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FROM THE DESK OF DR. EVIL

T0: NUMBER TWO
FROM: DR. EVIL
RE: DESTRUCTION OF THE WORLD

MY SON SCOTT HAS INFORMED ME — RATHER RUDELY | MIGHT ADD
~ THAT MY ABILITY TO DESTROY THE WORLD NOW DEPENDS
UPON MY PALTRY KNOWLEDGE OF POPULAR CULTURE.

NUMBER 2, AS MY HENCHMAN Y0U HAVE MANAGED MANY
DIFFICULT TASKS: YOU'VE RUN MY EVIL EMPIRE, POISONED THE
WORLD'S WATER SUPPLY, AND DE-WORMED
MR. BIGGLESWORTH (JUST TO NAME A FEW). NOW ¥0U
MUST FACE THE MOST CHALLENGING TASK OF ALL. PREPARE
ME FOR A TRIVIA DUEL TO THE DEATH WITH MY NEMESIS
AUSTIN POWERS.

PLEASE TELL ME: WHO 1S THIS LILITH FAIR? WHAT VILLAGE
ARE THE VILLAGE PEOPLE FROM? WHY IS CHARLES IN
CHARGE? CAN WE ELIMINATE HIM QUICKLY?

NUMBER 2, I'M THE BOSS. NEED THE INFO. YOU HAVE 24 HOURS.

P.S. NEED | REMIND Y0U OF THE CONSEQUENCES OF FRILURE?

PP.S. IF YOU'RE NEAR A MALL AND HAPPEN TO SEE THE TITANIC
SOUNDTRACK, PLERSE PICK IT UP FOR ME. I'LL REIMBURSE YOU.



“Allow Myself To Introduce... Myselt™

What’s sexier? A hairy chest or a shorn scrotum?
What’s better? A “bird” in your lap or Mr.
Bigglesworth in your lap? And what’s

more dangerous? Mojo or mental prowess?

If you said a hairy chest, a “bird,” and
mojo, congratulations! You’re a true
International Man of Mystery — and the
perfect partner for the world’s grooviest
secret agent, Austin Powers. However, if you
prefer a shorn scrotum and pussycat, you’re the
ideal match for the diabolical and scheming Dr. Evil.

Austin Powers Operation: Trivia is the fast-paced,
psychedelic, and trippy CD-ROM party game that
tests your mojo and your mettle. Choose sides —
play as Dr. Evil’s apocalyptic apprentice or as
Austin Powers’s paisley protéegé — and answer
questions about the pop culture, people, movies,
TV shows, fads, and gossip of the ’60s, 70s, ’80s
and ’90s.

Can you and Austin Powers vanquish the most
adequate criminal mind of all time? Or will you and
Dr. Evil prevail and destroy the globe? Whichever
side you choose — swinger or square — you’re in

for a shagadelic, shagtastic, shaggerific good time!

Yeah, baby, yeah!
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Teach Your Computer How to Shag!

Austin Powers Operation: Trivia can be played on an IBM PC or
compatible running Windows 95 or Windows 98, or on an Apple
PowerMac, Apple G3, or Apple iMac computer.

You must leave the Austin Powers Operation: Trivia CD-ROM in the
drive to play the game. You do not use the mouse to play the game.

@ computers must meet or exceed the
wnndows following system requirements:
°* A Pentium 90 or faster processor
*16MB RAM
* 50MB of free hard disk space
*4X (or faster) CD-ROM drive

¢ A display capable of at least 640x480 and 256 colors
* A Sound Blaster 16 or compatible 16-bit sound card

Before you install the game, turn off all anti-virus protection. Only sailors
use protection, baby!

Insert the CD-ROM into the drive. If you have the Windows Autoplay
feature turned on, the installer will start automatically. Follow the on-
screen prompts to complete the installation.

If you do not have Autoplay turned on, use Windows Explorer to
browse the contents of the CD-ROM (the CD-ROM drive is usually drive
D:) and double-click on the installer named setup.exe. Follow the on-
screen prompts to complete the installation.




To start the game click on the Start Menu, click on Sierra, and select
Austin Powers, or double-click on austin.exe in the game folder. You
must leave the Austin Powers Operation: Trivia CD-ROM in the drive to

play.

M - t h computers (including PowerMac, G3, iMac, and
aCIn os compatible Macintosh clones) must meet these
system requirements:

* A PowerPC or G3 processor

e System 7.5.5 or later release of MacOS$

e 16MB free RAM

*50MB of free hard disk space

*4X (or faster) CD-ROM drive

* A display capable of at least 640x480 and 256 colors

Before you install the the game, turn off all anti-virus protection. Only
sailors use protection, baby!

Insert the CD-ROM into the drive and wait for a window to appear on
your desktop. Double-click on the installer icon and follow the on-
screen prompts to complete the installation.

If you do not have QuickTime 3.0 already installed on your Macintosh,
a separate installer for QuickTime 3.0 will launch automatically. Install
QuickTime 3.0 and then restart your computer to play the game.

Once the installation of the software is finished, double-click on the
Austin Powers icon in the Austin Powers directory. You must leave the
Austin Powers Operation: Trivia CD-ROM in the drive to play.




Your Mission: Trivial

Austin Powers Operation: Trivia can be played by one or two players or
by two teams.

One player is Austin Powers’s paisley protégé. The other player is Dr.
Evil’s apocalyptic apprentice. The game? A match of wits. The stakes?
The fate of the world!

- When the game starts, listen to
swntched on! the instructions and e,nter the number of

players. Dr. Evil’s game show hostbot will then ask one of you to take a
simple quiz...

Would you sleep with someone on the first date?
A. Is a date really neeessary?

B. 've never had a date. I wasn't popalar in sehool.
The other kids teased me, but they'll rue the day!

Choose your answer wisely — how you answer determines whether you
play as a swinger or as a square.

Each player is assigned a buzzer. Austin Powers’s team always buzzes in
with the letter Q. Dr. Evil’s team always buzzes in with the letter P. Use
the groovy stickers provided with the game to make the Q, P, and §
keys stand out. Very shagadelic!




Mojo is important. Buzz in fast to get the first chance at answering each
question.

When you’re asked to pick a question, press 1, 2, or 3 on the keyboard.
The team with the most cash at the end of the game wins.

Austin Powers Operation: Trivia has four kinds of trivia questions for
you to answer: Need the Info!, Stop 'n’ Go Go, Keep Away, and the Crazy
Chain.

N d h I f ' is a multiple- choice question that
ee t e n o. tests just how much you remember
about the remarkable and infamous events, products, trends, frenzies, and

fads that Austin Powers and Dr. Evil missed while in deep-freeze. Need the
Info! questions are posed in the form of headlines.

Try this example: Fill in the blank in this sensational headline from
1980:

_ 8hoots J.R. Ewing on “Pallas”

I. Oswald
2. Bobby
3. Kristin
4, Maggie




If you think you know the answer, press your buzzer key (either Q or
P), and choose your answer by pressing the 1, 2, 3, or 4 key.

If you guess correctly, you’ll win millions of dollars. If you’re wrong,
you’ll lose millions.

s 9 9 G G ' is a fun and challenging

top n o o. question where you decide how
much risk you want to take. There are seven possible answers in each
question. FOUR are legit, and THREE are fakes! Pick a correct answer and win
some cash. Answer again and double your cash. Answer the question correctly
four times in a row and you can win up to $40,000,000 (that’s seven zeroes!).
But, be careful! Guess wrong at any time and you’ll lose that hefty bankroll
you’ve accumulated!

Try this example:

Pick the FOUR REAL Crayola €rayon colors:

I. Mauvelous

2. Puke Green

3. Dookie

4. Steel Magnolia

9. Timber Wolf

6. Macaroni and Cheese
7. Tickle Me Pink

Four of the seven choices are correct. Three are decoys.




If you think you know an answer, press your buzzer key and choose
your answer by pressing 1, 2, 3, 4, 5, 6, or (. If you’re correct, you get
some cash, and also get the chance to answer the question again.

If your mojo’s working, you can take a chance and double your
winnings. Or you can play it safe and keep your hard-earned cash.

To guess again choose another answer by pressing one of the remaining
numeric keys. Each time you’re correct, you double your winnings.

If you want to play it safe and quit while you’re ahead, just press the §
key to “stop.” When you press stop, you keep whatever cash you’ve
accumulated, but your opponent gets to pick up where you left off.

Don’t lose your head! If you ever answer the Stop 'n’ Go Go question
incorrectly, you get zip! Zip as in one zero. Blimey!

is a fast-paced question that taxes your

Keep Awayreﬂexes and grey matter. Here’s how it works:

You and your opponent are each assigned a category. Keep the things that
belong to your category and prevent your opponent from keeping the things
that belong to them.

You’re going to see ten “baits.” Baits are things, words, or phrases. Each
bait belongs to one category or the other. Your job is to KEEP the baits
that belong te your category and AWAY the baits that belong to your
opponent.

Keep your baits! Away the rest!




For example, you’re assigned the category “Black,” and your opponent is
assigned the category “White.” Keep the baits associated with “Black,”
and get rid of the baits associated with “White.”

Try these baits:
ol
SNow
Coal
Night
Lily
Picket Pence
Profit
Lightning

If the bait belongs to your category, press your “Keep” key (either 1 or
8). If the bait does not belong to your category, press your “Away” key
(either 2 or 9).

You gotta be fast to play Keep Away! The first player to correctly
“Keep” or “Away” each bait nets some cash.

Be careful! If you buzz in and you’re wrong, you’ll lose some cash. And
you’ll lose cash EVERY time you’re wrong! Crikey!




- is the last question of every game.
cr azy Chaln It’s more dangerous than a lagoon full of
hungry, mutated sea bass, and more diabolical and twisted than any of Dr.
Evil’s plans.

You’re going to see nine multiple-choice questions in rapid succession.
Here’s an example:

Who plaged “CJ" or “Baywateh™?

Heather Locklear
Carmen Electra
Pamela Anderson

Each question has three possible answers. You and your opponent each
have three instant-buzzer keys (one player buzzes in with 1, 2, and 3;
the other player buzzes in with 7, 8, and 9). Listen to the question and
press the instant-buzzer key that corresponds to your answer.

Don’t have a thrombo! You have to answer every question in the Crazy
Chain! If you don’t buzz in, the question is counted as incorrect!

Nadnin!

AND I'M SEGN?T.

The player with the most cash at the
end of the game wins!




Game Options

Press the ESC key at any time to pause the Austin Powers Operation:
Trivia game. Press ESC to adjust the volume, restart the game, or quit
the game.

Press Q to quit
the game

Press R to
resume the game

Press + to raise
the volume

4
Oﬂesume Play "-E_-:}
) siarioner O

Press S to start a
new game

: Press — to lower
y

the volume

Press a key to make your choice. You can also use the up and down
arrows to raise and lower the volume, respectively. Press ESC again to
return to the game.




“Do I Make You Horny, Baby? Do I?”

Berkeley Systems and the Austin Powers Operation: Trivia development
team hope that you enjoy our CD-ROM game.

If you have any comments or questions about the Austin Powers
Operation: Trivia game, you can contact the production team via email,
fax, or old-fashioned “snail mail.”

If you prefer email, send comments to:

comments@operationtrivia.com

To fax your comments to us, address your fax to “Operation Trivia
Comments” and send it to our Operation Trivia fax hotline:

510.540.0261

If you prefer old-fashioned letters by post, get some paper, an envelope,
a pen, jot down your thoughts, stuff the envelope, lick the stamp, and
send the whole thing off to:

Operation Trivia Comments
Berkeley Systems

2095 Rose otreet

Berkeley, €A 94709

All of the questions in the game were researched and found to be
correct at the time of publication. Oh, behave!
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(o Begerk, baby, yeah!

If you’re connected to the Internet and can access the World Wide Web,
check out Bezerk, the premier online entertainment network from
Berkeley Systems.

Surf on over to www.bezerk.com and play the award-winning

YOU DON’T KNOW JACK: the netshow. On Bezerk you can compete for
high scores, rank yourself against other YOU DON’T KNOW JACK
players, and win all kinds of fabulous prizes.

Bezerk also features Acrophobia. Acrophobia is the fast-paced multi-
player word game that puts your creativity on the line. Combining chat,
multimedia, and competitive game play, Acrophobia is an addictive
gaming experience unlike anything else on the Internet.

And stay tuned to Bezerk for more irreverent and unique online
entertainment.

Go Bezerk! Find out why the Internet will never be the same!

Go Begerk at www.begerk.com?
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This is our €D-ROM Same, Baby!

Created by

Erica Leverett
Amanda Sloane
Martin Streicher

Directed by

Martin Streicher

Produced by

Erica Leverett

Editor

Amanda Sloane

Art Director
Liz Newell

Pechuical Pirector
Craig Sterry

Austin Powers, Pr. Eeil,
and The “Hostbot”
Colin Mahan

Musical Director
Rob Warren,
SKY Productions

Sound Bffects ereated by

Fausto Caceres

Head Writer
Bruce Cherry

Writers

Lord Carrett
Colin Mahan
Amanda Sloane
Mike Spiegelman
Kurt Weitzmann

Artists

Lou Bustamante
Bill Domonkos
Mark Gibson
Evan Sornstein
Kathy Valladares

Programmers

Greg Hospelhorn
Jeff Kimble
Maurice Metzger

“Studio A" developed by

Ken Pardee

Additional Voices provided by
Bruce Cherry

Daria Hepps

Erica Leverett

Colin Mahan

Brad Meyer

Mike Myers

S0A Engineering bead

Tim Martin

S0A Engineers

Greg Jenkins

Richard Huber
Johnny Saulovich
Gretchen Zimmerman

Installess ¢reated by
Mike Silva

Musicians

Rob Warren
Jefirey Clark
Kelly Foley
John Stoker
Zach Silver
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Sound Engineers

Brad Meyer
Aaron Ross

Additional Masic by
Lemon Cello
Funky Citizens
Jeffrey Clark
Zach Silver

Product Manager
Ellen Holbrook

Associate Product Manager

Julie Kanarowski

Pablic Relations

Cassie Roduner

Phe Piabolical “Pr. Beta"
Ed Mechem

S0A Manager

Henry Frummer

Engineering Manager

Sean Vikoren

Package designed by
Adam Coe

Rod Deweese
Mark Gibson

www.operationtrivia.com by
Lance Chau

Carl Forsythe
Summer Lopez
Electronic Hollywood

Magaal weitten by
Martin Streicher

Spevial Thanks to ...
Michael McCullers
Mike Myers

Gregg Taylor

Special Thanks to ...

Terry Conley

Lemon Cello Records
Mr. C’s Music

Tony Sauro

Bob & Betty Warren
Shelly Warren
Skip’s Music

... And it freaks us out!

Special Thanbs to ...

Dianna Amorde
Dennis Cline

Bill Moore
Suzanne Corson
Tracy Edgecomb
Barbara Schwabe
Tom Sicurella
Diane Stonebraker
Kory Stradinger
Scott Tolmie

Special Thanks o ...
Erwin Stoff
John Lyons

For New Line Cinema ...
David Imhoftf
Heidi Liebig

General Manager for
Berbeley Systems
Kory Stradinger

Executive Producer for
Berkeley Systems

Martin Streicher
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“Satisfaction” 1s Our Middle Name!

Our Promise: We want you to be happy with every

Berkeley Systems product you purchase. Period. If for any reason you’re
unhappy with our product, return it within 90 days for an exchange or
a full refund.

There’s only one catch... You’ve got to tell us why you don’t like the
game. Otherwise, we’ll never get any better. Send the Program back to
us within 90 days of your purchase, postage prepaid, along with your
original, dated sales receipt, and we promise to make things right. OK,
people?

To return a product (see the fine print below for conditions) please
address your return to:

Product Returns
Sierra On-Line Returns
4100 West 190th Street
Torrance, CA 90504

If you need a disk or manual replaced, please contact:

Berkeley Systems Fulfillment
100 West 190th Street
Torrance, CA 90504

NOTE: To replace defective CD-ROM(s) please send all CD-ROM(s) and a copy of your dated receipt to
the above fulfillment address, if less then 90 days from your purchase. After 90 days from your
purchase, for replacement of defective Programs, you must also include a $10.00 check payable to
Berkeley Systems, Inc. for shipping and handling fees along with all CD-ROM(s). For replacement
Program documentation, you must include a $5.00 check payable to Berkeley Systems, Inc. for
shipping and handling fees and a photocopy of the manual from the Program. Payment must be made
at the time of your request. Sorry, no credit cards. Returns to this address valid in North America
only.
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Customer dervice is Our Bag, Baby!

Customer Service, Support, and Sales

United States

Sierra Direct

7100 W. Center Road

Suite 301

Omaha, NE 68106

U.S.A. Sales Phone: (800) 757-7707
International Sales: (425) 746-5771

Hours: Monday-Saturday 7AM to 11 PM CST,
Sundays 8 AM to 9PM CST

FAX: (402) 393-3224

Germany

Havas Interactive, Inc.
Robert-Bosh-Strasse 32

D-63303 Dreieich

Germany

Tel: (0) 6103-99-40-40

Montag bis Freitag von ¢h - 19Uhr
Fax: (0) 6103-99-40-35

France

Havas Interactive

Parc Tertiaire de Meudon
Immeuble “Le Newton”

25 rue Jeanne Braconnier
92366 Meudon La Forlt Cedex
France

Phone: (01) 46-01-46-50
Lundi au Vendredi de 9h - 19h
Fax: (01) 46-30-00-65

United Kingdom
Havas Interactive, Inc.
2 Beacontree Plaza
Gillette Way

Reading, Berkshire
RG2 0BS United Kingdom

Main: (0118) 920-2111

Monday-Friday, 9:00 a.m. - 5:00 p.m.

Fax: (0118) 987-5603

Disk/CD replacements in the U.K. are £6.00,
or £7.00 outside the UK. Add "ATTN.: Returns."

On-Line Sales

Internet USA: www.sierra.com

Internet UK: www.sierra-online.co.uk

Internet France: www.sierra.fr

Internet Germany: www.sierra.de
CompuServe United Kingdom: GO UKSIERRA
CompuServe France: GO FRSIERRA
CompuServe Germany: GO DESIERRA

i5



“Nerd Alert!”

North America

Sierra On-Line offers a 24-hour automated
technical support line with recorded answers to
the most frequently asked technical questions. To
access this service, call (425) 644-4343, and
follow the recorded instructions to find your
specific topic and resolve the issue. If this fails to
solve your problem, you may still write or fax us
with your questions, or contact us via our Web
sife.

Sierra On-Line

Technical Support

P.O. Box 85006

Bellevue, WA 98015-8506

Main: (425) 644-4343

Mon-Fri, 10:00 a.m.- 6:45 p.m. PST
Fax: (425) 644-7697

http:/ /www.sierra.com
support@sierra.com

United Kingdom

Havas Interactive offers a 24-hour Automated
Technical Support line with recorded answers to
the most frequently asked technical questions. To
access this service, call (0118) 920-9111, and
follow the recorded instructions to find your
specific topic and resolve the issue. If this fails to
solve your problem, you may still write or fax us
with your questions, or contact us via our Internet
or CompuServe sites.

Havas Interactive, Inc.

2 Beacontree Plaza

Gillette Way

Reading, Berkshire

RG2 OBS United Kingdom

Main: (0118) 920-9111
Monday-Friday, 9:00 a.m. - 5:00 p.m.
Fax: (0118) 987-5603

http:/ /www.sierra-online.co.uk
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France

Havas Interactive, Inc.

Parc Tertiaire de Meudon
Immeuble "Le Newton"

25 rue Jeanne Braconnier
92366 Meudon La Forlt Cedex
France

Telephone: 01-46-01-46-50
Lundi au Vendredi de 9h ¥ 19h
Fax: 01-46-30-00-65

http:/ /www.sierra.fr

Germany

Havas Interactive, Inc.
Robert-Bosh-Str, 32
D-63303 Dreieich
Deutschland

Tel: (0) 6103-99-40-40

Montag bis Freitag von 9 - 19Uhr

Fax: (0) 6103-99-40-35
Mailbox: (0) 6103-99-40-35
http:/ /www.sierra.de

“Nerd Alert!”

Spain

Havas Interactive, Inc.

Avenida de Burgos 9

1/-OF2

28036 Madrid

Spain

Telefono: (01) 383-2623

Lunes a Viernes de 2h30 a 14h y de 15h a
18h30

Fax: (01) 381-2437

Italy

Contattare il vostro distribotore.
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License to Shagd

YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT BEFORE INSTALLING THIS SOFTWARE PROGRAM. IF
YOU DO NOT AGREE WITH THE TERMS OF THIS AGREEMENT, YOU MAY NOT INSTALL THE SOFTWARE AND MUST IMMEDIATELY
RETURN IT FOR A REFUND FROM YOUR RETAILER OR BERKELEY.

This zoftware program, any printed materials, any on-line or electronic documentation, and any and all copies and derivative works of such
software program and materials (the "Program") are the copyrighted work of Berkeley Systems, Inc., its subsidiaries, licensors and/er its
suppliers. All use of the Program is governed by the terms of the End User License Agreement which is provided below ("License Agreement"),
The Program is solely for use by end users according to the terms of the License Agreement. Any use, reproduction or redistribution of the
Program not in accordance with the terms of the License Agreement is expressly prohibited.

END USER LICENSE AGREEMENT

1. Limited Use License. Berkeley Systems, Inc. ("Berkeley") hereby grants, and by installing the Program you thereby accept, a limited, non-
exclusive license and right to install and use one (1) copy of the Program for your personal use on either a home or portable computer. You
may not network the Program or otherwise install it or use it on more than one computer at a fime. The Program is licensed, not =old. Your
license confers no title or ownership in the Program.

2. Ownership. Al fitle, ownership rights and intellectual property rights in and to the Program and any and all copies thereof (including but not
limited to any titles, computer code, data, themes, objects, characters, character names, stories, text, dialog, catch phrases, locations, concepts,
artwork, animations, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, any related documentation, and
"applets" incorporated into the Program) are owned by Berkeley or its Licensors. The Program is protected by the copyright laws of the United
States, infernational copyright treaties and conventions and other laws. Al rights are reserved. The Program may contain certain licensed
materials and Berkeley and/or its licensors may act to protect their rights in the event of any violation of this Agreement.

3. Responsibilities of End User.

A. Subject o the grant of license hereinabove, you may not, in whole or in part, copy, photocopy, reproduce, translate, reverse
engineer, derive source code from, modify, disassemble, decompile, or create derivative works based on the Program, or remove any
proprietary notices or labels on the Program.

B. The Program is licensed to you as a single product. Its component parts may not be separated for use on more than one computer.

C. You are entitled to use the Program for your own personal use, but you are not entitled to: (i) sell or transfer reproductions of the
Program fo other parties in any way, nor fo rent, lease or license the Program to others; (ii) exploit the Program or any of its parts for any
commercial purpose including, but not limited to, use at a cyber café, computer gaming center or any other network or location-based site; or
(iii) host or provide matchmaking services for the Program or emulate or redirect the communication protocols used by Berkeley in the network
feature, if any, of the Program, through protocol emulation, tunneling, modifying or adding components to the Program, use of a utility
program or any other techniques now known or hereafter developed, for any commercial purpose including, but not limited to commercial
network play over the Internet, network play utilizing commercial gaming networks or as part of content aggregation networks.

D. You must back-up to another secure location, on a regular basis, any data files concerning your use of the Program as Berkeley has
no liability for lost or corrupted data.

4. Program Transfer. You may permanently transfer all of your rights under this License Agreement, provided the recipient agrees o the terms
of this License Agreement and you agree fo remove the Program from your home or portable computer.

5. Termination. This License Agreement is effective until ferminated. You may ferminate the License Agreement at any fime by destroying the

Program. Berkeley may, at its discretion, terminate this License Agreement in the event that you fail to comply with the terms and conditions
contained herein. In such event, you must immediately destroy the Program.
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“Pon’t Have a Phrombo!”

6. Export Contrels. The Program may not be re-exported, downloaded or otherwise exported into (or to a national or resident of) any country
to which the U.S. has embargoed goods, or to anyone on the U.S. Treazury Department’s list of Specially Designated Nationals or the U.S.
Commerce Department’s Table of Denial Orders. By installing the Program, you are agreeing to the foregoing and you are representing and
warranting that you are not located in, under the control of, or a national or resident of any such country or on any such list.

7. Limited Warranty. BERKELEY EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE FROGRAM AND MANUAL(S). THE PROGRAM AND
MANUAL(S) ARE PROVIDED "AS IS" WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, WITHOUT
LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY, FITMESS FOR A PARTICULAR PURPOSE, OR NONINFRINGEMENT,
BERKELEY FURTHER DISCLAIMS ALL WARRANTIES WITH REGARD TO YEAR 2000 COMPLIANCE OF THE SOFTWARE. SFECIFICALLY,
BERKELEY MAKES NO WARRANTIES THAT THE PERFORMANCE OR FUNCTIONALITY OF THE PROGRAM WILL NOT BE AFFECTED BY
DATES PRIOR TO, DURING OR AFTER THE YEAR 2000, OR THAT THE PROGRAM WILL BE CAPABRLE OF CORRECTLY PROCESSING,
PROVIDING, AND/OR RECEIVING DATE INFORMATION WITHIN AND BETWEEN CENTURIES, INCLUDING THE PROPER EXCHANGE OF
DATE INFORMATION BETWEEN PRODUCTS OR APPLICATIONS. ANY WARRANTY AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN
SECTION 2-312(3) OF THE UNIFORM COMMERCIAL CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY
DISCLAIMED. The entire risk arising out of use or performance of the Program remains with you, however Berkeley warrants up to and
including 90 days from the date of your purchase of the Program that the master disk on which the Program is furnished shall be free from
defects in material and workmanship. In the event that the master disk proves to be defective during that time pariod, and upon presentation to
Berkeley of proof of purchase of the defective Program, Berkeley will at its option 1) correct any defect, 2) provide you with a product of equal
or lesser value, or 3) refund your money.

8. Limitation of Liability. NEITHER BERKELEY, ITS PARENT, SUBSIDIARIES, AFFILIATES QR LICENSORS SHALL BE LIABLE INL ANY WAY FOR
LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE PROGRAM INCLUDING, BUT MOT LIMITED TO, LOSS OF
GOODWILL, WORK STOPPAGE, COMPUTER FAILURE OR MALFUNCTION, DATA LOSS, DATA CORRUPTION OR ANY AND ALL OTHER
COMMERCIAL DAMAGES OR LOSSES. Some states do not allow the exclusion or limitation of incidental or consequential damages, or allow
limitations on how long an implied warranty lasts, so the above limitations may not apply to you.

9. Equitable Remedies. You hereby ogres that Berkeley would be irreparably damaged if the terms of this License Agreement were not
specifically enforced, and therefore you agree that Berkeley shall be entitled, without bond, other security, or proof of damoges, to appropriate
equitable remedies with respect to breaches of this License Agreement, in addition to such other remedies as Berkeley may otherwise have
available to it under applicable laws.

10. Miscellaneous. This License Agreement shall be deemed to have been made and executed in the State of Washington and any dispute
arising hereunder shall be resolved in accordance with the law of the State of Washington. You agree that any claim asserted in any legal
proceeding by one of the parties against the other shall be commenced and maintained in any state or federal court located in the State of
Washington, King County, having subject matter jurisdiction with respect to the dispute between the parties. This License Agreement may be
amended, altered or modified only by an instrument in writing specifying such amendment, alferation or medification, which is executed by
both parties. In the event that any provision of this License Agreement shall be held by a court or other tribunal of competent jurisdiction to be
unenforceable, such provision will be enforced to the maximum extent permissible and the remaining portions of this License Agreement shall
rematin in full force and effect.

You hereby acknowledge that you have read and understand the foregoing License Agreement and agree that the action of installing the
Program is an acknowledgment of your agreement to be bound by the terms and conditions of the License Agreement contained herein. You
also acknowledge and agree that this License Agreement is the complete and exclusive statement of the agreement between Berkeley and you
and that the License Agreement supersedes any prior or contemporanecus agreement, either oral or written (including inconsistent statements in
written materials and online help accompanying the Program), and any other communications between Berkeley and you.
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