CD-ROM. If you're still in
a jam, call, write or e-mall our technical support team. Contact infor-
mation can be found on page 17 of this manual.

And let's get something straight—choosing wrong answers all the
time is your problem.

General Troubleshooting

If you are playing YOU DON'T KNOW JACK® 5th Dementia and are
experiencing stuttering sound or video, decrease the sliding CD-
ROM read-ahead cache. To change this setting, select your System
Control Panel, choose the “Performance” tab and click on the
Advanced Setting for “File System Properties...” button. Click the
CD-ROM tab, then set the slider to “Small” and the pop-up menu to
“no read-ahead.” If you experience problems with your video display,
make sure that you are running in High Color (16-bit) mode.

On some systems using Yamaha audio chipsets you may experience
problems with the audio (no audio, distortions, etc.). To remedy this
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problem, select your Multimedia Control Panel. In the Playback sec-
tion of the Multimedia window, click the “Advanced Properties” tab in
the Playback section. Then click on the “Performance” tab. Change
the Audio Playback Hardware Acceleration from "Full” to “None.”

DirectX Troubleshooting

YOU DON'T KNOW JACK 5th Dementia® uses Microsoft's DirectX 7
technology, which provides components and drivers to enhance
every aspect of high performance applications. If DirectX is either not
installed on your system or if the version of DirectX currently installed
is not Version 7, this product will install DirectX 7 during the program
setup. Please note that DirectX 7 cannot be installed properly if the
Sound Recorder and Volume Controller Windows components are
not installed. In order to run this product with the best possible per-
formance, your video card and sound card should be DirectX-com-
patible with certified DirectX drivers properly installed. If you experi-
ence sound or display difficulties, a likely source of the issue is an
outdated or incompatible driver. To verify that you have DirectX certi-
fied drivers installed on your system, run the DXDIAG.EXE program
that is copied to your hard drive when this product is installed. This
program displays version and status information for your sound and
display drivers, as well as all other DirectX components installed on
your system.

15



Are You Pissed About A Question?

This game is for entertainment purposes only. The facts expressed
in YOU DON'T KNOW JACK® were researched and found to be cor-
rect at'the time of publication.

All the questions in YOU DON'T KNOW JACK® have been verified
by a crack team of writers. Now, we're not saying that we're perfect,
but we're pretty damn close.

Nonetheless, if you feel that one of the guestions is somehow in
error and you want to gripe about it, feel free to vent your aggression
by sending e-mail to pissed @ jellyvision.com or old-fashioned mail to
this address:

“I'm Pissed About A Question”
Jellyvision, Inc.
848 West Eastman
Suite 104
Chicago, IL 60622

If your letter is entertaining, we’ll post it in our kitchen. When you
send us your letter, we own it and can use it however we want.
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Customer Service, Support and Sales

Visit www.youdontknowjack.com
for technical updates.

United States

Sierra Direct

P.O. Box 6239001

El Dorado Hills, CA 95762-9972

U.S.A. Sales Phone: (800) 757-7707
International Sales: (425) 746-5771
Hours: Monday-Friday 8AM to 4PM PST
FAX: (916) 839-1010

Germany

Havas Interactive, Inc.
Robert-Bosh-Strasse 32

D-63303 Dreieich

Germany

Tel: (0) 6103-98-40-40

Montag bis Freitag von 9h - 19Uhr
Fax: (0) 5103-99-40-35

France

Havas Interactive

Parc Tertiaire de Meudon
Immeuble “Le Newton”

25 rue Jeanne Braconnier
92366 Meudon La Ferft Cedex
France

Phone: (01) 48-01-46-50
Lundi au Vendredi de 8h - 19h
Fax: (01) 46-30-00-65

United Kingdom

Havas Interactive, Inc.

2 Beacontree Plaza

Gillette Way

Reading, Berkshire

RG2 0BS United Kingdom

Main: (0118) 820-9111
Monday-Friday, 9:00 a.m. - 5:00 p.m.
Fax: (0118) 987-5603

Disk/CD replacements in the U.K. are
£6.00,

or £7.00 oulside the UK. Add "ATTN.:
Returns.”
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On-Line Sales

Internet USA: www.sierra.com

Internet UK: www sierra-online.co.uk
Internet France: www.sierra.fr

Internet Germany: www.sierra.de
CompuServe UK: GO UKSIERRA
CompuServe France: GO FRSIERRA
CompuServe Germany: GO DESIERRA

North America

Sierra On-Line cffers a 24-hour automated
technical support line with recorded
answers to the most frequently asked
technical questions. To access this serv-
ice, call (425) 644-4343, and follow the
recorded instructions to find your specific
topic and resolve the issue. If this fails to
solve your problem, you may still write or
fax us with your questions, or contact us
via our Web site,

Sierra On-Line

Technical Support

F.O. Box 85006

Bellevue, WA 98015-8506

Main: (426) 644-4343

Man-Fri, 10:00 a.m.- 6:45 p.m. PST
Fax: (425) 644-7697
http:#/www.sierra.com
support@sierra.com

United Kingdom

Havas Interactive offers a 24-hour
Automated Technical Support line with
recorded answers to the most frequently
asked technical questions. To access this
service, call (0118) 920-8111, and follow
the recorded instructions to find your spa-
cific topic and resolve the issue. If this
fails to sclve your problem, you may stil

write or fax us with your questions, or con-

tact us via our Internet or CompuServe
sites.

Havas Interactive, Inc.

2 Beacontree Plaza

Gillette Way

Reading, Berkshire

RG2 0BS United Kingdom

Main: {0118) 920-9111
Monday-Friday, 2:00 am. - 5:00 p.m.
Fax: (0118) 987-5603
http:/fwww.sierra-online.co.uk

France

Havas Interactive, Inc.

Farc Tertiaire de Meudon
Immeuble “Le Newton”

25 rue Jeanne Braconnier
92366 Meudon La Forit Cedex
France

Telephone: 01-46-01-46-50
Lundi au Vendredi de 9h 1 18h
Fax: 01-46-30-00-85
http:/fwww.sierra.fr

Germany

Havas Interactive, Inc.
Robert-Bosh-Str. 32

[-83303 Draieich

Deutschland

Tel: {0) 6103-92-40-40

Montag bis Freitag von 8 - 18Uhr
Fax: (0} 6103-99-40-35

Mailbox: (0) 6103-99-40-35
hitp:/fwww.gierra.de

Spain

Havas Interactive, Inc.

Avenida de Burges 9

1]-OF2

28036 Madrid

Spain

Telefono: (01) 383-2623

Lunes a Viermes de 9h30 a 14h y de 15h
a 18h30

Fax: (01) 381-2437

Italy
Contattare il vostro distribotore.
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YOU DON'T KNOW JACK® 5th Dementia Credits i

For Sierra On-Line, Inc.

Sierra Business Unit Manager
Stephen Van Horn

I have no idea what she does
Barbara Schwabe

Producer
Joey MacArthur

Associate Producer
Cara Ely

Senior Brand Manager
John Friederich

Associate Brand Manager
Heidi J. McCory

Quality Assurance Director
Gary Stevens

Quality Assurance Supervisor
Laurel Randall

Quality Assurance Lead
Lorrie Ann Doria

Quality Assurance Analysts
Ryan Condon

Donald Fisk

Katrina Quan

Linda Anne Simpson
Elizabeth Skoczen

Geoff Upton-Rowley

Jessica Yturri

Package Design
Melissa Farmin
Mark Von Gunten
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YOU DON'T KNOW JACK® 5th Dementia Credits

For Jellyvision, Inc.

Director
David Houghtaling

Producer
Michele Lindzy

Lead Software Engineer
Rene Rivera

Art Directors
Michael Glascott
Tim Sniffen

Game Software Engineers
Ricardo “Raist” Hernandez
Edward Lott

Network Software Engineer
Steve Anichini

Game Engine Architect
Edward Lott

Additional Engineering by
Dave Krohn

Steve “Crowdpleazr” Latta
Simeon Peebler

Paul Reynolds

Game Art and Gameplay
Animations
Ben Gomez

Additional Art by
Jody Evenson
David Innis

Allard Laban

Production Artist
Tom “Chopper” Custer

Lead Audio Producer
Lina Chern
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Contributing Audio Producers
Brian Chard

Jason Meyer

Michelle Sobel

Gabe Val

Host
Phil Ridarelli as “Josh ‘Schmitty’
Schmitstinstein”

Senior Editor
Steve Heinrich

Lead Writers
Mike Brumm
Amy Lippa
Shannon Miller
Kate Powers
Tom Runtz

Contributing Editors
Joel Husenits

Kelli Kaufmann
Matthew B. Kelly

Contributing Writers
Brian Chard

Jeremy Hornik

Steve Newman
Edmund Q'Brien
Sean Quinn

Marta Segal

Allison Silverman
Traci Todd

Sign-In Host
Patrick Heupel as “Gerard”

Quality Assurance Manager
Steven Beasley

Quality Assurance Analyst
Ashley Pearlman

Music by BM Music
Brian Chard
Andy Poland

Original Theme Written by
Kevin Quinn
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Audience Information Services
Patience Dennison

Interactive Writing & Audio
Tools
Edward Lott

Manual Layout
Arthur Turnbull

Jellyvision Business
Administration
Steve Hammeond
Patrick Heupel
Anna Hinich
Kurt Hirsch

Ed Huerta
Amanda Lannert
Liz Michaels
Steve Newman
Jamie Pekarek
Lori Simon

Kira Steiner
Vaiva Vaisnys
Seth Watson

Jellyvision Technicians
Adam Charney
Arthur Turnbull
David Widener

Background Voices &
Commercial Production
Jellyvision Staff

Special Thanks to ...
George Allande
Rebecca S. Allen

Mac Antigua

Lora Antigua

Kelly O'Conner Crees
Ali Davis

Xanthie Drankus
Peter Duckler

Edegar S. Epaminondas
Paula Evans

Mike Gerber

Yvonne Houghtaling
Jeffrey Laird

Matthew C. Larsen
Mark Lindzy

David B. Lynch
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Special Thanks to ... (continued)
Donna Manning

Kenneth Miller

Dana O’Brien

Edmund O'Brien

Alice Pacyga

Jessica Rogers

Zafreen Sirajullah

Jeffrey Taylor

Linda Willey

Barry Winograd

and

The Whole Jellyvision Gang

Special Thanks Also to ...
Our Beta Testers

Conceived by
Harry Gottlieb

Uses Miles Sound System. Copyright © 1991-2000 by RAD

Game Tools, Inc.

Game software is based in part on the work of the FreeType

Team.
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YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT BEFORE
INSTALLING THIS SOFTWARE PROGRAM. IF YOU DO NOT AGREE WITH THE TERMS OF THIS AGREE-
MENT, YOU MAY NOT INSTALL THE SOFTWARE AND MUST IMMEDIATELY RETURN IT FOR A REFUND
FROM YOUR VENDOR OR SIERRA.

This software program, any printed materials, any on-line or electronic documentation, and any and all coples
and derivative works of such software program and materials (the "Program™ are the copyrighted work of
Sierra On-Line, Inc., its subsidiaries, licensors and'or its suppliers. All use of the Program is governed by
the terms of the End User License Ag it which is provided below ("License Agreement). The Program
is solely for use by end users according to the terms of fhe License Ag t. Any use, r uction or
redistribution of the Program not in accordance with the terms of the License Agreement is expressly pro-
hiblted.

END USER LICENSE AGREEMENT

1. Limited Use License. Sierra On-Line, Inc. ("Sierra"} hereby grants, and by installing the Program you
thereby accept, a limited, non-exclusive license and right to install and use one (1) copy of the Program for
your use on either a home or portable computer. You may not network the Program or otherwise install it or
use it on more than one computer at a time. The Program is licensed, not sold. Your license confers no title
or ownership in the Program. You may only use the Program for lawful purposes.

2, Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and
all coples thereof {including but not limited to any titles, computer code, data, themes, objects, characters,
character names, stories, text, dialog, catch phrases, locati pts, artwork, animati sounds,
positions, audio-visual effects, hods of operation, moral rights, any related documentation,
and "applets" incorporated into the Prog'ram] are owned by Sierra or Its licensors. The Program is protected
by the copyright laws of the United States, international copyright ies and i and other laws.
All rights are reserved. The Program may contain certain licensed mntcrlala and Sierra's licensors may act
to protect their rights in the event of any violation of this Agreement.
3. Responsibilities of End User.
A. Suhjact tu the grant of license hereinabove, you may not, in whole or in part, copy, photocopy,
reverse | derive source code from, mndif_-,-, disassemble, decompile, or create
derivalwe wnrks hased on the Program, or remove any proprietary notices or labels on the Program without
the prior consent, in writing, of Slerra.

B. The Program is licensed to you as a single product. lts component parts may not be separated for
use on more than one computer.
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€. You are entitled fo use the Program for your own personal use, but you are not entitled to:
(i) sell or transfer reproductions of the Program to other parties in any way, nor {o rent, lease or
license the Program to others;
(i) exploit the Program or any of its parts for any fal includi but not limited
1o, use at a cyber cafe(, computer gaming center or any other network or location-hased site; or

{iii) host or provide matchmaking services for the Program or emulate or redirect the cnmmurm::atinn proto-
cols used by Sierra in the network feature, if any, of the Program, through
ifying or adding te to the Program, use of a utility program or any other techniques now

known or hereafter developed, for any cial purpose incl but not limited to commercial network
play over the Internet, network play utilizing commercial gaming networks or as part of content aggregation
networks.

D. You must back-up to another secure location, on a regular basis, any data files concerning your use
of the Program as Sierra has no liability for lost or corrupted data.

4. Program Transfer. You may permanently transfer all of your rights under this License Agreement, provid-
ed the recipient agrees to the terms of this License Agreement and you agree to remove the Program from
your home andior portable computer,

5. Termination. This License Agreement is effective until terminated. You may terminate the License
Agreement at any time by destroying the Program. Sierra may, at its discretion, terminate this License
Agreement in the event that you fail 1o comply with the terms and conditions contalned herein. In such
event, you must immediately destroy the Program.

6. Export Controls. The Program may not be re-exported, downloaded or otherwise exported into (or to a
national or resident of) any country to whuch lhe U.S. has embargoed goods, or to anyone an the U.S.
Treasury Department's list of ially I Nationals or the U.5. Commerce Department's Table of
Denial Orders, By installing the Program, you are agreeing to the going and you are r ing and
warranting that you are not located in, under the control of, or a national ur resident of any such country or
on any such list,

7. Limited Warranty. SIERRA EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE PROGRAM. THE PRO-
GRAM IS PROVIDED "AS 1S" WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED,
INCLUDING, WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR
A PARTICULAR PURPOSE, OR NONINFRINGEMENT. ANY WARRANTY AGAINST INFRINGEMENT THAT
MAY BE PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMMERCIAL CODE AND/OR IN ANY
OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED.

The entire risk arising out of use or performance of the Program remains with you, however Sierra warrants
up to and including 90 days from the date of your purchase of the Program that the master disk on which
the Program is furnished shall be free from defects in material and workmanship. In the event that the mas-
ter disk proves to be defective during that time period, and upon presentation to Sierra of proof of purchase
of the defective Program, Sierra will at its aption 1) correct any defect, 2) provide you with a product of
equal or lesser value, or 3 refund your money,

8. Limitation of Liability, NEITHER SIERRA, ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICENSORS
SHALL BE LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF
THE PROGRAM INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER
FAILURE OR MALFUNCTION, DATA LOSS, DATA CDHRUPTIDN OR ANY AND ,ﬂ.LL OTHER COMMERCIAL
DAMAGES OR LOSSES. Some states do not allow the or limitatlon of i | or
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or allow limitati on how long an implied warranty lasts, so the above limitations may not apply

to you.

9. Equitable Remeches You herehy agree that Swnra would be irreparably damaged if the terms of this
License Agr t were not , and therefore you agree that Sierra shall be entitled,
without bond, other security, or prool of damages, to appropriate equitable remedies with respect to hreach-
ez of this License Agreement, in addition to such other remedies as Sierra may otherwise have available to
it under applicable laws.

10. Miscellaneous. This License Agreement shall be deemed to have been made and executed in the State
of Washington, and any dispute arising hereunder shall be resolved in accordance with the law of the State
of Washington. You agree that any claim asserted in any legal proceeding by one of the parties against the
other shall be commenced and maintained in any state or federal court located in the State of Washington,
Krng County, having subject matter jurisdiction with respect to the dispute between the parties. This License

may be altered or modified only by an instrument in writing specifying such amend-
mant alteration or medification, which is executed by both parties. In the event that any provision of |hls
License Agreement shall be held by a court or other tribunal of p isdiction to be ] y
such provision will be enfi d to the extent permissible and the ining portions of this

License Agreement shall remain in full force and effect.

You hereby acknowledge that you have read and understand the foregoing License Ag t and agree
that the action of installing the Program is an acknowledgment of your agreement to be bound by the terms
and conditions of the License Agreement conaamed herein. You also acknowledge and agree that this
License Ag t is the lete and !l tat t of the t between Slerra and you and
that the License Agreement supersedes any prior or aneous Jg t, either oral or written,
and any other communications between Sierra and you including any inconsistent writlen license agreement
or on-line help accompanying the Program.
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The Sierra On-Line No-Risk Guarantee _

The Promise: We want you to be happy with every Sierra On-Line
product you purchase from us. Period. If for any reason you're
unhappy with the Program, return it within 90 days of your purchase
for an exchange or a full refund.

The Only Catch: You've got to tell us why you don't like the
Program. Otherwise, we'll never get any better. Send the Program
back to us within 80 days of your purchase, postage prepaid, along
with your original, dated sales receipt and we promise we'll make
things right.

Disk and or Manual Replacement:
Sierra On-Line Fulfillment

4100 West 190th Street

Torrance, CA 90504

Product Returns:*

Sierra On-Line Returns

4100 West 190th Street

Torrance, CA 90504

(*Returns valid in North America only.)

NOTE: To replace defective CD-ROM(s) please send all CD-ROM(s)
and a copy of your dated sales receipt to the above fulfillment
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address, if less than 90 days from your purchase. After 90 days from
your purchase, for replacement of defective Programs, you must also
include a $10.00 check payable to Sierra On-Line, Inc. for shipping
and handling fees along with all CD-ROM(s). For replacement
Program documentation, you must include a $5.00 check payable to
Sierra On-Line, Inc. for shipping and handling fees and a photocopy
of the jewel case from the Program. Payment must be made at the
time of your request. Sorry, no credit cards. Returns to this address
valid in North America only.




Software, screen graphics, text and sound © 2000 Jellyvision, Inc.
All Rights Reserved. YOU DON'T KNOW JACK, Screw Your
Neighbor, Jack Attack, Gibberish Question, Don’t Be A Wimp,
Jellyvision and the Jellyvision logo are registered trademarks, and
DisOrDat and Bug Out are trademarks of Jellyvision, Inc.

Packaging © 2000 Sierra On-Line, Inc. All Rights Reserved. Sierra,
Sierra Attractions and the All Play No Work logo are trademarks of
Sierra On-Line, Inc.

Microsoft and Windows are registered trademarks of Microsoft Corp.
Any other trademarks are the property of their respective owners.

® designates trademarks registered in the USA which may be regis-
tered in certain other countries.
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