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elcome to Europa Unviersalis IV: Common Sense, the sixth major 
expansion for the game. Common Sense, named for the pamphlet by 
American-British revolutionary Thomas Paine, focuses on an aspect of 
the game that has been crowded out by expansions dedicated to war, 

trade and exploration.
Common Sense deals, primarily, with how you develop and rule your nation. It in-

troduces a deeper approach to domestic development, encourages specialization and 
differentiation between provinces and adds, for the first time, parliaments for those 
government types that balance the power of the king with the power of the people.

For us at Paradox development studio, this expansion is long overdue. Though 
we’ve gone a long way in making religions different and interesting, the consequences 
of having a Protestant state church were abstract. EU4 as you know it has many 
buildings, but, provided you had the wealth, there was no reason that every province 
couldn’t be valuable for trade and also a military town or tax windfall. After going 
as far as we did to make the Polish elective monarchy a unique challenge, it seems 
natural to move on to the unique English parliament system.

In short, Common Sense will give you more things to think about than just pressing 
that next claim or declaring another trade war on Spain.

There are a host of minor changes in Common Sense that will significantly change 
many actions you are familiar with. Alterations to forts and looting alone will make 
you reconsider how you approach warfare, and there have been some small changes 
in the map that transform the 1444 start in Western Europe.

We hope you appreciate what we’ve tried to do in Common Sense. May no comets 
pass over your kingdom.

W

Europa Universalis IV: 
Common Sense
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n the Europa Universalis IV you are familiar with, the most im-
portant measures of a province’s worth are its Base Tax Value or Trade 
Value. The Base Tax, in fact, is the basis for many of the game’s calcula-
tions. But this tax value doesn’t have much impact on the role a province 

plays in your empire, nor does it change much from year to year. In a game that goes 
on for almost four hundred years, there is little sense that, say, Normandie, will ever 
be much more than it is; a strategically important coastal province.

Also, every province will get the same set of buildings in most cases. Sure, coastal 
provinces will get docks and naval arsenals, but since the name of the game is maxi-
mizing tax value, so long as you have the cash you can build as many things as you 
want that will pay for themselves either strategically or financially.

We’ve made some changes.
Provinces are now distinguished from each other through three measures of de-

velopment, each, again, associated with a monarch point category. You can spend 
monarch points to raise these levels of development, slowly improving the capabili-
ties of your provinces. This cost rises for every tick upwards in Development Value, 
and there are climate/terrain penalties in some places. You can never reduce these 
ratings via direct monarch action.

Provincial Development 
and Construction

I
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• Each point of Base Tax (ADM): +0.10 per month to tax income and +1.0 to 
spy defense

• Each point of Base Production (DIP): +0.04 to production income, 
+0.20 goods produced, shipbuilding time reduced by 1%

• Each point of Base Manpower (MIL): +20 manpower, recruitment time 
reduced by 1%, garrison growth time reduced by 1%

All of these increases are unmodified figures; buildings, policies, cultural differences, 
ideas and other factors will change the exact figures.

The sum of these individual levels of development will give you the overall 
Development Value of a province. This value will determine many things about the 



province including force limits for your army and navy and how hard it will be to 
convert it to a new religion. A 5/5/5 province has a Development Value of 15.

A province’s Development Value will decide how many buildings you are allowed 
to construct in this province, with one building for every ten points of Development 
Value. The default in a province is one building, and there are terrain modifiers, as 
well – plains will allow more construction, mountains less. Most Western European 
provinces at the start of the game will have two or three slots available, richer prov-
inces might have six.

I know what you’re thinking: Three slots? That’s nothing! Even if a province has 
six or eight construction slots, that pales before the number of buildings in the game 
as you know it.

Well, for one thing, we’ve cut down the number of buildings available to you, they 
are more powerful and some old ones are now upgrades to earlier structures. Second, 
buildings no longer cost you monarch points, so you will have more of those to spend 
on development.

These changes will hopefully make your choices about what to build where more 
strategic and interesting, and also allow you to decide to invest your royal energies in 
promotion of a strategically secure or financially profitable province at the expense 
of other locations.
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rovincial Development is also tied to a new mechanic in the 
game – levels of government. Nations are categorized as Duchies, 
Kingdoms or Empires; these aren’t “legal” categories but we do try to 
keep things historical at the start of the game. So imposing Burgundy 

is a Duchy while puny Byzantium is an Empire. You have to give to Caesar what is 
Caesar’s, after all.

The higher your government rank, the more often you can change your National 
Focus from one monarch area to another. Duchies have the default of 25 years, while 
Kingdoms can change focus every 20 years.

Government Ranks

P



You ascend government ranks by reaching new thresholds in total provincial de-
velopment. For example, if you want to convert your Kingdom into an Empire, you 
will need to have a total of 1000 Development Value in your provinces. For the most 
part, an empire should look like an empire.

You upgrade your government ranks by clicking the smaller crown to the left of 
your monarch details on the general national information menu, just below the but-
ton you use to change your government type. A tooltip tells you how many points you 
are missing if an upgrade is not available to you.
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parliaments

E
uropa Universalis IV has many different types of monarchies. They 
are not really distinguished much from each other, though, except for 
a few bonuses to different aspects of the game. Limited Constitutional 
Monarchies don’t function much differently from Absolute Monarchies. 

Your word is law, and since you’re the player/ruler, why not?
Still, we’ve decided to mix things up a bit in Common Sense by giving more popu-

lar forms of governance parliaments to deal with. Constitutional monarchies consti-
tutional republics now have a new power to appeal to. England, with its historically 
powerful nobility, has been given a unique form of government, just as Poland was given 
Elective Monarchy in an earlier expansion. The English Monarchy increases legitimacy 
and reduces unrest and autonomy. A parliament was, mostly, a way for the monarch to 
legitimize his or her decisions and, importantly, raise money for foreign wars.

So how do Parliaments work? Parliamentary Seats are allocated to some of your 
provinces; for a parliament to be legitimate, at least 20% of your non-overseas core 
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provinces must be represented. A Seat will increase a province’s tax, production and 
manpower but each one also increases the costs of increasing national stability or 
reducing war exhaustion. Seats cannot be removed unless they are lost in a war. 

You can add a seat to parliament by pressing the button that looks like a royal hall 
in the upper left corner of the province detail screen.

Every ten years you will have a chance to select a debate to present to Parliament. 
You will be able to choose from five options, and these five are generated randomly 
based on your national situation. If you have completed the Exploration or Expansion 
idea list, for example, you can ask Parliament to Charter Colonies. If you are at war, 
you can ask for Parliament’s support.



To pass this debate, you need to get the support of half of the seats in parliament. 
This is not free and they will not just line up behind you. You will need to pay for their 
support, and each province could ask for something different. A cash bribe might 
bring one seat around, while another could insist on greater autonomy. Remember 
that you don’t need everyone behind you – just a majority – so you can choose how 
much you are willing to sacrifice to get this Parliamentary bonus.

These occasional bonuses can be quite helpful from time to time, and will, we 
hope, better model both the importance of English parliamentary rule and give play-
ers something to think about in the late game when Constitutional Monarchies and 
Republics become available.
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Dealing With  
Subject Nations

I
n the recent Art of War expansion, we began the process of mak-
ing vassals, marches and colonial nations more lively characters in your 
national epic. Their liberty desire was tied to your own power (and their 
collective power), for example, and you could direct their actions in 

wars more concretely.
Common Sense takes those improvements one step further by allowing you to ei-

ther bribe or bully your subject powers to make them more useful to you. You will still 
need to balance their liberty desire or risk having them revolt. And we’re not giving 
everyone the Aztec power of sacrificing recalcitrant subject monarchs. But every type 
of subject will have a few new possible interactions that we think could deepen the 
experience of being an overlord.

All Subject States
• Placate Local Rulers: spend 20 prestige to reduce liberty desire by 10%.
• Embargo Rivals (toggle): If on, subject automatically embargoes rival 

states, liberty desire +10%.

Personal Unions
• Enforce religion: Forces conversion to overlord’s religion.  

Liberty desire +50%.
• Enforce Culture: Spend diplomatic power to force subject to convert  

to overlord’s culture. Liberty desire +50%.
• Siphon Income: Seize half of subject’s tax income, requires positive  

relations. Liberty desire +50%.
• Support Loyalists (toggle): If on, lose 10% of subject’s income  

to reduce liberty desire by 20%.

Vassals
• Place Relative on Throne: Overlord and vassal must be monarchies. 

Member of overlord dynasty begins rule in subject state. Liberty desire +10%
• Enforce religion: Forces conversion to overlord’s religion.  

Liberty desire +50%.
• Scutage (toggle): If on, vassal increases financial contribution to overlord, 

but is not required to fight wars.
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Marches
• Enforce religion: Forces conversion to overlord’s religion.  

Liberty desire +50%.
• Subsidize Armies (toggle): Each month send 10% of your manpower  

to a march. Increases subject’s opinion.
• Fortify March: Builds or upgrades a fort in a march at the overlord’s  

expense.

Colonial Nations
• Start Colonial War: Forces subject to start a colonial war on a target of the 

overlord’s choice. Colonial nation must have a valid casus belli on the target.
• Replace Governor: Triggers the governor event, but can only be done once 

per year. Requires <50% Liberty Desire, increases Liberty Desire +10%.

Protectorates:
• Divert trade (toggle): If on, protectorate yields all of its trade power  

to the overlord. Liberty desire +30%.
• Seize Territory: If positive relations, and less than 50% Liberty Desire,  

take a province from your protectorate. Province subject to core-range rules. 
Costs base tax.

Trade Companies
• Promote Investments (toggle): If on, increase trade power in all  

associated provinces by 50%. Adds to inflation.

You can also now change the name and flags of colonial nations and client states 
through the Modify command.
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atholic nations in EU4 have the College of Cardinals and the 
Pope’s blessings to play with, but the Protestant and Reformed churches 
don’t have many fancy things (beyond that huge cash influx when you 
seize Church lands).

It’s easy to forget now, but Protestantism was as much a national movement as 
a religious one, breaking the power of a distant religious leader in favor of closer, 
more familiar spiritual direction. The new churches were instruments of state power, 
whether recognizing the national spirits of northern Europe in Lutheranism or, as 
with the Church of England, substituting a new monarchical power as the supreme 
head of the faith.

When a nation in Common Sense converts to Protestantism or Reformed, it forms a 
national church, styled Church of <NATION NAME>, so Church of England, Church 
of the Netherlands, Church of Ulm and so on. Each national Church is distinguished 

Protestantism and 
National Churches

C
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in how it emphasizes up to three articles of faith called “Aspects”. You can see all of 
this on the Religion tab in your national information menu.

You add aspects by spending “church power”, a slowly increasing reserve sort of 
like monarch powers. It is, in fact, tied to your monarch’s abilities – the better your 
ruler’s ratings, the more quickly you will accumulate Church Power. It takes 100 
church power to buy a new aspect, and you can only have 200 points saved up. 

You can have a maximum of three Aspects at any time. You can change them, but 
at the cost of a stability hit for each one you alter. These aspects are 

• Organized through Bishops: Development costs -10%
• Priests may Marry: Cost to increase stability -15%
• Adult Baptism: +1% Missionary Strength
• Holy Sacraments: Army discipline increased 2.5%
• Saints Accept Prayers: +5% increase to both Land and Navy Morale.
• Icons: Yearly prestige increase +0.50
• Legalised Divorces: Yearly legitimacy incrase +0.25
• Heretics Deported: +15 to Colonial Growth.
• Parish registers: +10 % manpower recovery speed
• Individual Creeds: -5% Idea Cost
• Allow Usury: +10% Production Efficiency
• Translated Bibles: National Unrest reduced -1.00

We’ve also added a score of new events for Protestant countries.

Theocracies
Bishoprics and archbishoprics of Europe now have a Devotion score that measure 
the state’s general adherence to the tenets of the faith. Devotion modifies your tax 
income, your prestige and your Papal influence, scaled to how devout you are. A 
Devotion score of 100 increases your taxes by 25%, adds 1 prestige per year and adds 
1 Papal Influence per year. So these are fairly significant bonuses.

You gain Devotion based on your Religious Unity, but it will change through events 
and decisions, most commonly in your choice of an heir to your nation. Your options are:

• Local Noble: -5 Devotion, +10 prestige
• Foreign Noble: Increased relations with neighboring country
• Merchant’s Son: gain money, -10 Devotion
• Talented Theologian: +10 Devotion
• Local Preacher: +5 Devotion, -10 Prestige
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Each choice has the potential of leading to new event chains.

Free Cities
The Holy Roman Emperor can nominate up to seven Free Cities in the empire. Free 
Cities are republics, and only one-province nations can become Free Cities. If they 
ever gain another province or become the subject of a greater nation, then they lose 
that Free City status. These cities provide extra Imperial Authority to the HRE.

There are a few bonuses attached to being a Free City. First, and most importantly, 
the Emperor is guaranteed to always come to your aid in a defensive war; he won’t 
shirk his duty because he is busy in Hungary or Italy. Free Cities also get bonuses to 
their income and a discount on development cost, allowing them to quickly increase 
their wealth in preparation for breaking out of the one-province shackle.

If you are playing a one-province minor Imperial state, you can, of course, turn 
down the Emperor’s offer if it doesn’t fit your plans.
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ars in Europa Universalis IV have, to this point, been less about 
armies on the move than they have been about a series of sieges. You 
move your army from province to province, taking city after city. 
Historically, sieges were not the centerpiece of most of the era covered 

by the game, so we’ve changed the number of forts and how they work in the free 
patch that accompanies the release of Common Sense.

Since they are now buildings, just like markets or docks, a fort will take up one of 
the few construction slots you have available to you based on a province’s develop-
ment level. This means that forts will be less common, but also more powerful.

Forts now radiate control over any neighboring province, reflecting how, his-
torically, forts and strong points were essential for national defense across a wider 
region. A province without a fort can be occupied and controlled by any army that is 
in it. But once they leave that province, it may revert to the original owner’s control 
based on its proximity to a fort in a neighboring region. If two forts have overlap-
ping zones of control over a neighboring province, the one with the highest fort 
level breaks the tie.

Forts also have larger garrisons now – 5000 men for every level of fort (levels are 
1, 3, 5 and 7). Investing in a siege is a larger commitment of forces now, so the strategy 
of scattering a bunch of 1000 man armies across an enemy country to prevent recruit-
ment is not as effective if there are multiple forts to take down. High level forts, with 
a garrison of 35000 men, will require a serious effort. You also can’t simply walk past 
a fort and its zone of control; the fort must fall before you can advance more deeply 
into enemy territory.

To counter a strategy of simply fortifying everything to delay an enemy forever, 
forts have maintenance costs. Lowering maintenance will lower the size of the gar-
rison, and you can mothball forts just like you can mothball fleets. Mothballed forts 
will get a token garrison that will replenish slowly once they are put back into action. 
If you go to war and have forts that are not mothballed, an alert tab will remind you, 
like the one you get when you forget to restore your army maintenance.

Capital cities have one free level.

Looting
Europa Universalis IV has always had looting, but the numbers have never been espe-
cially clear. The total amount that an occupying army could loot was also based on the 
Base Tax of a province, a number that, as we have seen, is being changed.

Forts

W
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In a mechanic similar to what we have now in Crusader Kings II, each province in 
EU4 will have an amount of loot determined by the development level of the prov-
ince. Yu can see this amount represented as a green bar to the left of the province 
detail screen above the tax and production breakdown.

As long as an army is present in a province, this cash will be depleted and added 
to the occupier’s treasury. If you are running low of money in a war, it now may be a 
good strategy to simply ravage an enemy’s provinces, stopping in each one as you go to 
bleed it dry of wealth. Provinces don’t begin to recover from looting until six months 
from the last looting was done, and can then take another year or so to fully recover.

The looted province penalties are still in place, but are now scaled based on how 
much of the province’s wealth was depleted by the occupying force.
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Buddhism: Buddhist rulers now have a Karma score based on their actions. 
Defensive wars or answering an ally’s call will increase your karma, conquering 
provinces and launching offensive wars will decrease your karma. This score is only 
attached to a ruling monarch, and will not carry over to the heir, but a higher karma 
score gives you a better chance at a talented successor. The lower your karma, the 
more likely it is that your heir will be an embarrassment.

Buddhism has also been divided into its component sects, each with its own set of 
events and abilities.

• Vajrayana: Army Morale +10%, Tolerance of Heretics +1
• Mahayana: Tolerance of Heretics +2, Tolerance of Heathens +1
• Theravada: Advisor cost -10%, Tolerance of Heretics +2

Future Trade Goods: Colonization of a new territory is more transparent now. 
You can check to see the likelihood that a new colony will generate a specific resource. 
For example, an American colony could have X% chance of tobacco, Y% chance of 
naval goods, Z% chance of sugar. This will allow you to more easily execute your plan 
to corner the market in sugar.

Pausing Westernization: Westernizing a “backwards” country can be a strug-
gle, and costs you a lot of monarch points. That process can be delayed by events, 
but that often just makes things worse and doesn’t save you any monarch power. In 
Common Sense, you will be able to pause Westernization so you can gather your mon-
arch power for stability increases, development or other important actions. Note, this 
will not stop the unrest in your country caused by Westernization; it will however 
prevent the Westernization chain of events from firing while the process is paused.

Minor Changes
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and on-line or electronic documentation (collectively, “Software Product”). If you do not agree to the terms of this EULA, you 
should not install, copy, download or use the Software Product and in which case you should contact your vendor regarding its 
return policy. If you are purchasing this Software Product from a Paradox or third party distributor website (a “Website”) and do 
not agree, click “disagree/decline.” You agree that your use of the software acknowledges that you have read this agreement, 
understand it, and agree to be bound by its terms and conditions, and that you represent and warrant that you are an adult 
and are either accepting this EULA on behalf of yourself or on behalf of your child or ward, as the case may be. 

2. OWNERSHIP.
It is hereby understood and agreed that, as between you and Paradox, Paradox, is the owner of all right title and interest to the 
Software Product, regardless of the media or form of the original download, whether online, by disk or otherwise. You, as Licensee, 
through your downloading, installing, copying or use of this product do not acquire any ownership rights to the Software Product.

3. GENERAL.
The Software Product is licensed, not sold, to you by Paradox for use only under the terms and conditions of this EULA. The Software 
Product is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and treaties. 
The rights granted herein are limited to Paradox’s and its licensors’ intellectual property rights in the Software Product and do not 
include any other patents or intellectual property rights. The Software Product may contain license management software (also 
known as digital rights management software) that restricts your use of the Software Product.

4. SOFTWARE PRODUCT.
The Software Product, as used in this EULA, means, collectively and/or as applicable:

A. The Software Product package;

B. Any and all contents, components, attachments, software, media, and code with which this EULA is provided and delivered 
via disk or a Website;

C. Any and all game design, characters, images, graphics, photographs, art, art work, clip art, text, fonts, music, sounds, voices 
or other sensory content (the “Game Content”);

D. Related explanatory written materials and instructions, and any other possible documentation related thereto 
(“Documentation”); and

E. Upgrades, modified versions, updates, additions, expansion packs and copies of the Software Product (the “Upgrades”), if 
any, provided to you by Paradox under this EULA.

The terms of this EULA will govern any Upgrades provided by Paradox that replace and/or supplement the original Software Product, 
unless such Upgrade is accompanied by a separate license in which case the terms of that license will govern.

5. GRANT OF LICENSE AND RESTRICTIONS. 
A. Paradox grants you a non-exclusive, non-transferable End User license to install the Software Product on the local hard disk(s) 

or other permanent storage media of one computer, or, on one other game play device (each a “Unit”) and use the Software 
Product on a single Unit at a time. Licensee may physically transfer the Software Product between Units provided that it is 
used on only one Unit at any given time.

B. Paradox authorizes the End User to make one (1) copy of the Software Product as an archival backup copy, provided End-User’s 
backup copy is not installed or used on any Unit. Any other copies you make or authorize are in violation of this EULA.

C. Unless provided otherwise in the Documentation, you shall not display, modify, reproduce and distribute any Game Content, 
or portion(s) thereof, included with or relating to the Software Product, if any. Any such authorized display, modification, 
reproduction and distribution shall be in full accord with this EULA. Under no circumstances will your use, display, modification, 
reproduction and distribution of the Game Content give you any intellectual property or proprietary rights in the Game Content 
or in any logos and/or trade or service marks of Paradox. All rights, title, and interests belong solely to Paradox and its licensors. 

D. Except for the initial loading of the Software Product on a hard disk or other permanent storage media for archival/backup 



purposes as provided for above, you shall not, without Paradox’s express written consent:

i. Copy or reproduce, auction, loan, lease, sublicense, gift or transfer the Software Product;

ii. Electronically transfer the Software Product through a LAN (local area network) or file sharing network; or

iii. Modify, adapt, translate or create derivative works based on the Software Product or any accompanying materials.

6. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS. 
A. From time to time, at Paradox’s sole discretion, Paradox may provide you with support services related to the Software Product 

(“Support Services”). Paradox reserves the right to alter, suspend, and terminate the Support Services at any time and for any 
reason. You can contact Paradox for Support Services at support@paradoxplaza.com or www.paradoxplaza.com/support. 

B. Any supplemental software, code, content, or media provided to you in the course of Support Services shall be considered 
part of the Software Product and subject to the terms and conditions of this EULA.

C. You shall not modify, sublicense, assign, or transfer the Software Product or any rights under this EULA, except as expressly provided 
in this EULA. Any attempt to otherwise sublicense, assign, or transfer any of the rights, duties, or obligations will be void.

7. TERM. 
A. This License is effective until terminated. Licensee may terminate it at any time by destroying the Software Product with all 

copies, full or partial, and removing all of its component parts. The term of this EULA runs concurrently with the period during 
which the consumer uses and retains the Software Product. If the Software Product is transferred (to the extent allowed under 
this EULA), the license is transferred with it.

B. Your rights under this EULA will terminate automatically without notice from Paradox if you fail to comply with any term(s) or 
condition(s) of this EULA. In such event, no notice shall be required by Paradox to effect such termination.

C. Upon termination of this EULA, you shall cease all use of the Software Product and destroy all copies, full or partial, together 
with all backup copies, modifications, printed or written materials, and merged portions in any form and remove all component 
parts of the Software Product which have been downloaded onto your Unit.

8. INTELLECTUAL PROPERTY RIGHTS.
A. As between you and Paradox, Paradox shall retain all right, title, and interest in the Software Product and to any modifications 

or improvements made thereto, and any upgrades, updates or Documentation provided to End User.

B. You acknowledge Paradox’s exclusive rights in the Software Product and that the Software Product is unique and original 
to Paradox and that Paradox is owner thereof. Unless otherwise permitted by law, End User shall not, at any time during or 
after the effective Term of the Agreement, dispute or contest, directly or indirectly, Paradox’s exclusive right and title to the 
Software Product or the validity thereof.

C. You shall not attempt to develop any Software Product that contains the “look and feel” of any of the Software Product.

D. You hereby expressly agree not to extract information, reverse engineer, disassemble, decompile, or translate the Software 
Product, or otherwise attempt to derive the source code of the Software Product, except to the extent allowed under any 
applicable law. In the event that such activities are permitted by applicable law, any information you, or your authorized agent, 
discover shall be promptly disclosed to Paradox and shall be deemed the confidential information of Paradox.

9. EXPORT LAW ASSURANCES.
You may not export or re-export the Software Product except as authorized by United States law and the laws of the jurisdiction 
in which the Software Product was obtained. In particular, but without limitation, the Software Product may not be exported or 
re-exported (a) into or to a nation or a resident of any U.S. embargoed countries or (b) to anyone on the U.S. Treasury Department’s 
list of Specially Designated Nationals or the U.S. Department of Commerce Denied Person’s List or Entity List. By installing or using 
any component of the Software Product, you represent and warrant that you are not located in, under control of, or a national or 
resident of any such country or on any such list.

10. DISCLAIMER OF WARRANTIES. 
YOU EXPRESSLY ACKNOWLEDGE AND AGREE THAT USE OF THE SOFTWARE PRODUCT IS AT YOUR SOLE RISK AND THAT 
THE ENTIRE RISK AS TO SATISFACTORY QUALITY, PERFORMANCE, AND ACCURACY IS WITH YOU. TO THE MAXIMUM EXTENT 
PERMITTED BY APPLICABLE LAW, THE SOFTWARE PRODUCT IS PROVIDED “AS IS,” WITH ALL FAULTS AND WITHOUT WARRANTY 
OF ANY KIND, AND PARADOX AND PARADOX’S AFFILIATES (COLLECTIVELY REFERRED TO AS “PARADOX” FOR THE PURPOSES 
OF SECTIONS 10 AND 11) HEREBY DISCLAIM ALL WARRANTIES AND CONDITIONS WITH RESPECT TO THE SOFTWARE PRODUCT, 
EITHER EXPRESS, IMPLIED OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES AND/OR CONDITIONS 
OF MERCHANTABILITY, OF SATISFACTORY QUALITY, OF FITNESS FOR A PARTICULAR PURPOSE, OF ACCURACY, OF QUIET 
ENJOYMENT, AND NON-INFRINGEMENT OF THIRD PARTY RIGHTS. PARADOX DOES NOT WARRANT AGAINST INTERFERENCE 
WITH YOUR ENJOYMENT OF THE SOFTWARE PRODUCT, THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE PRODUCT WILL 



MEET YOUR REQUIREMENTS, THAT THE OPERATION OF THE SOFTWARE PRODUCT WILL BE UNINTERRUPTED OR ERROR-FREE, 
OR THAT DEFECTS IN THE SOFTWARE PRODUCT WILL BE CORRECTED. NO ORAL OR WRITTEN INFORMATION OR ADVICE 
GIVEN BY PARADOX OR A PARADOX AUTHORIZED REPRESENTATIVE SHALL CREATE A WARRANTY. SHOULD THE SOFTWARE 
PRODUCT PROVE DEFECTIVE, YOU ASSUME THE ENTIRE COST OF ALL NECESSARY SERVICING, REPAIR OR CORRECTION. SOME 
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES OR LIMITATION ON APPLICABLE STATUTORY RIGHTS 
OF A CONSUMER, SO THE ABOVE EXCLUSION AND LIMITATIONS MAY NOT APPLY TO YOU. 

11. LIMITATION OF LIABILITY.
TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT SHALL PARADOX, ITS AFFILIATES OR LICENSEES, 
BE LIABLE FOR ANY SPECIAL, INCIDENTAL, INDIRECT, OR CONSEQUENTIAL DAMAGES WHATSOEVER (INCLUDING, WITHOUT 
LIMITATION, DAMAGES FOR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, OR 
ANY OTHER PECUNIARY LOSS) ARISING OUT OF THE USE OF OR INABILITY TO USE THE SOFTWARE PRODUCT OR DEFECT IN 
OR CAUSED BY THE SOFTWARE PRODUCT, INCLUDING BUT NOT LIMITED TO COMPROMISING THE SECURITY OF YOUR UNIT, 
OPERATING SYSTEM OR FILES, OR THE PROVISION OF OR FAILURE TO PROVIDE SUPPORT SERVICES, EVEN IF PARADOX HAS 
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. IN ANY CASE, PARADOX’S ENTIRE LIABILITY UNDER ANY PROVISION OF 
THIS EULA SHALL BE LIMITED TO THE AMOUNT ACTUALLY PAID BY YOU FOR THE SOFTWARE PRODUCT OR REPLACEMENT OF 
THE SOFTWARE PRODUCT WITH PRODUCT OF COMPARABLE RETAIL VALUE, AS PARADOX MAY ELECT IN ITS SOLE DISCRETION; 
PROVIDED HOWEVER, IF YOU HAVE ENTERED INTO A SUPPORT SERVICES AGREEMENT, PARADOX’S ENTIRE LIABILITY REGARDING 
SUPPORT SERVICES SHALL BE GOVERNED BY THE TERMS OF THAT AGREEMENT. BECAUSE SOME STATES AND JURISDICTIONS DO 
NOT ALLOW THE EXCLUSION OR LIMITATION OF LIABILITY, THE ABOVE LIMITATION MAY NOT APPLY TO YOU IN PART OR WHOLE.

12. DEFECTS AND SECURITY WARNING. 
A. WITHOUT LIMITING THE FOREGOING, PARADOX DOES NOT ENSURE CONTINUOUS, ERROR-FREE, SECURE OR VIRUS-FREE 

OPERATION OF THE SOFTWARE PRODUCT.
B. WARNING: BY INSTALLATION AND/OR USE OF THE SOFTWARE PRODUCT, YOU MAY BE INSTALLING INTO YOUR UNIT 

SOFTWARE THAT IS ALLEGED OR MAY BE ALLEGED TO COMPROMISE THE SECURITY OF YOUR UNIT, ITS OPERATING 
SYSTEM AND FILES. IF AT ANY TIME YOU WISH TO DE-INSTALL THE SOFTWARE PRODUCT BECAUSE YOU BELIEVE THE 
SECURITY OF YOUR UNIT, OPERATING SYSTEM OR FILES MAY BE OR HAS BEEN COMPROMISED, YOU MAY NEED TO 
EXECUTE A SEPARATE ROUTINE TO DE-INSTALL THE FEATURE THAT MAY BE COMPROMISING YOUR SECURITY. DAMAGES 
YOU MAY RECOVER FOR ANY SUCH ALLEGED SECURITY BREACHES ARE SUBJECT TO THE LIMITATION OF LIABILITY AS 
SET FORTH BELOW. 

13. INDEMNIFICATION.
You hereby agree to indemnify, defend and hold harmless Paradox and its affiliates and their respective officers, employees, 
directors, agents, licensees (excluding you), sublicensees (excluding you), successors and assigns from and against any and all 
liability, costs, losses, damages, and expenses (including reasonable attorneys’ fees and expenses) arising out of any claim, suit, or 
cause of action relating to and/or arising from (a) your breach of any term of this EULA; (b) your violation of any rights of any third 
party; or (c) your use or misuse of the Software Product. Your indemnification obligations set forth in the immediately preceding 
sentence shall survive the termination of this EULA.

14. GOVERNING LAW.
This EULA will be governed by and construed in accordance with the laws of the State of New York and of the United States of 
America. This EULA shall not be governed by the United Nations Convention on Contracts for the International Sale of Goods, the 
application of which is expressly excluded. By agreeing to these terms and conditions, in the event of any claim you may have 
arising from or related to the Software Product or this EULA you agree to the exclusive personal and subject matter jurisdiction 
of the courts located within the New York, New York, U.S.A. for making and resolving any such claims, and hereby waive any right 
to participate in any type of law suit brought and/or maintained as a class action or similar in nature to a class action. Paradox 
reserves the right to make any claim against you and seek and be granted any legal or equitable remedy against you in any court 
anywhere in the world. 

15. WAIVER & SEVERABILITY.
A failure on the part of Paradox to act with respect to a breach by you or others of this EULA does not waive our right to act with 
respect to subsequent or similar breaches. If for any reason a court of competent jurisdiction finds any provision, or portion thereof, 
to be unenforceable, the remainder of this EULA shall continue in full force and effect. 

16. ALL RIGHTS NOT EXPRESSLY GRANTED HEREIN ARE RESERVED BY PARADOX.
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