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INTRODUCTION MOVING AROUND THE WORLD

Hare are some hints and information on how 1o be &n efficient and effective god.

USING THE MOUSE TO MOVE
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Peopla who need a god slways ot one. But they don't always et the god they bargained for.
In Black & Wiite™ you are summaned 1o & new world by one single prayer, Utimately, it will be the

combined beliet of your worshippers that determines how pewerful you become. Tha mouse iz the easiest way to move around the warld of Black & White. The default settings are &3 follows:
How you decide to reign as a god is your decision. You may wish 10 be evil, gaining power as your ; _

people’s tear graws. Or, you may be benevolent, gaining their trust and love, Then again, you may be a Left Meuse Bulten [Move Button)  Physically changes your location, or enables you to aliar
combination of hoth, if you wish, ['s up to you to follow your conscience and rule &s you se fit. In fact, the direction you ara looking.

your consciance, in the farm of two Spiritual Advisors, appears throughaut 'lllie game, giving you advice
and trying to get you 16 reign ovar your land and your people in ways yau might not have considered,
But however you play Blsek & White, there are many challenges, huge quests and other gods ta
gvarcame before you can fruly win the hearts and minds of all the tribes of Eden.

For mare info about this and other titles, visit EA GAMES™ on the Web at www.eagames.com.

Rinht Mouse Button [Action Button) Interact with the game weorld and many of the objects in it
Any time you want to do samething, ather than move, use
the Action Button.

A N’O‘I‘E ABO'[JT THIS MANUAL — = mave, and hold down the Move Button, Your Hand grabs the land. Then, with tha Move Button

:—"—__-'___,_.: To move around the world, place the Hand over the landscape in the direction you want to
istlll held down, move the Hand towards you. You'll drap yourself aver the land.

Given the flexibility of Biack & White, the order that you encounter new items and learn new lessons is # To move longer distances, zither move tha Hand furlher away of repeat the procass several times,
infinitely variable. That being the case, we recommend you use the Table of Contents to help you find out # To move directly 1o a point, place the Hand at a point on the land and double-click the Move Button,

Wwhat you wantto know, You will travel directly to that point.
B The in-game Tutorial and Help are designed to help you o play through the game. Use the manual as &

paint of reference. USING THE KEYBOARD TO MOVE
Far Installation instructieng, routleshooting and hint line information, please consult the separate instal Depar_n:ling an your praference, you can also use the cursar keys to move ground. Simply press the arrow
Guida, key with the direction you wish to travel,

NOTE: Using the cursor keys does not alter the direction you are facing.

CONTROL SUMMARY

ROTATING THE VIEW
Learn the following contrals to help you role your worlds, ; : .k . ;
p O o rotate your view witile remaining in the seme place, move the Hand to either edge of the
REDEFINING KEYS g screcn. The Hand Tool tip turns into a Rotate Arrow. Hold the Move Butten down on the mouse
LA 11l miova it in a circular mation to rotate the view.

Yau ean redefing the functions of any of the mouse buttans or any of the keys in the GPTIONS Menu,

under the CONTROLS tab [ p. 47) to suit your playing style. In this manual and in the game the two main Wi you have & mouse wheel, press and hold it and move the mouse to rotate the view. Holding

buttans are not generally called the Leit Mouse Button or the Right Mouse Button, hut are referred to by = the mouse wiaeel down lets you pitch the view as well = Pitching The Wew on p. 4).
their functions. That is the Move Buttan and the Action Button.

NOTE: Although you can redefine virtually all the keys in the game, this manual assumes you have not # Holding CTRL and using the =) or = keys also rotates your view around 3 fived point,
done so and relers to the defanft setings.

ﬂ You can alse ratate by holding down both mouse buttons and moving the mouse
sideways |et or right, o by pressing 121 (eft) and FUT {right),

NOTE: If you move the mouse forwards or backwards when both mouse buttons are held down you
zoom in and out (= Zeemring fe And 0wt on p, 4.

€ @
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PITCHING THE VIEW
Pitehing is looking up or down. To altar the pitch of your view while remaining in the same place, move
the Hand fo either the top or the hottom of the screen. The Hand Tosl tip turns into & Piteh Arrow,

# Hald the Move Button down on the mouse and being it towards the centar of the sereen to alter the
piteh.

4 Holding [SHFT) and using the [T172] keys also alters your pitch angle.

T é You cen also adjust pitch by préssing and holding the mouse wheel and moving the mouse up
i and down,

ZOOMING IN AND OUT
# I you have & mouse wheel, roll it forwards to zoom in and backwards to zoom out.

If you dio nat have & mouse wheel, press and hold both mouse buttons at the same time, and
move the mouse forwardsbackwards to zoom infout. While thess buttons are pressed, you can
alzo rotate the view by moving the mouse left &nd right.

Hnlding TEONTEOL] and prassing the [T /5] cursor keys will also zoom you in ar out.
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MOVEMENT USING KEYBOARD SHORTCUTS
You can move to specific places or in specific ways by using special shortcuts.

KEY ACTION

Single-tap FTACERAR] Reset the view to the default angle and altitude.

Oouble-tap SFACEGAR] Move to Temple.

Move to your Creatura and Follow Rim if he's maving.

{When outside Templz| Brings up the Qptions screen.
Leave a Room in the Temple and return to the Temple's Warld Room,

 |When in Temple's Warld Room) Leave Temple,

Piteh view UR

=l Fitch view DOWH. E
Ll Leashes and unleashes the Creature.
E| - Cycles to previous Legsh.
[e] i Cycles to next Leash.
[ml ; Displays the names of your Villagers. ==
= Displays Villagar Statistics (% when the Hand is over a Villager
displays stats about hat single Villagarl,
T Talk to other playars.
] Displays Help about any nbject under the Hand.
7 Muve to guds’ Playground Training Area.
=] Zoom nut tha view 1o see the whole land.
o Maove to Warld Roam in Temple. > =
E3l Maove to Creature Cave in Temple,
Fel Muove te Challenge Room in Temple.
i) Wlove to Save Gama Room in Temple,
[78) Move to Dpticns Room in Temple.
[F2] Mave to Library in Temple.
COMTROL (51 [When outside Temple) Quick Save.
CONTROL] 4 (L] i [When oulside Terple) Quick Load, o}

For more information about the Temple Rooms, = The Aooms of the Templs section on p. 38,
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MOVING AROUND USING BOOKMARKS

You can place Bookmarks enywhere on the land or on moving ohjects (such as people) so you can jump
quickly to the specific locations or items that you have prasst

SETTING, CHANGING AND DELETING BOOKMARKS

To set a Bookmark at the current position of the Hand, press EOHTREL] and & number key. If you press
thiat number kay you go straight to the position of that Bookmark and the view yOu wara inwhen you set
the Baokmark.

# You can set up to seven Bookmarks, tied to keys T0 10 71 it

# You can reassign a Bookmark simply by going to a new position and pressing [CONTRCL and a used
number to reset the Bookmark to the naw pwtmn

# To cycle lhm'fﬂ_rm” currnmll,l set Bunkmajk; prpss [CORTROL gnd FT{!-E_ To l:'l,f[:|!! hackwards press
| and !

# Press [BAZESFATE | 1g retum to 1he last pasition you were in bafore you jumped to a Boakmark,

FOLLOWING A MOVING BOOKMARK

If yiou wish to follow a moving persan, animal or Creatura you have previously Bookmarked, press [SHIET)
and the numbar, The camara then follows the Bookmarked object.

THE VORTEX

The gods semetimas employ vartices to move batwaen lands. These mystical whirl poals are safe 1o
fravel through, Many things can be thrown inta a vortex and ey will arrive at the destination safaly.

TIF: Vortices are & good way of bringing your favorite Villagers with you wher you leave a fand fo
confinue ypaur adventures elsewhere. Use the |M koy ta display Villager names.

L
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INTERACTING WITH THE WORLD
INFLUENCE

Az wall as moving around Eden, you can interact with many things in the landscape. &5 a god, you have
an Influence that is based around your Temple and any Villages that worship you, The edga of your
Influgnce iz displayzd on the landscape by a red haze. Dutside the mit of your Influence, yoor Hand is
overlaid with a red cross &nd your interaction with ohjects in the warld is sevarely limited,

NOTE: In the Single Player Mode, your influence is a red haze. In the Multiplayer and Skirmish Modes,
the haze may he other colors,

Yau can, howsaver, interact with your Creature wheraver e is.
# Within your influgnce, you can pick up objects, interact and cast Miracles (= Miscles on p. 29),

NOTE: As the population in your Village grows and you impress your snbjects with your godly powers,
your influence will increase. Conversely, if you fail to impress your subjects or their population
falls, the extent of your Influence will shrink,

VIRTUAL INFLUENCE

You can interact with objects outside vour Influgnce for 8 limited tima. This is known as Yirtual Influence,
Your Hand takes enargy with it when it leavas your Influence. This energy enables you to interact wilh
whatever you choose, bul it draing away all the time your Hand is outside your Infiuence. The further
outside your Influence yau move, the quicker the energy drains away,

TIP: 0¥ your weant fo ged sommathing from ontside your infvence, iry setting & Bockmark at the objects lacation.
Depending on the amount of Virtual Influence you have, you may seceeed in grabbing the objeet,

PICKING UP OBJECTS AND AMOUNTS

There are many things yau can pick up in the World of Eden. To help you spotwhal you can pick up, the
fingers of your Hand will wiggle restlesshy when they are over something that can he plucked fram the
landseape. The cursor togl tip helptully changes to ‘Pick up', too,

PICKING UP AN OBJECT

To pick sormething up when it's within your Influgnce, plece the Hand over the object then hald
the mouse's Action Button for a short time (the default setting for this 5 the Right Mouse
Buttanh, The object should now be in your Hand. It you now release the Action Buttan, tha
object stays in your Hand,

While vou are holding something you can still use the Move Button to drag yourself around, ar
to qo directly to a point,

PICKING UP AMOUNTS OF WOOD OR FOOD

# To pick up an amount of something from a pile, like wood or food, move tha Hand over the pile or stack
and hold the Action Bottan down. You sea the wood ar Tood rising inta your Hand as well a5 a rising
numerical amount. Release the button when you've picked up enough.

TIP: You'll get more wood and food if you keep your crops amd farests well watered,
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DROPPING AND THROWING THINGS

# Tu drop the abject in yoor Hand, elick the Action Button again. If you are holding a quantity of
something, ke wood or food, click the Acticn Button to drop it into 2 pile,

# Tothrow an object from your Hand, press and hold the Action Button and move the Hand in the
dirzction you want to thiow the abject Then, while the Hand is s1ll moving, release the Action Button
ta hurl the object in that direction.

# 1f you move the Hand siowty befare releasing the Action Button, the object will be thrown in & low
trajiectory, close to the ground. 1f you meve the Hand quickly the object will travel higher and farther.

AFTERTOUCH
Maving the Hand after yau have relezsed the Action Button also affects the trajectory (or direction) of 2
thrown object. This effect is called Aftertouch,

# Move the Hand LEFT/RIGHT aftar release and the thrown objgct will curve to the lefgfright.

# If you move the maouse back, the thrown objact will have backspin, while moving the mouse forwards
adds topspin to the thrown ohject.

YOUR ALIGNMENT

Your alignment is how good or avil you are. But remember, you are & god. No one sits in judgmant of you.

Yiu can do whatever you ke, When you enter the world, the ideas of good or avil have not formed. OF

course, your actions affact the world halping to define the concepts of good and evil. If you are harsh,

brutal and quick to punish, yaur peaple will live in fear and, although they will worship you, they will do

so ot of duty and terror, You will be evil and your alignmant will reflact this. Your Temple and your Hand

will change and warp accordingly.

If you are kind 2nd benevalent, your Hand and Temple will reflect this. People will sea you as a good, just

pod and waill warship you with lave and thanktulness. However, it is not always wise o be seen as

uriversally soft and helpful. Sometimes raining down Aghtecus fury upon a Village is necessary far

stamping your authority on unbeligvers,

B Your Creature’s alignment is affected by his own actions. It might not be the same as yours, and may
avan be totally opposite.

You should remember there is na *correct alignment; you can complete the game with whichever

alignment you choass to adapt. 1t doesn’t matter whather you play evil ar you play nood, 25 long 25 you

pliy well,

B Your alignment can change during the game, and everything you do has an eftect upon it,

THE SPIRITUAL ADVISORS

The two sides of your conscience, yeur Spiritual Advisors, will try and get you to do things the way they
think you should, You can still do whatever you like. You can ignore them or heed their advice.

Tha Spiritugl Advisers do, however, have some insights into the waorld of Black
& White, which they are honor-bound Lo tell you, They will never mislead you
ahoul thase things. If either Advisor tells you something facteal, you can
believe it. They cannot lie. But ramember, when it comes to matters of good
and evil, they will try to parsuade you 12 do it their way.
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THE STORY AND THE SCROLLS

A5 you play Biack & White, a stary about the clash between gods and the batttes for the souls of the
tribes, will Begin to untald. Althaugh you are free todo what you wantin the game, to finish it, you must
play through this story by apening the Scrolls

On the landscape you will see two sars of shining Serofls;

THE GOLD STORY SCROLLS
1 A Gold Stary Scroll opans the next chapter of the story, These chapters are called Quests. The

Quest will not start and the story will nat progress until you click the Action Button on the next
Gold Story Scroll. You can, howsver, click them whenever you like, and you may delay doing se
until you gre ready,

THE SILVER REWARD SCROLLS

These sre prayers from the people. They have no bearing on the Quests and the story of Black
& White, You do not naed to elick en them, but shaild you decide to and then answer the
perticular prayer, you will often gzin information, objects or rewards, which may well aid you in
your adventures laer,

M Adter a scroll has heen clicked, you can always return to it and click it for a raminder,

HELP

Zometimes even gods need a little help,

THE GODS’ PLAYGROUND

AL any point during the playing of 8lack & Wiite you may visit a training land where you can practice
some of the basic skills of mavement and interaction required by the game.

# To visit the Gods” Playground, press [E20 Your current gama is saved,

# 'You can leave any of the futorial tasks in the Gods” Playground whenevar you like by pressing [E5C. i
wau wish, press [ESS again, to return to your Slack & Wit auto saved pame exactly where you left of.

TOOL TIPS

1L

& 45 you move around the world, briefly leaving vour Hand over ohjects,
2 = Duildings or people will trigoer & Tool tip. Toof tips provida useful
B = == information about the abject that you place your Hand over,

# You can adjust tha level of Tool tip help &5 wall @5 other helpin the Gokions Menu (= p. 471

Taol tips are divided into twa categories. There are Action Toal tips, which give you information ahaut
what is happening, such as a person deing something, And, tere are Object Tool tips, which give
infarmation about what your Hand is currently hovering over, such as a building.

W [Fyou use Tool tips a lat, over time they will became increasingly transparent and unobtrusiva.
However, important tips remain visible for longar,
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SIGNIPOSTS

Doned around the land are wooden signposts, Thes give you a great deal of infermation,
sometimes ghout playing Black & White in general and sometimes about specific tasks or
features related to an abject, person or building nearby.

# Click a sipnpost with the Action Butlon to access the infarmation on it If there 15 mare than can be
displayad on tha signpost, an upwards-painting arrow appears, To sorofl through the infermation usa
the Action Buttan 1o click, hold znd drag the Hand UF and DOWN to view the rest of the text,

# To close a signpost, simply look ar move away until it is out of sight, or glick the Action Buttan on the
signpast again.

IN-GAME HELP

If you press the ED key when your Hand is aver an aliject, building or persen you'll access information
about it. Frequently, it's tha Advisors who provide this, so it's not always tatally impartial,

THE TEMPLE

Your people will always try and build you a Temple. It is the center of your pewer, and contains a host of
features and functicns you'll need Lo use if you wish to ba a worthwhile gad.

e

# Move to the Temple using the Hand, or by quickly tapping the [SPALEBAR] twice,

Tor enter vour Temple:

Click on the dooresay using the Action Button or press P4, Pressing [P takes you into the Temple's
World Room from anywhere in the land, so this is the guickest way to go there. From the World Room you
may access the following raoms: the Library, the Save Game Room, the Challenge Room, the Creature
Ceve, the Game Dptions Aeom and the Future Reom, | = The Reams of the Temple on p. 36k

Tha Temple morphs ta reflect your alignment. [t has 8 Wership Site (= Worship Site on p. 20) attached to
it, and the size of the Temple reflects the powear you have within the land.

1 your Temple iz damaged, it distributes this damage to othar buildings you own. If you have no other
buildings, the damage is borna by your trihaspeople.

W Should your Temple be destroyed, you will lose the game,

scanned by geomanik

YOUR CREATURE

Creatures are manical beasts gnd litlle is known about them or their origing. They axist on the surface of
Edan, but they balong to the gods and are thers to do your bidding, Since you are a god, they will carry
put practical actions for you, learn from you and impress the falk of Eden.

W You must completa the first Quest to choosa a Craature,
Your Creature’s First Steps

When you first get your Creature, you'll find he has a personality that is naithar set nar very formad. In fact,
fe's very similar in natura to the animal he Iooks lika. In time, you will teach your Creature & oreat deal. He
can laarm a vast amaunt and thare is nothing you candoin the game that he can't be taunht to do,

NOTE: Both the game and this manual refer to all Creatures as male. Worry nof, the true nature of
Greatures transcends gender but, being bound by the limitations of language, we reler to the
Creature as “he' and hin'. Its fair to say that since you mold your Creature’s personality, perhaps
in your image, it is likely to be whatever gender you wish it 1o be.

TEACHING YOUR CREATURE

There are three ways to teach your Crestura:

1. THE LEASH OF LEARNING

Uze the Leash of Learning fwhich is made of ropel to make the Creature learn the action you want him ta

ledrm {= Leashes on p. 131 While he's on the Leash, you can still play the game, picking up things,

maving and dropping itams and casting Miracles. Ha will watch and learn anything you do with the

Action Button if he's on the Leash of Learning.

u You will knows when your Creature has learned something because a light bulb appaars above his
head.

TiP: Though Creatures are clever heings ey do typically need fe learm an aciion mare than once fo
feam a fesson properly.

2. (DISJAPPROVAL OF YOUR CREATURE'S ACTTONS

Yfou can teach him by approving er digapprovirg of what he does. To do this, you can streke him to show
him you are happy with his actions or slap him to show displeasure (= Punishing snd Rowarding pour
Creature on . 121, Holding the Action Bulton down and maving the Hand gently sver bim in any direction
will stroke him. To slap him, hold the Action Button down and move the Hand rapidly across him fram
side to side.

TIP: Ensure you give praise or punishment soon after the Creature has done something of mote, If pou
wail toe fong, you might semd confusing messages to your Crealure.
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3. GIVE THE CREATURE OBJECTS TO INTERACT WITH
Like & baby, your Creaturs will readily experiment with objects he can interact with, If, for example, you

qive him a rock, he will examine it to see what he can do with it. He might try to eat i, but then again, he
rmay thranw iL Ard, again, you can show approval or disapproval, if you so choose.

GIVING THINGS TO YOUR CREATURE

# To give your Creature semathing, pick the itzm up using the Action Button then hold it in front of him.
The Hand rotates to show you are offering him something. Mow, hold down the Action Button and he’ll
take it from you, if he's clase enowgh,

W Some ohjects are too big for your Creature to hold, He will refuse to take samething from you if he
doezn't think he can carry it As he grows, he'll be able 1o handla larger and heavier abjects.

FEEDING YOUR CREATURE

One of the first things you'll want o do is teach your Creature what 1o eat. To give your Creature
something you want him 1o eat, pick up the potential food, hold itin front of him and hold down the
Action Button. He'll spon develop certain tastes for different things, When he is holding something
wdible, strake his tummy to encaurage him to eat it If he eats something you don't want him to, you can
punizh him.

PUNISHING AND REWARDING YOUR CREATURE

Punigshment and raward can be employed as teaching aids, This system is 3 great way o each you
Creature.

INTERACTING WITH YOUR CREATURE

# To punish or reward or otherwise gat a close up view of your Creatura and his health statistics, hold
dowen the Action Buttan on him.

# |f your Creature does something you like, or if you're generally pleased with him, hold dewn tha Action
Button and run your Hand gently over him to stroke him.

# To punizh him or discourage him from doing something, hold the Action Button down and mave the Hand
rapidly from side to side across your Creatura’s body. The Hand will deal the Creature & hearty slap.

Yaur Creature will remember what he was daing at the time you rewardad or punished kim and, in ima,
will sa0n [earn what you want and den’t want him to do. That is, if you are consistent in your resward and
punishment! Without consistency, who knows what will happen to your Creature.

When yau are interacting with your Creature, you sea Craature Statistics displayed. These are as
follows:

®
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Damage, sapressed as 2 percantage

Humger, expressed a5 2 peroentage
Tiredriss, expressed a5 2 percentage

Resward, This swines from the cantar,
ether ball. towands BAD BOY il you slap
him, or right, towards GO EBY i you
stroke him,

Your Creature will need o answer the call of nature fram tima to timea. Think about tilet training him, For
example, taaching him to use a field when he feals the urge will imprave the growth of your craps and
keep the stench around your Temple to 3 minimum.

THE LEASHES

Your Creature has free will and does what he wants, so to get him to obey your commands you will nesd
to use the Leashas. These ara given to you by Sable, the Creature Trainer, once you have completed the
Craature Gold Scroll Quest and Tutorial.

B The three different leashas are located on the fence of the Craature Pan.

USING A LEASH
1. To pick up & Leash, click on a Leash using the Action Button or press the [L] key.

2 To attach it tw yous Creature, tap your Hand on him using the Action Button. One end of the Leash is
attached to your Hand and the ather to your Creature,

3. MNow when you move around, he'll follow. Mote that the Leash is stretchy. So, although he'll alweys
fallow, you can't drag him.

4. To direct your Creature 1o 4 specific location, action or object whan he's on a Laash, click the Action
Button an it.

& You can speed up the rate atwhich he follows your Leashed Hand, by double-clicking the Action
Button on open ground where you swant him 1o move 1o,
LEASHING YOUR CREATURE TO AN OBJECT

Unce your Creature is leashed, you can attach the end of the Leash you'ra holding to an object. Yau'll
want b do this so you can move around and carry aut other tasks in Eden while your Creature stays in
ane spot, perhaps out of ham's way,
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# Double-click the Action Button on an objact to attach your end of the Leash to it,
4 To Retrieve the Leash, pick it up by double-clicking the Action Buttan on the place whare itis atached.

e s s —

If you click the right poing, itll then retumn 1o your Hand. Alternatively, you can press L

ALTERING THE LEASH LENGTI

shorten is length. To lengthen the Leash, elick on the Leash and drag to extend it to the length you desira.

DIROPPING THE LEASH

If you want to drop a Leash at any time, shake the Hand from side o side. You can also press (L] to drap
the Leash,

CYCLING THROUGH THE LEASHES

fis well as finding the Leashes at the Creature Pen, you tan cycle through them using the ™ and [
keys. You can also summon them using Leash Gestures [= Gestores on p. 36),

USING DIFFERENT LEASHES

There gre threa distinct Leashes. Each has a different effect on your Creature when he's attached to
them.

THE LEASH OF LEARNING

P The Leash of Learning looks like a normal repe. Your Creature will learn more when he's on this
S Leash. He'll watch more intently and copy you more closely and will ba much more willing Lo try
newy things.

THE LEASH OF AGGRESSION

O This spiky Leash makes your Creature aggressive and encourages him to do destructive or
Pl harmiul things, He'll act like this regardless of his alignment,
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THE LEASH OF COMPASSION

= This fluffy Leash makes your Creature more loving and caring. He'll act like this ragardless of
£ his zlignment.

LONG-TERM EFFECTS OF LEASH CHOICE
The effects all the Laashes have on your Creature will remain with him once vou remove them, so if you
use 3 Leash & lat, yau'll after his personality in the long term.

TIPS FOR USING LEASHES
W | you want to gel your Leashed Creature to eat something, rub his tummy as he holds the feod.

M Use the Leash of Learning to teach your Creature Miraclas. But baware, some will be harder for him
to learn than others.

B Az your Creature grows in size, he will be more impressive to the people of Eden, Use this to help you
win over the hearts and minds of those in Yillages who do not vet balieve in you. Ty putting the Leash
of Compassion an the Creature and anchoring it b a nen-baliaving Villagas Villzge Center,

B Well-hehaved Creatures are invaluable in helping your own people. Attach your Creature with the
Leash of Compassion to any Village Store you own, and he'll do his bast to look aher that Village,

W Don't forgel that a5 he grows énd leamns, vour Creature will change and will be unigue to you, your
personality and your playing style, Try cemparing your Craature with other people’s onling at
fittpeifwnens bwigame.com.

USING YOUR CREATURE EFFECTIVELY

When you've masterad the Leashes gnd the basics of how 1o teach, encourane and discourage your
Creature, he'll play a big part in your Quest,

Remember that he has his own parsonality and alignment. He will do what e has baen taught, 1o an
extant. However, Creatures are often wayward and you can't pradict his actions snd movements with any
precision.

# To move to your Creature directly, press 1 at any time. This is useful if you ever lose track of where
he is. Pressing 1 will also track him as he moves around.

SWAPPING TO DIFFERENT CREATURES

During your adventura as a god in Black & White, you may get the chance ta swap the body of yous
Creatura to another species entirgly. IF this opportenity presents itself, you always get the chance to
decling. Should you decide to swap, it will be clear how this will oceur (the exact process differs
depending onwhere you are, your alignment and how you've been playing).

If you decide to swap, the ENTIRE personatity of the Creature you previeusly had will be transierred into
the biody of the new Creature, He will not forget anything, nor will he changa his character or alignment.
He will, howaver, be slighty smaller than the Creature you are swapping from,

B You can't swap your Craature whenever you like, nother Greature must be offered for this
process to take place. If you swap Creatures, you'll always have the chance to swap back later,
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FIGHTING

Yaur Creature will come into contact with ather Creaturas [for there are other gods in Eden). When this
happens, combat may oecur. Onee experienced in combat, your Creature will fight on his awn, carrying
put the moves he thinks best. You can help him considerably in combat by directing his moves,

M Fights ahweys occur in Combat Arengs, which appaar outlinad on the ground as tha combatants
aguara off to one anather.

M Fights will only take place between Creatures of a similar size, [f one Creature is too small then the
Combat Arena will not appear. Meedless to say, the smaller Creature will be in danger of getting
sguashed like a fiyl

# Double-click the Move Button in 8 Combat Arena to gain cantrel of your Cresture if you don't already

have it. Moving or double-clicking the Move Bulton away from the Arena fakes you out of the fight.
The Creaturas will fight on whather you are thera or not.

FIGHT MOVES

To start a fight Glick on another Creature while holding the Leash of Aggression.

To hit an enemy Click tha Move or Action Button on the body part you want yaur
Creature to strike. & highlight appears &t the target 1o indicate this.

To side-step Click either button on the ground on aithar side of your Creature. &

vellow highlight appears an the ground gnd your Creature moves
there if he is abla .

To block an attack Click either button on your own Creaturs,
To move back ar forwarids Click either buttan on the ground in front of ar behind your Craature.

PREPARING MOVES AND STRIKES

1 you use the Action Buttan 1o fight, you can prepers {i.e., pre-set] moves and strikes. The Creaturs will
attampt to follew aach of the pre-set movas in order. You click the moves ar strikes you want one after
anothar using the Action Buttan,

# To cancel pre-set moves and regain control, Glick the Move Button at any point.

# You can zoom oul of combat to ineract with the world, and then return to the arena by deuble-
clicking the Move Butten or simply by zooming in again.
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USING MIRACLES IN COMEAT

In combat you can cast Miraclas at the foe. The Miracles yao can cast are shown as Gestures an the
battom of the screen (= Mirelas Table on p. 32),

B You may also cast Miracles on your Creature to increase his abilities or 1 haal him,

T cast a Miracle, draw the same shape as you see at the bottem right of the screen there an
the ground with no mouse buttons hald down, I vou make the Gasture correctly, the Miracle is
cast | = Gesturas on p. 36 for instructions on casting Miracles using Gastures),

SPECIAL MOVES

Each Creature has # special move, which does approximately twice the damage of normal
attacks. This appears in the bottom right-hand cormer of the screen as a Gestura. To pull off the

mave, drave the Gesture on the ground with no buttons held down on the mouse. 1T you do this

right, & sparkling Gesture trace appears and your Creature pulls off a spectacular Special Move!

THE VILLAGE

Fau own a Village when the majority of the peeple in it choose you as their gud and objeet of worship,
When this is the case, your Influgnce extends clear across the Village and you can do what you ke thare,
interacting with objects, buildings or people and assisting or hindering them as your gadly whims dictate.

= = :
5 Your Player Symbol is displayed at the Village Canter. This is a quick way of checking if you
= control the Villaga.

W The importance of Villages te your godly power cannot be overstatad. Ensuring the good health and
growth of Villages is a very good way of ensuring that your Influence doas not diminish,

THE TRIBES

There are eight tribes in the world, Each tribe has abilities and attsibutes unique to it Dver time, you will
dizcover what these ara.

THE 8 TRIBES

Artac Celtic Eqyptian Greek

Indian Japenese ~ Norse Tibetan

BUILDINGS AWND RESOURCES
There are many buildings yeur people can construct in each Village. MNote that some ara net available

early in the game, &s you progress through the game, your people will learm new technalogies &nd
consequantly new buildings will become available.
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TEMPLE

faur paople will always construct @ Temple for you if they can. Itis the center of your powar and
Influgnce. You only have one Temple at one time and you can never take over anather Temple, Itis
possible, under certain circumstznces, to destroy a Templa, You will leam what these circumstances are
as you play.

VILLAGE STORE

Your Village requires twa resources; Food and Wood.

Wood is gained by people cutting down trees, or you (o your clever Creature) eprooting them
and drapping them on ta the Village Store for preparation. Wood is raguired to construct or
mend buildings.

Faod is gained by you, your Graature or your people gathering crops from the fields or by
fishing. It, too, is takan to the Village Store and paople will collect food from here when they
nead it.

TIP: If you run out of trees becavse you've smashed up all your Villagers' abodes, you can gain extra
wood by putting fences in the Village Store!

DESIRE AND THE VILLAGE STORE DESIRE FLAGS

Your peaple will let you know many of their desires by raising flags at the Village Stare. The highar the
flag, the graater their zpecified dosire,

 To sea the desire associatad with each flag, hold the Hand over the flag to display a Tool tip.
The [lags that your Villagers may raise on the Village Store are;

4 Food Dasire
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% Village Expansien Dasire

= Children Expansion Desire

Civic Buildings Expansion Desira

4 Protection Desire

hercy Dosira

W Fulfilling thase Village desires will make your people believa in yau more. Moreover, fulfilling them in
Villages you den't control will impress the paepla in that Villags a great dezl,

VILLAGE CENTER
At the beginning of the game, your Village Center will display a fist and your symbol will float above it

Orice you choose a creature, your Villags Cemars will display the torm of it. Engmy Village Centers will
show their god's creature.

This building displays the Village's aveilable Miracles. Hold the Hand over the Village Center to display
Tanl tips about the Belief, Population levals, and total Yillage capacity,

INCREASING WORSHIPPER NUMBERS AT THE WORSHIP SITE
The Totem at the Village Center can be raized or lowared (though not in Land 1), Raising the Tatem
increases the namber of pecple worshipping you end providing Prayer Power gt the Worship Sito.

# To raize or lower the Totem, click and hold tha Action Button an the Totem, then drag it up or dawn.
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Whila the numbar of worshippers will incraase your godly Prayer Power, allowing you to cast Miracles,
your Villagers will not be attending to their chores. Remember, buitding, timber telling, farming and
breeding require your Villagars" attention if the Village's long-term health is not to ba adversely affectad.
[For mare on allocating Villager rales, = Disciplzs on p. 24

WORSHIP SITE

Your power a5 & god comes from the combined beliet that your followers have in you. Whan summaoned,
Iy the raising of the Totem at the Village Center, your believers go to the Warship Site next to the Temple
to generate Prayer Power. How much pewer they generate depends on how meny are worshipping, and
for how long. Prayer Power is reguired 1o cast all Miracles. The more Prayer Power you have generated,
the more Miracles you can cast|= Miracles on p. 28)

Remember, raising the Totem can destroy & Village i all the Villagers die off through stareation. To
prevent this, yeu can lowes the Totem a lile. The people will then take it in turns to warship, and will
religve those most tirgd. Or you coutd supply the worshippars with food and healing yourself, 1o keep
them at the Warship Site for longer perinds.

M Any Dizciples vou have created will enly go to the Worship Site if the Totem is 2t its highest. Once they have
finished worshipping they wil continue vith thair assigned tasks. (For more zhowt Diseiles, = p, 24

ABODES

Your triba live in houzes, called Abodes. [n order for the triba to expand, new ones must be built.
Sometimes, depanding an a variety of factors, the ribe will construct its own Abodes, but the bast way to
gxpand is o build tham yourself using the Workshop.

B You will not have & Warkshop at the beginning of the game, but your tribe will eventually gain the
technology they naed to construct one and you will ke informed when you are abla 1o use it.

WORKSHOP

This building enables you to choase what ta build and where to place it When wood is pul into 2

Workshap the craftsmen there turm itinto Scaffolds. These appear in the yard.

scanned by geomanik

# To pick a scaftald up, click it with the Action Button.

# Moving your Hand holding a Scalfeld over space in tha Yillage shows you & blugprint of what would be
built if you placed it there,

# To create bigger, more elihorate buildings, join Scaffolds together in the yard. File a Scaifald on tap of
another ta join tham togathar. To dismantlz seaflolds, tap tham with the Action Button.

Building structures increasss the size af your Influence. if you drop a Disciple at a Workshop, he or sha
will become a Disciple Craftsman and will supply it with wood canstantly for the production of Scaffalds.,
(For more about Disgiples, =p. 24|

B A flag at the Waorkshop displays the desite for wood there,
# For Building progress an the current scaffald, hold the Hand over the Warkshop.

BUILDINGS AND THE SCAFFOLDS REQUIRED

To build Buildings you need to place scaffolds in the Village, The numbar of sezffolds you join together
dictates the sort of building that will be buil.

TIP: Onee the scaffeld has heen placed (elick the Action Button), you shenld create a few Disciple
Builders fo the task if you want the job complefed quichiy,

NUMBER OF SCAFFOLDS BUILDING CREATED UMITS OF WODD RECUIRED
Hﬂue Seaffald Small Abode 1500
Twn Scaffolds Large Abode 1E00-1300
Civic Building 2000-4000
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JAPANESE WONDER

Four Scaffolds Field 2000

The Japanese Wonder increases the power of all healing Miracles, reduces the appetite
far food in all your Villages and increases the likelihood of ehildren being bom

Frve Scaffolds Mew Villags Center B0 INDIAN WONDER

The Indian Wonder increases bath the power of Lightning Miracles and the speed at
which e Villagers move

A Newr Village I::nlex is required for you to create a new Village.

EGYPTIAN WONDER
Wil spaneer L] The Egyptian Wander reducas the amount of damage your Creature takes. |t also reduces
the Prayer Power cest of the Telepart Miraele and increases the power of the Flock of
= = Birds Miracle
Seven Scaffolds Wonder 40,100

GREEK WONDER

% The Greek Wonder increases the power of the Pack of Animals Mirscle, It also enables
i M children to be producad faster

CIVIC BUILDINGS

Certain slrur:tllJrEs ara classed as Civic Buildings. These are: Village Store, Village Center, Graveyard, NORSE WONDER

Criche and Workshop,

The Narse Wonder increases the yield from Farms and Fish Farms and increases the
strangth of Food, Wood and Water Miracles. [t also raduces the waod cost of buildings

B When you join three scaffolds together, the blueprint for the Civic Building wall be any Civie Building
you do nat have. IFyou have them all, it will default to the blueprint of ansther Warkshop, which you
tmay placa in any Villaga in your Influence.

A WONDER VILLAGERS

All your Villagers have wanls and desires, and it is up to you whether you wish to satisty them. They will
ask in thair prayers for your help, Any help vou give will be met with wonder and an incraase in baliaf,

B The Tibetan Wonder decreases the Prayer Power cost of all Shields, makes the Pack of
= Animals Miracle mare powerful and makes all your godly actions mare impressive

This magnificent structere increases the [nfluence of your Village. The more belict the tribes” people
have when they build it, the bigger it will be when it's finished. To have a bigger Wonder, try building it on
a hill. Each Tribe's Wonder is different, 2nd each has a positive effect on the tribe, adding a larpe
imcrease to your Influence, plus special effects such as Miracle pawer ups, unique to each trike.

CELTIC WONDER

AZTEC WONDER . Tha list of desiras is as follows:
B Food, Wood, Village Expansion, Children, Civie Buildings, Protection and Mercy.
The Aztar Wonder increases the power of agyrassive Mirzcles such as Fireballs and W Each desire has a corresponding flag at the Village Stare. The higher the flag, the greater the
Megablzsts. Also, each Villzger will provide more worship chants. specified desire (= Dasire and the Village Store Desire Flags p. 18)

W A villager's status is tracked gnd can be viewed by pressing I51You can view stats an Age, Life,
Fatigue and Pregnant. The pregnant status marker will only appear for female villagers, whan e
carmying & child.




for kopykatsz

DISCIPLES

These are Villagers (o whom you assign & specific task. Disciples will carry out the tasks single-mind ediy,
doing linle else but eat and sleep.

B | you raise the Tatem fully, ALL your Villagers will go to the Worship Site to pray.

CREATING DISCIPLES
Creating Disciples is a useiul way of managing your Villages. If a Disciple cannot carry out the allatizd
task, he or she will wait at the Village Canter,

# Pick up a Villager using the Action Button. Then drop them (gently) naxt to the task you wish them to
do. While & potential Disciple is in your Hand, you will see a Disciple icon showing you what ha ar she
will become if you diop them at certain locations.

M All Disciples have a bright awra around them. Villzgers without an aura are not Disciples

Here are the Disciples you can create and the objects you should place them by to assign them their new
role in your wrld,

FARMER

scanned by geomanik

MISSIONARY

% Place a Villager at & Workshop to ferry wood ta it.
S

TRADER

Flace a Yillager by a Village Store in a Millage you don't contral to get them to supply that Village
with resources to impress them.

BREEDEHR

Place a Villager next to anather of 1he opposite sex. They will get an fike a howse on fire and will
start the serious work of making bahies.

| Without empty living space (denoted by grean figures when you tap the roof of a hut with the Action
Button), Ereaders will not reproduce. Instead, they wait &t the Village Center or the Worship Site until
living space becomes available through death or the building of mara huts.

CANCELING DISCIPLES
Disciples can be cencelled by shaking them in your Hand until they are released,

IMPRESSING OTHER VILLAGES

The key to Black & Whita is taking over the heans and minds of other tibes and Villages, The more
believars you have, tha more power you get and the greater vour Influence will become,

You can impress @ Village you don't own in many ways:

If other Villagars sea your Craatura, they will be impressad. The size and the actions of your Creature will

determine to what degree, Using your Creature in 3 Village you wish to impress in conjunction with the
Leashas will also have & profound effect on the popelation there.
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Supply their Village Stare with whatever resource they need mast, Just drop the wood or feod inta their Present them with oifts like Scaffolds, wood or food.
Willaga Store and their balief in your powers will increase.

=1

Throw things aver the haads of the Villigers. Rocks are rathar goad for this show of powar. l

B You can create an Artifact by plecing any ahject in vour Yillage. At sunset the Villagers will dance
around it. Aftar many such moonlit dances, the abjact will become an Artifact. Artifacts ara very
imprassive to nan-balievers when placed in another Village's Warship Site.

Build a structere naar the settlement you wish t impress,

TIF: Your Creature can interact with shiects outside your Infleence. This is especially useful when
yo e brying fo impress Villagers some distance away from yoor own settlement with same
random act af godly vielence!
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TAKING OVER ANOTHER VILLAGE

To see how close you are to teking over another Village, look at that Village's Village Center.

Each Village Center will display your player symbol above it if you have bequn to impress it, or have
already convarted it The closer your symbal gets to tha idol displayed on the Village Center, the closer
you are to leking ovar the settlament.

[T you hold your Hand over the symbol you will see a Tool tip showing how close you are to converting
the Village.

B Any of your Yillages can be impressed by another god and can switch allegiance, just a5 you can take
over other Villages. You should do all you can to prevent this from gceurming.
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MIRACLES

Miracles are spectacular acts of the gods, As you prograss through the game, vou will be able to learm or
find a great many Miracles. Your Creature can leamn to cast any Miracle that yau can. Taking over now
Yillages is @ good way toincreasa the number of Miracles yvou are able ta cast,

Miracles use the energy your people’s beliet in you generates as they pray at a Worship Site. This is
called Prever Power, You can only cast Miracles if you have the required amount of Prayer Power stored
at your Warship Site. Evary Miracle requires a certain amaount of Prayer Powar, and you control the
amount of power you are generating by moving the Totem at the Village Center. Raiging the Totem wil
sand more pacple to the Waorship Site o genarate more Prayver Pawer. The haalth of people who arg
worshipping hard and long will suffer.

I You waill l2arn, find or be granted different Miracles as you progress through the game,
TiP: Completing Silver Scrofl tasks will often result in the gift of Miracles.

CASTING MIRACLES

There are o sorts of Miracles: Learnt Miracles and One-shots. Learnt Miracles are displayed at the
Worship Site or Villzge Center, One-shots are found at Miracle Dispensers or doted around the
landzcapa.

LEARNT MIRACLES

1. Click the Action Button once on the Miracla icon fo charge it You will see the energy rings flowing into
your Hand &s it chargas.

2 When itis regdy to cast, the Miraclz appears inyour Hand automatically.
3. To cast the Miracle, you click the Action Button anain.

B The charging will slow or stop if you don’t have enough Prayer Power stored or being generated, It
will continue or speed up it yvou increase the number of worshippers at the Warship Site.
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ONE-SHOT MIRACLES CANCELING MIRACLES
' The follawing Miracles remain active on Lhe landscape until cancelled, destroyed (in the casa of Shields)
£ % G-tk Miracle or until your Prayer Power runz out: Physical Shiald, Spiritual Shield, Forast, Teleport.

- TiF: Al these Miractes drain Prayer Power constantly wihile they remain cast. As a result you may
want fo mave or cancel them wihen they're no langer required.

# To cancel a Miracle, either elick on the icon above the cast Mirecle or pick up the Miracle, If you
Miracle Dispenzer want to cancel sheke your Hand from side to side,
# If you want to move the Miracls, click on the icon above the cast Miracle or pick up the Miracle then
click the Action Button at another point in the Waorld,

Theso appear in bubbles on the [endscape or at & Miracle Dispenser.

# Activate a One-Shot Miracla by clicking the Action Buttan on it to braak the bubkle. Double-click on it
if you are helding a Leash. The primed Miracle then rests in the palm of your Hand, You can then mave
the Hand to the position you wish to cast the Miracle, or sven mave yourself by grabbing the
landscape (or any ather method) to another position.

# To cast the Miracle, you elick the Action Button again.

Some Miracles simply produce their effect at the location of your Hand when you cast tham, Others can
be aimed,

THROWING MIRACLES

Some Miracles result in energy being projected in a certain direction. As you cast the Miracle, you can
throwe this energy in the direction of your choica in the sama way you would throw any object. Mote that
thiz energy will continug outside your Influence. An exgmple of this type of mirgcla is the Fireball,

AREA SPECIFIC MIRACLES

Other Miracles affect areas of the landscape, and as yoo cast them you must draw an area on the
ground ever which they are 1o take effect. An example of this type of Miracle is the Shiald.

Some area Miracles can be sentin a certain direction whan cast, (eqg. Starm Miracle). To send an area
diracla in a cerain direction, use Aftertouch once you have cestit (= Aftertooch on p. 81,

RESOURCE MIRACLES
Soma Miracles, such as faod, woad or water can be cast in multiple places frem & single Miracle chirge.,

# Press the Action Button and releass whan you want to stop casting the Miracle. Press the Action
Button again until the Mirecle is completely spant,

@
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MIRACLE TABLE

+ To activale aviilable Miracles make the following Gesture:

REGULAR MIRACLES

MAME [FRAYER FOIWER REQUIRED)
Fireball {3500)

Starm (E000)

Lihinirg (5000}

Foeend {70000}

Winad {7000)

\Water (5000)

Haal [B000)

Flock af Birds (12000}

Fack of Boasts (14000)

Teleport {500)

profectad from natural projectlas

DESCRIPTION

Ball of fire that can he steered with Alterouch

This is & thundercloud praducing heavy rain

Balts of energy strike anything forward of the casting peint

Draw a circle an the graund ta dahing the area o be
shielded from other Miracles

Dravi a circle on the ground to dafine the &rea o be

Instent Forast

Pile of Fand {Click Action Batton repeatadhy to drop marg)

Timber is craated at the casting poird,
Click the Action Buion repaatedly 10 crests mars timber

A gentle rain claud i produced. The shevear will encourage crop growih
it oui fires, Click the Action Butisa repeatzdly o create more ran

(ast o or near [iving baings ta haal them

A imprassive flock of doves is crested. Visually stunning

An mpressive peck of animals 15 created. These will fae from the camera

Flace Teleports whare yau live. \ilagers and your Craature use them 1o get from
place ta place quickly and afficienty. They are 2 cantinez] crain on energy vibile
fhey exist To remave a t2lgport pick £ up with the Aetion Button and eithar
replace it 3t a Temgha ar Worship Sta or shake your Hand to get rid of it

Iara Blast (16000}

o

An enormaushy destructive beam explosion targeted wherever you cast it I

0 DEDCENG S NI=EESE
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POWER UP [PRAVER POWER REQUIRED) WONDER REQUIRED
1 - Thrae firgbizlls (70001,

- Fiva fireballs (10000} Ater -
1= Mo with added Lightning (150000,

2- Lightring and a destructive lomado (20000] Morse

1 - Mire ferked Byhtning {75001,

2-Huge, jagaed Eghtning {10000} Aater -
M, Tibetan

1, Tihetan

it A

1- A bigaer pila of speady food 10000) Amec

i Celtic

- B rain cloud producing more weater (1000] Cahicor

1- Heals in wider area (2000| Japaneze

ity Catic

HiA Cefic

i MiA

- A bigger blast (32000},

3 - An enormaus hlast (50090} Aatac
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CREATURLE MIRACLES

# To activate Crazture Mirzcles, make the following gesture:

NAME {PAAYER POWER REQUIRED).

Frave (5000)

Sheink (G000]

Grow (7000

Sarona (30000

[rovisibta (000]

Compassion [ROXI|

Angry (E000]

Haly Flies (B000)

DESCRIPTION

Must be targeted on a Creature. This will freeze him solid far & shor time

Must be targeted an & Creature. This will reduce his size tempoearily

lust be targeted on a Creatura, This will enlarge him temposany

Iust be tarpeted on a Sregture, I will increase his strangth tompararily

Must be targeted an & Creature, HeTl vanish from others’ view for 2 while

Wlust be targetad on a Creatwe, He'll lemgorardy feel nothing but kindness

Must iz tarpeted on a Creature. He'll be furious with everything for a shart while

Pust b targeted on a Creature, HeTl be absessed with scratching for g
wihiile a5 a swarm of charmad insects huez angrily gbaul him

B Your Creature will NOT learn Creatre Miracles that you cast on him.
He will enly laam if he can watch you cesting them on anothar Craatura.
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GESTURE POWER UP (PRAYER POWER REOUIRED) WONDER REQUIRED
Nt [T
Wit HiA
A, Wik
A Wi
m MiA i
E A o
m MA M
bl MIA
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GESTURES

Gestures are a magical way to cast various Miraclas. Simply put, a Gesture is a special shape traced on
the ground by your Hand, It can summan a Miracle ar Leash into your Hand without having te actually
pick one up. You can get any Miracle you have learnt into your Hand using a Gesture,

Gestures can be wsed 1o pick up and swap Leashes, s well a5 to cast Miracles. If you are far from your
Worship Sita ar Village Centar, they're ideal for choosing a large Miracle {As long as you 2re within yaur
Influgncel!

zZ

M The shape you have ta trace for gach Miracle or Leash is shown in the battom right of the screen.
More will be addad asvou leam them,

W Gestures are explained fully in Land 2 whan you elick the correct Silver Scrall.

PICKING UP A LEASH USING GESTURES

Al the bottom right cornar of the scraen is a Leash Gesture. Trace this once to pick up the
Leash of Learning. Two cther Leash Gestures appear letting you swap quickly to the Leazh
of Aggression or the Leash of Compassion.

CASTING MIRACLES USING GESTURES
Bafore the all Gestures for the available Miracles are displayed, you must cest the required Miracle
Basture [Spiral).

ACTIVATING AVAILABLE MIRACLES

For ragular Miracles you should make a Clockwise spiral Gasturs:

ACTIVATING AVAILABLE CREATURE MIRACLES

For Creature specific Miracles, you must make an Anticlockwise Spiral gesture:

Once you have done this, all the Miracle Gestures you can cast appear in the battom right-hand corner
of the seraen.
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CASTING A MIRACLE USING GESTURES

Each Miracle you know has a Gesture icon in the battom right of the screen,

1. Make this shapa on the ground by tracing it with the mouse.

M Note tha spead that the Gaswre i traced in the icon's animation—you should try to recreate it as
closely s possitile,

2. It yau do this correctly and you have the required amount of Prayver Pewer, the Miracle appears in your
Han,

3. Click the Action Button to cast the Miracle.

A Miracle will start charging if you don’t have enough Frayer Power, hut you have people warshipping.

The queved Miracle sends pulses of Prayar Power to your hand, You may also view the charging

Prograss at the Temple, Onee the required amount of Prayer Power is attained you may cast it

Unce you've cast a Miracle successfully, you can then use the Repeat Miracla Gesture to
cast it again.

REMOVING A MIRACLE FROM YOUR HAND
WITHOUT CASTING IT
You can either replace it an the icon poles at the Wership Site of the Village Canter, ar you can shake

your Hand to ramove it. 1T you shake vour Hand or replace it the Prayer Power is returned and ean be re-
used. You can also stop a Miracle charging up by shaking your Hand.
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THE ROOMS OF THE TEMPLE THE LIBRARY

Tha Library contains a wealth of information and halp nhleutllha wiorld Iamj its multiplicity of inhahitants.
; sts k i I |
NAVIGATING THE TEMPLE ;n;n',:lﬂnu::_l::z T[I:rtllT]rEalsigu?gl?ﬁtnh, gynl?jfdg:;?f{r.'[igﬁr infarmation is automatically transported here so you can
# 1Fyou want 1o change your viaw in the raom you are in, click either mouse button, hold and drag to
rotate the view.
# To enter & Room, elick on itz door. Clck IIlulhlnru Bafton on any of
# You can alse click the Move Button on any of the tapestry-like scrolls that hang in the Templa, Thaze the Serll arurv the wials to

view them

contain information abeut your currant game. Click at the edge of e screan to zoom out from a scroll, =
Click, hedd ard drag with either
THE WORLD ROOM meuse Bulon b mose the scroll
upfdown

In the World Room {the Temple Lobby), you'll find a map of the land laid oul before you.

# Click on the buttons around the edge of the Warld Room map with the Action Button to toggle them on T ez 4 serof, click the Muve
and off. The buttons are detailed below: Button 21 the edye of tha screen

Your Temple Position
- M Use the Library to refrash your memory about the things you leamn in Eden,

THE SAVE GAME ROOM

Thara is an Autosave function in Slack & White, which automatically saves your progress so you can
gasily pick up where you left off. Howaver, this function is turned off as a default setting. For details of
how to tura it on, = Opriais on p. $711 you want 1 manually save your progress, go (o the Save Game
Room, Whenever vou quit the Single Player Gama, your progress is saved whother Autosave is activated
or not.

Extent of Your Ialluence and
zny other god's Infiience

All Gold Story Soroll (oests or
Siteer Challenge Scralls
currently actud

Miracles Being Cast

¥our Crezture’s Positen,
ngether wilh ary other
Creatures on the land

B The Autosavas sre displayed in the top row of the Seve Game Room.

SAVING A GAME

# You can double-click the Move Button on the map to go straight to that point in the land autside.

To save a game:

1. Click the Move Buttan on a picture or frame 1o Zoom into it.

2. Click on the yellow armow pointing towards the empty frame.

3. Typa in a saved gamea name.

M ‘You can also double-click on the picture or frama to type @ name =traight in.

# You can overwrite a previously saved game by clicking an the yellow arrow below its picture and
tpINg in & new saved game name.
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LOADING A GAME TATTOOING YOUR CREATURE
To load a game, click the Move Button an the green arrow facing oul irom the frame of the Should you wish, you can tattoo your Creature when you're in the Craature Cave,
desired game,

7 Click ta ehange color range

: 5 i ] {Black syuare on Creature’s hady]
Click on the red button with a cross on it to delete the highlighted game. Lecation of the chosen oo

Cizk and drag to change your
view of the Lrealure

THE CHALLENGE ROOM

Cack o xi the Talton screen

Click 1o exit the tfatioo

In The Challenge Room, you can view all the challanges you've started, Click the Mave Button on a and save 1ait0s sciman wihoul saving
picture to see details of each challenge.
You cannot enter this room if you haven't triggered any Challenges or Quests. To tattoo your creature:
1. Click on him when he's in the Creature Cave and the tattoo options appear.
=1 o ' 2 Choose a tattoo frem the selection. You can change the tattoos’ color by stiding the bar on the feft. The
Whean a Gold Story Seroll is triggered, the frame around it is gold, a silvar bar on tha right changes the lightness or darkness of the tattoo,

frame means the challenge is a Silver Soroll type. 3. Once you're happy with the tattoo and its caler, elick and drag it onto the part of the Creature you want

E : ; ; ’ to tattog using the Move Button. If you have chosen a valid location, a black square appears &t the
# Il a chellenge is unfirished, elick on the butten underneath it to return to the world and get a reminder lacation and the chesen tatton flashos. Release the button and the Tattoo appears on your Creature.

ot it i i5 hal ‘v slaried. E e
abnout it. The Scroll on Il:h{: w:?:lil T;Wd;::: l:;t.lu||| all thr;;ln iallanges you ?'Ehst'lrt:. b S & To rotate the Creaure, oflok the rotatibn ciriz atihi botbont of s erent
+ You can also double-click a Geld or Silver Challenge Picture to go straight to it in the land outside, # To remove a Tattoo, simply click and drag it off the Creature’s body.

THE CREATURE CAVE THE CREATURE PEN

Lr;;in;ﬁ;ri?;isﬂil::lxg: ggu;af:ntl aut information about your Craature. What his likes and dishkes are The enclased araautssla fie Talale duotttiu Ciastioe Pen: Helivearthis sehie Noowe.and Fhasat
o S : a loosa end {and he's not l2ashed), this is where he'll often come to hang out. Due to the reassuring

nature of the pen, he'll grow fester and his health will be restored quicker if he sleeps in bis pan, rather
tham outside it.

=1

B Your Crasture will return to the Creature Pen if he gets huet,

THE FUTURE ROOM

I Whe knows what the future holds? This room is filled with he mysleries therain, o
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MAIN MENU

Frozs [ESC and the Main Menu screen appears, You may begin a SKIRMISH GAME or JOIN DHLINE
GAME, QUIT BLACK & WHITE or go to the OFTIONS Menu Screen,

W 41 the Main Menu, you can click on the STATISTICS tab to view & variety of Stats for the Single Player
Game.

CONTINUE GAME

Return to Black & Whits [at the point when you p_ressed By,
B YYou can alse return to the game by pressing EEC], again.

START SKIRMISH GAME

A Skirmish Gama is one where you battle against one, two or three other gods for a land. This game is
praat for practicing taking over othar settlements and lzarning to fight with your Creature. Note that
everything your Creature learns and experiences in the Skirmish Game will be retained and can be wsed
siould you chapse to return 1o he standard Single Player Game.

When you start a Skirmish Game, your position in the Single Flayer Game you quit is aviematically saved,
Yuu must then select the number of gods wio you will be battling against.

# Dnee you have selocted the game, you are spirited to a land to play out the battles. Pressing [EC)
raturns you ta the Main Meni at any time.

# At the Skirmish Statistics Menu you can click on 12hs to view Player Stats for the Skinmish Game, a5
well a5 Cregture Stats, Town Stats, Miracle Statistics and Tech Stats,
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JOIN AN ONLINE GAME

Mote that you must register at httpelfaao iwgame.com before you can play Black & White ovar the
Intarnet using the Lobbyserver. The Registration site can be reached by chonsing “Renister Black &
White with Lionhead studins” from the game's Start meny folders. Simply follaw the instructions, fill out
the registration form and choose a user name and & password.

You must have an e-mail address to receive confirmation of your user name and passward.

When vou start an Onling Game your progress in the game you just |eft is automatically saved.
To bepin an online game:

1. To choose a connection, elick on the sort of network you wish o play across. This may anly have one
option displayed, ut could show a Local Area Netwark {LAN] or any ather Internet accounts you might
hawe,

2. [Fyou selectad LOCAL AREA METWORK, you may either salect your Local Network to search for a
game or you may vse the Internet. Choose one option and click NEXT, {Far more information, = To
play on 8 Lacal Area Netwark below.)

3 1 you selected an Imermet account, please see =Ta Play on the ftarmer below,

TO PLAY ON A LOCAL AREA NETWORK

All players need ta be in the Find A Game On Your Local Metwaork’ screen, All the computer's namas
appear listed in the 'Current Games' list on the left of the screen.

Tor connect to a game on @ LAN:

1. Click on & computer name fram the list to selact a Host for the currant game, The Host's computer
nama now appears in the ‘Flayers in Game' list an tha right of the screen.

NOTE: We recommend that the fastest PC should act as the Host,

2. Dnee a Host for the gama has been selected, elick on JOIN GAME.
{For mare information, = To et up and Play aoy Motipfaper Game on g, 44,

TO PLAY ON THE INTERNET

Tor connect 1o a game on the Interner:
1. Type in your user name and password fwhich yau received in your registration e-maill, Then click NEXT.
2, You may then opl to find ¢r create a game on the Intarnat,

3. To choose a game 12 join, click on any displayed game in the Current Games list then elick the JOIN
GAME button

4. To host an Intarnet Game, click on CREATE GAME to sat up and host a game. Chanse & game ngme
and, if you like, & password for your new Intemet game. If you selact a password you can creata a
closed game, accessible only ta those who have this password.

(For mare information, = To Sat up and Play any Muitifayer Fame on pad.)
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TO SET UP AND PLAY ANY MULTIPLAYER GAME

The Chat Screen is where you choose teams and chat to other playsrs,

CHAT SCREEN (LAN AND INTERNET)

To select which god team you would like to join:

1. Click on a tezm box

2. The JOIN button appears in the tep right cerner of the box.

3. Click on the JOIN button and your computers name appears in the bo
To invite other players over to your teame:

1. Click onto another playars computer name and the |MVITE button appears.

2 Click INVITE to automatically ask that player to join your team. The invited player must click YES to
aceept your invite or MO to stay with their corrent team.

The Host may KICK ather players out of the current game session,

To kick out another player:

1. Click to highlight thair computer's name.

2. Click the KICK button that appears nest to the name. The selected playar is removed from the current
session but ¢an remain 45 an abserver.

CO-OPERATIVE PLAY

If you click on a team that alresdy bas a player init, you can join it if the team leader lets you. With co-

operative team play, all the players an ong team play with just one Creature, Itis up to the team ta dacide

who controls the Creature at any one time, and who carries out other godiy acts.

OBSERVING A GAME

It you don't want to teke an activa role in the online game but would prefar to watch (useful for picking
up hints from mare experienced players), Black & White allows you to do so.

To observe a game:

1. Click an your name and a SFECTACLES buttan appears,

2. Click the SPECTACLES button to move over 1o the Dbsarvars list on the right of the screen.
To go back to a team, highlight & team box and elick the JOIN button

LANDSCAPE (LAN AND INTERNET)
The host must choose a landscape while all players can view tha teams and who is in gach tzem.
Players may attempt to changa teams, but can anly do so i the teem leader accepts them. A thumbnail

sketch of each land is displayed in the lower middle of the screen. To select it, the host must elick on the
putton at the bottom marked USE THIS LAND.

# When all the teams are present and the fand has been selected and downloaded, the hast must elick
START to begin tha Multiplayer Game.
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PLAYER DETAILS (INTERNET ONLY)
Wiew more details by highlighting the name of any player in any taam,
# Click START to start the Multiplayer Geme.

CLANS (INTERNET ONLY)

B clan is a group of players who ally with each other over the Internst. You can 521 up o join a clan a1
Tittpefoanar bwwgame.com.

B [ you are in a clan, you eam your clan credits whenever you play Slack & White, These are saved and
your ¢lan's ability can be measured against athars.

Whenever you play a muliplayer game of Bfack & White, you take your Cregturs into the game, His
exparience in these games will be retained and he will take this back inte any Single Player Game.

The exception to this is Clan play. The first tme you take a Creaturs nto a Clan game, he is effectively

cloned and will remain your Clan Creature and separate from your Single Player Game Creature.

COMPUTER PIAYERS

I you play a game raquiring more playars than you have, the extra player slots are allocated to

computer-controlled players.,

CHATTING

To chat with other players:

# Click on the text box at tha bottom of the screen &nd type & message, To send it 1o the oher players,
press [ENTER]

# Click on ataam bex 2bove and then click on the text box to send a message to hat team only.

# To deselect a Team, click again, The next message you type will go to all players.

B [f you are playing a Single Player Game of Black & Winite you may chat to any other Black & Whire
players you have made Triands with whe ara on-line at this time. {For more information, = Craaling 5
Frigas Lisf pAG.

TAUNTS

# To send a pre-written Taunt, hald down the Move button over the Cloud/Lightning icon to the laft of
tha Taxt Box. A drop-dovm manu of possible taunts appears. Highlight 2 taunt and then let go of the
Move button to send that taunt to other playars in tha game.

VIEWING OTHER PLAYERS IN THE GAME

# To bring up a list of players currgntly in the game, click on 'Players” undemeath the Taxt Box. If you
highlight players trom the Players list, you can send messages to them alang, Your team-mates will
appear in vour taam color on this list

B [f no names are selactad, the message will go to everyane in the game.
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CREATING A FRIENDS LIST
To move a plaver to your Fricnds list:
1. Click to select & player from fhe Players list, the MAKE FRIENDS butten appears.

2, Click on MAKE FRIENDS 1o move the selected player into your Friends st & Radar icon {above)
appears next o your frignds’ namas o let you know that that thay'ra onling.

B Mow whenever you're playing Bfack & White, vou'll know when they are online and you can chat 19
tham or perhaps errange & Multiplayer game,

OPTIONS

At the Options Menu sereen you can elick either mause button on the following tabs to alter pame
satlings.

OPTIONS TAB

Adjust the Sound Effects volume [SFX VOLURME] and MUSIC VOLURME using the black shider.

Adjust the Detail Level using the black arrows, Altering these settings requires a name restart for the
new setting to take effect.

B Full video options can be adjusted using the Setup program accessibie from the Stan Manu,
AUTOSAVE

You can select the AUTOSAVE function by clicking the button. Autosave saves the pama svery five
minutes. Whensver you laave the warld to quit or to play a Skirmish or Onling Game, the game is saved
whether Autosave is activated or not.

PUSH SCROLLING
You can also select PUSH SCROLLING if you want to changs the way vou move around the World,

PLAYERS TAB
This displays a [B51 of the player namas that have already been created. Click to select one. You can also
elick an the player symbol to chanoe this.

You can change vour CREATURE NAME, CREATE NEW PLAYER, DELETE PLAYER and EDIT TATTOD.
Should you wish, you can alse START A MEW GAME of Blask & 1Whirs,

EDIT TATTOO
By salacting EDIT TATTOO vou may add, aller or remove tattoos o the Cresture. (= Tatfooing poor
Creatore on p. 41 for instructions an how you might do this.|
ADVANCED TAB
# To adjust the level of Help in the game, elick the arrows. HIGH HELP is the default,
You can also adjust the lavel of Text and the level of Tool tips.
You ean toggle the follawing options off and on;
LEFT HAMDED HAMD in the game ON/OFF.

CREATURE HELP DNJDFF - Craature help is invaluable in alerting you to your Creature's naads
in the early stages of the game,

TEXT FROM BOTTOM - The text scrolls from the hettorm upwards ON/OFF.
CONTROLS TAB
You can redafing any of the Leys or controls in Black & VWiite. Double-click any cantral then press the
new key to redefing it
LOAD DERAULTS resets all the controls to the deteult settings when you first instglled the gama.

To remove a plaver from yvour Friends list:
1. Select a player from the Friends list, the MAKXE NOT FRIENDS button sppears.
2 Click on MAKE NOT FRIENDS ta move the selected player back into your Players list.
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CREDITS

LIONHEAD STUDIOS LTD.

Black & White Designed and Created by Lionhead Studios Ltd. _

Game Programming: Peter Molyneus, Mark Webley, Jonty Barnes, Giles Jarmy, Jeremy Chatelaing, Olver
Purkizs, Thomas Barmet-Lamb, Jason Hutchens

30 Programming: Jean-Claude Cettier, Alex Evans, Scawen Raberts

Artificial Intelligence: Richard Evans

Art: Paul McLaughlin, Mark Healey, fndy Bass, Christian Bravery

Animation: Eric Bailey

Script & Dialogue; James Leach

Sound Effects, Music Compasition & Arrangement: Russell Shaw

Musician Co-ordinatorfLead Instrumentalist: Steafan Hannigan

Instrumentalists; Siuzrt Hall, Melissa Holding, Donald Quan, Saskia Tomkins, Ray Hickiz, Ron Korh

Secenario & Level Design: Jemie Durrant, Paul Nattleten, ken Malcolm

Gameplay & Testing: Andy Robson, Mathan Smethurst, Steve Lawrie, Joe Borthwick, Asron Ludfw, Jeft Brutus
Internet Programaming, Library & Tools: Tim Rance, Daniel Deptford, Gaarg Backer

PR: Cathy Campos

Lionhead Studios: Steve Jackson, Pete Hawlay, Janice Nussey, Claire Hedley, Catherine Tutton

Voice Charactarisation: Marc Sitk, Shelley Blond, Hugo Myatt

Additienal Art; Jon Farmer, Ban Irwin

Special Thanks To: Brian Trewin st OSound, Creativa Labs, Rhubarh, Bill Lusty, Claedia Stevens, Tonavary
GmbH, NVidia Corparation, Prima Gamas UK, Alax Klimovitski and Intel Corparation, GameSpy Industries,
Immersion Corparatian, Mick Copus, Mick Thomes, Don Mattrick, Danny Bilson, Jeff Roberts and all at RAD
Game Tools Inc.

Testers: Adam Burke, Adam Hodgzon, Alex Ashby, Alisen Robinsan, Afan Mulhallznd, Andrew Gapland, Andrew
Mills, Antirews White, Andy Smith, Armando 0'Amice, Ashley Berlin, Ban Bodien, Ben Ward, Bemie Galdsmith,
Bradiay Brown, Brian Oyg Arp, Carl Andersson, Cartan \Wim, Chad Goulding, Charles Bullen, Charlion Edwards, Chris
Armsden, Chris Hagg, Chiris Janes, Chiis Johnson, Chris Knawdas, Chsistian Gioor, Craig Garvay, Daniel Cook, Daniel
Eqgar, Danizl Kallmann, Daniel Qwerton, Danigl Dwasu-Ankomah, Daniel Scheers, David John Springate, David
Liliehamma, David Polson, David Webley, Dennis Lussehenk, Derak Da Silva, Dimri Mavrikakis, Douglag Berg,
Duncan Sutherland, Dylan Davies, Ed Goodfellow, Edward Kamey, Eric Bolties, Ene Reynolds, Felis Klastrup, Foster
Pallard, Glen Woods, lain Farell, Jamaes Carey, Jameas Hame-Mortan, James MeSweaney, Jamas hMearman, James
Milner-Walker, Jamie Newman, Jamas May, Jeremy White, Jae Falke, Johan Ribenfors, John Emery, Johnathan
Ruwdands, Jon Huppes, Jonathan Clarey, Joost Ronkes Agerbaak, Joshua ‘Fred” Pugeley, Justin Amare, Xoen
Kanewag, Lester Miner, Liam Fncham, Leuis Bramne, Marcus Robinson, Mark Firench, Mark Klacek, Mark Naylor,
ark Smethurst, Markus Backes, Martin Gilday, Martin Khige, Matthew Flatcher, Matthew Hamitten, Matthew Lilly,
Maurica Berk, Michagl Bine, Mirco Matuschock, Mitchell Munter, Matali Bailznd, Nick Tsiatinis, Dliver Parkor-
Ficken, Ol Kooh, Paul Delimore, Paol Johnsan, Paul Lockett, Faud Richardson, Peter Brozyna, Peter Leang, Pater
MoSweeney, Petar Nichalzan, Pater Smith, Raphae! ['Amica, Bob Den Dekker, Rebert Bawry, Robart Mauld, Rober
Ranisch, Robin Allison, Rogar Ingratiam, Ross Smith, Rewan Newman, Boy Cheung, Sam Hamilton, Sam Vantilburgh,
Seott Kirkham, Simen Dune, Simon Anch, Siman Boaner, Sos Kjeldsan, Staphen Hiabers, Steven Fossett, Styn Dekker,
Thilmany Alexardre, Thar Keil, Tim Weyts, Timmy Geleyn, Toby Hing, Tom Amell, Tem Lee, Tory Cinigl, Troy
Lanergan, Yalerde Cook, William Hall, William Cvergard

And thanks 1o everyona whn contributed 1o Black & White.

anapshot sottware counesy of the Independent JPEG Group.

Voral samples courtesy of Spectrasonics ‘Symphony of Voices' CO-ROM collection.

Asian semples courtesy of Specirazonics "Heart of Asia.
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ELECTRONIC ARTS
UK

Production: Dan Blackstore, Mike Coopar, Wayna Frast, Richard Leinfellner, Lisa Stokes

Manual and pack copy: James Leach & James Lenoil

0A Management: Pete Samuels, Andy Bussell, Pat Russell, Matt Prica

Tezt Praject Leader: Qlivar Byrne

Tast Team Leader: $uart Williams, Paul Watson

Senior Testers; Richard Wilderspin, Chris Gambold, Mathan Jacobs

Testers: Lae Smith, Dan Golding, Jon Trumper, Piers Lanaridge, Richard Diaz, Fabrizio Calabria, Tom Kifminister,
Grant Hardan, Martin Bradloy, James Fry, Barrie Tingle, Terry Streeter, Carl Maynard, Alaz Young, Staven
Margan, Rnss Dauglas. Jamie Cawte, Barny Scott, Ricky Wetts, Constantin Yacoumis, Ben Jackson, Raj Saroye
Lecalisation Co-ardinator: Matt Price

EA Technical Group: Technical Tester - Steve Gaftney, Technical Testar - Martyn Sibley,

Compatibility & Technalogy Lab Manager: Tom O Canner

Mastering & 0A Technical Manager: Joe Grant,

Technical Requirements Auditor: Rab Charlish

Technical Requirements Aoditor, Wayne Boyos

Technical Supervisor: Marcus Purvis

Mastering Coordinator: Denna Hicks

Marketing (Europeank: Jonathan Bunney, Murray Pannell, David Miller

Legal: Me!l Drummond, James 0°Riordan, Hannah Ward

Localisation: Andy Muttall, David Lapp, Masa Nemato, Sandra Picapar

Special Thanks: Mike Richardson

ELECTRONIC ARTS REDWOOD CITY

Product Manager: Steve Paskins

Marketing Assistant: Anthany Calazzza

Public Relations: Jeana Wong

Package Design: Mike Lippert

Package Project Management: Wyn Arnold

Legal: Sue Garfizld, Lisa Tensteldt, Steve Bene, Bob Raden

Documentatian Layowt and Design: The Big ldea Group

Documentation Editer: Ede Clarke

Customer Quality Control: Ban Smith, Dave Knudson, Andraw Young, Darnyl Jenking, Tony Alaxander, Dave
Kellum, Tony Barbagalla

CAT Lab: John Hanley, Dave Caron, Blark Gonzales, Emitane Miranda, Brian Sawyer

Praduct Testing: Syruss Fiyte (Lead|, Aaran Keppel {Asst Lead), Anthony Duoag, Matthaw Ellison, Mat
Dominguez, Lenmy Castilla, Chad Hawks, Chiis Mecay

Special Thanks To: Erik Whiteford




for kopykatsz

WARRANTI'Y AND Electrenic Arls Customer Warranty

PO, Box 2026

TECHNICAL SUPPGRT Redwond City, California S4053-9025

Web Page: techsupport.ea.com
NEED TECHMICAL SUPPORT? Flense see the enclosed Install Guide Tor technical support information, E-mail: warranty @ea.com

NEED GAMEPLAY HELP? Call EA% HINTS & INFORMATIORN HOTLINE for recorded hints, tips, and E::“rﬁﬁ‘[;‘:m
passwords 2 hours a day, 7 dayvs aweak! ;

Im the US; hial 300-280-HINT 1'141531 $o par I'ﬂi-l'lﬂ_tﬁ.l_ NOTICE

I CANADA, dial 900-451-4573. 5115 (Canadian} per minuta.
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Elactranic Arts reserves the right to meke impravements in the produet deseribed in this manual &t any time

[Fyou arg under 18, be sure to get a parent's permissian bafore caling, Hatline raquites a touch-tone and without notice, This manual and the software describad in this manieal are copyrighted. Al ights are
teleghong. Call length determined by user average length is four minutes. Messages subjentio change raserved. Mo part of this manual or the deseriled software may ba copied, reproduced, translatad, or reduced
wethnut rotice, to any electronic madium or machine-readable form without the prior written congent of Electronic Ars.
Softwara © o Lionhead S:_udigs Ledl. Al rights reserved. Black & White, Lionhead and the Lianhead logo are
ELECTRONIC ARTS LIMITED WARRANTY tradamarks of Lionkead Studios Ltd.

Electeonic Arts werrants to the original purchaser that this praduct is frea from defects in materials and Documentation € 2001 Electronic Arts Inc. Electronic Arts, EA GAMES and the EA GAMES logo are trademarks

warkmanship for a period ef 80 days from 1he date of purchase. Electronic Arts is not liahle far any lasses or or reqistered trademarks of Hactranic Arts Int. I the US andfor othar countriaz. All ighls resarved.
damages of sny kind resulting from the use of this product. It the product is faund 1o be defective within the 50. EA GAMES™ |5 an Elacironiy Artz” brand. 3 )

day warranty period, Elactronic Aris agrees to repair or replace the product at its aption free af chaige. All ather trademarks are the property of their respective owners.

This warranty shell nol be applizable and shall be void if the defect in the praduct is found to be as a result of
abuse, unreasenable uze, mistreatmant or neglect.

LIMITATIONS

This warranty is in place of all otherwarrenties snd no cther reprazentation or claims of any nature shall be
binding on or obligete Electronic Arts, Any impliad wareanties applicakle w this praduct, including warrantiss of
marchantability and fitness for a paricular purpose, are limited to the 90-day period described above, In oo
evant will Elactronic Art be liakle for any special, incidental, or consequentizl damages rasulting from
possession, usa, or malfunction of this Electronic Arts software product.

Some states da not allow limitation as to how long &n implied warranty lasis and'or exclusions or limitations of
ingidental or consequantial damages a0 the ahove limitations andjar exclusions of Gability may not apaly 1o you.
This warranty gives you specific rights, and you may alsa have ather rights that vary from state to state.
RETURNS WITHIMN 50-DAY WARRANTY PERIDD

Please return the product along with & copy of the original sales racaipt, showing the date of purchase, a brief
dascription of the difficulty you are expariencing including your ngme, gddress, and phone number to the
address below, IF the product was damagad through misuse or accident, this 30-dey warranty is rendered void
and you will nead to follow the instructions for returns after tha S0-day warranty pariod.

We strangly recemmend that you send your product using a delivery method that is tracealble. Elactronic Ars is
nt respansible for products not in its possession.

RETURNS AFTER THE 90-DAY WARRANTY PERIDD

Pleage return the product along with a check or money order far 57.50 made payable to Electronic Arts, a brief
description of the difficelty you are experiencing including your name, addrass, and phons number 1 e
afdrass balow,

We strongly recammend that you send your product using a delivery method thet is tracesble, Electranic Ang iz
not responsikle far pradusts net in its pozsession.
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