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Thank you for purchasing PLOK from Tradewest for your Super Nintendo

Entertainment System. For maximum enjoyment, please read this instruc-

tion manual thumug]lly before playing

WARNING:

PLEASE READ THE ENCLOSED CONSUMER INFORMATION &
PRECAUTIONS BOOKLET CAREFULLY BEFORE USING YOUR
NINTENDO® HARDWARE SYSTEM OR GAME PAK.

Plok TM & © 1993 John and Ste Pickford. All rights reserved. Licensed to
Tradewest, Inc. l:vy Software Creations (Hﬂldings) Ltd.

LICENSED BY

NINTENDO, SUPER NINTENDO
ENTERTAINMENT SYSTEM AND
THE OFFICIAL SEALS ARE
REGISTERED TRADEMARKS OF
NINTENDO OF AMERICA INC.

Official
=

al of Quality

THIS OFFICIAL SEAL IS YOUR ASSURANCE
THAT NINTENDO HAS APPROVED THE
QUALITY OF THIS PRODUCT. ALWAYS
LOOK FOR THIS SEAL WHEN BUYING
GAMES AND ACCESSORIES TO ENSURE
COMPLETE COMPATIBILITY WITH YOUR
SUPER NINTENDO ENTERTAINMENT
SYSTEM. ALL NINTENDO PRODUCTS ARE
LICENSED BY SALE FOR USE ONLY WITH
OTHER AUTHORIZED PRODUCTS BEARING
THE OFFICIAL NINTENDO SEAL OF QUALITY.



i [ L O L L o 2

1 D T T TR, S S O G g 3
Getting R osssrpnieaselainmmisinosisnhstes 4
| B A 4
Screen Laynut ..................................................... 5
o T T N R TR L RS 5
Plokontinue L —— 6
Level Descriptions.......ccevveeeerireeeeisinnneeeessssssnneeens 7
L L Nt e RN, TNNORORR e SO - .
Other Bad Guys .................................................. 10
Bofses 5.lic ahinsnsiaisnsiiainias e st 13
O A T S P AR W M 15
N B S TR T AT R NRLL S (PRI ST TS .36
Whit & Brisppy Dresseil visvmantiinsivisasiibmg 20
Check Out the Hardware! ...coovveeeeeeeeeeeereeeneeennnns 22
A Tour of Poly-Esta ............................................. 26

Advanced Tecl'lniques ......................................... . 21




g o
."r'*f o

..‘.- ; I};_"l'r. g
o ¥

. = T:"‘

: \"'ﬁ A B
-y j I

M

o
<
N i
T4
14
h-l l'l.I... F
e

2w

AT LLAST, A REAL HERO!
Plok is an irresistible, irrepressi]::]e, unstuppable, highly imprul)alale and

dnwnright clangemus bundle of pure energy.

Plok does not like fleas.
Plok has the amazing al)ility to fire all his l’)ﬂ(‘l}' parts at will.

., | .
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Plok can really ‘throw’ a punch.

Plok has a very short fuse; at the s]igl'liest
irritation those limbs begin to fly.

Plok hates fleas.

Plok is a true hero, with a heart of gulcl and joints of
the lliglmst-quality velcro.

Plok is a man with a mission. He is dedicated to

riclc]ing the world of the menace of the dreaded Fleas.

Plok is a dreamer, a wanderer, a free spirit. He's
suave and elegant. He's grade-A, first-class prime cut.

Plok rea“y does not like Fleas.

Plok is the king of the beautiful

island called Akrillic, part of the
archipelagn Pnly-Esta.




Everyone knows that Plok is simply crazy about flags (of course you do!). He
has them Everywhere. He uses them to mark out which parts of Akrillic (he

lllinlzs} I::e'nngs to him. His ﬂags are all over the place!

Now, what you may not know is that Plok has a particular favorite ﬂag, a I:Jig
square one with a picture of himself on it. He keeps this special flag on top of

his own house so that he can see it every c[a}r when he gets up and every night
when he returns from a hard day of...uh, of being Plok!

If you were a despica]:)le character and you wanted to upsel Plok or get him out
of the way for some reason, what would you do? Hide his special flag? Well,

that’s exactly what llappenecl to&ay!

Sumebudy, he doesn’t yet know who, has stolen his special ﬂag and placed it
on nearby Cotton Island. As you can imagine, Plok is hopping mad about
this. First ti'ning this morning he set off in his boat to retrieve his property.
But knowing Plok, he’s not gonna leave it at that. Nope, no way!

Anyway, that’s the story so far, but there may be more to this business than
meets the eye...




LOADING

1) Search your room for pesky Fleas.

2) Make sure the power switch is OFF.

3) Insert the PLOK game pak as described in the SNES manual.
4) Have one last check for those sneaky Fleas.

5) Switch the power ON.

PLAYING

6) Count your limbs (no more than four
allowed).

7) Push start.

8) Check that your ﬂag is in position.

9) What are you waiting for? Get going!

CONTROLLER

Rapicl pushinlg

activates Amulet

Release

Bu::lcly Hornets

. & R direction S“PW
Sﬂmersault
Down for crouch
and lower jump
Jump

Pause Fire limb

or current weapon



Shell counter: fill it Plokontinue

Score indicator for an extra life tokens collected

Extra lives
indicator

Plok’s energy Fleas left or Boss

meter energy meter

SKILL LEVELS

The skill level can be selected l)}" pushing the Select button on the title screen.
There are two settings to choose from: NORMAL and CHILD’S PLAY. The

default setting is NORMAL.

NORMAL

This is the mmplete game from start to finish, with every boss and every fea-
ture in place. Only when the game is cﬂmpletec' on this level is the full end
sequence shown.

CHILD'S PLAY

This is a special version of the game designecl to be easier for younger players.
The baddies all move slower and usua"y take less shots to defeat, and some of
the most difficult levels have been omitted.
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At the start of a new game, Plok has no continues available. When all spare
lives are used up the game is over. During the course of the game, Plok can
earn several continues, which allow the game to continue from specifiec[ points
when all lives are lost.

P-L.-O-K TOKENS

One P-L-O-K token is awarded when the player plays a new level from the
beginning to the ﬂag at the end without losing a life. As soon as a life is lost,
no P-L-O-K token can be earned on that level in the current game. When the
fourth token is collected and the word PLOK is lit up at the top of the screen, a
Plokontinue is awarded on the current level. This will be visible on the map
screen as four tiny spinning P-L-O-K tokens hﬂvering over the level where the
Plokontinue was earned.

Now when the player loses all remaining lives, instead of Game Over, the game
will return to the level where the last Plokontinue was earned. The score will be
reset to its previous value, and play will ]Jegin again with three lives. Several
Plokontinue points can be earned in one game. At Game Over, Plok will
restart at the place where the last Plokontinue was earned.

PERMANENT CONTINUE POSITIONS

A few key positions in the game have been designated ‘Permanent Continue
Positions’. These are after either the Bobbins Bros. or Rockyfella have been
defeated. Once a player has reached one of these positions, every new game
started will ]:)eQin at this position, so the earlier levels will not have to be played
tl'nmugl'l again and again. This position will be remembered even if the Reset
button is pressecl.

To play the game again from the beginning after a ‘Permanent Continue
Position’ has been reached, the Power switch should be switched off for a
few seconds.




COTTON ISLAND

Each section of Cotton Island is mmp]eted l:)y reaching the end and running
up the ﬂag at the ﬂagpﬂ]e. This may not be as straig]}tfﬂrwarcl as it seems...
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AKRILLIC
All parts of Akrillic have been pﬂpulaled lay
pesl::y fleas. To complete these sectmm,
Plok must defeat every flea. The last %
flea defeated w1" ive up Plok’s ﬂa \\
and it will then ﬂoat to ll'm ﬂa nle

If Plok gets to the ﬂagpole be[ure all <
the fleas have been uver{l'lmwn, their

flag will still be flying. If Plok gets lost,
an arrow will appear pointing towards the nearest flea or to the ﬂagpﬂle.

o'

LEGACY ISLAND
Each section of Legacy island is completed by reaching the end and digging at

the mound. Valuables may be hidden there, but mayl}e not...

BOSS LEVELS

These short levels usually contain one large enemy who must be
defeated. When beaten, the Boss will drop Plok’s flag, which will then float
to the ﬂagpule.

FLEAPIT LEVELS
Each cavern of the Fleapit 1S playecl as a race to the final archway, with a big

bonus for Plok waiting there. Each level is one step nearer to the Flea Queen.

SECRET BONUS LEVELS

These levels (1[: you can find tl'lem] are a race against time. The idea is to
reach the end before a t:ligita] timer counts down to zero. This can be very
difficult, but there is a special reward for mmpleting this cha"enge.
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The loathsome spawn of the evil Flea Queen from the dark clepl:l'xs of the mys-
terious Fleapit, these beasts should never have been allowed to see the lig]-nt of

clay. Plok will have a tuugll task ahead of him if he wants to make Akrillic a

safe and clean place to plant his ﬂags again.

FLEA EGGS

Every level of Akrillic will be populated by a dozen or so
Flea eggs, each one set in a ]Jig pile of disgusting blue
Flea gunge. The eggs are harmless in themselves, but
will soon hatch into horrid little bug-eyed Fleas.

Flea eggs will hatcl'n of their own accord after a minute or S0, freeing one more
blue menace to roam the face of Akrillic. Much better to shoot the egg, as it
will hatch quicker and you can blast the Flea as soon as it has hatched.




ADULT FLEAS

Full-grown Fleas are truly the most terrible beasts in
the whole of Pnly-Es{:a. The jittery little l:)ugs are hnp-
ping mad and never stay in one spot for more than a
few seconds. Every hit turns them a shade greener as
their strength 18 sappecl. Three whacks should end their
foul existence for guﬂd, but watch out that they don’t
jump on Plok’s head first.

SUPER FLEAS

Many more [JOWE!‘[U] Flea types guarc[ the Flea Queen in her undergrﬂund lair.
Flying mutant Fleas, slime-spitling super Fleas and tﬂugll sentry Fleas are all
ready and waiting for anyone brave enﬂugl\ to enter the Fleapit.
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Most of the inhabitants of Akrillic have yet to learn who their true leader
is and still don't treat Plok with the respect that he deserves. Plok should
ciispense some discipline...

GERSHWIN
A crazy kid from Cotton Island, this guy imps ‘til he
drops. Two punches should knock him out for good.

W’T g i‘_‘*r?‘? 'j GIBSON

- | Gibson is a metal fish who is all
> | wound up about being wet! He's so scared of getting
| rusty, he tries to spenci as much time as he can above
| water. Plok’s ordinary limbs won’t do any damage to
Gibson, so it is best to just stay out of his way.

THE SHPROUTS

These short, fat guys are the main inciigenﬂus
pﬂpuiatiun of Pﬂiy-Esia. The little suckers are all over
the placei Ti‘ney come in several varieties, but they’]i
aiways fall for the old one-two punch.

SHPROUTS Two shots should sort these out.

SHIELD SHPROUTS You have to shoot these guys from
behind — twice!

SHCUBA SHPROUTS One hit and ii‘lE}”li jump 1in iright —
shoot them again before I:iley fall down.

SHKY SHPROUTS These fall down from parachutes.

SHCUBA SHIELD SHPROUTS These guys are only frightened if you
get them from behind.

SHKY SHIELD SHPROUTS The tnugi'lest Shpmuts of all.



ORSON

This shy creature doesn’t like company much; he’ll
always try to frighten Plok away. If you can hit him
once he'll lie back and play dead. Then you can hop on

and hitch a free ride!

JIVE HIVE

There is always a party going on in here. This place
rocks! Don't go too near unless you rea"y mean

business.

FUNKY B.
These guys party in the JIVE HIVE and hate gatecrash-
ers. Tlley may be small but tl‘ley can really give Plok a

run for his money!

BIG BUDD
This giant flower is really lazy and hates to be disturbed. If Plok wakes him up,

he'll always be in a bad mood. He's very tﬂugh to defeat and will release

BUDD LITES to fight his battles for him.

BUDD LITE

This young flower is immune to Plok’s limbs; but
Plok isn’t immune to the seeds it loves to spit, so
watch out!




FROGROSE
A distant cousin of the BUDD flowers, usually found in the wetlands

of Akrillic.

HATTERSLY
A thoroughly rude character, Hattersly is so bad mannered he'll spit on Plok

if he comes anywhere near him. A quick punch will scare him away for awhile,

tl'mugll.

LILY MACE
LILY MACE is a gentle giant of solid rock who floats around the islands of
Pnly-Esta. She doesn’t mean any harm, but always wants to be near to Plok.

Unfortunately, her spikes are quite deadly to the touch.




Alt}mugl'l Plok is the se]f—prnclaimecl King of Akrillic, a few renegade l:ig shots
have yet to come under his full control. These are all ]ilzely to give Plok some

trouble cluring his mission.

BOBBINS BROTHERS
Milton and Marshall are failed circus

acrobats who now roam the islands of
Poly-Esta as thugs for hire. They are
rumored to be in Ieague with the Flea
Queen. Some people say there used to
be a third brother, Irving, who left the
act many years ago due to “creative
differences.”

?
'

PENKINOS

A tribe of inflatable magicians ]iving in
the north of Akrillic. Nobody knows
where they came from or why they're
i:}'lEI:'E, because no one has ever returned
to tell the tale. TllE}' cannot be hurt
when fully inflated. Besides, they float
too high, SO sumething sllarp should be
used to l:ring them down to earth.
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WOMACK SPIDER

A real cool dude who lives right in the center
of Akrillic. He thinks he’s the l-zing of all

he surveys and won't let Plok past without a
[ight. Womack's spindly spicler Iegs are
tle[inilely his weak point.

ROCKYFELLA
The spirit of the very soil of Akrillic, Rucley[e"a
can pop out of the gmun(] wherever he likes.

Rﬂclzy 1s pretty sore about all the ﬂagpﬂles
which Plok stuck into the grnun{l a while ago
and is out for some kind of revenge. His
slrﬂnglmld is the mountains in the southeast

of Akrillic.

THE FLEA QUEEN
anmcly has ever set eyes on the supreme Flea, but you can bet your last shell
she’s going to be ugly.




FLEA GUNGE

This c]isgusting, sticlzy blue mess is left behind wherever the loathsome Flea
Queen has laid her eggs. Most of it is harmless and will be cleaned away when
Plok reclaims his Ieingclum, but some blobs can be shot away while playing,
ma]aing Plok’s route easier.

LOGS, ROCKS AND PEBBLES
These are liable to fall from a great l'leig]'lt at any point. Plok’s limbs are

useless against any of these, so jumping is the ﬂnly defense. What is it that
leeeps c]rnpping things on his head? That’s what Plok wants to know.

SPIKY DOORWAYS

These are spinning death traps — appmacl'l with extreme caution! I'm sure
yuu’” work them out.

SPIKES & BARBED WIRE

These are cleac"y to the touch, and usua]ly surround an area that sumel:'ﬂc[y
wants to keep Plok out of. There is always another way around. You can walk
on these for a short time when you piclz up a force field.

RINGERS
All kinds of junk and rubbish left by Plok’s arch-enemies (guess who?) to fool
him into thinlzing he’s found what he’s Iﬂﬂlzing for.



-.-_I'd
B
~iyk

> - i .!.l
R adly A
" I\.III : = FJ_ F:-'lu‘

' g . i i
lé h AL
] i M i R & e i

" & "l S ="
- '.‘i} T
Nl &
e Yy o
R 5
] g X +.:

There are plenty of n]:jects on the islands of Pﬂly-Esta that are very useful to
Plok, and all of these will help him in one way or another.

LIMBS

Plok’s main weapon. Plok has only four of these, so
don't fire them all at once or he'll end up with a pain
in the posterior.

TARGETS

Targets must be hit in the center l:uy one of Plok’s
limbs to trigger a change in the lanc[scape. This could
be anything, from a moving spilze to a wall of solid
rock ]Jurilting from the s:ia. The limb that hits the

| target w1 be left out to dry on the nearest hanger.
& & Some targets will unly accept certain types of limbs,

and some are connected to dynamite — so beware!

HANGERS

Usua“y found near a target, these are a cu“ecting
point for any limbs that have been fired at the target.

BT FLAGS

™, -+-..'*

S oA | __ Each level has a pennant ﬂag [eaturing the face of its
> ‘.'": / e ﬁ! owner (Pln]z instigatecl this system a while ago when he
K "’ﬁi‘fq decided that he himself owned every level), with a

-"~5L_§$"’"‘L special square flag exclusively reserved for Plok’s
| House. Whena gang of Fleas steals a flag, the last

————— Flea to be defeated will give up the ﬂag which will
float back to the bottom of the ﬂagpole, reac]y to be run up. Impostor ﬂags
can always be collected for extra energy.




SHELLS

These are the most valuable items on Poly-Esta, so
collect as many of them as you can. As well as giving

points, the shells also power Plok’s AMULET. When
the shell counter at the top of the screen is filled up, an

| extra life is awarded.

SPEED BLADE
This turns Plok into an indestructible spinning ball
of steel, whizzing across the islands of Puly-Esta at

breakneck speeds for a few short seconds.

FORCE FIELD GEMS

These magic gems give Plok an invisible force field for
a few brief seconds.

SURPRISE GIFTS
. Gifts have been left around the island by a mysterious

secret admirer. They usually contain a costume or a
vehicle to help Plok past a tricky situation.
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MAGIC FRUIT

Fruits restore your energy. Magic fruits are very sma”,
but will get l)igger if you shoot them. The l)igger the
fruit, the more energy they restore. Beware you don't
shoot them too many times, or you might not get what
you expectecl.

GOLDEN FRUIT

Golden fruits are very rare. T]ley are always full size, and will always fill
Plok’s energy level to the max.

THE LOST AMULET
The Amulet was lost by Plok’s Grand Pappy many moons ago, but tales of

its fabulous powers are ]egenclary in the Plok household. The Amulet was
pnwerec[ l)y shells, and when activated the wearer would develup a fierce
temper and fight like a whirling tornado, clestmying everything in sight until
the shells ran out.

SAFETY CRADLES
These floating platforms will carry Plok over dangerous gaps, complete with a
lmn(ly 5a[El}r rail.

AUTO CRADLES

These rotating p]atfﬂrms are fixed to a central cog and are quite ]’)andy for
reaching lligl'n ledges. Some of these are broken, so Plok needs to hit the

central cog with his fist punches to get them going.



BUDDY HORNETS

These [rienclly little laugs can be found around Akrillic
in tiny blue and ye"ﬂw nests. When Plok piclzs them
up, they will buzz around his head until he sends them
out as humming missiles to attack any nearl:y enemies.
Tl'ney may be lnyal, but they’re not too clever, and may
not always attack the right target.

—— SQUARE HEADS

-9, ,_ Slrange creatures, half vegetalale and half mineral, who
“' o ol are found scattered around the island of Akrillic.
N o Althougl-n quite happy to sit and do nothing all day, if
you jump on their heads a few times they might I‘IEIP
you out a little.
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Plok likes nnt]'ling better than to dress up like his favorite characters from the
movies. He has quite an extensive wardrobe, and each costume also gives him

a lJetter weapon.

PLANONY
Plok loves boxing, and with this

costume, he has even l:rigger ]Juxing
glmres and unlimited puncl\ power.

VIGILANTE

PILLOK :
Straight from his
favorite vic]eu,
"Plﬂxterminatnr," Plok is .

on the warpatl'l with a nasty
flame-thrower under I'lis arm.




SQUIRE PLOK

An Englisll country gent in a deerstalker
hat and with a blunderbuss under his arm,
Plok can be lord of all he surveys. Anyone

who c]isagrees will soon find a pnunt:l of

buckshot headed in their direction.

COWBOY PLOK

Plok’s favorite films are westerns.
With a ten-ga"ﬂn hat and spurs on

his boots, Plok is the fastest gun in
Poly-Esta.

ROCKETPLOK
Armed to the teeth with rocket launchers!
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In the final battle with the Fleas, no punclles will be pu“ed. The doors to
Plok’s garage will be ﬂpEﬂEd and his extensive fleet of [:ig]‘lting vehicles will be
put to full use. Enterprising plﬂyers may get to test-drive these vehicles earlier

nn,thﬂugh“.

UNICYCLE
Not bad for Beginners, the
Unicycle has some unique
aclvantages for the ecnlogica[l}r-
minded user. Comes with a
free water cannon.

OFF-ROAD TRUCK
For lﬂugher terrain than
the Unicycle, this four-
wheel-drive I::eauty offers
both 5peecl and comfort
for those who want to go
that little bit further. All
models are equipped with an
army surplus rocket launcher.




JETPACK
Straight from the c]rawing board, this prototype

ﬂying machine is sure to become the transport
of the future. Not all sa[ety features
are in place yet; but it sure gives a
hair-raising ride, and the pﬂwerfu]
laser packs quite a punch!

MOTORBIKE

Now we're talking! A fast and mean

radical machine! The quic]zest vehicle on
. the whole of Alzri"ic, and if anyone gets in

your way, just chuck a grenacle in their face...



HELICOPTER

The only choice when it
comes to air-tu-grﬂund
combat, this l:)alny 18 tﬂta“y
maneuverable in the
tightest situations, and
will clrnp bombs on
any])ocly from a
great height.

TANK

This is for those of you who real[y mean business!
An unstnppa])le monster machine that

nnl:ocly 1s going to argue
with. What this

thing lacks in speecl,

it makes up for in
power.




UFO
For a limited periocl
ﬂnly, and at great

expense, we have this
tnta”y alien, high]y un|i1ee]y
flying machine. Equippccl with plasma
cannons and fashionable (]eeley-l)nppers, this

gaclget will save you from a close encounter with doom.

SECRET SUPER-VEHICLE

The very latest in high-tech Enphisticatinn
and modern battle armor lechnnlﬂgy has
been utilized in this nﬂ-expense—sparecl
weapon of the future to help Plok defeat
the evil Flea Queen.
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Plok’s world is the breatlatalaing archipelagﬂ of Pn]y-Esta, located in the
Meridian Sea. Let’s take a quicl-z tour of some of the more interesting
locations...

COTTON ISLAND
A picturesque island to the west of Akrillic,

where ever}rll-ling is made of soft fabrics.
There are ﬂn|y a few local inhabitants and so
far nobody (not even Plok) has claimed
sovereignty over this small domain. Cotton
Island is famous tl]ruug]mut Pﬂ]y-Esta for its
beautiful sunsets.

AKRILI IC

of Pﬂly-Eata. Akrillic has many ml\al:ntants
both large and small, with the Penlainﬂs,
Womack S picler and Rockyfella being the most
notable. The countryside ranges from sanc[y
beaches tllrﬂug]‘l c[eep slmcly forests to craggy
cliffs and caves. The ﬂnly blot on this beautiful landscape is the I]igh]y
l::uilt—up Plok Town. Plok recently pruclaimecl himself leing of the island,

althﬂugh whether anyone took any notice of this is another matter.

LEGACY ISLAND
This is a lnng-desertecl island to the north of Akrillic. In years gone IJy this

was the site of Grand Pappy Plok’s great quest for the Lost Amulet. After
many fruitless years, Grand Pappy Plok returned empty-han&ec'. The Amulet
is rumored to still be buried on Legacy [sland.

THE FLEAPIT
Who knows what lurks in the underground home of the Fleas? Nobody,

that’s who! No one has ever been stupid enough to go down there!




Fired limbs come back instant]y when they hit a baddie, but float back
SlﬂWI}' when they miss. So try to make every puncl'l hit.

Plok cannot fire in a somersault jump, but can jump much l]iglmer
than an nrc]ina.ry jump.

Pusl'ling the Control Pad down at the same time as the Jump button
gives Plok a lower jump.

Puslling the Control Pad down cluring a jump l::rings Plok back to the

gmuncl much faster.

When Plok has no limbs, he bounces constantly, being very difficult
to control. Avoid this if at all possible.

Budcly hornets only last for a short time, so don't release them when
there are no enemies around.

When Plok is short of limbs, a power-up costume will l)ring them all
back if there is one lying around.
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Tradewest, Inc. warrants to the original purchaser of this Tradewest software product

that the medium on which this computer program is recorded is free from defects in
materials and workmanship for a period of ninety (90) days from the date of purchase.
This Tradewest software program is sold “as is,” without express or implied warranty of
any kind, and Tradewest is not liable for any losses or damages of any kind resu]ting
from use of this program. Tradewest agrees for a period of ninety (90) days to either
repair or rep]ace, at its option, free of charge, any Tradewest software pmcluct, postage
paicl, with pmof of purchase, at its Factory Service Center.

This warranty is not applica]:vle to normal wear and tear. This warranty shall not be
applical)le and shall be void if the defect in the Tradewest software prﬂc]uct has arisen
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS
IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRE-
SENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON
OR OBLIGATE TRADEWEST. ANY IMPLIED WARRANTIES APPLICABLE
TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
ARE LIMITED TO THE NINETY(90) DAY PERIOD DESCRIBED ABOVE.
IN NO EVENT WILL TRADEWEST BE LIABLE FOR ANY SPECIAL,
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THIS TRADEWEST
SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an impliec] warranty lasts and/or
exclusions or limitations of incidental or cnnsequential clamages so the above
limitations and/or exclusions of liability may not appl}r to you. This warranty gives you
specific rights, and you may also have other rights which vary from state to state.

Trac]ewest, Inc.

2400 South Highway 15
ﬁ TRADE WEST Corsicana, TX 75110

(903) 874-2683
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