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/] DEAR ADVENTURE FRIENDS, GREAT TO SEE YOU ALL GATHERED
HERE. TODAY, | HAVE SOMETHING VERY SPECIAL FOR YOU: DE-
PONIA — THE NEW ADVENTURE GAME FROM DAEDALIC ENTER-

R A
j'i TAINMENT.

OUR HERO'S NAME IS RUFUS AND THERE IS A LOT | CAN TELL YOU ABOUT HIM,
THOUGH NONE OF IT SHEDS A VERY GOOD LIGHT ON HIM. HE IS ECCENTRIC, ILL-
TEMPERED AND ENTIRELY TOO FULL OF HIMSELF. AND WHEN OUT-OF-THE-BLUE,
THE BEAUTIFUL AND PRIVILEGED GOAL FALLS FROM THE PRIVILEGED SPHERES OF
DEPONIA RIGHT INTO HIS LAP, HE SEES HIS CHANCE: HE WILL BRING THE UNCONS-
CIOUS BEAUTY BACK TO HER HOME — IN EXCHANGE FOR A LIFE IN LUXURY. ONLY
THINGS PO NOT ALL GO ACCORDING TO PLAN, AND THE HANDOVER SOON DISSOL-
VES INTO A COMICAL CHASE ACROSS THE PLANET.

AND THAT'S WHERE YOU COME IN! STRAP YOURSELF AND JOIN THIS ODD COUPLE
ON THEIR OUTLANDISH JOURNEY.

INSTALLING THE GAME

ALRIGHT GUYS, GRAB THAT DVD, STICK IT IN YOUR DVD DRIVE AND OFF WE GO!
OH WAIT, | FORGOT ABOUT THE BORING INSTALLATION. WELL, NO USE CRYING
ABOUT IT, LET'S GET TO IT. IF THE WINDOWS AUTOSTART FUNCTION IS ACTIVATED,
THE INSTALLATION WILL PROCEED AUTOMATICALLY. JUST FOLLOW THE INSTRUC-
TIONS ON THE SCREEN. IF AUTOSTART IS DEACTIVATED, START THE INSTALLATION
MANUALLY BY NAVIGATING TO YOUR DVD DRIVE WITH WINDOWS EXPLORER AND
LAUNCHING THE FILE "SETUP.EXE" WITH A DOUBLE-CLICK.

UNINSTALLING THE GAME

MORE BORING STUFF... UNINSTALLING GAMES WAS ACTUALLY VOTED ONE OF THE
MOST BORING THINGS TO DO IN A 1998 POLL BY BOREDOM MAGAZINE. IT REALLY
WOULD BE A SHAME, TOO, TO DELETE SUCH A WONDERFUL GAME AS THIS ONE
FROM YOUR HARD DRIVE. ANYWAY, IF YOU MUST, NAVIGATE TO THE GAME'S
FOLDER IN YOUR START MENU (DEFAULT PATH: PROGRAMS/DAEDALIC
ENTERTAINMENT/DEPONIA) AND LAUNCH THE UNINSTALL SHORTCUT TO RECYCLE
DEPONIA.
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LAUNCHING THE GAME: WITH THE INSTALLATION COMPLETE, YOU CAN JUMP
RIGHT IN BY DOUBLE-CLICKING THE SHORTCUT ON YOUR DESKTOP OR IN THE
START MENU AND YOU WILL FIND YOURSELF RIGHT IN THE GAME'S MAIN MENU
WITH A WIDE RANGE OF OPTIONS TO CHOOSE FROM.

NEW GAME/CONTINUE
SELECT TO START A NEW GAME, \ (©) @‘
cL): F:c;r::wr—: WHERE YOU LAST =~ == e

' ﬁ@QQW@@WJg
LOAD/SAVE

ENTER THE LAND OF THE SAVING |@!|
AND LOADING FAIRIES, BECKONING
YOU TO COME SAVE YOUR GAME OR -~

LOAD A PREVIOUSLY SAVED GAME.

— 1 T —

O s ‘;_/"
SETTINGS

HERE YOU ARE ABLE TO CONFIGURE THE GAME TO YOUR LIKING AND ADJUST THE
VOLUME OF MUSIC, SPEECH AND SOUND FX, CHANGE THE SCREEN RESOLUTION OR

TURN SUBTITLES ON AND OFF. THE POSSIBILITIES ARE ENDLESS!

BoNus
YOU HAVE COMPLETED THE GAME AND WANT TO REWATCH THOSE SEXY CUTSCE-
NES? THIS IS YOUR CHANCE!

CREDITS
THIS LEADS YOU TO A LIST OF NAMES BELONGING TO HARD-WORKING, BEAUTIFUL
PEOPLE.

QUIT GAME

NOT REALLY AN OPTION YOU WILL BE INTERESTED IN, THIS. FOR COMPLETENESS'
SAKE LET IT BE NOTED THAT YOU CAN QUIT DEPONIA WITH THIS BUTTON.
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THE INTELLIGENT MOUSE CURSOR

ARE YOU NOT SICK OF ALL THAT MOUSE-CLICKING THAT GAMES
MAKE YOU DO? JUST IN THE LAYOUT OF THIS PAGE OF THE
MANUAL, A DESIGN SLAVE SPENT 30 MINUTES AND AT LEAST
136 MOUSE CLICKS TO PUT IT ALL TOGETHER. IS IT NOT TIME FOR
A SOLUTION THAT MAKES EVERYTHING EASIER? WELL, THE RE-
VOLUTION IS HERE: DEPONIA'S INTELLIGENT MOUSE CURSOR!

THIS WILL DRASTICALLY REDUCE THE CLICK WORK YOU HAVE TO
PERFORM — THE ONLY THING YOU NEED, ARE TWO HEALTHY
FINGERS, IDEALLY ATTACHED TO YOUR BODY VIA THE SAME
HAND. ALL GAME ACTIONS CAN BE PERFORMED WITH A SINGLE
CLICK COMFORTABLY WITH ONE CLICK OF EITHER MOUSE
BUTTON.

WHEN YOU HOVER THE MOUSE CURSOR OVER AN OBJECT THAT
CAN BE MANIPULATED, UP TO TWO SYMBOLS WILL APPEAR AND
SHOW YOU WHAT ACTIONS YOU CAN PERFORM. THE EYE
SYMBOL STANDS FOR EXAMINING, THE HAND SYMBOL FOR
TAKING, A SPEECH BUBBLE FOR TALKING AND A RUFUS
SYMBOL FOR USING THAT OBJECT.

THOSE ACTIONS DISPLAYED IN THE LEFT GEAR ARE TRIGGERED
WITH THE LEFT MOUSE BUTTON, THOSE ON THE RIGHT WITH THE
RIGHT MOUSE BUTTON.

TAKE/USE
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THE INVENTORY

THE INVENTORY IS LIKE THAT HIGH SCHOOL FRIEND YOU HAD THAT COULD FIT ALL
KINDS OF THINGS INTO HIS MOUTH, NEVER COMPLAINING AND ABLE TO
ACCOMODATE ANY LENGTH OF ROPE, ALL KINDS OF KEYS, OR A FIVE-MAN BRASS
BAND IN HIS GAPING MAW, IF NEED BE. VERY PRACTICAL!

IN ORDER TO MAKE INTERACTION WITH YOUR INVENTORY AS EASY AS POSSIBLE,
THE DEFAULT SETTINGS WILL ALLOW YOU TO OPEN AND CLOSE IT BY MOVING YOUR
MOUSE WHEEL UP AND DOWN, RESPECTIVELY. CAPITAL IDEA, EH? IF YOU ARE
MORE INTO THE OLD SCHOOL, YOU CAN ALSO ACTIVATE THE OPTION TO "OPEN
INVENTORY WITH ONE CLICK" IN THE SETTINGS MENU IN ORDER TO OPEN THE
INVENTORY VIA A CLICK ON THE HANDLE DISPLAYED IN THE UPPER RIGHT CORNER
OF THE SCREEN. ONCE THE INVENTORY IS OPENED, IT DISPLAYS ALL OBJECTS THAT
YOU HAVE COLLECTED S0 FAR. SELECT ANY OBJECT WITH A LEFT CLICK AND IT WILL
BE ATTACHED TO THE MOUSE CURSOR. NOW YOU CAN COMBINE IT WITH ANOTHER
OBJECT IN THE INVENTORY BY LEFT-CLICKING ON THE OBJECT, OR MOVE IT
OUTSIDE THE INVENTORY TO BE ABLE TO COMBINE IT WITH AN OBJECT IN THE
ROOM THAT YOU'RE CURRENTLY IN. EASY AS PIE.
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DIALOGUES
WHILE RUFUS IS CERTAINLY A SELF-CENTERED INDIVIDUAL, HE DOES SOMETIMES
SEEK OUT CONVERSATIONS WITH OTHER PEOPLE. JUST DO NOT BE SURPRISED IF

THOSE YOU TALK WITH ARE LESS THAN ENTHUSIASTIC ABOUT TALKING TO RUFUS.

ONCE YOU HAVE ENTERED A CONVERSATION BY CLICKING ON A CHARACTER WITH
THE SPEECH BUBBLE SYMBOL, A NUMBER OF CONVERSATION TOPICS TO CHOOSE
FROM WILL BE DISPLAYED AT THE LOWER END OF THE SCREEN. CLICK ON ONE OF
THEM TO CHOOSE IT. THE BOTTOMMOST OPTION WILL GENERALLY TAKE YOU TO
THE END OF THE CONVERSATION, IF YOU FEEL YOU ARE WASTING YOUR TIME.
CONVERSATIONS WILL CONTAIN A LOT OF HINTS THOUGH THAT WILL HELP YOU
FIGURE OUT PUZZLES, S0 TRY TO GET AS MUCH INFORMATION FROM ANYONE YOU
MEET AS POSSIBLE.

HOTSPOT INDICATOR

YOU WILL PROBABLY KNOW OUR NEXT GUEST — HUBERT THE HOTSPOT INDICATOR!
YES, HE IS BACK AGAIN TO HELP YOU ALONG WHEN YOU DON'T KNOW WHAT TO DO
NEXT. JUST PRESS THE SPACE BAR AND HE WILL SHOW YOU ALL OBJECTS AND
EXITS THAT YOU CAN INTERACT WITH.
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MINIGAMES

SOME OF THE PUZZIES IN DEPONIA TAKE THE FORM OF WHAT WE CALL
MINIGAMES, THIS IS GENERALLY A CLOSE-UP, A MECHANISM OR CONTROL PANEL
THAT YOU NEED TO REPAIR OR MANIPULATE. THIS IS DONE WITH SIMPLE CLICKS OR
DRAG AND DROP OF PARTS. SHOULD YOU ENCOUNTER A MINIGAME THAT YOU CAN
NOT SOLVE HOWEVER HARD YOU TRY, YOU CAN SIMPLY SKIP IT WITH A CLICK ON
THE "SKIP" BUTTON (THE ONE WITH THE X) OR GO BACK TO THE SCENE BY
PRESSING THE ,BACK' BUTON (THEONE WITH THE ARROW) AND SOLVE THE
PUZZLE LATER.

LEoPARD MODE

TO ACTIVATE THE ULTRA-SECRET LEOPARD MODE IN DEPONIA FIRST HEAD TO
KICKSTARTER AND SEND US A MILLION DOLLARS. NOW FOR THE EASY PART:
SIMPLY SET YOUR SYSTEM CLOCK TO THE TIME ZONE OF VANUATU AND CHANGE
YOUR SCREEN RESOLUTION TO 320X200 AND 4 BIT COLOR DEPTH. NOW, ENTERING
THE KONAMI CODE WITHIN THREE SECONDS, WHILE WHISTLING THE MELODY TO
"My HEART WILL GO ON" BACKWARDS, WILL OPEN A PROMPT, WHERE YOU ONLY
HAVE TO ENTER YOUR SHOE SIZE AND OFF WE GO! SIT BACK, MAYBE GRAB SOME
HANDKERCHIEFS — THIS MIGHT GET MESSY.
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KEYBOARD CONTROLS
IN ADDITION TO THE MOUSE CONTROLS, THE GAME ALSO OFFERS A NUMBER OF
KEYBOARD HOTKEYS TO SIMPLIFY YOLR LIFE.

ESC - TAKES YOU BACK TO THE MAIN MENU AND SKIPS DIALOGUE LINES AS WELL
AS CUTSCENES

Fs - TAKES YOU DIRECTLY TO THE LOAD/SAVE MENU

Fg - OPENS THE SETTINGS MENU

Fa - SAVES A QUICKSAVE, OVERWRITING ANY EXISTING ONE
Fiz - LOADS A QUICKSAVE, IF ONE EXISTS

M - MUTES AND UNMUTES THE GAME SOUND

-/+ - DECREASE AND INCREASE THE SOUND VOLUME
SPACE - SHOWS ALL HOTSPOTS AND PAUSES A CUTSCENE

SUPPORT

IF YOU ENCOUNTER A PROBLEM, DON'T WORRY, WE'RE NOT GOING TO LAUGH AT
YOU. EVEN IF YOU GET STUCK ON THE VERY FIRST PUZZLE, WE'RE NOT GONNA
CALL YOU "INTELLECTUALLY-CHALLENGED" AND POINT AT YOU BEHIND YOUR BACK
AND LAUGH WITH ALL OUR FRIENDS. DEFINITELY NOT.

S50 HEAD ON OVER TO THE OFFICIAL WEBSITE AT WWW.DEPONIA.DE TO FIND OUR
LATEST NEWS AND DOWNLOADS FOR THE GAME. OR VISIT OUR FORUMS AT
HTTP://FORUM.DAEDALIC.DE TO ASK FOR ADVICE OR MEET LIKE-MINDED PLAYERS.

IF ALL ELSE FAILS AND YOU HAVE A TECHNICAL PROBLEM, PLEASE SEND US AN
E-MAIL WITH A DETAILED DESCRIPTION OF THE ISSUE TO SUPPORT@DAEDALIC.DE
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CREDITS

GAME || CREATIVE LEAD
JAN MULLER-MICHAELIS

EXECUTIVE PRODUCER
CARSTEN FICHTELMANN

LEAD PROJECT MANAGEMENT

ToM KERSTEN

PROJECT MANAGEMENT

JOACHIM NITSCHKE

ALEXANDER SCHACK

DANIEL SCI

STORY.

JAN MOLLER-MICHAELIS

LEAD GAME DESIGN

JAN MULLER-MICHAELIS

GAME DESIGN

ALEXANDER KRAUS

SEBASTIAN SCHMIDT

MINI GAME DESIGN

ALEXANDER KRAUS

JAN Mbju.ER—MlCHAEus
LF MULLER

SIMON NG|

CLAUDIA P HE
SEBASTIAN SCHMIDT

KEVIN MENTZ

JAN MULLER-MICHAELIS
PROOF ING
STEFAN KOHLER

LEAD SCRIPTING

SIMON NGUYEN

scz rnug

PATRICK GEHRING
THORBEN KOHLER
ALEXANDER KRAUS
Ju= MUqu

IN NIED!
7EBA5T‘AN 05THOFF
CLAUDIA P
:EBASTMN 5CHMIDT
EDUARD W/

SCRIPTING SUPERVISION
EDUARD Wou=

SCRIPTING TOOLS
KATHRIN KURZBACH
PHILLIP MASSEK
EDUARD WOLF
ADDITIONAL SCRIPTING

MURI
JOACHIM NITSCHKE
NIKITA SEREDKIN

THOMAS DIBKE
INSTALLER
DANIEL MARX
NICK PROHS
EDUARD WOLF

ART DIRECTOR
SIMONE KESTERTON

N ///

CHARACTER DESIGN
SIMONE KESTERTON

ADDI CHARATER
JAN MULLER-MICHAELIS

BACKGROUND ARTIST
MICHAEL BENRAD
ADDITIONAL BACKGROUND ARTIST
JAN-PHILIPP Damsxawsx:
STEFANIE GENZWURKI
MALTE BURUP
URI KEMALDAR
SIMONE KESTERTON
CUTSCENES
DIRECT(
AN MDLLER—MICHAELIS
INO PELLI

COMPOSITING/ ANIMATION/FX
RINO PELLI

30D ComP

MARCO

RINO PELLI

3D MODELS

REBECCA BERTRAM
STEFAN WACKER

STt omsow

MURI KEMALD,

JAN MULLER-M!CHAEUS

CHARACTER ARTIST
STEFANIE GENZWURKER
SIMONE KESTERTON

BACKGROUND
MICHAEL BENRAD
MALTE BURUP

LIPSYNC SUPPORT: CUTSCENES
REBECCA BERTRAM
CLAUDIA MARVISI

ANIMATIONS/ GRAPHICS
OLGA ANDRIYENKO
JOHANNA BAUMANI

FABIA ZOBEL

Al AL A

REBECCA BER'

SOREN DIRKSEN-THEDEN5
ETVIC

/GRAPHICS

BENJAMIN STROBEL
hsllANUEL‘”ORMWALD

DESIGN
JAN MULLER-MICHAELIS
EBASTIAN SCHMIDT
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SOUNDTRACK

PRODUCTION.
PERISCOPE STURIO

EXECUTIVE PRODUCER
ADRIAN KocH

PROJECT
CAROLIN SCHWARZ

PRODUCTION SUPERVISOR (MUSIC & SOUND DESIGN)
FINN SELIGER

Music
FINN SELIGER
THOMAS HOHL

SOUND DESIGN

Joi HANNES MARGUERRE (INGAME)
FINN SEL

SINIKKA CoMPART (CUTSCENES)

RECORDING
INGO

TULETZ
PETER HAUBENSCHILD
SINIKKA COMPART

ENGINEERS

INGO TULETZ
JOHANNES MARGUERRE
PETER HAUBENSCHILD
JOHAN MM

TONY SEICARESCU
REINHARD POLLICE

M LONDON

IRECTOR
MARK ESTDALE
RECORDING ENGINEER
JUAN MANUEL DELFIN
MARTA PUERTO

DIALOGUE EDITOR

TIM VASILAKIS

POST PRODUCTION SUPERVISOR
KIT CHALLIS

VOICE ACTORS (IN ORDER OF APPEARANCE)
VOCALS — JAN MULLER-MICHAELIS
RUFUS/, Aeeus/ /POSTBOT — KERRY SHALE
I G 2E

TONI — &

GOAL — ALIX WILTON REGAN

Lorn — TiM BENTINCK

GIzZMO — PETER
OPERATOR/PARROT/MICEK — WAYNE FORESTER
LoNZo/RADIO — RUPERT DEGAS
LOTEX/B0Z0/L0BO — TOM CLARKE HILL
ULYSSES — DAVID RINTOUL

QUALITY ASSURANCE
QA LEAD
SEBASTIAN SCHMIDT
QA TESTERS

MALTE ALBARUS
JAN-ERIK ANDERSEN

JIOHANNES BECK
RAINER FREUDENTHALER
PATRICK GEHRING

L/ ///

GERRIT HARTIG
TOM KERSTEN
THORBEN KOHLER
ALEXANDER KRAL!
MIRIAM MARBCH
DAMIANO MiceLl

M —MICHAEUS
DAVI U
FABIAN M LLER

R
EVIN NIEDERELZ
MARIE OSSENKOPF
SEBASTIAN OSTHOFF
\JlCO PA1ZEL
POTZSCHE

4ARKU5 RICHTER
SEBASTIAN SCHMIDT

ARAH WAGEMANN
ICO WEINERT

EDUARD WOLF
ERKAN YILMAZ

GAMES QUALITY
ENRlcg AUSBORN
RE BLUNERT

S
YVONNE TREMEL

DAEDALIC ENTERTAINMENT

MARKETING
CARSTEN FICHTELMANN
DOMINIK HEINECCIUS

PUBLIC RELATIONS
MARCO ANTIC

|AAS PALETTA
HENRIKE ROHLOFF
NORAINY FAUKSZTAT

PRODUCT MANAGEMENT
MARCO ANTIC
DOMINIK HEINECCIUS

HUMAN RESOURCES
STEFFEN B0O0S

MICHAEL BENRAD
SIMONE KESTERTON
MANUAL

DOMINIK HEINECCIUS

WEBSITE Desg;N
ALEXANDER KONIG (DESTINATION DESIGN)

LACE MAMBA L.
HEAD OF PRODUCT DEVELOPMENT ~ DAMIAN FINN
HEAD OF PR & MARKETING - CLAAS

PRODUCT MANAGER - AGNES KWIECIEN

CREATIVE DIRECTOR - JAMES F FOSTER
PRODUCTION ASSISTANT — CAMPBELL LACEY
PRODUCTION MANAGER - CATHERINE CORNER
INTERNATIONAL SALES MANAGER - CARLOS MATEOS
UK SALES MANAGER - GLENN HAYNES

EUROPEAN MANAGING DIRECTOR - JASON CODD
CEO - ADAM LACEY

SPECIAL THANKS
BAUMANN, JAN BINSMAIER, LINDA BREMAUCH, KARSTEN

LANGE, DAsY Lowe, 5ILVIA NORDMANN, Ll (OSWALD, JENNIFER PMZSCHE.

SEBASTIAN & MARIA STREICH,
MICHAE. WERNER, 5’MON'5 Mum, POKI' PARENTS, MALTE, ANTJE & MAREN,
PU & ERKAN, THEGUYATTHENIGHTDF."BKOFPDNEGMﬁTAﬂON

777/

a0 00000404

D

WV ET LI L L7

2NN =" W\

A

J

(=]

A2t NYEE

END-USER LICENSE AGREEMENT

1. THIS SOFTWARE AND THE ACCOMPANYING GAME MANUAL ARE PROTECTED BY COPYRIGHT LAWS
AND INTERNATIONAL COPYRIGHT AGREEMENTS AS WELL AS OTHER INDUSTRIAL PROPERTY RIGHTS.
ALL COPYRIGHTS AND RIGHTS ON TITLE (INCLUDING RIGHTS ON ANY PICTURES, PHOTOS,
ANIMATIONS, VIDEO, AUDIO, MUSIC, TEXT AND APPLETS THAT ARE PART OF IT) ARE HELD BY
DAEDALIC ENTERTAINMENT OR ITS LICENSORS,

2, YOU MAY ONLY INSTALL AND USE ONE COPY OF THIS SOFTWARE ON ONLY A SINGLE COMPUTER
AND IT MAY ONLY USED BY ONE USER AT ANY TIME. YOU MAY CREATE A BACKUP COPY EXCLUSIVELY
FOR YOUR OWN PRIVATE USE. ANY OTHER USE, COPY OR SALE OF THIS SOFTWARE IS FORBIDDEN.
YOU ARE NOT ALLOWED TO RENT THIS SOFTWARE OR OFFER IT FOR USE BY THIRD PARTIES.

3. YOU ARE EXPRESSLY FORBIDDEN TO REVERSE-ENGINEER, DECOMPILE OR DISASSEMBLE THE
SOFTWARE. THIS SOFTWARE IS LICENSED AS ONE PRODUCT AND ITS INDIVIDUAL COMPONENTS MAY
NOT BE USED INDIVIDUALLY ON MORE THAN ONE COMPUTER. YOU ARE EXPRESSLY FORBIDDEN TO
MODIFY OR AMEND THIS SOFTWARE OR CREATE DERIVATIVE WORKS OF IT.

4. YOU MAY ONLY PASS ON THIS SOFTWARE TO THIRD PARTIES UNDER THE CONDITION THAT YOU
FULLY AND COMPLETELY DELETE THE SOFTWARE AND ALL ITS COMPONENTS FROM YOUR COMPUTER,
THAT YOU NOT KEEP ANY COPIES AND THAT YOU ONLY PASS ON ANY AND ALL COPIES OF THE
SOFTWARE (INCLUDING ANY INDIVIDUAL PART, DATA MEDIUM AND DOCUMENTATION IT COMPRISES)
TO A THIRD PARTY THAT AGREES TO THESE LICENSE TERMS AND CONDITIONS. YOU WILL LOSE ANY
UTILIZATION RIGHTS IN THIS SOFTWARE IMMEDIATELY UPON PASSING IT ON TO A THIRD PARTY.

5. THE COMPILING OF TEXTS AND IMAGES CONTAINED IN THIS SOFTWARE WAS DONE WITH GREAT
CARE AND DILIGENCE. HOWEVER, ERRONEOUS INFORMATION AND THE CONSEQUENCES ARISING
THEREFROM CANNOT BE FULLY ELIMINATED. DAEDALIC ENTERTAINMENT AND THE AUTHORS ARE NOT
LIABLE OR LEGALLY RESPONSIBLE FOR ANY ERRONEOUS INFORMATION AND THE CONSEQUENCES
ARISING THEREFROM.

DAEDALIC ENTERTAINMENT GMBH

WORKPORT UNIT 2

PAPENREYE 53

22453 HAMBURG

GERMANY

IN CASE OF PROBLEMS WITH THE SOFTWARE, PLEASE CONTACT SUPPORT@DAEDALIC.DE

HEALTH ApvICE

LEGAL NOTICE: SOME PERSONS MAY SUFFER EPILEPTIC SEIZURES OR IMPAIRED CONSCIOUSNESS IF
THEY ARE EXPOSED TO CERTAIN LIGHTING EFFECTS OR FLASHES OF LIGHT.

SUCH PERSONS MIGHT SUFFER A SEIZURE WHEN USING A COMPUTER. EVEN PEOPLE WITHOUT A
MEDICAL HISTORY OF EPILEPSY WHO NEVER HAD AN EPILEPTIC SEIZURE IN THE PAST CAN BE
AFFECTED. IF AT ANY TIME SYMPTOMS ASSOCIATED WITH EPILEPSY (SEIZURES OR IMPAIRED
CONSCIOUSNESS) OCCURRED IN YOU OR YOUR FAMILY MEMBERS WHEN EXPOSED TO FLASHES OF
LIGHT, PLEASE CONSULT YOUR PHYSICIAN PRIOR TO USING THIS SOFTWARE.

IN ANY CASE, THE FOLLOWING RULES SHOULD BE OBSERVED WHEN PLAYING A VIDEO GAME:

DO NOT PLAY WHEN YOU ARE TIRED OR SUFFER FROM LACK OF SLEEP.

PLEASE MAKE SURE THAT THE ROOM IN WHICH YOU PLAY 1S WELL-LIT.

PLEASE TAKE A 10-I5 MINUTES BREAK ONCE PER HOUR.
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