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GamEeE OVERVIEW

Untold centuries ago the Vadrigar, the mysterious Arena Masters, constructed the
Arena Eternal for their own infernal amusement. Virtually nothing is known of these
beings except that they savor the carnage and clamor of battie. As such, they have
stocked the arena with the greatest warriors of all time. And you have just joined their
ranks.

As a gladiator in the Arena Eternal, you must not only survive, but ailso win each and
every battle against ever more powerful opponents. Don’t worry overly much about
getting “fragged.” The Vadrigar won’t be cheated of their favorite sport by a little thing
like death. Those who fall are instantly restored to life and immediately thrust back
into the battle, perhaps a little wiser for their misfortunes.

When the dust, blood, and gibs settle, all warriors will have earned the right to battle
again, providing further entertainment for the Vadrigar. But only the warrior who has
fragged the most foes will be lauded as the winner. The victorious gladiator advances
to a more challenging array of arenas, until, at last, he or she faces Xaero, Lord of the
Final Arena.

Gameg STRUCTURE

In single-player mode, Quake Il Arena is split into six tiers of four arenas each. In
order to progress to the next tier, a gladiator has to beat all four arenas. Finishing sec-
ond or third won’t do—you must emerge as the clear winner.

While the rules are a little different in multiplayer (network or online) games, there is
one important rule that sums up your life as a gladiator in the Arena Eternal:

Frag Everything That Isn’t You.




InstarLLation ‘

!

There are two easy ways to play Linux Quake Ill Arena on your system. Begin by
inserting the CD-ROM into your drive. Usually, you will want to install the binaries and
(optionally) the pack data file on your hard drive. You could also run the game directly
from the CD live filesystem (see the README on the CD for details).

1. Mount the CD (e.g. using “mount /dev/edrom /mnt/cdrom”)
2. Switch to the CD (e.qg. using “cd /mnt/cdrom”)
3. Start the installer script using “sh setup.sh”, or

Start Quake lIl Arena from the CD using “sh quake3.sh”

Once the installer has started, a series of on-screen instructions will guide you
through the rest of the installation procedure. Make sure that you have write permis-
sions for the location at which you intend to install the game.

Once the game has started, it will display the id Software logo, followed by a short
movie. You can interrupt both by pressing the Escape key (they can be selected for
replay from the menu). The game will ask for a CD key which you will find on the
jewel case of your CD. Both the CD key and your settings (including the chosen GL dri-
ver) will be saved in your home directory.

Cory ProTfEection

To play Quake lll Arena in Multiplayer, you must enter the CD verification string locat-
ed on the back of the CD packaging. If you did not receive a CD key, please contact
Customer Support. If you intend to run only a dedicated server, please read the dedi-
cated server documentation file provided on the CD.

To play Quake Il Arena in Single Player, you must have the Quake Il Arena CD in your
CD-ROM drive if you did not install the complete pack file on your hard drive.

IlEws anp VppaTteEs

Updates to Quake Ill Arena, game news, and other information will be available over
the Internet at quake3.lokigames.com. This is also the place to check for Linux tech
support or frequently asked question (FAQ) files. The official site for the game itself is
www.quake3arena.com. Be sure to stop by often in order to keep your competitive
edge in the Arena Eternal.




THE AREDA ETERIAL o

l :

The Arena Eternal is an extradimensional structure created by the Vadrigar and popu-
lated with the greatest warriors in all of time and space. In order to survive there,
you’ll need to know a little bit about your enemies, weapons, and the environment in

which you’ll be fighting.

GLapiatToRrs

In addition to you, there are 32 computer-controlled gladiators residing in the arena.
Each of them is a deadly warrior with his or her own personality and tactics. Some are

tougher than others, as you’ll quickly learn in battle.

Anarki (Cybronic Human): Always seeking an edge, this cyber-board
surfer paid with his humanity for a seemingly endless array of cybronic
implants.

Angel (Humanoid Robol): Although certainly not a classi-
cal beauty, Angel was created by a sculptor to be his ideal
companion. She quickly proved herself to be a creature of
hate, not love—Xkilling her maker in a berserk fury.

Biker (Human): Biker is crude and coarse: a bully who gets his kicks out of
hammering helpless opponents. He may not be smart or brave, but he’s bru-

tal as hell.




gitterman (Human): This hero of the Strogg War may also be its most
tragic victim. While a captive on Stroggos, vile experiments trans-
formed his flesh into something both far more and far less than human.

Bones (Human Skeleton): This fearsome foe showcases the powers 7 ‘
of the Vadrigar, for it has no true life of its own. But it begs the gues-
tion: “Where do the gibs and blood come from?”

Cadavre (Undead Human): Cadavre is a brutal murderer who couldn’t be exe-
cuted. The electric chair, gallows, and gas chamber only made him meaner.

Daemia (Human): The bounty hunter, Daemia, long ago stopped caring who or

what was in her sights. Enemies are enemies whether they’re human, alien, or
demons from the pits of hell.

Grash (Human): Once, she was Doom’s military instructor.
Now the Arena Eternal tests Crash’s mettle to the extreme—
extreme patience, that is. She is the trainer who introduces
new warriors to the skills of battle.

Ooom (Human): Long after everyone else on Phobos
was dead, he kept fighting, determined to send out a
warning to Earth before the demons could claim him.




Gorre (Cybronic Human): Born in the breeder tank of a genetics
lab and nurtured in a cybronics workshop, Gorre was created to
be the ultimate warrior...at least in his own mind.

Grunt (Human): A mentally shattered veteran of the invasion of Stroggos,
Private Nathan Grunt is still fighting a war that ended years ago.

Hossman (Human); Easily mistaken for a big, clumsy oaf, Hossman is
a deadly opponent whose agility is a match for his fearsome strength.

Hunter (Human): When her village on Tau Ceti was decimated by the Sorg,
Hunter vowed to seek out and destroy the reptiloids wherever they might hide.

Keel (Cybronic Human): Lance Corporal Ben Keel died during the Spiker
Insurrection—only to be revived as a humanoid battle machine by scien-
tists experimenting with captured alien biotechnology.

Klesk (Alien Chitinid): Half religious zealot, half gifted mystic and all bizarre
alien, Klesk cleanses his soul with the purifying fire of combat.
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Lucy (Human): A former prison guard, Lucy crossed the line and
ended up on the other side of the bars where every hour was a
battle for survival.

Major (Human): A veteran of the Stroggos campaign, Major Wayland is
haunted by the memories of her fallen troops and the parasites that
killed them. It may be that she believes she’s still fighting that long-
concluded war.

Mynx (Human): Fashion model, master assassin, or
adult entertainer: Which is the real Mynx? She’s part
viper, part black widow, and all woman.

Orbb (Alien Cybronic Construct): Designed by the Vadrigar to monitor
combat in the arena, Orbb evolved beyond his specifications and became

a deadly combatant.

\

Patriot (Cybronic Human Vampire): A twisted combination of cybronic
implants and supernatural powers, Patriot is a throwback to the days
of nationalism—nbefore mankind found other enemies among the
stars.

Phobos (Human): An experienced veteran, he led the invasion of the demon-
haunted tunnels of Phobos. There, he was betrayed by superiors who thought
they could learn more from watching him die than by studying his reports.

N I -



Ranger (Human): Originally a slipgate explorer, the man called
Ranger has faced and escaped certain death a thousand times

on a thousand worlds. His experiences have left him more alien
than human now.

Razor (Human): During a time of civil unrest on Earth, Razor and his
gang of vigilante followers enforced a rigid, brutal code of justice in
the Pacific Northwest. Razor never admits defeat and shows no
mercy in defense of order.

Sarge (Human): A grizzled combat veteran with plenty
of scars to prove it, Sarge is the master of modern war-
fare. He’s clever, determined, and deadly.

Slash (Cybronic Human): A young force-blade punk from the streets of Los |
Angeles, Slash became a test bed for the hottest cybronic implants, turning |
her into a barely-contained bundle of energy.

Sorlag (Reptiloid Alien): This mercenary Sorg merchant long ago
resolved to do whatever it took to get ahead, no matter how many
others had to die in order to line her coffers.

Stripe (Human): Raised on the mean streets of a post-apocalyptic city,
Stripe avoided crime and drugs by being tougher than the gangs and
pushers.




Tankjr (Cybronic Human/Strogg Crosshreed): The spawn of a
human Tank Cummander and an Iron Maiden of Stroggos, Tankjr
IS a sadistic bio-tech nightmare.

Uriel (i - For untold eons, mankind has known and feared
Uriel’s dlahulmal kind. The aura of evil and death hanging around
this gladiator is enough to send a chill down the spine of any

opponent.

Visor (Lyhronic Human): Visor is an enigma who says nothing
about his past, letting his weapons do all his talking for him.

Wrack (Human): Wrack is a shell-shocked Slipgate War
veteran who relives countless battles through a haze of
imagined glories, hali-remembered facts, and exagger-
ated personal abilities.

Xaero (Wulated, Lybronic Human): The most dangerous enemy in the arena,
Xaero embraces honorahle death. He longs for the day when he will meet the
opponent who frees him from the shackles of life eternal—if such a warrior

exists.




WEAPOS

Gladiators in the Eternal Arena have a wide variety of weapons available to them. At
the start of every match (or after they’ve been fragged), all combatants are armed only
with a machine gun and gauntiet. Depending on the arena they're battling in, other
weapons may be available. Ammunition for each weapon can usually be found in the
same arena. Collect a weapon (or its ammunition) by running through it.
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Gauntlet: The gauntlet combines a whirling saw blade with a powerful electri-
cal charge to create a deadly close-combat weapon. Unlike the other
weapons, the gauntlet needs no ammunition, so it's always ready to go.

Machine Gun: Although not particularly powerful, this
weapon has a high rate of fire and can be used to
blanket an area with a suppressing hail of bullets.

Shotgun: One of the most common weapons scattered
throughout the arenas, the shotgun delivers an
instantly impacting shower of heavy pellets.
Reloading causes a short delay between shots.

Plasma Gun: This powerful energy weapon unleashes
a deadly stream of plasma pulses that rapidly con-
sume its energy supply.

Grenade Launcher: The time-fused grenades fired by
this weapon are incredibly powerful and have a wide
blast radius.

HUD AMMO




HUD AMMO

Hockel Launcher: The rockets fired by this heavy
weapon have a large blast radius, enabling them to
harm several targets at once. Be careful when using

this weapon, since it’s easy to include yourself in the

explosion!

Lightning Gun: The most unusual weapon in the
arena, the lightning gun unleashes a powerful stroke
of electricity at its target. Despite its short range,
nothing looks cooler than the lightning gun!

Rail Gun: This highly accurate weapon uses a linear

accelerator to throw a depleted uranium slug at an
incredible rate of speed. The gun’s accelerator must

recharge between shots, causing a delay before it
can be fired again.

8FG-10K: An evolution of the plasma gun, the BFG-
10K is the dream weapon of every gladiator in the
arena. It hurls devastatingly powerful bursts of fusing
plasma to mow down enemies.




ARIMOR

There are three types of armor available in the Arena Eternal. At the start of a match,
you won’t have any, so you'll have to look for it. Although the normal maximum armor
rating you can have is 100, some improvements allow you to increase it beyond this
limit, up to 2 maximum of 200. Whenever your armor rating is above 100, it will grad-
ually count down until it reaches that mark, even if you aren’t taking damage. Your
current armor rating is displayed on the bottom right corner of the screen.

Armor Shard: These fragments improve your armor rating by 5 points,
increasing it even beyond the normal maximum of 100 points.

Combat Armor: Donning a yellow combat armor vest improves your armor
rating by 50 points.

Heavy Armor: A suit of red heavy armor will increase your armor rating by
100 points.

HEaLTH

There’s no way around it: you're going to get hurt or even fragged running around the
arena. You can tell how badly wounded you are by looking at the Health score dis-
played to the left of your character’s face. At the start of every event, all gladiators
begin with health scores of 125 (which counts down to 100). During the course of play,
it’s possible to increase your health beyond this value, although it will gradually count
down to 100 when this happens. Cross-shaped health bonuses are scattered through-
out most arenas. Restore your health by running through them.

(even beyond your maximum!).

. Green: Each green cross you collect will add 5 points to your health
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Yellow: A yellow cross adds 25 points to your health, increasing it
up to, but not beyond, its maximum rating of 100.

Gold: Every gold health cross you pick up adds 50 poinis to your
health, up to its maximum rating of 100.

Red/Blue Flag: When you're playing in a Capture the Flag event,
each team is given a standard to guard. You score points by grabbing
the enemy banner and carrying it back to your own base.

| TEMS

In addition to weapons, armor, and health bonuses, combatants will find many useful
items scattered around the arena. These can be picked up by running over them.
There are two types of items: power-ups and carried items.

PowER-VPS

Power-ups are items that take effect the instant you touch them. They remain in effect
for a short time, which is counted down on your screen, and then expire.

Battle Suit: This golden shell protects the wearer from lava, slime, drowning,
' and other hostile conditions (including splash damage from weapons). Be
careful. Even a Battle Suit won’t protect you from the Fog of Death or the Void!



Flight: A Flight pack is a small anti-gravity generator allowing a gladiator to
propel him- or herself through the air with minimal effort. Flight packs are
only available in multiplayer games.

Haste: This tachyon accelerator creates a bubble of compressed time, greatly
increasing the gladiator’s movement speed and rate of fire.

Invisibility: This unit bends light around its user, making a gladiator very
difficult to see. However, muzzle flashes and power-up glows are still fully
visible.

MegaHealth: When you pick up a MegaHealth, your health is increased by
100 points (even beyond your maximum).

Quad Damage: When you scoop up a Quad Damage, your weapons are super-
charged for a brief period of time.

Regeneration: When you grab the Regeneration, your health will gradually
increase until it reaches 200 or the effect times out.




CARRIED [TEMmS

Some items are picked up and carried with your gladiator until you choose to activate
them. It’s important to remember that you can only have one item at a time. Before
you can pick up another, you have to use the one you already have. Once activated,
the effect is instantaneous.

pain-killing chemicals. When activated, its computer brain diagnoses the

O Medkit: This battlefield medical kit contains a wide array of healing and
user’s injuries and instantly restores the gladiator to full health (100).

Teleporter: A personal teleporter is a small unit with the ability to fold space
around its user. When activated, it instantly transports the user to a random
point in the arena.

ITMEDALS

Medals measure and instantly reward ouistanding combat performance. When you
(or another player) receive a verbal praise award, such as “Excellent!” a medal icon
corresponding to the award is immediately displayed above the gladiator’s head for a
few moments before fading away. Your medal awards are also displayed on-screen
briefly. As the match goes on, and you earn additional medals, the game shows all
earned medals of that type. At the end of the match, the totals for all awarded medals
in that match are displayed. Between matches, you can see the grand totals for all
medals awarded to you since the game began (the RESET control will wipe out this

value).

%&‘ Excellent — Awarded for making two frags within two seconds.

. Impressive — Awarded for two consecutive hits with the rail gun.

. Frags — Awarded each time you make 100 frags.

- Accuracy — Awarded when your percentage of hits-to-shots is greater than 50%.

Gauntlet — Awarded each time you make a frag with the gauntlet.

Perfect — Awarded when you are victorious in an arena without being fragged even
once yourself.




THE EnvirRoomEentT

The various arenas created by the Vadrigar contain many features and hazards. Some
are ordinary things that hardly merit mention, others are extremely deadly menaces
capable of quickly fragging the reckless, and a few fall somewhere in the middle.

Acceleration Pads:
Acceleration pads use a pow-
erful artificial gravitational
field to impart lateral thrust to
anyone stepping onto them.
Think of them as high tech
jump ramps.

Bounce Pads: Similar to accelera-
tion pads, a bounce pad uses a
powerful pulse of anti-gravity parti-
cles to propel anyone who steps on
it high into the air.

Doors: Doors in the arena come
in many shapes and sizes. Most
open when you move near them.
Others remain closed until a
button or other trigger activates
them. A standard door will open
if it’s shot.

Fog of Death: These swirling crimson vapors are highly
caustic and faintly radioactive. They dissolve flesh and
will guickly kill any gladiator, regardless of armor or
other protection.
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Fog: Despite the fact that it
looks spooky, normal fog
isn’t dangerous. Of course, it
ohscures your vision and can
conceal enemies or hazards.

Gales: A gate is a portal allowing gladiators to move instantly
from one part of the arena to another. These are very much like
teleporters (see below) but allow you to see the area to which i
leads.

Lava: In some arenas, gladi-

ators will be forced to deal
with streams or pools of
molten rock. Anyone foolish
enough to step into lava
without the protection of a
Battle Suit (see Power-Ups)

will suffer an amazing
amount of damage.

Lifts: Scattered throughout the arenas is an assortment of
lifts. When a gladiator steps onto a lift, it begins to rise.

Pendulums: In some arenas, gladiators will encounter massive,
swinging pendulums. Anyone who gets in the way of these
heavy, swinging weights will be instantly crushed.

Platforms: Unlike lifts, which operate only when a gladia-
tor steps onto them, platforms are constantly in motion.
Some bob up and down, while others go back and forth.




slime: This green ooze is highly acidic and consumes
flesh at an incredible rate. The only way to move safely through
slime is with the protection of a Battle Suit (see Power-Ups).

leleporiers: A teleporter is similar to a gate, allowing
gladiators to instantly travel from one point in the arena to
another. You can’t see where a teleporter leads, however,
until you step into it.

Triggers: Triggers often take the form of a button or pressure
plate. When activated, they cause something to happen (usual-
ly nearby). Some triggers activate when touched, others must
be fired on.

Voids: In some cases, an arena will seem to be nothing more
than a series of platforms adrift in space. A poorly aimed jump or
misstep will send gladiators plunging to their deaths in the all-
consuming void.

Water: Scattered pools and canals can be found in many of the
arenas. Although these are safe to swim in, a careless gladiator
can drown if he remains underwater too long without a Battle
Suit (see Power-Ups).

~ree for All - This is the classic form of Deathmatch. It’s
every man, woman, and sinister alien being for him/her/
itself as the players frag everything that moves to get the
most points.




Team Death Maich - It's Red against Blue in a coordinat-

ed contest of carnage. Two teams of players work to con-
trol the arena and score the most frags on their foes.

Tournament — Players fight each other one-on-one, while future
foes watch as spectators. The watchers wait their turns to be the
challenger who wrests control of arena from the most recent

victor.

Capture the Flag — Slip into the other team’s home base,
grab its flag, and run home to score. What could be sim-
nler? Now do it while dodging heavy artillery fire and
you've got an idea of how this fast moving team game

feels. Score the most and win!

Refer to the documents on the disk for specific game rules and instructions.
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SinGLE PLAYER

Choose this option to challenge only automated opponents
controlled by your computer.

CHOOSE LEVEL

Select one of the four arenas in the first game tier. The gladiators you must defeat are
indicated below the arena selection area. When you win all four arenas on a tier, the
next tier will be unlocked. Click on the red left/right arrows to scroll through the arena
pictures. You can only play on maps unlocked by your victories. Maps you have con-
quered are marked with the Quake Ill logo. No red tines on the logo means you defeated
it at the “I Can Win!” skill level. A single red tine indicates a victory at “Bring it On” and
so on, up to “Nightmare!,” which has its own unique logo.

RESET

This resets your single player game settings and medals earned. It afiects all players. It
is irrevocable. You are warned.

SKIRMISH

Select this option to start a single player game in which you
select hoth the arena and the gladiators that will oppose
you. With the exception of several multiplayer server- only

commands, this option is nearly the same as creating a mul-
tiplayer server. Refer to that section for details.

Remember though, many of the deadliest opponents iIn
Quake I Arena lurk not in the program itself, but in multi-
nlayer games found over networks and on the Internet.

FIGHT

Start a battle with a pre-set selection of automated opponents by selecting one of the
arenas and clicking the Fight button. You will be prompted to select game difficulty
before continuing.

DIFFICULTY

You can select one of five difficulty levels, depending on how much abuse you're in the
mood for.

| Can Win!: This level is meant for raw beginners and faini-hearted featherweights.
You have a big advantage over your opponents when playing at this level.




Bring 1t On: If you like touch football, this is the level for you. You'll have an edge
over your opponents here, making it almost impossible to get yourself really
fragged.

Hurt Me Plenly!: When you’'re ready to go into combat with tough opponents,
move on to this level. You and your opponents will be on even ground here, so
they're more than able to frag you when you get careless or cocky.

Hardcore: If you're ready for the big leagues, this is the level for you. Neither you
nor your opponents will have an edge—they're just as deadly as you are. From
start to finish, even a hardened gladiator will be fighting for his life here.

Nightmare!: If you're really looking for punishment, the Nightmare level will hand
it out in spades. You probably won't live long on this level, but you’ll go out in a
blaze of glory.

MuLTIPLAYER

Choose this option to join or create a game played over a
network or via the Internet against live opponents. No
matter how tough the opponents in a single player game
are, there's no thrill greater than competing against other
live players. When you select this option, a screen will
appear where you can view, organize and join Servers
(computers hosting multiplayer games) running Quake Il
Arena. You can also select the Create option to start your
OWnN Server.

ARENA SERVERS

Servers are other computers hosting multiplayer games. The default setting is
LOCAL. If your computer isn’t part of a local network, you won’t see any games dis-
played. At the top of this screen are five options to help you organize the servers
that are displayed in the screen’s center window. Click on the word to the right to
toggle through the options. They will automatically sort and filter the games avail-
able to you.

The highlighted server name is your current selection. You can use the scroll bars
on the right side of the server list window to see the complete list of servers avail-
able. To select another, click on the one you want to join and hit the Fight bution on
the bottom of the screen.

SERVERS

Local: If your computer is part of a network, activating the Local toggle will detect
and display all the Quake Il Arena games being run on it. Just click on the one you
want to join and hit the Fight button on the bottom of the screen. If your computer
isn’t part of a local network, no games will be displayed.



Infernet: If your computer link to the Internet is active, selecting this option will show
you the servers available. If not, then none will be displayed. This listing also indi-
cates the “ping” rate for each server. Ping is the amount of time it takes your comput-
er to send and receive data to and from the server. The lower the ping rate, the faster
your connection to that server will be. It’s important to remember that, while a low
ping rate is better for play, Quake IlI Arena is designed to run well even with higher
ping rates.

Favorites: Clicking on this button will filter out any server not on your list of favorites.
If none of your favorite servers are running, or you haven’t hook-marked any
favorites, you won't see any games displayed. To bookmark a favorite server, you
must be playing the game on the desired server. Hit Esc to open the menu, then
select Server Info. At the bottom of the Server Info screen, click on “Add to Favorites™
and the server will be added to your favorites list. You can also delete entries.

GAME TYPE

Use this option to include only servers running the game type (All, Free For All,
Tournament, Team Death Match, or Capture the Flag) that you would like to play.

SORT BY
This option sorts the list by the selected instruction.

Ping Time - The lower the ping rate, the faster your connection to that server will be.
Server Name - Alphabetically lists servers.
Map Name - Groups the servers by Arena filename.

Open Player Spots - Displays servers with more open player spots at the top of the
list.

Game Type - Groups the servers by which game type is currently being played.

SHOW FULL

Quake IIl Arena doesn’t normally show you games that have reached their maximum
number of players. Set this to ON, and the Arena Server menu will include them.

SHOW EMPTY

Ordinarily, Quake 11l Arena filters out games in which no one is playing from the list of
Arena Servers. Activate this to display empty games as well as those with players
already in them.

You will find five buttons at the bottom of the screen.

Back
Returns you to the previous menu.

REFRESH

Hitting this button instructs the program to search the network, Internet or your
favorites again and update the list of games available.




SPECIFY

If there’s a particular server to which you want to connect, you can do so by hitting
this button. The program will prompt you for the exact Internet address of the host
server and then connect you to it, if possible.

CRrREATE

Choose this option to make a game that’s open to network
and Internet players. You’ll be shown an assortment of
arenas from which to choose and then be prompted to pro-
vide the bhasic rules of engagement.

On the first screen that appears, click on and toggle
through the game types: Free for All, Team Death Match,
Tournament, or Capture the Flag.

Then click the left/right arrows to view the arenas. Select an arena for the battle by
clicking on it.

Now click Next to advance to the Game Server screen.
The Game Server setup screen allows you to change game variables.

Bot Skill: This option allows you to set the difficulty level of any computer opponents
that you have added to the server.

Player List: The player list lets you designate how many players can be in the game.
You can designate a specific bot by selecting "bot" from the player list on the left
hand side of the screen, and then changing the bot name. To allow other players to
enter the game, change a slot to "Open.” Four dots mean a closed slot. “Open”
means a human player can join. “"Bot” means a computer opponent.

To select a computer opponent, click on the opponent’s name area to add a new
gladiator or to change the one there. You select the opponent from an array of small
portraits. For team matches, you can toggle a player to be a red or blue team mem-
ber.

Frag Limit: Frags (or kills) are the usual measure of success in the Arena. Adjusting
this value allows you to establish the number of frags required to win the match.
Higher values result in longer games.

Capture Limit: For Capture the Flag games, the capture limit indicates the number of
times the opponents’ flag must be captured and taken to your base.

Time Limit: You can greatly change the dynamics of a scenario by adding a time
limit. If time runs out before someone reaches the Frag Limit (see above), the play-
er with the most kills wins.

Friendly Fire: When on, it means that teammates can injure and frag one another
with their weapon fire. Traditionally, it is turned ON for Team Death Match and OFF
for Capture the Flag.



Pure Server: (multiplayer-only option) This means that the game on the server and
the games on computers requesting to connect must exactly match. Any modifica-
tions running on the server most also be running on the connecting computers.

Dedicated: (multiplayer-only option) A dedicated server is a computer that ONLY
runs the game. A person cannot use the dedicated computer to play in the dedicated
game. Toggle between three settings. Choose NO if you don’t want your machine to
be a dedicated server. Otherwise, select LAN for a network connection or Internet for
a game being played on the web.

Hostname: Enter the name you want to give your arena on this line. This is what
other players will see when they search for available servers.

FIGHT
Begins the battle.

SETfup

Use this option to set up your player attributes, game con-
trols, adjust your system settings and game options.

PLAYER

This screen lets you give your player a name, set a handi-
cap for yourself, and customize your gladiator for combat
in the arena. The following options are available:

Name: You can click on and type in the name you want o
be known by in the Arena.

Handicap: The default handicap rating for all players is 100. This value can be low-
ered for veteran gladiators to level the playing field when inexperienced combatants
are in the Arena. A handicap reduces the effectiveness of your weapons, armor, and
so on as well as lowering your maximum health value.

Effects: When you fire the rail gun, the slug leaves a streak of light in its wake.
Adjusting this slide bar allows you to select the color of that light trail and the flash it
makes when it hits. Think of it as something of a signature.

Model: When you press this button you’ll see a gallery of images. The one you pick
determines what other players will see and hear when they encounter your gladiator.




ContTrolLsS

You can use this button to customize the game interface to
your liking. Just about everyone has his or her own
favorite settings and the sub-menus you pull up here will
allow you to adjust almost every aspect of the controls.

LOOK

For the most part, you'll look around simply by moving the mouse to and fro.
Imagine that your mouse is controlling the gladiator’s head and you’ll quickly get the
hang of it. Remember that you will shoot wherever you're looking. There are a few
other controls you can customize. The default keys assigned to these functions are
shown in parentheses. If a “???” appears, no key is initially assigned to that fea-
ture. Players who want to use it must select (or bind) a key themselves.

Mouse Speed: Adjust this slide to make your mouse more or less sensitive, speed-
ing up or slowing down the rate at which your gladiator is able to change his view.

Smooth Mouse: Turn this option on to smooth the on-screen motion as you move
your mouse.

Invert Mouse: Changing this toggle reverses the direction in which your mouse
moves your view. Adjust it to suit your own preferences.

Look up/Look down (PGUP/DEL): These buttons will tilt your gladiator’s head back so
you can see what's above him or cause your gladiator to look downward.

Center View (END): If you've been looking around and lost your bearings, hitting this
key will center the view again.

Zoom View (??7): There is no default for this feature, so you can’t use it until you
assign a key. By activating the zoom view, you’ll effectively have a telescopic view
of the battlefield. This is useful for sniper fire but leaves you vulnerable to anyone
close by who might sneak up on you.

IMMOVE

Always Bun: Toggling this button on will make your gladiator run everywhere in the
game. This gets you where you’re going faster, but your enemies will be able to hear
your footsteps.

Run/Walk (SHIFT): Holding this button down will cause you fo run (if the ALWAYS
RUN toggle is off) or walk (if the ALWAYS RUN toggle is on). If you want to sneak
around, be sure to walk or your footsteps will give you away.




Move Forward/Backward (W or UP ARROW /S or DOWN ARROW): These buttons will
move you forward or backward without changing the direction your gladiator is fac-
ing.

Step Left or Right (A or COMMA/D or PERIOD): This will cause you to sidestep left or
right without changing the direction your gladiator is facing, a maneuver commonly
known as sirafing.

Up/Jump (SPACE): Hitting this key will cause your gladiator to leap into the air. If
you’re moving when you jump, you'll leap in the direction you are moving.

Down/Crouch (C): Holding down this key will cause your character to drop into a
kneeling crouch. Use this to hide behind things or take cover.

Turn Left or Right (LEFT/RIGHT ARROW): These keys cause your gladiator to pivot left
or right, changing his facing without moving forward or backward.

Sidestep/Turn (ALT): Holding this key down in conjunction with the left or right arrow
will cause you to sidestep in that direction instead of turning.

SHOOT

Attack (CTRL): Hitting this key will loose a short burst of fire at your enemies. Hold it
down and you'll pummel your target as quickly as the weapon can fire.

Previous/Next Weapon (LEFT BRACKET or RIGHT BRACKET): Scrolls through the

weapons available to your gladiator in the order indicated above (see Ready
Weapon).

Autoswiich Weapons: If this toggle is ON, you will automatically arm yourself with a
new weapon whenever you pick it up.

Ready Weapon (NUMBER KEYS): Over the course of the game, you’'ll be able to col-
lect a deadly assortment of weapons. By hitting the number keys, you can pick the
one you want to use. You can’t arm yourself with a weapon you don’t have, but you
can ready one that’s out of ammo. The default weapon keys are:

1. Gauntlet 4. Grenade Launcher 7. Railgun

2. Machine Gun 5. Rocket Launcher 8. Plasma Gun

3. Shotgun 6. Lightning Gun 9. BFG-10K
Misc,.

Show Scores (TAB): Hitting this bution will show the current scores for all players or
teams in the game.

Use ltem (ENTER): If you have an item (like a Personal Teleporter), hitting this button
will activate it.




Gesture (??7): This bution causes your gladiator to make a characteristic gesture
and vocal taunt for all the world to see and hear.

Chat (T): Hitting this button will allow you to type in text that will be displayed on
every player’s screen. You can also chat with computer controlled opponents during
single player games. Give it a try and see what they have to say!

Chat—Team (??7?): Hit this button to send a message only to your teammates.

Chat—Target (?77): Hit this button to send a private message to whomever happens
to be in your sights at the moment.

Chat—Attacker (??77): Hit this button to send a private message to whomever is try-
ing to frag you.

SysTeEm

These controls can be used to adjust the way Quake Il Arena plays on your system.
Most of them are fairly self-explanatory.

GRAPHICS

Graphics Settings: Select the option matching your com-
puter’s graphics card and capabilities.

GL Driver: If you use a Voodoo graphics card, toggle
through the options here to select the appropriate GL driver
for your machine.

GL Extensions: Disabling the OpenGL Extensions may solve problems with some
graphics cards, but will slow down play somewhat.

Video Mode: Cycle through the options here to select the video mode best suited to
your computer’s speed. Remember, choosing higher resolution uses more memory
and can slow the game down.

Color Depth: Cycle through the various options and choose the one best suited fo
your needs.

Full Screen: Turning this toggle off allows you to play in a window on your desktop.

Lighting: Set this toggle to control the overall lighting effects in the game. Set this o
Vertex Lighting to improve game performance.

Geometric Detail: This allows you to reduce the level of detail used to draw curves
and models. Lower settings speed play but make curves rougher.




Texture Detail: Setting lower values here will make the backgrounds and features less
sharp, speeding game play.

Texture Quality: Some 3D graphics card drivers allow textures to be stored in greater
or lesser qualities. Adjust this setting to suit your computer’s capabilities.

Texture Filter: Adjust to improve the appearance of the game. Tri-linear filtering gives
best guality, but at a speed cost.

Driver Info: Display information about your current graphics driver and settings.

DisPLAY
Brighiness: Adjusts the brightness of the game screen.

Screen Size: Adjust the size of the display to suit your tastes or the capabilities of your
system. A smaller screen will speed game play.

Sovnp
Effects Volume: Controls the volume for explosions, gunshots, and so on.

Music Volume: Adjusts the volume of the game’s background music.

Sound Quality: Switch this toggle to suit the capabilities of your sound card. Lower
sound quality settings will use less memory and speed up play.

[TETWORK

Dala Rate: Adjust this setting to reflect the speed of your modem or connection for
multiplayer games. Be careful: if you set your modem rate faster than your modem's
capacity, you can cause the game to slow down.

Game Oprtions

This sub-menu allows you to control various features of
game play. Turning some or all of them off can speed play
on a slower machine.

Crosshair: Toggle through and select the crosshair you would like to use in the game.

Simple liems: Toggle this option ON to display a sprite icon in the game for power-
ups, weapons, health, and ammunition, as opposed to their usual representative
model.

Marks on Walls: If this is on, gunfire will leave black marks when it hits walls.

Ejecting Brass: If this is on, your machine gun will eject shell casings as it fires.




Dynamic Lights: When this is on, weapon fire illuminates the areas through which it
passes en route to its target.

Identify Target: This shows you the name of whomever happens to be in your sights
at the moment.

High Quality Sky: This adjusts the graphics quality of the sky above the arena.

Sync Every Frame: This evens out the performance of various graphics cards at the
possible expense of some performance.

Force Player Model: This causes all opponents to use the same character model as
the player, reducing the amount of memory used by the game and speeding play.

Draw Team Overlay: Toggles your team members’ reporting information during
Capture the Flag and Team Death Match.

CD Ky

Use this option to re-enter your CD verification string.

DEFAULTS
Use this option to reset all of the game options to their original (out-of-box) settings.

DEmMmos

Clicking this button allows you to view the game demos that highlight various fea-
tures of play.

CinemaTics

Clicking this button lets you see the cinematic sequences shown during the introduc-
tion and between game tiers. Only “unlocked” tiers can be accessed.

Exit
If you've had enough punishment for one day, you can always bow out by selecting
the good old Exit option.




Esc NIEOv

At any time during play, you can press the Esc key to pull up
a brief menu of important game options. In a single-player
game, this pauses the action. In a multiplayer game, the
other gladiators remain active while you stand still—making
you a perfect target.

TeEam

When playing in a Team Deathmatch or Capture the Flag game, you can use this
option to select your team. The choices available to you are:

Join Red/Blue: This makes you a member of either the red or blue team.

Join Game: Pressing this button changes you from a spectator into a player, ran-
domly assigning you to a team with an open player siot.

Spectate: This allows you to enter the game as an invisible ghost who cannot inter-
act with the arena or other players but can move about freely, except through

doors, to watch what’s going on. You can also view the game through the eyes of
another player by pressing Attack.

App Bofts

This allows you to add computer-controlled opponents in the middle of a game to any
open player slot.

REMOVE BoOTs
Remove computer-controlled opponents currently in game.

Team ORDERS

Give orders to other members of your team. Please refer to the online manual for team
game options.

SEfup

Clicking this option will pull up the menus described earlier in the section detailing the
Main Menu.




SERVERiHFO

Shows information about the current server and allows you to add it to your list of
favorites.

REsTaRrRT
Clicking this restarts the current game.

REsUmME GameE
Exits the menu and takes you back into the game.

LEAVE ARENA
Takes you back to the Main Menu.

EXIY
Exits Quake IIl Arena and sends you back to your desktop.




DErFravLT HoT KEYS

LOOK

lookup .................. PagDn
Lookdown ................. Del
CenterView ................ End
ZoomView ................. ?27?
MovVeE

Run/Walk ................. Shift
Walk Forward ....... W or Up Arrow
Backpedal ........ S or Down Arrow
Stepleft .................... A
StepRight ................... D
Updump ................. Space
Down/Crouch ................. C
Turnleft .............. Left Arrow
TurnRight ... ......... Right Arrow
Sidestep/Turn .. ...... Alt or Mouse2
SHooOT

BAUIMIBL . . . . o v o v s o vl s 1
MachineGun ................. 2
Shotgun . .................... 3
Grenade Launcher . ............. 4
Rocket Launcher . .............. 2
LightningGun . ................ 6
Railgun ..................... 1
PlasmaGun .................. 8

BFG-10K .................... 9

PR .« . = v o o e Ctrl or Mouse1
Previous Weapon ..... [ or Wheel Up
NextWeapon ............... ] or/
misc

Useltem.................. Enter
ShowScores ................ Tab
Gesture ................... 727
Chat ......... ... ... ...... T
Chat-Team ................. 777
Chat-Target ................ ?7?
Chat-Attacker ............... ?27?

You can change these keys through the
Controls section of the Main Menu or by
pressing Esc at any time during play.

??7? marks commands that are not bound
to a key. Use the Delete key repeatedly
to unbind a command completely.

)




CUsTOmMER SERVICE

Before contacting customer support, please consult the technical help file. It contains the
answers to some of our most frequently asked questions and may quickly and easily pro-
vide a solution to your difficulty. If after reviewing the technical help file, you are still expe-
riencing problems, please feel free to contact us through any of the services listed.

S0 that we can better help you, please be at your computer and have the following informa-
tion ready:

1. Complete product title

2. Exact error message reported (if any) and a brief description of the problem

3. Linux distribution and version

4. Your computer’s processor type and speed (e.g., AMD® K6®-2 300, Pentium® 166)

9. Video and sound card make and model (e.g., Diamond Stealth 64 video,
Sound Blaster 16 sound)

NOTE: The multiplayer component of this game is handled via online only. Please do not
contact customer support for hints or walthroughs; only for technical support.

Customer support is available at:

Website: www.lokigames.com/support
Usenet: news://news.lokigames.com/loki.games.quake3
Email: suppori@lokigames.com

Phone: (801) 356-7629. Telephone support is available between the hours of 9:00 a.m.
and 5:00 p.m. (Mountain Standard Time) Monday through Friday, except holi-

days.
International support is is available only by email, in English, German, and French.
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LIMITED USE SOFTWARE LICENSE AGREEMENT

This Limited Use Software License Agreement (the "Agreement’) is a legal agreement between you, the end-user, and Id Software, Inc. (11D°) and
| oki Entertainment Software (“Loki”). BY CONTINUING THE INSTALLATION OF THE FULL VERSION GAME PROGRAM ENTITLED QUAKE I
ARENA (THE “SOFTWARE”), BY LOADING OR RUNNING THE SOFTWARE, OR BY PLACING OR COPYING THE SOFTWARE ONTO YOUR COM-
PUTER HARD DRIVE, COMPUTER RAM OR OTHER STORAGE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS AGREEMENT.

1.

-

Grant of License for Software. Subject to the terms and provisions of this Agreement and so long as you fully comply at all imes with this
Agreement, 1D grants to you the non-exclusive and limited right to use the Software in executable or object code form. The term "Software”
includes all elements of the Software such as data files, images appearing in the Software, and screen displays. You are not receiving any
ownership or proprietary right, title or interest in or to the Software or the copyrights, trademarks, or other rights related thereto. For purpos-
es of the first sentence of this section, “use’ means loading the Software into RAM and/or onto computer hard drive, as well as installation of
the Software on a hard disk or other storage device, and means the uses permitted in sections 2. and 4. hereinbelow. You agree that the
Software will not be shipped, transferred or exported into any country in violation of the U.S. Export Administration Act (or any other law gov-
erning such matters) by you or any one at your direction and that you will not utilize and will not authorize anyone to utilize, in any other man-
ner, the Software in violation of any applicable law. The Software shall not be exported or re-exported into (or to a national or resident of) any
country to which the U.S. has embargoed goods or to anyone or into any country who/which are prohibited, by applicable law, from receiving
such property.

Permitted New Creations. Subject to the terms and provisions of this Agreement and so long as you fully comply at all times with this
Agreement, ID grants to you the non-exclusive and limited right to create for the Software (except any Software code) your own modifications
(the “New Creations”) which shall operate only with the Software (but not any demo, test or other version of the Software). |D reserves all
rights not granted in this Agreement, including. without limitation, all rights to ID's trademarks. You may include within the New Creations
cerfain textures and other images (the “ID Images”) from the Software. You shall not create any New Creations which infringe against any
third party right or which are libelous, defamatory, obscene, false, misleading, or otherwise illegal or unlawful. You agree that the New
Creations will not be shipped, transferred or exported into any country in violation of the U.S. Export Administration Act (or any other law
governing such matters) by you or anyone at your direction and that you will not utilize and will not authorize anyone to utilize, in any other
manner, the New Creations in violation of any applicable law. The New Creations shall not be downloaded or otherwise exported or re-export-
ed into (or to a national or resident of) any country to which the U.S. has embargoed goods or to anyone or into any country who/which are
prohibited by applicable law, from receiving such property. You shall not rent, sell, lease, lend, offer on a pay-per-play basis or otherwise
commercially exploit or commercially distribute the New Creations. You are only permitted to distribute, without any cost or charge, the New
Creations to other end-users so long as such distribution is not infringing against any third party right and is not otherwise illegal or unlawful.
As noted below, in the event you commit any breach of this Agreement, your license and this Agreement shall automatically terminate, with-
out notice. You hereby agree to indemnify, defend and hold harmless ID and Loki and 1D’s and Loki's respective officers, employees, direc-
tors, agents, licensees (excluding you), sub-licensees (excluding you), successors and assigns from and against all losses, lawsuits, dam-
ages, causes of action and claims relating to and/or arising from the New Creations or the distribution or other use of the New Creations or
relating to and/or arising from your breach of this Agreement. Your obligations set forth in the immediately preceding sentence shall survive
the cancellation or termination of this Agreement.

Prohibitions with Regard to Software. You, whether directly or indirectly, shall not do any of the following acts:

a. rent the Software;

sell the Software;

lease or lend the Software;

offer the Software on a pay-per-play basis;

distribute the Software by any means, including, but not limited to, Internet or other electronic distribution, direct mail, retail, mail order
or other means;

in any other manner and through any medium whatsoever commercially exploit the Software or use the Software for any commercial pur-
pose;

disassemble, reverse engineer, decompile, modify (except as permitted by section 2. hereinabove) or alter the Software;

translate the Software;

reproduce or copy the Software (except as permitted by section 4. hereinbelow);

publicly display the Software; or

prepare or develop derivative works based upon the Software.

Permitied Copying. You may make only the following copies of the Software: (i) you may copy the Software from the CD ROM which you
purchase onto your computer hard drive; (ii) you may copy the Software from your computer hard drive into your computer RAM; and (iii)
you may make one (1) “back up"” or archival copy of the Software on one (1) hard disk.

Intellectual Property Rights. Certain printed materals (the “Printed Materials”) accompany the Software. The Software and the Printed
Materials and all copyrights, trademarks and all other conceivable intellectual property rights related to the Software and the Printed
Materials are owned by ID and are protected by United States copyright laws, international treaty provisions and all applicable law, such as
the Lanham Act. You must treat the Software and the Printed Materials like any other copyrighted material, as required by 17 U.S.C., §101 et
seq. and other applicable law. You agree to use your best efforts to see that any user of the Software licensed hereunder, the Printed
Materials or the New Creations complies with this Agreement. You agree that you are receiving a copy of the Software and the Printed
Materials by license only and not by sale and that the “first sale” doctrine of 17 U.S.C. §109 does not apply to your receipt or use of the
Software or the Printed Materials. This section 5. shall survive the cancellation or termination of this Agreement.

No 1D Warranties. 1D DISCLAIMS ALL WARRANTIES, WHETHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND ANY WARRANTY OF NON-INFRINGEMENT, WITH
RESPECT TO THE SOFTWARE, THE PRINTED MATERIALS AND THE ID IMAGES. ID DOES NOT WARRANT THAT THE OPERATION OF THE
SOFTWARE WILL BE UNINTERRUPTED OR ERROR FREE OR THAT THE SOFTWARE WILL MEET YOUR SPECIFIC REQUIREMENTS. ADDI-
TIONAL STATEMENTS SUCH, WHETHER ORAL OR WRITTEN, DO NOT CONSTITUTE WARRANTIES BY 1D AND SHOULD NOT BE RELIED
UPON. This section 6. shall survive the cancellation or termination of this Agreement.
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7. Limited Loki Warranty. Loki warrants to the original consumer purchaser of the Software that the recording medium on which the Software
5 recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found
detective within 90 days of original purchase, Loki agrees to replace, free of charge, any Software discovered 1o be defective within such
puriod upon its receipt of the Software, postage paid, with the proof of the date of purchase, as long as the Software is still being manufac-
tured by Loki. In the event that the Software is no longer available, Loki retains the right to substitute a similar game program of equal or
Qreater vatue, This warranty is limited to the recording medium containing the Software as originally provided by Loki and is not applicable
0 narmal waie and tear. This warranty shall not be applicable and shall be void if the detect has arisen through abuse, mistreatment or
negioct EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN,
EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NONINFRINGE-
MENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE LOKI.

Whan returming the Saftwars for wartanty replacement, the original Software disks must be sent only in a protective packaging and include:
(1) phatacopy of your dated sales rcelpt; (2) your name and return address typed or clearly printed: (3) a brief note describing the defect,
the problem(s) you are ancountering and the system on which you are running the Software: (4) if you are returning the Software after the
§0-diny warranty pariod, but within one yoar after the date of purchase, please include check or money order for $10 U.S. (A$17 for Australia,
of K10.00 for Europa) currency per CD o lloppy disk replacement. Note: Certitied mail recommend.

Sand to

Wirttanty Roplacemaents

Loki Entenainment Software
250 Bl Camino Real, Suite 100
Tustin, CA 92780

8 Governing Law, Venue, and Liability Limitation. This Agreement shall be construed in accordance with and governed by the applicable
aws of the State of Texas and applicable United States federal law. Copyright and other proprietary matters will be governed by applicable
United States laws and international treaties. Except as set forth below, exclusive venue for all iitigation regarding this Agreement shall be in
Jallas County, Texas and you agree to submit to the jurisdiction of the courts in Dallas, Texas for any such litigation. Exclusive venue for all
litigation involving Loki, but nat involving 1D, with regard to this Agreement shall be in Orange County, California and you agree to submit to
the jurisdiction of the courts in Orange County, California for any such litigation. You agree that your unauthorized use of the ID Images, the
Printed Materials, or the Software, or any part thereof, may immediately and irreparably damage ID such that ID could not be adequately
compensated solely by a monetary award and that at 1D’s option 1D shall be entitled to an injunctive order, in addition to all other available
remedies including a monetary award, appropriately restraining and/or prohibiting such unauthorized use without the necessity of ID posting
bond or other security. IN ANY CASE, 1D, LOKI, AND ID'S AND LOKI'S RESPECTIVE OFFICERS, EMPLOYEES, DIRECTORS, AGENTS,
LICENSEES (EXCLUDING YOU), SUBLICENSEES (EXCLUDING YOU), SUCCESSORS DR ASSIGNS SHALL NOT BE LIABLE FOR LOSS OF
DATA, LOSS OF PROFITS, LOST SAVINGS, SPECIAL, INCIDENTAL, CONSEQUENTIAL, INDIRECT, PUNITIVE OR OTHER SIMILAR DAM-
AGES ARISING FROM ANY ALLEGED CLAIM FOR BREACH OF WARRANTY, BREACH OF CONTRACT, NEGLIGENCE. STRICT PRODUCT
LIABILITY, OR OTHER LEGAL THEORY EVEN IF ID, LOKI OR THEIR RESPECTIVE AGENT(S) HAVE BEEN ADVISED OF THE POSSIBILITY OF

SUCH DAMAGES OR EVEN IF SUCH DAMAGES ARE FORESEEABLE, OR LIABLE FOR ANY CLAIM BY ANY OTHER PARTY. Some jurisdic-
tions do not allow the exclusion or limitation of incidental or consequential damages, so the above limitation or exclusion may not apply to
you. This section 8. shall survive the cancellation or termination of this Agreement.

9. U.S. Government Restricted Rights. To the extent applicable, the United States Government shall only have those rights to use the
Software and the Printed Materials as expressly stated and expressly limited and restricted in this Agreement, as provided in 48 C.F.R. §§
227.7201 through 2277204, inclusive.

10. General Provisions. Neither this Agreement nor any part or portion hereof shall be assigned or sublicensed by you. ID and Loki each may
assign its respective rights under this Agreement in the assigning party’s sole discretion. Should any provision of this Agreement be held to
be void, Invalid, unenforceable or illegal by a court of competent jurisdiction, the validity and enforceability of the other provisions shall not
be affected thereby. If any provision is determined to be unenforceable by a court of competent jurisdiction, you agree to a modification of
such provision to provide for enforcement of the provision's intent, to the extent permitted by applicable law. Failure of ID or Loki to enforce
any provision of this Agreement shall not constitute or be construed as a waiver of such provision or of the right to enfarce such provision.
Immediately upon your failure to comply with or breach of any term or provision of this Agreement, YOUR LICENSE AND THIS AGREEMENT
SHALL AUTOMATICALLY TERMINATE, WITHOUT NOTICE, AND ID AND LOKI MAY PURSUE ALL RELIEF AND REMEDIES AGAINST YOU
WHICH ARE AVAILABLE UNDER APPLICABLE LAW AND/OR THIS AGREEMENT. In the event this Agreement is terminated. you shall have
no At to use the Software, the Printed Materials or the New Creations, in any manner, and you shall immediately destroy all copies of the
Software, the Printed Materlals and the New Creations in your possession, custody or control.

YOU ACKNOWLEDGE THAT YOU HAVE READ THIS AGREEMENT, THAT YOU UNDERSTAND THIS AGREEMENT, AND UNDERSTAND THAT BY
CONTINUING THE INSTALLATION OF THE SOFTWARE, BY LOADING OR RUNNING THE SOFTWARE, OR BY PLACING OR COPYING THE SOFT-
WARE ONTO YOUR COMPUTER HARD DRIVE OR RAM, YOU AGHREE TO BE BOUND BY THE TERMS AND CONDITIONS OF THIS AGREEMENT.
YOU FURTHER AGIREE THAT, EXCEPT FOR WRITTEN SEPARATE AGREEMENTS BETWEEN 1D, LOKI AND YOU, IF ANY, THIS AGREEMENT IS A
COMPLETE AND EXCLUSIVE STATEMENT OF THE RIGHTS AND LIABILITIES OF THE PARTIES HERETO. THIS AGREEMENT SUPERSEDES ALL
PRION ORAL AGREEMENTS, PROPOSALS OR UNDERSTANDINGS, AND ANY OTHER COMMUNICATIONS BETWEEN 1D, LOKI AND YOU RELAT-
ING TO THE SUBJECT MATTER OF THIS AGREEMENT,
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