


LOOK FOR THESE EXCITING HIT GAMES FROM

@m+**,*l;
Splder.iran 8nd Captain Amedca in or. Ooom's Revenge.Here's the world's
first inlelaclive comic book. Dr. Doom has called Maw€l Combs most fearsome
Supervillains lo help him blow up New York City. Spidey and Cap follow your
cohmands in over 30 battles to stop lhem. Each character has lhe same
abilities he has in the comics. A limiled edition Marv€l comic comes with lhe
game to draw you right into the aclion.

Guardians ol lntlnlty. Trav€l io 1963. Your mission: convince JFK to cancel
his latal lrip to Dallas. Thorolghly brieled on Who s Who and What s What in
Washington, 1963, you work your way lhrough a network of advisors and
assistants lo gain access to the Presidenl himselt. What will you say lo convince
JFK you really are lrom the Juture?

Elimlnalor. You're al lhe helm of the most dangerous assault vehicle in ary
world, careening down a highway thal lranscends ordinary spac€ and time.
Armed to the leeth, you blast anything in your way. Alien €nemies bouncs,
hover and dart, blasling as they go. walls appear in your palh wilhout warning.
The pace is faster than last, and lhe music alone is enough to raise your pulsel

Exolon. To liberate your planet lrom hostile aliens, you seek the hyper-alloy
exoskeleton that will translorm you inlo Exolon - a hybrid of man, machine
and lkepower. Bul until you lind it you have only a blasler and a lew hand
grenades. You must be quick with the joyslick, and clever and resourceful as
well in more than 100 battle scro€ns.

Card€r Command: Your comput€r is lhe nerve center tor a desp€rate 22nd
Cenlury war. Your main weapon: an awesome ship carrying lighler iets,
amphibious vehicles and a laser cannon. Your main enemy: your own ship's
twin commandeered by tefiorisls. Choose a strat€gy game when you want to
lest military theo es, or get dorvn and dirty with a pure arcade action
exlravaganza.

Stsrglldo.ll: ln lhis sequelto the smash hit Starglider, lmperialist Egrons build
a dealh station to destroy ihe peaceful world ot Novenia. Beam projectors on
seven moons guard lhe conslruclion. Your ship is amazingly maneuverable
and packed wilh lirepower. Rocket trom planet to planel to galher resources for
your atlack.
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Weid Drcafis corr.bir.es sunealistic imatery bizare puzzles and
humorous graphics to provide a gamint experience unlike antthinS
else on the market. whereas rnost computer game6 serve as an
exercise for the consciolis fii^d, Weid Drcafts pays tribute to the
subconscious, and has carved for itself a niche far rcmoved ftom
anythint yet established by the entertainment softwarc industry-
The game has been called a computerized ink blot test - a
designation that fits lt'aild Drcnms well. lt will, after all, mean different
things to different people.

This is precisely what desitner Hemran Senano, had in mind. "I
wanted to do something a bit different with Weid Drcamq" he said..
"l wanted the game to have somethint to do with phobias and
nightmares."

Players will appreciate Serrano's attention to detail in many of
the game screens, which are filled with mysterious creatures and
strante sights. Most of the backgound art begs for some kind of
interpretation. The whimsical tame music and unpredictable visual
effects enhance the dream{ik€ quality ofthe game.

And iJ the artwork is the source oI the game's greatest appeal, it
is Serrano himself the player must thank. Many oI th€ scenes in
Weiftl Drcans wete i^spired by ideas for paintints that Serano had
formulated over the years. In fact, Serano conc€ived the entie
Weird Dreams game while on summer vacation from Kin&ton
Polytechnic, a college on the outskirts of London where he had been
studlng graphic design. "I'd had a lot of ideas for paintints, and I
decided to put them into a computer tame instead of on canvas," he
said.

Ironically, the success of Weid Dtutns, aad. olher oI Sermno's
game ideas, has led him to pursue computer game design on a fulL
time basis. And although the artwork came easily for him, Serrano
soon leamed that there were other aspects of the game for which he
would need help. For this, he was able to rely on James Hutchby, the
gamds prognmmer. 'The puzzle part of the game was difficult for
me," Serrano said. "lt had to be developed and refined as we went
along. James helped a great deal with that."

The result of S€rrano and Hutchby's collaboration - not to
mention the input received frcm a dozen other creative people



Introduction
invoived in the project - has resulted in a Same that may take
comPuter Samers a while to 8et used to. Most comPuter Sames
expand a player'6 horlzon9. weid Dreams lvtns the playe/s
perspective inward. Instead of trying to conquer reality, players in
Wer'rd Dralrns must instead try to netotiate thei! way through much
more dangerous terrain: the Subconscious - where there are no
rules, no resHctions, and no safe havens ftom the enemy.

'Computers, and any kind of animation, allow you to escape
reality," Serano said. "Weircl Dreams fiak€3 escaping all the more
fun. In fact, it probably makes you appreciate leality a little more."



How To Use The Hints
The hints that follow are provid€d as an aid to you, but they shouldn't
be relied on. Instead, try to use a hint only as an absolute last resort.
To help you further with this concept, each hint has a dollar value
attached to it. Hints which are more specific, and reveal more
important elements of the game, have a higher dollar value. When
you've finished Weird Dreams and won the Bame (you'll know
wh€n), total up the dollar values for aII the hints you used. This is
your Psychiatry Bill. To get an idea ofhow well you did, consult the
chart on the next page. (Note: if you read a hint but discover that
you already knew the information it provides, don't charge you$elf
for that hint.)

Th€ hints are arranged accordint to ihe game screen to which they
apply. All the game scieens are shown on the following contents
pages, atong with a brief descriptive phms€ thatshould make it easy
to locate the hint section you need. That same descriptive phrase
app€ars at the top of every page, so that you can be sure you've
found the riSht hints.

The hints are also listed in lo$cal and chronological order. That is,
the most basic clue for a cetain tam€ screen will be ptesented first.
More detailed hints will follow. To make it very difficult to
accidentally read a hint you didn't intend to leam, each page of the
hint booklet contains hints Ior just one game screen. Fufther, all
hints are printed in small type so that it's hard to read a clue
unintentionally.

Succ€ss in Weird Dreams depends on two things: successfully solvint
the puzzles and challenges of each individual game screen, and
fiSuring out the overall objective of the game. Each of the hints
provided for the game scrcens helps accomplish the former. For
help in solving the lattet a special, all-inclusive hint is provided on
pate 25 of the booklet. Trris last hint should only be seil ztheft yolt
haoe dofle et erythitlg lou can think o:1, bltt still canfot finil a zaay

This hint booklet occasionally referc to a conholler. This is either the
joystick mouse, or keyboard depending upon which periphemls
your version of Weird Dreoms s]uppotts. The selector refers to the



How To Use The Hints
joystick butto4 mouse button, or keyboard "fire" button, which is
also dictated by the veBion you'rc playing. InJormation on both the
.ontroller and selector suppo ed by your verston of Weir.l Dftarns
is contained in the technical supplement packaged with your game.

To help you keep hack of the length of your therapy, a small clock
has been placed in the upper ritht halld comer of your screen. 'Ihe
clock starts as soon as the first play screen appears. You may find it
helpful to watch the time on certain s$eens - some puzzles have a
time limil and use very interestinS methods to let you know when
you've exceeded that limit!

Grrri luck!

FREEDOM FIELDS HOSPITAL
''G@d nedii e. . . co cd ed stalf. . . artldndish ptua.'

Bill For Psychiatric Services Rendered

Your Total Fee
$0 to S25o

$255 to $500

$505 to $750

$755 to $990

Evaluation
Hop€lessly w€ll-adiusted. Pity.

More study recommended. Yout
drooling has us worri€d.

Definitely a few problems here.
We have a couch reserved for you.

we're talking major psychoses, here.
All your nurs€s are requesting

Hy armor.

Shock treatments mandatory.
Could you pay your bil in advance?

$99s and higher
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The Cotton Cand Machine
Each hint has been assigned a dolldr nzlue

indi.ating its leoel of detail. you should rcad

onl! one hint at a time anl then attempt to

rcntinue playfig Weird Dreams. loirl yorr
Psychiatry Bill at the end ol the game and rclet to

lhe eoaluation lable on paSe 4. For tare
infonnalion, see " Hou To Use The Hints."

HINT ONE
Avoid rhe swirlins shck by cmuchin8 down as it n€aE.

HINTTWO
You h.ve ro leave the cotron candy nachind in

ordd to progls in lh€ san.

HINT THREE
Exit thc srton 6ndy machine by jumping onro the swirling stick.

$10 Fee

$20 Fee

$20 Fee

7



The Fa round
Each hint has been rssigned a dollat L.al e

indicatin| its leL,el ol detail. You should rcad o ly
one hint at a lifte afid lhen attempt to continue
plaVing Welrd. I)teams. Total lo1lt Psychiatry
Bill al thc nd ol thp gane ahd rcl to lhe

eaaluation lable on page 4. Fot tnorc infotmation,
see "How To Use The Hinls."

$10 Fee

$10 Fee

$20 Fee

$15 Fee

HINT ONE
Ili"Eulr b.. w.llli lynu I Jou dol r , uw h'm doq'

HINTTWO
Bc6like.otton..idy. RcnEnber *here yo! sw that? Did

yoL nori(ihatit stu.k io your bodyl

HINT THREE
You wiu n€€d ai leas4 pt.cs of.otton.rndy.

HINT FOUR
Dbp I p,ec of .oilon .andy md Natch the bee lai ir. Then pro.eed Ieli

HINT FIVE
Th. b.. will be righi behiftl you.

You willne€d io buy yousclf son. hme

HINT SIX
Drcp ihe.emaininScotron candy nsr rh.niddl( otrhe screen

ler ror a weaPon.

HINT SEVEN

When the b$ is busy with theco oncandy,yo! can
swai him ba.k with ii.

$20 Fee

$25 Fee

$30 Fee



The Hall of Mirrors
Eqch hint has been assigned a dollar polue

indicatihg its ler,vl of detail. You should reod

only one hint at a time and then atte pt to
conlinue playtng Weird Dreams. Ioldl yorr
Psychiatry Bill at the end of lhe game and rcfet to
tfu eoaluation table o Wge 4. For ft1rc
infomnlion, see " How To Use me Hints."

HINT ONE
rhe mi@E don't tusl @st a rendio. Rhdb€r

"Alice in wonderland "

HINTTWO
'ft€€ are tive nim6 in rhe hall. Yotr on fvcntuarry

bavel through all of them, thouAh not right .way.

HINT THREE
You €n alw.ys enta rhe niD6 ro rhe l€i and right

by moril8,neconkolle' m rho*dtred'oL T1o\rnrer miT-
canalso be entered,It will t0kc you back to the

Corton Candy Machine

HINT FOUR
You can e tcr the two other nirroE - when vou'v€
prosPsssd rar enouat in the gahe - by prJins the

*l..tor d movinE rh€ mrrcUer up.

HINT FIVE
II you li*e. close, you can hcar the giant be trying io

bPat doM rhe d@r ourside

HINT SIX
The bee will evcniuallv break into rhe Hall of MnroB

$10 Fee

$10 Fee

$10 Fee

$15 Fee

$10 Fee

$10 Fee



The Rose Garden
Each hint hos bem assigpA a cbllar wlue

innicating its lelAl of detail. You shouhl read only
one hint at r time and then attefipt to conthue
pwirg We$d Drearlld. Total your Psychiatry
Bill at lhe end of the Sane snd rcfet to the

aml ation table on Wge 4. For morc infomation,
sre " Hmn To Use Thz Hints."

$10 Fee

$10 Fee

$20 Fee

$30 Fee

HINT ONE
T1l@ l@bch6 rm't 6 hicldly s rhey.F pEny.

HINTTWO
You'c eot b kil th€ msbuhG to aet p6t thd.

HINT THREE
Ndie rlE stick d th€ FoMd n@rby,

HINT FOT'R
Kill the .ahi@E rebush6 by *l6bA d baring thd with

ore of fte 6ti.k on th€ grelnd,

HINT FryE
Dontbk to ldg on thir s.lq. Nofre how

lr€hly mo$rd rfi. l,m ldoks.

$20 Fee

10



The Little Girl
Each hint has beefi Bssigned a dollar Dalue

indicati g its leLpl of detail. you shouLl reail
ottlV o e hinl at a time and then ottempt to
continue playing Weird Dreams. fofal yolt
Psychiatry Bill at the end of lhe gane and t4er to
the eaaluation table on page 4. For rnole
information, see " Hou, To Use me Hints."

HINT ONE
ThG ljtlle girl L definit€ly rcr all 3war and spi@.

HINTTWO
T]1at's not an ordltury e.cr ball.

HINT THREE
You'll Eet two "pradi€" thN' U* rhe tine ro look around.

HINT FOUR
The hedg6 in th. ba.rsond m ihpotunr. Mcr rre

filled with etrange 5hap6.

HINT FTVE
Pdition yousell ltuide the heda€ rhat is empry. c@ch io pi.t up rhc
balt whc. ir gG past tho hedge wirh a rcund sh,F insid€ it. Iinin8 is

crucial

HINT SIX
If you catch rhe ball 6 riner the girl will 3tar owad you - and nd ro

plant a kis on your cheL Rermbei ffi8e is swr.tl

$10 Fee

$10 Fee

$15 Fee

$15 Fee

$25 Fee

$30 Fee

HINT SEVEN
When the girl gelg wilhin range of on€ bou€ of the b.ll, plea* it The

h€d3eneare rhe righl sae ot rhe @ points rne vay our

1l

$40 Fee



The Giant Piano
Each hint has bee ass4ei d dollar wlue

indicalin| ils leoel of detail. you should retd only
one hinl al a t ne anil then atlempt to continue
playing WeiJd Drcams. Total your Psychiatry
Bill at the end of the game and refet to the

eoaluation loble ofi Wge 4. Fot nmrc infomotion,
see "Hou'ro Use'rhe Hints."

No F€e HINT ONE
ThR sly is no hint b thi5 re!. You j6t nc{n B@d tihing

ro avoid thc piano *eF $ they iunp !p. Gdd lu.*

72



The Ballerina
Esch hint has been assigned a dollat 1,elue

indicating ils leoel of tutiil. you should ftail
otllv one hint at o lime anil then altefipt to
continue playing Weird Dreams. Iofat yort

the eoaluation lable ot1 page 4. For more

inlon@tion, see "Hou To Use The Hints."

HINT ONE No Fee
TheE leally i3 no hinr to this $Rn. You jst ne€<t good tining lo avoid

the ballerinat leg as you atrcnpl to pass h€r Cood luck.

13



The Fish Tank
Each hint has been ossigned a dollar oalue

indicating its leoel of detail you should ftad oftly
ofie hinl at a thne an.l lhcn atlefipl lo conlinu?

layiag Weird Dreams. Total Vour PsVchiatry

BiU ot lhe a1d ol the gane ant t4et to tha

euahution table on Wge 4. For morc Wnnation,
see " How To U6e me Hifits."

$10 Fee

$10 Fee

$20 Fee

HINTONE
TIEE lr .tr .lei. e€l in rh. fish bn*.

HINTTWO
nE €lehi. €d nisn6 uh6 irr dangmug

HINT THREE
Gnb the el€clri. eel wh6 its not ta!ni$.

t4



The Hall of Mirrors (With the Bee)

E ch hint lms been assigned a dollat oalue
indicating its level of dctail. you shoald rca.l
ottly ote hint at a time afiil then dtte pt to
conlinue playing Weird Dreams. Tolal J'out
Peychiatry BiIl at lhe end of lhe gdnu an l rcler to
the e&luation toble on Wge 4- For nurre

infortwtinn, sec " How To Use The Hifits."

HINT ONE
n'is 6dd be u €ldriryin8 6Fi e.

HINTTWO
Yo .e€d !o hit the be 3€!ml tin6 wirh .he *L

HINT THREE
Tlle only hit thrt will fiDUy tnl ine be io d! uppe.cut

$10 Fee

$15 Fee

$15 Fee

15



Each hinl has beeh astigfied a dollar oahe
i icating its leLvl of detail. you should rcad only
one hifit at a time a d then allmryt to continw
playirg Wetud DEams. Total your Psychiatry
Bill ot the end of the ga e anil rcfet to the

etoluation table on Wge 4. Fot nore infofttatioft,
see "Hou To Use The Hints."

$10 Fee

$10 Fee

$10 Fee

$15 Fee

HINTONE
The flsh flying abo!€ .'d mighr ctu r purpiP.

HINTTWO
Jump up and gab one oI lhe tGh.

HINT THREE
You vs Bot to hu the hoppins totefr poles to

get PaBt then.

HINT FOUR
S*at the hopping rokn pol6 wilfi lho fish
Y.u ll he€d b do this r.r €.ml rft.nc

15



E ch hint has ben assigned a dollar wlui
hdicrting its leoel 4 detoil. You shoulil rea.l

only one hitt at a lbne and then ollempl to
cofitinue playing Weird Dtearn.s. Total your
Psvchiatrv BiIl at the efid ol the game and rcfet to

fhe eLvluation table ofi page 4, Fot morc
ittoflmtion, see "How To Use The Hinls."

HINTONE
Hitbns rhe Bi8 H4d iusr oMe whh th. ltuh ffi't do ir

HINTTWO
Y@ h.w ro hft rtE Bia Had li!. @'r.drlE rln6 in ddr ro *jI n.

HINT THREE
Try swinslnA th€ filh up lnd d n rapidly.

$10 Fee

$15 Fee

$15 Fee

17



The Statue
Eoch hint has been assigned a dollar ualue

indicahng its koel oldetail.)ou.hould rcad only
one hinl at a line and then attempt to continue
plalrrs Weird Dreams. Totol yout Psychittry
BiII al lhe end of the game and reler to the

eoaluatiofi lable on Wge 4. For more infon/atiol1,
seti "How To Use The Hints."

$10 Fee

$10 Fee

$15 Fee

HINT ONE
lek clNly at ihe gromd. Ihinl "Quiclsnd."

HINTTWO
Y@ 6n adnte th€ staiue it you lite but won'r help you.

HINT THREE
H the statue wnh rhe fish utn it crumhle avoid

$e swirling pit unril you'E done.

18



Each hint fus bee assigned a .lollar Lslu.
indicati g its lelrd of detail. You sho lil rcail
only one hinl at a lime anl then atlempt lo
continue playing Weird Dream' Tofdl yolt
Psychiatry Bill it the end of lhe game and t4e/ lo
lhe qmluatioh table on poge 4, For more

infotfiation, see " Hou To Use The Hints."

HINT ONE
Y@ cenot w.lk lhmgn tne hurky tenain,

HINTTWO
You n€.d lo !* $m.lhln8 to "€.t" . path li'uAh rl* muc!.

What hrve you .ndnte.€d $ 6r thrl liks to aat?

HINT THREE
U* tn. ftr ball io ar . p.th tholen dp h!cl.

Pn..drffilrFxRI.

$10 F€e

$15 Fee

$20 Fee

79



The Dark Corridor
Each hinl hts been assigne.l a dollat Ltl e

indicattug its lcpel of detail. you shoulcl rcad onl!
ofie hint at a tifie ancl then aflempt lo cotllih e

playing Weitd Dreatns. Total your Pslchiatry
Bill at the end ol the ga te and reler to the

elralualion tabb on page 4. For more infonulion,
see " How To Use The Hints."

$10 Fee

$15 Fee

HINTONE

HINTTWO
Th€re's a lighl swiich !o lhe lci

20



The Chicken Monster
Each hint has been assigned a dolla/ Lvlue

indicati g its level ol detail. you should rcail
onlV one hint qt a lime anl then attempt to
continue playing Weird Dreams. Total Wur
Psychitlry BilI at the end of the game and refer to
lhe ewl atiotl table on Wge 4. Fot ftorc
irlfotftatiofi, see " How To Use me Hinls."

HINT ONE
Yon carmr *alk or tun pdt the Chicka MoEt€r.

HINTTWO
Noii.e ihe lkhl filluree abovc the Chicken Monsrer.

HINT THREE
Try junpins onb on ot the lEht tutllE.

HINT FOUR
You an swine on thc liEht fixiuEs, tm

HINT FIVE
You .an swing f.om onc lighl fi:tu !o andher

by building up mohdtum.

HINT SIX
Momentum i3 Aained by novinA rhe joystlck in pftcGe synchronizatlon

with the chara.tei on the 6cn. When the swings are fast and long,
prs the *leclor burton.

$10 Fee

$10 Fee

$15 Fee

$20 Fee

$20 Fee

$25 Fee

2l



The Grandfather Clock
Ea.h hifit has been assigned a dollat oalue

indicating its leoel of detail. you should rcod ofiI!
ofie hint at a time and then atteftpt lo continue
plaling We'Jd Dte n]tr' Total your Psychiatry
Bill al the end of the gane and lefel to the

?teluation lable on poge 4. Fot ftore infoflnalion,
see " Hou To Use me Hints."

$10 Fee

$15 Fee

$25 Fee

$30 Fee

HINTONE
Che oI rh€ dmB on €acn 3id€ of thedek i3 l€dDL

HINTTWO
This gEndtatier clock d@ noE th,n jun t.I rine.

HINT THREE
Try lmlina inride $e clmL

HINT FOUR
Ite p€nduruh iside tn€ d(t arwaF poinb to th€ der

that is sf€. the dmr indt.rted 16 sate.

HINTFIVE
Ch6e eiths d6r. I\rio the Fndutun seings ro ttrr

sidq go tiouall' PKile tinlna i3 .riti..l,

$40 Fee



The Brain
Each hinl has beefi assigfied a dollat ualue

indicating its leLvl of detail. You should rcad

only one hint at a time and then attenpt to

cotllinue playing Weird Dreams. Tordl yorr
Psychiatry BilI at the end ol the game qnd rckr to
the eoaluatiorl lable on page 4. For more

infotftalio , see How To Use me Hints."

HINT ONE
la you do'fr lnow why yotr F lpP, y.u dl*,l wanr b read

rhe all-purp.s .lue on p.s. 25 (it osts $r 50)

HINTTWO

HINT THREE
Therc are ihree "blain cells" Dt inB around thebrdin

Youhavcthreeorb6(hopelully),Hnn. .

HINT FOUR
Nobcc th.r rhe €y€ i. the ant( op€ns and cl(B.

HINT FIVE
Swat rh. "brain ells" ,ilh lhe 6sh {hm lhe eye is oFn Tte

"br.in els" wiu b. rcplac€d with lhe orbs. when all rhrdd
have been replaced, y@r therapy is onPlete. Congr.tulationsl

$10 Fee

$10 Fee

$25 Fee

$30 Fee

$50 Fee

23



The Operatin Table
Each hint has becn assigne.l a .lolhr value

indicolftg ils leoel ol dela . You should reod only
one hint ol a time and then ottenpt to continue
playing Weitd Drear s. Total yottt Psychiatry
Bill al the end of lhe game and r4er to the

eoaluatio table on page 4. Fot fiorc ifilomatiofi,
see " How To Use The Hhfs."

$No Fee HINTONE

24



The Game
Each hint has beefi assigned a dollar aalue

indicating its lmel of detail. you shoukl reatl

only ofte hint at a tine anil lhen attefipt lo
cofiliftue playing Weird Dreams, Toldl yoqr
PsVchiatry BiU al the end of the Rame and reler to
the evaluation table on Wge 4. For ftore
infon mlion, see "How To Use The Hints."

Iljoy ebi?ni bgfio?ilqmi nged ev6d IJoY
groM .nomeb gliJaod e 1d aroiranordua

gdt ni 9ld6li6v6 ?i ?irll no noilsrnolni
edT .smog ruorl dliw bsgoboq sllevoa

eflrl, orni rlifld Iuo1 bsbivib aod nomeb
?ir6q 9eldt ee9d, bergti6ra bn6 efi6q

m:ol gdJ ni auoi:anordla :!oy luod8ljodJ
revofgr o, ev6d uoY .adro >l:sld.Iloma lo

:lo1 otni Jrsd merli s:elq bne adro eaorll
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Does this text seem a bit unusual? Try using a mirror
before advanced tetinal fatigue sets in.
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COPYRIGHT NOTICE
Copyright @1989 by MicroProse Sottware, lnc.

Copyright o 1987 Best Ever Games Company. All Rights R€served.

Ths manual and lh€ cornpul€r programs and the audiovisuals on th€ accompanying
tloppydisks, which aredescrib€d bylhis manual, arecopyrighled and contain p.opri€tary
inlomation b€longing to MicroProse Sotlware, lnc. No one may give or sellcopies ot
this manual or lhe accompanying disks or ol lislings ol the progEms on lhe disks lo any
person or instilution, except as provided lor by wil€n ag€emsnl with MicroProse
Sotlware, lnc. No on€ may copy, photocopy, €prcduce. lranslate lhis manual or r€duc€
il to machine readable lorm, in whole or in parl, wilhout lhe p or writlen consonl ol
MicroPros€ Software, lnc. Any person/persons reproducing any porlion ollhis program,
in any media, lor any reason, shall be guilty ol Copyright Violalion, and shall be subjecl
10 civii liabilily at lhe discrotion ol ihe copyright holder.

LIMITED WARRANTY
Neilher MICROPROSE SOFTWARE. lNC., nor any dealer ordistributor, makes any

waffanty, express or implisd, wilh r€spocl to this manual, tho disk or any relaied item,
their quality, p€domance, msrchantabilily, or tilness lor any purpose. Some stales do
not allow limilations on implisd waranlies or how long an implied warranty lasls, so lhe
above limitation may not apply to you.

As a condilion precedent to the warranty covorag€ provided below and lo ensure
indenlilication, the oiginal purchaser musl complele and mail to MicroProse Sotlware,
lnc., 180 Laksfront Drive, Hunl Valley, MD 21030, within 30 days atler purchas€, the
Rggislralion Waflanly card enclosed with lhis product- To lhe original purchaser only,
MicroProse Sotllvare, lnc. warrants ihe media to be tr€e trom del€cls in mate al lor 90
days. ll du ng lhe lircl 90 days afler purchase a delect in media should occur, lhe
sofware may be relurned lo MicroProse Sottware, lnc., who willrsplaceth€ m€diaal no
charge- li at any time atter lhe initial 90 day period your media become detsctive, lhe
media may be roturn€d lo MICROPROSE SOFTWARE Jor rsplac€m€nl at a $10 sgrvice
charge.

ln no case willMicroProse Sottware, lnc. be h€ld liable lordirect, indirect or incidental
damages resulting from any del€ct or omission inlhe manual, or other relaled ilems or
proc€sses, including, but not limited lo, any inlem.rption of servic€, loss ol busin€ss,
aniicipated prolit, or olhsr consequenlial damages. Soms slates do nol allow the oxclusion
or limitalion ol incidentalor consequenlial damagss, so the above limilation or exclusion
may not apply lo you.

This wa.ranty gives you specilic legal ghts, and you may also have oihe. righls
which vary iiom slate to slals.

IMPORTANT: The abov€ waffanly do6s nol apply il you mak€ any unaulhorized
attempl to modily or duplicale the producl, or il lhe producl has been damaged by
accidsnl or abuss.
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