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JoWaoD Productions Software AG
Technologiepark 4a,
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Homepade JoWooD: www.jowoad.com
Homepade "Far West”: www.farwest.de

© 2002 by Phenomedia AG, developed by Greenwood Entertainment,
published by JoWooD Productions Software AG, Technologiepark 4q,
A - 8786 Rottenmann, Austria

Software, graphics, music, text, names and manual are copyrighted. No
part of the software and the manual may bhe copied, reproduced,
translated or reduced to electronic media or to a machine-readable
format without prior written authorization hy JoWooD Productions
Software AG. Most hardware and software hrand names in this manual
are r‘egistered trademarks and must he treated as such.

Health Advisories

For some persons, viewing f lashing lights or certain patterns may cause
epileptic seizures. Persons affected hy this may experience epileptic
seizures when viewing a TV program or playing a computer game. Even
players who never experienced these problems previously may suffer
from such seizures. Please consult your physician hefore playing a
computer game and find out whether you or a family memher may he
prone to epileptic seizures. Stop playing the game immediately, if one of
the following symptoms occurs: Dizziness, vision prohlems, eye or muscle
twitching, confusion, loss of perception of surroundings, and/or
shaking fits.
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Technical Support

Prohlems during software installation? You are in the middle of a
game and don't know how to continue?

JoWooD Productions hotline staff is there to help you.

support@jowood.com

(* Doy potecta
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Welcome, strander!

Sa you've made up your mind to hecome the richest rancher
in the West? Well, yau sure picked yourself a taudh tardet. At
least you've had the dood sense to pick up just the right
reference hook ta prepare you for the hard husiness of cattle
bhreeding.

The following pades will explain all the functions and features
of the game to make sure you know all you need to knaw ahout
breeding longhorns - without diving too much away. After all,
warking things aut for yourself is half the fun, isn't it?

But that's enough of the fine wards far now. A rancher learns
by doing, so head on aut to the prairie, your ranch is waiting
for you. Enioy the adventure in store far you!
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1. The Main Menu

The f‘ollowing options are available in the main menu:

Campaidgn

MISSIONS

E & 1 Tutorial

This option takes you straight to
the Far West campaign mode. In
this mode you will he given
missions to fulfill.

Single I’lﬂyer

MISSIONS Lo DESCRIPTION

0 Mission 1 " Bring progress to the town.
O Mission 2
0 Mission 3
| @ Mission 4
O Mission 5

cP!
Fight against 1 computer opponent

In this mode you can play single missions detached from the storyline of
the campaign mode. You will be given separate ohjectives at the start of

each mission.
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Multiplayer

In this mode you can put your
ranching skills to the test
against other players and
compete to become the Lord of
the Longhorns. You can either
create a game yourself or join
an existing one. Five different
maps are available to choose

MULTIPLAYER

| create GAME
{ Jom EAME

T from. Pressing the Gtrl key
opens an input hox where you
can type in messages to chat

to the other players.

If you play in a local network (LAN), any open games will be detected
automatically. You can also play via the Internet. Whenever a player
launches a game, their computer's IP address is displayed. This address
consists of a comhination of digits and is used to identify the computer
online. In order to invite you to join the game, your "opponent’ must notify
you of that address. As soon as you type the IP address into the
corresponding input box, hoth computers will he connected and ready
for a game of Far West.

WARNING/

To play a network game online you must have a fast Internet
connection (ISDN or faster), Also, you will not he abhle to play while your
computer is protected by a firewall.
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Coad Game

| LOAD GAME
— QU _ T

T
Use this option to load and
continue a previously saved

gﬂme.
=
Om ",
Options
= 7;‘! im !*~ ——— —
| GRAPHICS SOUND
Messages ] Display None 0 Low Details @ Music ~
01 Display Urgent  High Details Vol
@ Display All e 05052
@ Play Cutscenes @ Sound Effects )
Volume m;

Here you can adjust graphic and sound options, as well as decide what
(if any) messages should he displayed during the game.

- ;
CAMPAIGN

—

w‘nn you really want to exit the game?

\
\
Quit Game (i . .
This option exits Far West. . _QES/‘O;,?P/ =
N <

S " i Sl e

N o
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2. Game Gontraols

Far West is hasically a mouse-controlled game. To move freely around the
map, click and hold the right mouse hutton and move the cursor across
the screen. To jump directly toa specif‘ ic location, (e.g. the ranch, town, a
pasture, ete)), simply click on that location on the minimap in the lower
right of the screen, or click on the respective hutton in the small menu
har ahove the map.

Left-clicking any empty space in the landscape opens a menu along the
hottom of the screen. This menu enables you to access certain options.
In some menus, e.g. when purchasing supplies, you will have to enter a
numerical value. To do so, simply left-click on the arrows until the
required value appears.

You can use your keyhoard's arrow keys to rotate the camera and the
Page Up and Page Down keys to change the zoom level. Pressing the Pause
key temporarily halts the game. Press the same key again to continue
playing. TheF1 key opens the options menud. Among other things, you can
use this menu to save your progress hefore you exit the game, so that
you can continue where you left off some other time.
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3. The Game

The following chapters contain important information ahout various
game elements of Far West.

3.1 Locations

3.1.1 Ranch

The ranch is your headquarter. From here you

will organize and conduct your husiness
affairs, expand your pastures and fight
your enemies.

Main House

This is where you keep your hooks. You can come here anytime to get an
overview of your current situation and check up on your resources and
EXPENSEs, for instance.

Whatever happens, you will be forced to expand your ranch sooner or
later. Afterall, the more cattle you hreed, the more cowhoys you will have
to hire, the more supplies you will need, etc. But, hefore you can huild a
new structure (e.g. a storehouse), you must extend your main house. At
the heginning of the game, your main house will be at upgrade level 1,
indicated hy one of four stars displayed. As you extend your main house,
one further structure becomes availahle with each upgrade level. In
other words, when your main house reaches upgr‘ﬂde level 4, you can
have a maximum of six huildings on your ranch.

Usually, it will be up to you to decide which huildings you want to
construct. Therefore, think carefully hefore making up your mind. A
ranch full of wagon sheds is not much use if you dont have enough
storﬂge space to stock provisions for your cowhoys. In some missions,
the ohjectives will tell you which huildings to construct.
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Wadon Sheds

These are a bit like Wild West garages, where you can keep your wagons.
There are two types of wagons: chuckwagons and huckhoard wagons.
Chuckwagons are used to send supplies out to the pastures or on a trail.
Buckhoards transport the equipment needed to brand your cattle. This
is vital as only hranded longhorns can he sold.

Select the required wagon type in the wagon shed's submenu, select the
type and amount of gooc[s, if required. Then choose a tﬂrget location and
confirm by clicking on the "OK" hutton to dispatch it. You can also send
your wagons on a round trip. This will make them tour all your pastures
automatically.

Cawhay Quarters

Here you can issue certain orders to your cowhoys, e.g. send them to a
pasture or tell them to attack an enemy camp. You can also view your
cowhoys' skills and current location and check on their well-being.

The cowhoy quarters also provide beds for five cowhoys. If you want
more than five cowhoys to care for your cattle, you must huild more

cowhoy quarters hefore you hire them.

Storehause
This is used to store additional supplies.

Carral

The corral is the huh of your ranch. You can send longhorns to the cattle
dedaler in town or dispatch a trail from here, provided your cattle have
heen bhranded.
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3.1.2 Tawn

Some town huildings will already he there when the game starts, others
have to be huilt. When you will be able to construct additional buildings
and what type depends on certain conditions being fulfilled:

Bank: The town must have at least 35 inhabitants.
Small hotel: The town must have at least 15 inhabitants.
Medium hotel: The town must have at least 20 inhabitants.
Carde hotel: The town must have at least 25 inhahitants.
Sheriff's office: The town must have approx. 15 inhahitants

(may vary in different missions).

Church: Built after five donations have heen made to
the preacher.

Newspaper: Built after investment has heen made at the
hank ($1,200).

Railroad: Built after investment has heen made at the
hank ($4,000).

Stade station: Built after investment has heen made at the
hank ($1,500).

Adoctor’s practiceis huilt when you have a certain amount of longhorns.
The amount of cattle required depends on which mission your are

playing.

Cattle Dealer
Visit the cattle dedaler in town to buy or sell longhorns and view
information ahout other cattle trading towns.

Saloon

The saloon is just the place to come to if you need
to hire cowboys or expert cattle hreeders (cattle
masters). But remember that expertise comes
at a high price. Also, make sure you have enough
heds available on your ranch hefore hiring

more cowhoys.
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Money is critical, so if you find yourself in a tight

cornerfinancially,go tothe hank in town and take
out a loan. But rememher that you won't he able
to complete a mission until you have repaid all
your dehts to the hank.

Sheriff's Office
A sheriff will clean up the town and bring law and
order. Of course, that means you yourself must
ohey the law too, and if you attack your opponent,
it's prohable the sheriff will punish you hy
imposing a seven-day trading han. This means you
wont he ahle to huy goods, hire cowhoys or
purchase cattle in town for a whole week -and you
wont he able to sell any longhorns to the town either.

However, sheriffs aren't paid very well, which makes them very
susceptible to financial "honuses”. In plain English: Bribe the sheriff and
he'll he more than likely to turn a blind eye next time you hreak the rules.
The sheriff can he hrihed with any sum you choose to give him, though
higher brihes will ohviously last longer. The sum of your "investment’ is
reduced hy $10 each day. The likelihood of the sheriff's reaction does not
depend on the sum of the hribe.

Keeping the peace is no easy matter in the Wild West and if the sheriff
loses control of law and order in town, it may soon be time for you to take
the law into your own hands. For example, you can increase the reward
for wanted villains in the sheriff's office. Of course, vigilante justice is
also an option and you can hunt the handits and collect the reward
yourself anytime.




Far West _Handbuch_UK. gxd  14. 10. 20% 10: 50 Uhr Seite 15

Civery Stahle

Here you can huy wagons for use on your
ranch.

Dactor
The town's doctor will heal your longhorns if your herd contracts a
disease.

Hatel

A well-developed town always attracts more
and more people. Purchasing a hotel can
therefore he a worthwhile investment.

General Store

In order to keep your cowhoys well supplied, you

will need provisions, especially heans, coffee
and whiskey. You should also keep a supply of
ammunition, just in case you have any trouhle
with your neighhors. You can huy all these
goods at the general store.

Church
Donations to the preacher enable him to build a church
and you to count on his hlessing, which always has
agood effect on your cowhoys. Your cowboys' morale
will remain at 100% for 28 days. If you continue to
make donations after the church has heen huilt, your
cowhoys' courage will also reach 100%.
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Stade Station

A station for the stagecoach can't he huilt
unless you invest a large sum of money at
the bank. Investments enable you to greatly
influence the town's prosperity, which in
turn attracts more people. This will please
the hoteliers and hoost the economy.

Railroad Station

Once the railroad comes to your town,
you will be ahle to dispatch lucrative
railroad trails and sell your longhorns
nationwide. For the railroad to he huilt,
you must invest a considerahle sum of
money at the hank - hut the profit this
investment will bring you should he
sufficient as an incentive.

Newspaper

If youre willing to pay, you can receive
information about your rivals' activities. You

can also find out ahout pastures heyond your

own territory. However, for a newspaper to
come to town, you will again have to make an
investment at the hank.

3.1.3 Tradind Tawns

Beside your home town, each mission also features one or more
so-called cattle trading towns heyond the horders of the map. Your home
town trades with these other towns, and you can receive goods from
them. If your home town develops well, people will move there from other
trading towns.
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You can purchase information ahout cattle trading towns from the cattle
dedaler in your home town. The signposts in the level will also tell you
ahout the other towns. They will help you decide which town would he
hest for you to trade with.

3.1.4 Pastures

If you want your longhorns to reproduce, you must first send them to a
pasture. To do so, order your cowhoys to drive the cattle from the corral
to a pasture and make sure they are well guarded. After all, you want
your longhorns to graze in peace, not run and holt. Pastures cost a lot of
money, so you will have to decide which of them you can afford. You can
only purchase pastures adjacent to those you already own.

If there are too many longhorns on a pasture, the grass and water values
will drop. This can have a negative effect on your cattle's health and lead
toadeclinein the birth rate. Make sure you scatter your herds on various
pastures and that you always have enough cowhoys there to guard them.

Pastures close to forests are welcome hunting grounds for the wild
animals thatlive there.Itis hest to hire expert hunters to keep your cattle
safe on these pastures.

Birth Rate

The hirth rate refers to all the longhorns in your herd. It indicates the
daily likelihood of the animals in your herd hecoming pregnant.

A pregnant longhorn will calve four days later. It cant hecome pregnant
again until five days after the hirth.

The hirth rate is dependent on three things:

A) Pasture's Status

If the pasture's status is 100%, the birth rate is 80%. This is the norm.
If the pasture's status is 75%, the hirth rate is 60%.

If the pasture's status is 50%, the hirth rate is 40%.

If the pasture's status is 25%, the hirth rate is 20%.
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B) Cawbays' Skills
One star for a cowhoy's hreeding skills (the "Longhorn" pﬂrﬂmeter) adds
a 3% honus to the hirth rate.

Example:

A cowhoy with a hreeding parameterof six can achieve a maximum hirth
rate of 98%. The same hirth rate can be achieved if you have two cowhoys
with a skill of three each. Naturally, it is not possihle for the hirth rate to
exceed 100%.

O) Indian Spells

A shaman can cast a fertility spell which sets the hirth rate to 100% for
28 days. This means it is possible that a longhorn will become pregnant
each day, with the exception of longhorns, which calved less than five
days ago.

3.1.5 Fort

Cattle breedingis atough husiness, and it's always good tohave the army
on your side. Deliver cattle to a fort and mind to make the commander a
fair offer.He willthen orderhistroops to protect yourranch from attacks
hy rival ranchers and rustlers. The duration of this protection depends
on the amount of longhorns you delivered. One longhorn huys you one
day of protection.

3.1.6 Indian Camp

If you deliver goods to an Indian village, the local shaman will look
favorahly on you and cast spells for you. The type of spell he will cast
depends on your delivery: It must contain 50 units of goods; the type of
spell that is cast depends on the amount of coffee included.

- 0-17 units of coffee: The herd's birth rate is 100% for 28 days

-18-34 units of coffee:  All sick animals are healed, epidemics end.

- 35-50 units of coffee: The shaman performs a rain dance,
temporarily averting the threat of drought.
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3.2 Characters in the Game

Apart from the characters mentioned so far, there are also others, some
importﬂnt, some insignif‘ icant. The most important characters are
def initely the cowhoys, hut the other characters must also he taken into
account.

3.2.1 Thinds ta Know ahout Cowhays

What would a ranch he without its cowhoys? One thing's for sure: It
wouldn't he able to survive! The cowhoys you hire care for your herds,
fend off attacks or attack other ranches under your orders. In fact,
they're the ones who keep the ranch going.

Cawhay Skills

Every cowhoy has skills that enahle him to perform certain tasks
particularly well. Which skills a cowhoy possesses and how well he can
use them is indicated hy the stars you see in the status har. A cowhoy
can achieve a maximum of six stars per skKill. Their skills are as follows.

Shooting
A cowhoy who has this skill is particularly quick on the draw. His
accuracy increases by 8% with each star.

Attention
This skill indicates that the cowhoy is good at watching cattle. The rate
of losing cattle decreases hy 10% per star.

Branding
Gowhoys equipped with this skill can brand more cattle. Each star allows
your cowhoy to brand one more longhorn.

Healing
This skill reduces the likelihood of diseases among your longhorns. The
prohahility that an animal will fall sick decreases hy 13% with every star.
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Pasture

Cowhoys with this skill can keep more cattle on a pasture without
damaging the supply of grass. The pasture's capacity increases hy one
longhorn per star.

Trail
Skilled scouts can find their way much faster, which reduces the
duration of the trail by 4% per star.

Gowhoys can possess a maximum of three skills each. The number of
possihle skills increases during the course of the game:

-Level 1 and 2: 1skill
- Level 3 and 4: 2 skKills
-Level 5 and 6: 3 skills

Employ your cowhoys in a way that makes the best use of their skills and
you will be successful. Keep an eye on your cowhoys' energy and morale.
Send them sufficient supplies on a regular hasis, let them rest on the
ranch and, ahove all, make sure you have enough cash at hand at the
end of the month, when it's time to pay them. Gowhoys who arent paid
won't do much work.

Your cowhoys collect experience points throughout the game. At the
heginning of a game, none of the cowboys have any experience at all. For
every day not spent at home on the ranch (but on a pasture, in town or
on a trail), a cowhoy receives one experience point. The increasing
experience points enahle your cowhoys to reach higher levels:

0 - 49 experience points: level 1
50 - 149 experience points: level 2
150 - 299 experience points:  level 3
300 - 499 experience points:  level 4
500 - 749 experience points:  level 5
Over 750 experience points:  level 6

If one of your cowhoys is a gunslinger, his presence has a positive effect
on the other cowhoys'skills: Some of his skills are transferred to the rest
of the group. To what extent the other cowhoys henefit from the
gunslinger's presence is indicated hy the numberin hrackets behind the
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gunslinger's parameters. This value is added to the corresponding skills
of all the other cowhoys in the group.

Snergy, Marale and Gaurade

The cowhoys' energy decreases continuously. An ample supply of heans
can slow down the process, hut without beans, their energy drops
rapidly. Goffee can he used to replenish the cowhoys' energy for a little
while. If a cowhoy on a pasture runs out of energy, he will return to the
ranch to recover. If there aren't any goods there or your capital is too
low to pay the wages, his morale will drop. Gowhoys will quit if their
morale reaches rock hottom, and ride to the saloon, where you will not
he ahle to hire them again for 28 days.

The courage parameter is most important whenever there is a f ight.
Cowhoys with low courage values tend to get cold feet and quit at the
first sign of trouble.

3.2.2 Cattle Masters

Cattle masters are cowhoys who are very skilled at handling cattle.
These experts are much more expensive to hire than ordinary cowhoys.
However, they can bhe vitally important for sueeessf‘ully breeding
longhorns.

A cattle master takes up one space in your cowhoy quarters.

3.2.3 Gunslingders

Gunslingers are also what you might call "super cowhoys". They're not
exaetly top of the class when it comes to breeding cattle, hut they are
practically unheatabhle with a shooting iron. Gunslingers are
particularly useful when you're planning to round up some villains,
punish rival ranchers or protect pastures threatened by attack.

A gunslinger takes up one space in your cowhoy quarters.
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3.2.4 Wolf Hunters

Wolf hunters are horn loners. When you hire a wolf hunter, he will ride to
the ranch and move into the main house. He will wait there until your herd
is attacked hy wolves. Then he will hit the saddle and ride out to the
pasture. He will stay there until all the attacking wolves have heen
eliminated. If his energy level drops, you can send him hack to the ranch
to recover.

3.2.5 Bandits

Banditsrobhthe hank orthe stagecoach atirregularintervals. The reward
for the bandits increases with every rohhery. You can check on the
amount of the reward anytime hy visiting the sheriff's office. If the price
ishigh enough, hounty hunters will come to town to hunt down the villains.
Of course, you don't need to wait for the experts. Just capture the handits
and collect the reward yourself. If you notice a suspicious-looking shack
on the prairie, send your hest shots out there. The action will do them good.

3.2.6 Bounty Hunters

If there is a high reward out for bandits in the areq, you can het it won't
he long hefore a hand of hounty hunters appears. So, if you're hoping to
take in the reward yourself, you're going to have to heat the experts to it.

3.2.7 Rustlers

Rustlers can he a real nuisance. They'r'e always sneaking onto your
pastures to steal your hest longhorns. To get rid of them once and for all,
you will have to send your hest men after them.
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4. Gattle Dealing and Trails

To keep yourself in husiness you must sell your longhorns to the local
cattle dealer for a good price. You should also breed enough longhorns
to allow you to use the proceeds for the development of your ranch and
the town, otherwise you won't get far in Far West. The cattle dealer will
purchase a certain amount of longhorns each month. Think well hefore
you decide what to do with the money!

As the game progresses, you will he able to round up a larger herd of
cattle (minimum 20) in the corral and send them on a trail to a cattle
trading town. Trails are much more profitahle than selling your cattle
locally, but they also require a lot more organizing. First of all, you must
decide which town you want to send your longhorns to. It might be wise
to consult your cattle dealer and get more information hefore you do
that: How far away are the different towns, how much are you likely to
get for yourlonghorns, ete. Unfortunately, the towns which offer the hest
prices are usually furthest away.

The next thing is to make sure you have enough cowhoys to send some
of them away for a longer period of time. Also, you must rememher to
send a wagon carrying sufficient provisions along with them, otherwise
your trail is hound to fail.

Once a railroad station has heen huilt in your home town, trails will he
much simpler and you can just send your longhorns to distant towns hy
rail.

5. Fights

This is the Wild West, and even the most peaceful ranchers will
sometimes he forced to defend his property with a gun. In Far West, you
will have to face many different opponents, defend your pastures
against intruders and rustlers, fight handits, etc.

The toughest fights are those you will have with your rivals. As soon as
the opportunity presents itself, they will attack your pastures and
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attempt toruin you. Therefore, always make sure your men have enough
ammunition to defend themselves and fight back.

Whenever there is a f ight - whether you attack or are attacked - it ends
in ashootout. In the shootout mode, cowhoys can he given various orders,
such as "Shoot" and "Take Gover". But even a cowhoy who takes cover is
not invulnerable. There is merely less of a chance of his heing hit.

You can optionally have shootouts simulated hy the game itself. In this
case, your cowhoys will only take cover when they run out of ammunition.

Experiment to find out which tactics suit you hest and are more efficient
for sending your enemies running.

6. Chuckwadons

Chuckwagons are used to supply your cowhoys with all they need while
they are out on the prairie. A maximum of 100 units of various goods can
he loaded onto a wagon. You can either dispatch chuckwagons manually,
or have them sent automatically.

Automatically sending goads

If youchoose this method, the wagon will he loaded with 80 units of heans
and 20 of coffee. It will then leave the wagon shed and travel to all the
pastures where your cowhoys are, evenly distrihuting its load along the
way. If there is only one pasture, all 100 units of supplies are unloaded
there. If there are two, the 100 units are split so that each pasture
receives 40 units of heans and 10 of coffee.

If you don't have the required amount of one of these goods in your
storehouse, the wagon will simply take what there is. It is also possihle
for the wagon to take only 70 units of heans and 30 units of coffee.

Manually sending doods

When you choose to send goods to the pastures manually, you can decide
for yourself which goods and what quantities you want to send. This
naturally requires a lot more organizational skill, but it is also the only
way you can send whiskey and ammunition to the pastures.
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1. Special Hvents

Draught

If it doesn't rain for 5 months, there will he a drought. This cuts off your
water supply and lowers the capacity of your pastures. Droughts can bhe
averted hy having a shaman perform a rain dance, or hy employing a
cattle master who will ensure a certain capacity per pasture despite the
bhad conditions.

The likelihood of rain is different in each level, mecming there is no way
you can tell when there will be a drought.

Epidemic

If a lot of longhorns fall sick and die on one of your pastures, you'r'e
prohahly dealing with an epidemic. More and more animals will hecome
infected and die, unless you call a doctor to heal them and purge the
pasture.
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END-USER LIGENSE AGREEMENT (SULA)

This original software is protected hy copyright and trademark law.
It may only he sold hy authorized dealers and only he used for private

purposes.

Please read this license carefully hefore using the software.

By installing or using this software product you agree to be hound hy
the provisions of this EULA.

Software product license

This End-User License Agreement will grant you the following rights:

This End-User License Agreement is a legally valid agreement hetween
you (either as a natural or as a legal person) and JoWooD Productions
Software AG.

By purchasing this original software you are granted the right to install
and use the software on a single computer.

JoWooD Productions Software AG does not grant you any right of
ownership to the software, and this license does not represent a "sale’
of the software.

You are the owner of the CD-ROM on which the software is stored: JoWooD
Productions Software AG remains the sole owner of the software on the
GD-ROM, and of the pertinent documentation, and remains the proprietor
of any and all intellectual and industrial property rights contained
therein.

This non-exclusive and personadl license grants you the right to install,
use, and display a copy of this software product on a single computer
(for example, a single workstation, a single terminal, a single portahle
PG, a single pager, etc.).
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Every other usg, especially the unauthorized leasing, public display or
other demonstration (e.g. in schools or universities), copying, multiple
installation or transfer, and any other process hy which this software
or pﬂrts of it may he made available to the gener‘ul puhlic (including via
Internet or other online systems) without prior written consent is
prohihited.

If this software enables you to print pictures containing characters
of JoWooD Productions Software AG which are protected hy trademark
law, this license only allows you to print the pictur'es on paper and to
use them as printouts solely for personal, non-commercial and non-
governmental purposes (for example, you may not display or sell those
pictures in public), provided that you ahide by all copyright instructions
contained in the pictures generated by the software.

Description of other rights and limitations
Safety copy

One single copy of the software product may he stored for safety or
archiving purposes only.

Cimited warranty

JoWooD Productions Software AG warrants for a period of 90 days
starting from the date of purchase that the software will essentially
work in accordance with the accompanying printed materials.

The complete liahility of JoWooD Productions Software AG and your
only claim consists, at the option of JoWooD Productions Software AG, of
a reimhursement of the paid purchase price or of repairing or
substituting the software product which is not in accordance with
JoWooD'’s limited warranty, insofar as it is returned to JoWooD
Productions Software AG together with a copy of the invoice.

Thislimited warranty will not apply if the failure of the software product
is due to an accident, misuse or faulty application.
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Other warranty rights will remain unaffected

The ahove warranty is given hy JoWooD Productions Software AG as
manufacturer of the software product.

Any legal warranty or liahility claims to which you are entitled toward
the dedaler from whom you hought your version of the software product
are neither replaced nor limited by this warranty.

Cimitation of liahility

To the greatest extent permitted by applicable law, JoWooD Productions
Software AG refuses to accept liahility for any special, accidental,
indirect or eonsequential damages resulting from the utilization of, or
inﬂhility to utilize, the software product. This includes any instances in
which JoWooD Productions Software AG has previously pointed out the
possihlity of such damages.

Trademarks

This End-User License Agreement does not grant you any rights in
connection with trademarks of JoWooD Productions Software AG.

©nd of contract / Termination

This license will apply until it is terminated hy either one of the parties.
Youmay terminate thislicense at any time by sending the software hack
to JoWooD Productions Software AG or hy destroying the software,
the complete accompanying documentation and all copies and
installations thereof, irrespective of whether they were drawn up in
accordance with this license or not. This License Agreement will he
terminated immediately without any prior notification hy JoWooD
Productions Software if you are in breach of any of the provisions
of this license, in which case you will he ohligated to destroy all copies
of the software product.
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Safeguarding clause

Should any provisions of this agreement he or become invalid or
unenforceable, the remainder of this ﬂgreement will remain unaffected.

Choice of law

The laws of Austria will he applied to all legal issues arising out of or in
connection with this contract.
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