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3017

It was the year of the septicentennial of the founding of the Federated Suns. For exactly 700
years, House Davion had ruled this portion of the Inner Sphere. Heras Ragen's father was a
Colonel of an alite force in the powerful Davion army, but the army of Hansa Davion was not on
the planet of Redondo thal fateful night of January 12th. Colonel Joseph T. Ragen was an idol to
his son. He was the best MechWasior in the best force in the anmy of the best of the Successor
Housas. But thera was more 1o the man than the boy knew. The colonel had been working 1o
infitirale and destroy the ranegade mercenary carel callad the Dark Wing Lance — and he'd
leamed entirely too much. Somehow, the localion of his residence had leaked to the Dark Wing
Lanice, and a plan was drawn up for a covert ht operation. Before 1aking action, the mambers
meade a pact; immediately afier the hit they would disband and lay low for 10 years, maintaining a
code of strict sacrecy, balore regrouping to again undertake thelr nefanous enterprise

Under cover of night, the lance attacked. While playing at a friend's home, young Herras heard
the sounds of the firing. Rushing home, he found a roaring infamo where he and his mother and
father and sister had lived and eaten and laughed and cried together. Orphaned at the age of
12, he vowed that someday he would have revenge cn those who had done this.

The oulrage and shock that echoed through every homa in the Fedarated Suns has long since
died down, but it lives on in the heart of Herras Ragen, now a young man. After he saw what
happened 1o his family, Herras could not serve the House of Davion. Now he makes his lving,
one day at a time, as a freelanca MechWarrior — selling his senvces, not 1o the highes! bidder,
but to amyone whase contract might lead him closer yat 1o tha insidious Dark Wing Lance

Herras has firelessly and obsassively chased down
every rumor about tha Dark Wing Lance. This quest
has led him here, to the planel Galatea, where mernca-
nary MechWarriors and the drags of the Innar Sphere
gather.

But we don't need 10 tell you this — for you are Harras
Ragen.




Getting started
Insert the MechWarrior Game Pak and then turn on your system. On the title screen, you ¢an
sekect your game options. Prass any bution when the desired option is highlighted.

START GAME
PRACTICE
STEREOQ
LOAD GAME

It you are playing for tha first time, you'll probably want to select PRACTICE and get right info
your ‘Mech and blast some other ‘Mechs.

The LOAD GAME option will only be displayed if you have previously saved a game.

The object of MechWarrior

In MechWarrior, you play the role of Herras Ragen. Operating out of the outpost on Gaiatea,
your object is 1o find the mambers of the evil Dark Wing Lance and have your revenge. YouTl

hawve 1o identity and find them first. And you'll never be able 1o do it with just your Nexus (your

first ‘Mach), either. As you earn manay for successiully fultiling contracts, you'll be able to afford

bbetter ‘Machs so that you can deal with the anemies you encounter.

Quick introductory walk-through
At the title screen, selact START GAME and press any button. You'll see yourself (Hemas).
Press any button to exit the screen, and you'l find yourself on the main menu screen.




On tha main menu screen, the icon lor Club Zero-Zero is already highighted for you. Press B or
¥ (*Yes') to go 1o the club.

I the club, you'll see another club icon already highlighted for you. Press Bor Y lo initiate &
conversation with Cearle, the walter/proprigtorichiet-bottle-washer of whal is jokingly referred to
as the dining room of this establishment. He'll1ell you which pianet 10 go to first (Galeton). After
ha's lefl you alone, press A or X ("aXit") to exit the club and go back 10 the main menu.

Back at the main Galatea menu. select "G.H.0." In G.H.0. you'll be presented with a vanety of
passible marcenary contracts. 1l need be, click on the right-arrow icon (just below Ihe “OKY icon)
and keep pressing B until the Galeton contract appears. Click on the ‘OKI" icon to sign the
contract (press B or Y], and you'll exit back to the main menu.

Back at the main menu, you'll see that the Batle icon (skull and crossbones) is now available,
and highlighted. But don rush into battle just yet. Move the highiignt all the way 10 the night, 1o
the ‘Mech icon, and press B.

In the ‘Mech Gomplex, there are enly three icons available 1o you right now: RepainReload
(wrench): Customiza (277°), and “Buy.” Trust me, you don't have enough maney 1o buy any
"Mechs yel. Click on the *277" ican, 1o go to the Chop Shop and buy some exira armor for
your "Mach.

When you enter the Chop Shop menu screan, the weapons icon is highiighted. Move the
highlight down, 10 the ammor icon, and press B. You enter the armorers bay. Use the right-armow
icon 10 increase your armar &5 much as you want, then select "OKT™ You automancally exit the
armorer’s bay back 1o the Chop Shop screan -- and youll see that you don't have much monay
lefl. Press A or X to exit the Chop Shop.

Back a1 the ‘Mech Complex screen, press A or X to exit back to the main Galatea manu.

Back at the main menu, you're ready now for your first mission. Click on the battie icon. Your
Mach will be presented for your inspection — you're ready. Click 0K and go blasl
those ‘Mechs!




Controlling your ‘Mech

This diagram shows how the controfler is used in battle:

Select weapon

OWACS view
Jump jets

o

Mova your

"Mach and (with Y button) / [

targeting reticle Activate targeting contral
{with -~ Conirol Pad)

General controls:

To start tha game from the btie screen Any bution
To accept & menu option when it's highlighted B bution or Y (“Yes") button
To exit a manu screen without accepbing & menu option A button or X ("eXit") button

Baltle conlrols:

To move your ‘Mech Conirol Pad

To fire your selected weapon Press the B button and release

To activate the Automated Weapons System Press and hold the B buion

To select a weapon (beacket it on weapon display) L bution or R button

To targel a speciSic part of an enemy ‘Mech Hold ¥ button and move the targeting
raticla with the « = Control Pad

To use jump jets A buttan

To toggle your OWACS radar viewscrean on or off X button

To pause and unpause the game START bution

To exit batile scena and return to Galatea Held L button and R btion
simudtaneously for about one second.




Your ‘Mech's cockpit control panel
Thera are several differant cockpit arrangements. all of which give basically the same information

The stalus display shows a rotating, animated image of your ‘Mech. If your ‘Mech has any
damaged pans, thase wil flash red. At the right of the stalus cisplay is a gauge which shows the
heat level of your 'Mach.

The target monitor shows a rotating, animated image of the ‘Mech which is currently targeled.
As you cause damage 1o if, you can see the alfected parts flash red.

The weapons monitor lists each weapon on your ‘Mech. In the case of a weapan which requires
ammunition (such as a machine gun or a missile launcher), the number of builets or missiles is
shown 1o the right. A pair of brackets indicales the currently-salected weapan.

The radar scope shows the relative location of all enemy ‘Mechs in radar range. Radar range s
alittie shorter than your visual range. The major advantage to the radar scope is that it also
shows you 'Mechs outside your angle of view—beside you or befind you. Al the botiom of the
radar screen is a speedometer, showing your ‘Mech’s speed in kilometars per hour

There is a fifth instrument available to you, but it's not on your cockpit control panel. Press X to
access the OWACS (Ovbital Wamning And Control System) viewscreen, Tha OWACS




viewscreen gives you a much broader view of your iocale, and indicates the direct:an 1o enamias
(=) and bases (B} within or outside your fiald of view. It also shows which way is nodh (N) and
the location of special pickups (P). While in the OWACS viaw, you coninug 10 control your
‘Mech's movement and aclions, and you are stil subject 1o enemy aftack. Press X again lo turn
tha OWACS view off.

Further information
There ara four possible exits from the Galatea main menu: Battle, Club, G H.Q., and ‘Mech
Complax (see menu screen on page 4 of this manual).

Highlight an exit ican using the = - Control Pad, and press B or ¥ ("Yes”) 1o go 1o the indicated
location. To return 10 this screen from Club Zaro-Zero, G.H.O., or the "Mech Complex at any
time, press A or X ("aXit"). To play MechWarrior, you'll need to become familiar with the options
made avallable 1o you in all of the locations on Galatea, and use them all 10 your advantage

Club Zero-Zero

Club Zero-Zaro (so called because it's on Galalea’s equator — 07 lattude — and at 07 longitude)
Is tha place 1o be, if you want to hear news and rumors and get tips about where you might find
Dark Wing Lance members. You'll be able to meet a variety of characters here, as well as to




view your holowid messages and waich the NewsNet. It's important o maka full usa of the
Club's faciities, of you won't know whal contracts 1o ask for at G.H.Q., and the necessary
contracts won't ba available to you. So pay close atention!

WUsing tha holovid player is pretty straightiorwand — but il
yOU'VE Naver seen one, or even a kate-20th century VCR.
you might not be familiar with the universal symbals for
“fast-foeward,” "play,” and "sjed.” You press one of these
butions by highlighting # and pressing Bor Y. Fast-
{orward to view other holovids queued up on the player.

Cearle Jamist — the propeietor and maitre o of tha club.

He gets on your nenves sometimes with his constant

chatter, but he seems [&e a nica guy. But you're new

hera on Galatea, you don’t know who you can trust,

Larman Sholest — Larman is an expenenced merc, a veteran of mora batties than he can
remember. He's kept his skin in one piece through it all, o he defindely knows his stulf.

Duft Skully — a marcenary whosa loyalty is unguestioned; everybody knows his loyalty is o
Number One and the almighty C-bill

Meace Yarta — if you need some exira cash on the side, go see Meece. He's kinda sleazy. a
merc who likes 1o gel others to take the tough jobs for him.




Agent Vermin Minter — this spy has a compromised comm link with House Marik; her holovids
keep winding up in your hands!

Zach Slasher — a mercenary MechWarrior you'll meet along the way. Make sure it's notina
dark alley, okay?

Roden Wull — so you want some information, huh? Got any C-bills? Professional informants
are an unpleasant necessity in this day and age.

Yerg Gantor — another veleran merc, and one tough cookie.
Lana Mann — the lovely spy from House Davion. No one can resist her charms.

Wolf Glupper — yet another merc. With so many mercs kickin® around, you can see that you
guys are a dime a dozen.

After you've done everything you need to do in The Club, press A or X fo exit back to the main
Galatea menu

Complex

This is where you can do averything related to your ‘Mech— except fight with it, of course. Not
all options will be available to you all the time. To exit the ‘Mech Complex, press A or X.

RAeloadirepair

Customiza




Reload / repair your ‘Mech

After a battle, you'll need to reload and repair your ‘Mech. If you don't have enough
C-bills for a full refit, only the affordable repairs will be effected. If you want to leave
without fixing anything, press A or X,

Customize your 'Mech

Mercs in the kniow call this place the Chop Shop. This is probably the most
complicated part of the ‘Mech Complex. There are six possible action icons here:

Next ‘Mech e i |  Heatsinks
\Weapons - 2 M  Eooine
Armor i | Jump jets
Unless you have more than one ‘Mech, the "Next ‘Mech” icon will not be available to you. To add

anything fo your ‘Mech, click B or ¥ on the appropriate icon if you have the cash (if you don', the
“BUY" icon won't appear)

When you're buying multiple items like jump jets or armor, you will find that the right-arrow (buy)
icon disappears when your ‘Mech can't hold any more. Watch for the icon to change, and click
"OK” to go buy something else — othenwise, you might unknawingly sell the items back!

It's possible to exceed the recommended weight [imitation on your ‘Mech. You'll see a warning
when this occurs. It is possible to go into battle with a ‘Mech that weighs too much or too little for
its class (see “The ‘Mechs,” elsewhers in this manual), but if you fry it, you'd better fight well, and
fast!

To exit the Chop Shop at any time, press A or X.




Buv 8 new 'Mach
Click on the right-arrow icon to see all the available ‘Mechs. If you see one thal's in your budget,
click on “BUY™ and it's yours. Otherwise, put your tongue back in your mouth and press A or X fo
et back o the job at hand. You can own a maxdmum of four ‘Mechs.

Qg jech
The fourth icon in the “Mech Complex menu will only bacome available to you when you have
maore than one ‘Mech. By tha fima that happans, you wen't need any instructions about what 1o
do here.

G.H.Q. (General HeadQuarters)

G.H.Q. is a clearing house for mercanary contracts. The process of negotiating contracts, like
many things in the “twenties, has become a cold impersonal computerized interaction. You can
view the available contracts by clicking on the right- and lett-arrow icons. To accept a contract
without negofialing the price, just click "OK." Once you've accaplad a confract, you can't take
any other contracts; you'll have to lulfill your obligation ... or go down tryin'.

Houses typically offer mercenary contracts at a fairty low opening price. You can

usually gat more monay lor a contract. Click on the “$8§7 icon 1o go to the
negotiation screen. To increrse the amount you request for the contract, click on the “UP” icon.
Press "OKI™ 1o enter your bid. You'll be retumed to the G.H.Q. menu, and you'l hear a bell
sound if your price is acceptable 10 the Housa.

To sign the conlracl, click on the “OK™ icon. Or if you want 1o exit the negotiation screen witheut
putting yeur cands on the table just yet, press A or X.

ViS5 intorm il

After you've gotten the hang of being a MechWarrior, youll see the importance of knowing as
much a5 you can about your mission before taking off. On the cantract, it tells the type of
fmission you're going on — it's vital to know what it is you're expected to do! By dlicking on the
“INFO" icon, you can get information about the planet to which you'll be going, and how many
enemy units you'll be up against.

Garrison Duty — the easiest missions. Houses normally empioy mercenaries for garrison duty
10 free up their own troops for the iront ine. Defend a planet from the odd “Mech or two (destroy
all you find) and you've earmned yourself 5ome easy money.




Riot Duty — somewhat simitar to gamison duty. but larger groups of ‘Mechs will ppear, and
youTl be paid more, You gotta get 'em all lo complete the mission.

Reconnaissance Raid ("Recon’) — you have 1o locate and collect a specific object on th
planet whike fighting off enemy 'Mechs

Objective Raid — one step up from recon raids. The objective is still to collect something, but
there'll be more "Machs in your way this lime, and of course the pay is better.

Planetary Assaull — enemy “Mechs are trying to get ino a base, and you gofta stop ‘emall.
just one gets in or if the base gets destroyed, you've failed in your mission

Offensive Campaign — same as 8 Planatary Assaut, but thera 'l be more ‘Mechs and

highes pay.

Security Duty — protect & base from attacking ‘Mechs. You'l have 1o destroy them all, ang
make sure the base doesn't get destroyed in the procass.

Slege Campaign — you have 1o locate and destroy an enemy base. It's protected by ‘Mechs, of
courss, and you'l have to deal with thase 100,

Ater making sure you know what's expected of you, you should check out the information on the
planet. 100 — if ir's hot, you'll need more heat sinks. Hf It's high-gravity, you'll want to take that
into consideration when shopping lor jump jets. And lika that thare

g a game in progress

Ciick on the batiom icon in the G.H.C. manu 1o save a game, The compuler will show the date
when you saved the game, and you'll be able to save three games. Remember which one i
yours if you're sharing the Mech\Warrior Game Pak with a frend

If you ever want 1o erase a saved game, [ust starl a new game, go straight 1o GH.Q., highlight
the saved gama you want lo erase, and save a game on top of it. The date will change lo
January 4ih, 3027, and whataver mess you'd gotien yourselt into in that old saved game wil
wvanish into so marny electrons, never 1o bother you again

When you're ready 10 exit the G.H.Q. screen, press A or X 1o go back o the Galatea menu

screen. | you do this without first having accepted a contract (by clicking on the “OK” icon), you
will not be able 1o go into battle.

Battle
After you've gotten a contract, the skull-and-crossbones lcon will appear on the Galatea menu
screen. Click on i, and you take off for the planet where the coniracted-for battle will take place.




‘You probably already know about as much about batle as any other merc on Galatea, if you've
raad avarything up 1o here sally "G ling your ‘Mech,” and “Your ‘Mech's cockpil control
panel), and if you've pul in some time in the practice batfle simulator. But a few mora words
hene abou battke couldn’t hurl

Lika mainly, know witen f0 quit. If you're outta ammo, your damage indicator is fiashin’, and the
‘Mechs just keep comin’, bail outta there, pal. Press and hold the L and R buttons simulta-
neously (for about a sacond) to quit back to Galalea. I you don't bail cut, your cockpit capsule is
aviomatically ejecied in the event of ‘Mech destruction anyway. So you'll be able lo take the
péeces back to the ‘Mech compiex and Iry to repair it, but that takes monay. Batter to default on
a contract than 10 hava to pay to fix a ‘Mech that's been lotaled

Ending the game

Sometimes your ‘Mech may be destroyed in battle. You'll usually be given another chance —
you can take the same mission again il you want (after repairing or refoading your 'Mech if you
have the money, or choasing one of your other ‘Mechs if you have one) and re-enter the fray.
Fail the sama mission twica, and you lose your life {and the gama),

If your "Mech has been desiroyed and you dont have encugh money 10 fix it -- and you dont feal
liki gatting up from your chair o press AESET - you can end the game by accepting the same
contract you took bafore, go the planet, and get biown up again. The pame will end and you can
start over with a new ‘Mech

But if you're good enough, you'll win in the end. You'll hunt down the members of the Dark Wing
Lance and have your ravenge al last.




The ‘Mechs

The BattleMech is a highly sophisticated of 20th century war machines called
Sanks.” The mos! powerful war aver buill, these beh the baitiehelds
of the Succession Wars. ‘Mechs come in four basic categonies. light, medium, heavy,

and assaul.

Light ‘Mechs, at 20 to 40 tons, are tha most inexpensive and common type; they're mostly used
In reconnaissanca due 10 their speed and jump capabilty. Medium ‘Machs are the real work-
horses of the MechWarrior universe. Ranging from 40 to 80 tons, they usually end up doing the
dirty work because of their versatiity. Heavy ‘Mechs, weighing in at 60 to 80 tons, are the major
forca on the battlelisld. Their capacity for delivering and withstanding enormous amounts of
damage can make 3l the diference in a baftle. The assault ‘Mechs are the true heavyweights of
the MechWarriar universe. With tonnage ranging from 80 o 100, their massiva armor and
weaponry maka them lormidabie opponents. Bul fhey're pretiy dam siow.

The secrets of the intricate technology invalved in making ‘Mechs was lost In the chaos of the
Succession Wars — nowadays the best that paople can do is mix-and-maich ‘Mach parts. Lost
technalogy (called simply “loslech”) has bacome a valuable commodity — there's abways the
hope that somexday the secrets of building ‘Mechs will be re-discoverad.

The Nexus may nol be the biggest or strongest ‘Mech around, but it's nothin® to sneeze al.
Reliable and quick, the Nexus is a good beginning "Mech until you earn anough C-bills to buy
something with more oomph,

Class: Light ‘Mech

Mass: Z3lons

Maximum speed: 125 kph

Jurmnp jets: 5

Armor facior: 48

Armament: Short-range homing missiles
Small laser




e heavier than the basic Nexus ‘Mech. The main difference,
1 of the missiles instead of the machine gun.

Class Light "Mach

Mass: 25 tons

Maximum speed: 144 kph

Jumnp jats: &

Armor lactor: 48

Armar Short-range non-homing missiles

Small laser

This variant of the Nexus, with the addition of arms, gains some weight but packs considarably
morg punch with its missles and medum laser.

Class. Light ‘Mech
Mass: 30 1ons
Maximum speed 126 kph
Jump j

Armor lacior:

Amament Medium laser
-range homing missiles




With the tripla whammy of medium-range missiles and medium laser and machine guns, this is
the most powerful of the Nexus variants. It also can withstand the most punishment of any of ihe
Nexus ‘Mechs

Class Light ‘Mech

Mass: 35 lons

Maximum speed: 108 kph

Jump jats: §

Armor factor 96

Armament: Medwm-range non-homing missies
Medum laser
Machine guns (2}

The Raijin, named after the mythological Japanese god of thundar, is well named. It may not be
a5 quick as lightning, but it unquestionably makes itself haard with its long-range homing missies
and medium laser.

Clags: Medium ‘Mech

Mass: 55 lons

Maximum speed: 108 kph

Jump jets 4

Armor tacior: 112

Armamnt Medium laser
Long-range homing missiles
Machine gun




i \‘
up to its namesake by dinl of its versal

Class

Mass

Maxmum speed
Jump jets:
Armar factar
Armament:

This hea
machings

Class:

Mass:

Maximum speed
Jump als

attack ‘Mech, a variant of the popular Crusadar, s one of the
around. s twin PPCs make it a formidable opponent against any “‘Ma
anough to be in the woinsty,

,.:-ds of thunder | Ra,m and m‘\‘
ity and ferocity.

The Fum ves

Medium ‘Mech
ons

108 kph

5

88
Large faser
Medium-range homing missiles

Heavy ‘Mech
75 tons
72kph

L)




The dictionary defines Ragnarok as: "the final destruction of the world in the conflict between the
Norse gods and the powers lad by Loki™ Pretty heavy stuff, which is fitting for this gigantic
assaull ‘Mech. Someday you might run info a 4-iegged variani, commenly relerred 10 as the
Ragnarox/4. Bul on Galatea you'll only encounter Ihe slandand 2-legged variety.

Assaull ‘Mech
4 B0 lons

Maximum speed: 76 kph

Jump jets: None

Armor factor: 280

Armament: Particie projection cannan
Long-range homing missiles
Medium laser
Machine gun (2)

‘Wihan buying weapons, thirk missles. Shor range homing missiis are cheap and effective, and you get a ot ofem
Mecium-rangs masies lat you keep your datanci (1om T anemy, bul you gt ess.

Wihan you'rs on & bake piant, you'l 5ee that the instaliations are bunad in e ground — MOViNg BCICSs the lops of
30 buitings wil slow you down. Youl be able 10 move Mes: gaickdy slong ihe roads and rumiays. 1l you 800 3
oy sl o the round, That’s A tand mine. Yiou don't want 1o 5%0 on Fose]

Walch your hoat gauge: "Meche have 3 tandency 10 cverheat. which can cause R io shul down Make sofe you buy
nough haat sinks, espéciatly when yo e poing i use high hiatinducing weapons e the large laser and the
parsche canon I you 0ot overhaaiad and thers s soms wild neardy, take your ‘Woch for 2 klle dp o cool off,

s you Dulld your fieet of Mechs, ke SUre That you socuire 3 varety of ‘Moch types 50 you can pick Bho Moech
best suited for the job &l hand. Samatimes pou rsed b be quick. cther Bmes you want Mo Eapower.

The mosi vidnerabie par of 2 ‘Mach is s legs — take them out and e Mech s utekess. OF courte, hari ane wo of
thiarm e ‘Whasch — you hrez 5 shoot 'em both awary 12 elminate the frean rom it woapons. st romesmibar hat
thas same gaes for you

Save your gams balore going into battle. That way. I you kese the baitie, you can st go back to your Laved
poston and iy agan withaut Fanng 1o pay or recairs.




Oviginal BamaTech beard pame by Jordan K. Weisman and L Ross Baboock Il — board game design. charnclers and
wrrverse © 1990 FASA Conporaton

Ovigiral Mechiamor pame design by John A5 Skeel, Paul Bowmsan, Terry s, and Damon Stye — orginal
scbware € 1639 Dymamia, e,

‘Mechs designed by Victor Musicsl Industries, Inc

Developed by Beam Software. courtesy of Victor Musical Inaustries, inc

Proclcsd kor Actvision by Tom Siopar

Tosting by Crss Campbod anel Koly Fogere

Package by TDG Group

Cower Art by Gireg Winters

Manyal by Tom Sioper

Special hacks ko Andrw Darde, James Halorn, Yasushi Ende. Taknehi Kemura, Sam Lewes, Kelly Zmak. Wiks Riviea.
Bl Swartr, and Scott Jenkins

Garmg £ 1903 Actvision

Cocde 1953 Vietor Musical Industris, Inc.

MeehWarice, Bara Toch, Bamiattoch, and Mach are Trademarks of FASA Comaraton. registered in the US. Patont and
Tradamatk Office.

M you enjoy this game. clwck cut the Il ine ol BATTLETECHE boasd games — ook for thee in gama stonis or comic
ook shops in your arsa. And next lime you're in Chicago o Yokchama or Switzerand, pay & vist i the BalileTech
Cimtr Ihere. Thevn ang mone BaiBaTech Camens plarnad 10 — coming 5200 fo 8 oy rear you. Dpening in June 93
Dutyod and Los Angeles. See you there!

This scbware prockuct and the afiached Instruciisnal malessls ar 30k 'AS 15" withoul wastanty 2a ko thaw periormance
The ordne risk &5 10 e qualty ol the compyter g by e user. However, 0
Ihve eriginal purcharss of a game prepared by Ackvsion. Activsion warrants Ihe medium on which the program is
reecanded 1o ba Fad lom dofects in matesials nd Inulty woromenshin under rarmal use and senvicd for & pariod of mnety
130 chrye from e date of purchass, If ouing ricd & defect o the madium should ocour. hnln:ﬂunl—dyh-
Peurned 19 Acthision, Inc. of o an auttorized Ak e, and seglaca the medu™ =
you. Yout 508 and anciusive remidy it Te avent of & defect 1wess.'hrnenhomumrmclmmm.\;
proviced atove This warranty ghis you specil legal rights snd you may ais have othar rights which wary irom stk
o 5800

THE ASOVE WARRANTIES FOR GOODS ARE ™ LIEU OF ALL WARRANTIES, EXPRESS, WPLIED, OR STATL-
TORY, INCLUDING. BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES OF MERCHANTABILITY AND FITHESS
FOR A PARTICULAR PURPOSE AND OF ANY OTHER WARRANTY ORLIGATION ON THE PART OF ACTIVISION.
SOME STATES DO NOT ALLOW LINITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, S0 THE ABOVE
LIMITATION MAY NOT APPLY TO YOU. IN KO EVENT SHALL ACTIVISION OR ANYONE ELSE WHO HAS BEEN
IWWOLVED N THE CREATION AND PRODUCTION OF THIS COMPUTER SOFTWARE PROGRAM BE LIABLE FOR
INDIRECT, SPECIAL, OR CONSECUENTIAL DAMAGES, SUCH AS, BUT HOT LIMITED TD, LOSS OF ANTICIPATED
PROFITS OR BENEFITS RESULTING FROM THE USE OF THIS PROGRAM. DR ARISING OUT OF ANY BREACH
OF THIS WARRANTY, SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, 50 THE ABOVE LIMITATION MAY NOT APPLY TO YOLL
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