




































































































































































This tome is dedicated to Althur, Fire of the Abyss, Seer of
Mysteries, Saint of the Unholy, Darkest of the Fallen Ones;
Golthur, Lamp of the Heavens, Carrier of Strength, Keeper of
Souls; Adron, First of the Heroes, Player of Games and Divine
Charioteer. You who gaze on, call forth these Prayers: the oldest of
the gods wait to hear and ensnare you.

The calling of a Priest is a dangerous one, always paid for by the
soul of the Priest. The dealings with gods are fraught with
treachery for they are jealous masters, vengeful of powerful or
glorious mortals, and impatient with insignificant humans. Their
promises are two-edged. The gods gave Prayers to the mortals to
bind them in the gods’ service; in return for the gods’ divine
assistance, the Priest must barter with his soul. If a Priest should
invoke a god carelessly or incorrectly, the god will punish the
Priest by draining that Priest’s energy or stealing the Priest’s soul.
Thus the Prayers must be used with caution.

The Sect of Priests, working with meticulous care, have purchased
and discovered many Prayers; few are simple, the strongest are
awesome in their demands and powers, labyrinthine in their
complexity. The small number in this work are the surest Prayers:
most do not require overmuch of the caster. They have been
secured by the blood of many Priests; they are for you to use for
the glory of your calling.

The meanings hidden in these Prayers are for you to decipher. A
Priest cannot be told the correct meaning of a Prayer: such gnostic
experience will come only through the Priest’s own dedication.
The Prayers in this codex have been translated, with one
exception, from the original Hurnash. Although such translation
can never match the nuances of the originals, the Prayers retain
their strength.

Your skill allows you to serve four of the divine suzerains. You are
bound to the gods: Ufthu, God of War; Drutho, God of the
Underworld; Golthur, God of the Physical Self; and Fshofth, God
of the Spiritual Self.

Before you can disturb any of the gods, you must possess an
anointed ring to focus your power. Each of these rings was forged
in the darkness of the Temple furnaces and dedicated to a single
god. The power of the rings comes from the purity of their metal:
Iron, Copper, Silver, Gold and Platinum. Greater than all of these
are the Crystal rings; forged by the gods to bind the most powerful
of Priests. Each of the four jealous lords demands a separate ring.
You will start with two rings from the basest metals; as you grow

in power and in devotion you will be awarded greater rings.
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These rings will be awarded to you in the four Temples of the Sect
of Priests within the Mountain City. Each Temple is used to
worship one of the proud gods. Within each Temple is a humble
Shrine; at this Shrine you will be judged, and if worthy, granted a
purer ring to the god ruling the Temple. There are also Altars
throughout the Mountain City, places where the power of the
gods is stronger. These Altars serve all the gods; within these your
Prayers will be heard more favorably, and you may offer
supplication to any of the gods.

It is possible for a Priest with the basest ring to recite the greatest
Prayers, but be warned: the gods are waiting for the time when
your ambition overreaches your power. You should use your
power wisely, and within your station. To help you, Prayers for
each god are arranged in order from those the most inept acolyte
could easily invoke, to those with which only the most
experienced adept should dare disturb the gods.

Each Prayer will demand a toll from you. This toll varies
according to the god and the Prayer. Every Prayer will deplete your
energies; the strongest Prayers would leave a weak Priest broken.
Remember this drain, and do not allow your strength to fall too
far. It will return, but only slowly.

This, your manual, shall be your guide to communion. Tread
carefully within the garden of the gods.
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Prayers to Ufthu, God of War

Ufthu, God of War, Tongue of Iron, Qanak Dasoro, Priest of the
Scarlet Assassins, Dragon Lord, Master of the Abyss, is the most
powerful of the gods. Proud in his strength, unpredictable in his
weakness. Ufthu is a wary god, careful in his dealings with
mortals, but his greatest weakness is vanity. Take this warning,
but know that Ufthu, Silent Huntsman, will heed the calls of one
who serves him truly. These Prayers are yours.

RALKOR Divine Arrow

Ufthu, O Bow of the Stars,

Hear this low voice,

Send down your bolt,

Against the one who stands against you.

KARNH Hammer of Shattering

Ufthu, Sword of the Night, Hammer,
Defend your lowly subject,

Smite those who stand near your servant,
And damn them to the darkness.

DROM Strength to the Sword Arm

Ufthu, Soldier of Misfortune,

Hear your humble Priest,

Send your strength to those on earth,
Who bear steel against the dark foes.

IDRIS Peaceful Bones

Ufthu, Supreme Lord of Corruption,

Through this ring I call your divine essence,
Take back these lifeless bodies that assail us,
That struggle against death’s mortal coil.

THOL Mist of Confusion

Ufthu, Jewel of the Desert,

I call on your breath to come from the ether,
To slow your enemy,

To steal from them their skills.
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Prayers to Drutho, God of the
Underworld

Drutho, God of the Underworld, Goddess of Stealth, Seducer of
the Earth Spirits, Queen of Corruption, Ethereal Hermaphrodite,
Demon Lover, Lord of the Portals, the youngest of the gods, hides
far from the light of the older gods. Within the lowermost caverns
of Lithané, Temple of Darkness, Drutho’s Priests toil to supplicate
their god. The work of these shaven Priests has made Drutho
grant these Prayers to all who recognize his/her dominion in the
dark kingdoms.

UMESH Knowledge Without Wisdom

Drutho, O Worm of the Deep,

Call forth the meaning of these words;
Pass your darkest light over their script,
That they will yield their meaning to me.

HOYAMOQ The Temple Passage

Drutho, Gol Draqur, moraseth kanu,

Open this way for your servants;

Having discovered the portal you had hidden,
We now must pass through.

TAPU Sacred Passage

Drutho, Dark One, hear this Prayer.
Weave your magic around our passage,
That we may walk past traps,

That we may pass danger in safety.

BYNDU Drawing Together

Ah, Drutho, grant me the power;

Make fast the beckoning sign,

To draw forth opponents unto my presence,
And bind them beside me, to stay as I will.

MORPETH Quiet Walking

Drutho, Mistress of Stealth,

Bind our feet with soft silken cloth,

Silence our voices and muffle our steps,

That we may walk without calling our death.

«@59 6



BELAMOQ Translucent Passage

Drutho, Lord of the Portals, this way resists

Our most urgent attempts.
Take its outline, hinge and bolt,
And dissolve its stubborn form into ether.
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Prayers to Golthur, God of the
Physical Self

Golthur, Oldest of the Gods, Rulemaster, Keeper of Souls, Lamp of
the Heavens, Carrier of Strength, Maker of the Many Little
Candles, is a treacherous master. Golthur, the Spider of Time, lies
in wait for those whose souls he can steal. Golthur, the Trapper,
has given his Priests these Prayers; you who pray to him, tend
your words, that your dark husbandry will not call forth your
corruption. Walk the words well, for if you fall he will ensnare
you and draw your soul through your nostrils. That is his due for
heeding your command.

SIRDHE Patterns of Healing

Golthur of the Labyrinth, we ask your indulgence,
We who are weakened call you,

Send your strength to our wearied limbs,

And we will fight for your glory.

HOLNAK Priestly Strength

Golthur, Silent Lord, I ask your kindness;

Look upon your servant protected by the doyaqur,
Send your power to course through these arms,
That I might serve you better in your designs.

ELIS Walking Into Light

Golthur, you must hear the voice calling from this circle,
To the lowlands, where one needs your help;

Take the failing body you see before you,

And create new and whole its life force.

TELIS Caressing Hands

Golthur, Lamp of the Heavens, here at an Altar,
We come to ask you to give us our strength,

To give us our health and wholeness,

We who would supplicate you.

BEYONG Virginal Sanctity

Golthur, Ancient One, hear your Priest,

Take from our bodies the poison of your experience,
Take from our souls the plague of your knowledge,
That we may walk in the innocence of health again.
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Prayers to Fshofth, God of the
Spiritual Self

Fshofth, Invisible Mage, Cold Walker, Thief of the Red Cities,
Holder of Mysteries, Guardian of the Spirits, Chief of the Eagles,
is a strange god. The wild dictates of his worship seem hardly
those of a god, and are understood by few. Of all his Prayers these
are those that seem to have some chance of being answered by
this Master. The untranslatable Prayer of Lairian is included: the
Priest who can harness this Prayer would be powerful indeed.
None of the Priests of Fshofth have managed to gain its deep
secrets.

NULAMIR The Quiet House

Fshofth, On the shore of the lost lake,

There is a house. Though the spell makers talk,
It is quiet still. For though chanting sounds,

It will little disturb the air where they dwell.

TULAR Gaunt Dreams

Fshofth, at an Altar there is a glade,
Green leaves and colored monkeys,
Fruit drop from the vines, and lie
Rotting on the ground.

RULASAIR Gaunt Needs

Fshofth, there is no sound on the rocks,
No wind among the grasses;
The lirayd has made its kill,
The pups shall feast tonight.

EMANUI Growing Health

Fshofth, within the smallest quivering cell,
After the cold kiss, there is less life strength,
But growing within the beating heart,

I feel that quickness return.

KUURAOTH The Waking Vision

Fshofth, hark at the kauri branch, a bird dips:
Takes honey from the silvered flowers, and stops,
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Troubled by a dark mirage, far in the forest.
Your glass will shatter the foundations of the dream.

LAIRIAN The Untranslatable Prayer

Umbhir deln Fshofth, Du saq mishallfen,
Ersan su stramanlisa du saq verhallfen,
Itor ka skirian, thror gastura taras,

Wur ganar wur stilor wur kas.
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The Council have bestowed upon me the greatest of honors and the
greatest of tolls. I will lead the party that will reclaim Eriosthé for the
light. Our strength is mighty, yet I Know the task will not be an easy one.
The dark_lord Uukrul has taken control of Adron’s Palaces, and we must
protect the beacon from evil's hand. This diary will stand as a record of
our endeavors.

6th day of Summer

We entered ‘Eriosthé on the anniversary of the first founding: good luck!
We came in through the old main gates, fighting two Black Orcs which
were guarding the passage. Uukrul has replaced the old entrances with
his own construction work. The marble walls have been lined with iron
and are heated from within, maKing them infernally hot: no doubt his
creatures are used to the flames. UuKrul has not been expecting us, as he
has few guards between his Palaces and the entrance.

We have made good progress through the atrium of the beacon, and used
the Ancients’ teleporter to enter the Palaces where we Know he has
hidden. Tonight we shall rest in the Sanctuary and tomorrow we will
start our search for the master of darkness. The Soul Amulets seem to be
worKing, as we have had no problems entering the Sanctuary.

7th day of Summer

The area around the Sanctuary here is unrecognizable. Our maps have
been useless. UuKrul has bent the fair Mountain City with his evil will,
and now even the passages seem to serve him. I have not recognized the
path to the crown rooms, and I have a dread that UuKrul has stopped the
access and passage to them.

We have met and vanquished many foes, but they have been
inconsequential. It seems that the Council’s plan to send in a strong party
was well chosen—we are much stronger than all those who stand
against us.

8th day of Summer

These passages twist upon themselves and hide their secrets well. We
have found many strange marKings on the walls, but cannot make sense

of them.
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... it was on a wall in a strange room protected by a panel on the floor;
there are so many tricKs in these passages ...

We fought a large battle today. Perhaps UuKrul has heard of our arrival
and marshaled some of his evil minions. They were powerful, but Kiriya
called forth a powerful elemental that fought well. The spirits may be
proud and hard to summon, but they are mighty when their will is strong.
Now we are resting in the Sanctuary to regain our strength.

9th day of Summer

I have decided that UuKrul has changed the Palaces greatly; it appears
that he has stopped up any passages between the old halls. We have
reached the coronation halls, but cannot find any path past. There are
many strange marKings on the floor, in the design of dice faces, as though
someone were gambling in the halls. We have seen no explanation of
these.

UuKrul is hiding from our presence, no doubt assembling a force which he
hopes to use against us. He will not find us so easily overcome. Although
we spent the day searching, we found little evidence of secret ways
connecting these passages to the rest of the Palace. Perhaps tomorrow
will bring better fortunes.

10th day of Summer

We are now fully rested from our battles two days ago, and have made a
much more strenuous effort. I think I have found the meaning of the dice
faces: they control movement throughout the Palaces. There is enough of
the magic of the Charioteer about them to draw their meanings from the
shadows. Unfortunately, though we now understand their intended use,
we have no way of maKing them activate for us.

12th day of Summer

Today was a day of fair fortunes. We surprised and defeated one of
UuKkrul's captains. Though he cursed us with his dying breath we took
from him Knowledge of UuKkrul's location, and better still the item that
activates the dice squares. Without delay we moved through into the rest
of the Palaces. Our spirits are high as we move forward after such a long
delay.
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We have managed to maKe it into the huge ring of rooms that is
underneath the reception halls. UuKrul does not seem to have prepared
any defense against our entering, though he has hidden traps and snares

in some locations.

Although we have searched for UuKrul where his captain told us, he
seems to have fled our coming. There are signs of his hasty retreat: he is so
afraid of us that he did not take with him his maps, but left them in a
chest for us. With this information we can see his modifications to the
original Palaces. Little indeed remains of the halls and passages of the
Kings.

13th day of Summer

Uukrul himself stood against us briefly today, but was easily defeated.
Before we could capture him however, he cloaked himself in darkness and
disappeared from our grasp. His power was not great against ours, and
the fight was easy. Once we entrap him he shall be ours (iKe a child.

We continue to maKke use of the dice squares to move around, and have
fought a number of small squirmishes with UuKrul's minions. All have
been simple battles, and none have afforded us harm. I begin to think_
that UuKkrul has built around him an army of penny players—not

fighters.
14th day of Summer

We have found no trace of Uukrul and indeed his servants even seem to
be hiding from us. It is as though they have left the Palaces and have fled
from Eriosthé. I feel that UuKrul is hiding, and will remain in the
shadows until we find him. His fear is so great that he cannot face up to
us.

18th day of Summer

I fear for the West. UuKrul is much more cunning than any had given
credit. He arranged an ambush for us and drew us into it unsuspecting.
We had thought that we were chasing him, that we were truly stronger
than him, yet all this time we were walKing unsuspectingly into his
snare. Even wielding the hammer we could achieve nought; against its
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mighty power UuKrul stood unscathed. When it struck him the hammer
was cleaved into two pieces, and it will never challenge him again
divided.

I have failed, and in my failure have lost all but Kiriya, Esal, Nalusi and
myself. We are trapped on the far side of the Palace. His forces are too
strong for the four of us, and we will not be able to pass back to our
entrance. He has the Keys to the dice squares as well, which Orial
clutched as she fell under a Titan's blow: the artifact will now live with
Uukrul in his dark hold.

UuKrul commanded a force greater than we had thought still walked in
light. Where he summoned such creatures of dark I Know not, but I Know
that should he command the beacon the Western lands will pass into
darkness. We have failed. The Council has failed, and now all will fall.

19th day of Summer

We are trapped. UuKrul has sealed all the passages back and is forcing us
far from our entry. We have fled to the carriageway. Kiriya has been very
badly wounded, and poisoned by some subtle device. His strength has
waned terribly and he can hardly walk, I have drawn it from him, but he
has little awareness of what is happening and cannot fight. Fortunately,
Nalusi and I are strong and can protect him.

Our only chance is to flee back west to the far end of Eriosthé. UuKrul
will trail behind us and hopefully lose us in the passages. The
carriageway works—amazingly for such an ancient device. The control
rooms are empty, but the hidden mechanisms still work and are in good
order.

I have hidden the hammer here and protected it from UuKrul, for I
cannot carry it any longer. Though he may find it, he cannot touch it or
harm it further. It will serve to finish him, should we ever wield it again.

21st day of Summer

It has been another day of ill omen. We have passed through an area
where Uukrul has constructed prisons and areas of torture. The area
proved treacherous for Nalusi. Foolishly I let him stand guard alone
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while I tended the others. A creature of hideous form took him before he
could react and drew him into its lair. We had to listen to his cries for a
long time, but were unable to reach him. We have tried all we can, but
are powerless against the strength of these walls. I Know that Nalusi is
alive and will be captured by UuKrul, so I must return to free him when
I have escaped from UuKrul.

I have failed Nalusi. I have failed all.

This area has many of UuKrul's lesser servants: Necromancers and other
followers of the arcane arts. Although he seems to have sent word to
them they do not stand up to us, even though we are few ...

28th day of Summer

I have not written for many days. They have been dangerous. We have
escaped several traps UuKrul has set for us, but I am not sure whether
we will escape the one he has prepared for us ahead. Uukrul has cast
mighty spells of magic upon the walls and passages, and they appear
twisted as though they could not be carved from this earth. I have never
seen such devilry in magic.

I can sense an evil presence waiting, a dark shadow at the centre of a
web. We are [ucKy that our pursuers have lost our trail, but 1 fear it will
not be long before they take up our spoor once more. We must strike this
trap before it is fully set. We must strike it hard.

... how many of these infernal rooms are there? Our maps lie and are

confused ...

If only we were not so tired, not so weakened.
29th day of Summer

I fear it was the final battle. Uukrul had come far from his Palaces to
face us once more. Whole against such evil we would have had little
chance, weaKened as we were, we had none. Kiriya fell in battle against
the dark one. UuKrul laughed as ke Killed Kiriya, boasting that he could
never be slain while his heart lay protected. Esal was poisoned by the
dart of UuKrul as she cast the spell that banished him, and lies waxen in
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my care. 1, who deserve the death that has been given to all who have
followed me, have taKen little damage. I see now that UuKrul's plan is to
take me alive and unharmed so that he can taunt me with our failure.

We have won this battle, but we will win no other.

Esal has recovered a little, and talKs. She is not long for this world
though, I fear. Her last spell cost more than she will tell me, and I feel
that her contact with the dark lord has left her critically wounded.

We have lain Kiriya under stone. He may rest now.
30th day of Summer

I realize that we have been in ‘Eriosthé for a whole month. Outside the
sun will be shining on fields of crops, and the Council will already Know
of our fate. I wonder if I will ever see the sun again.

Esal is worsening. 1 fear that she will not last much longer. We have
made it to the caverns. If I can taKe her just a little further I Know that
there is a marKetplace used by the villagers. The Hospice there will heal
her wounds. 1 do not Know how far it is, but my fears are dark and their
shadows deepening.

31st day of Summer

UuKrul does not chase us himself. Perhaps Esal hurt him fatally. I have
thought on his boast though, and I think_ that nor blow nor magic nor
prayer can harm UuKrul while his soul and heart are hidden. If I had
Known that. If the Council had Known, would we have succeeded.

32nd day of Summer

Esal died today. I have no strength to carry her body, and no strength to

secret her corpse. I have [aid her out and placed an invisibility spell on
her. She will rest now.

I am the last one.
I am the prize that UuKrul wants.

1 am his jewel, but fie shall not have me.
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36th day of Summer

I have found the marKetplace. The people are good, but frightened of
Uukrul, though they see little of his works. Some grey-clad figures walk_
amongst them they say, but nothing more evil. I pray that they see no evil
drawn by me.

I dare not rest now, for I Know that I am near to the western exit, and I
cannot wait lest Uukrul catch me. Yet I hesitate. What if he is ahead of
me? I Know now that he is cunning, and that he enjoys my pursuit. I see
that he has toyed with us, that he was always more powerful, that we
were lead into ambush after ambush.

I shall try to reach the exit, and escape to warn the Council of his power,
but I must get this diary to the Council, even if I should fall. I will place
it in a small underground stream that flows out to the west, and hope it
will be carried to the Council. If it is in your hands, read its wisdom and
divine its secrets.

If you read this, think of Mara who gave her life for the light.

I am afraid to go on.
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Prayers

To Ufthu, God of War
RALKOR ..... Divine Arrow

KARNH.... Hammer of Shattering
DROM....... Strength to the Sword Arm
IDRIS ..o Peaceful Bones

A1 5 (0] e o, Mist of Confusion

To Drutho, God of the Underworld
Knowledge Without Wisdom
The Temple Passage

Sacred Passage

Drawing Together

Quiet Walking

Translucent Passage

To Golthur, God of the Physical Self

SIRDHE Patterns of Healing
HOLNAK Priestly Strength
ELES, s o Walking Into Light
RELLS v v et Caressing Hands
BEYONG.....c...civau.s Virginal Sanctity

To Fshofth, God of the Spiritual Self

NULAMIR The Quiet House
TULAR .. Gaunt Dreams
RULASAIR .. Gaunt Needs
EMANUI ..... Growing Health
KUURAOTH... The Waking Vision

LAIRIAN ................. The Untranslatable Prayer

Sanctuaries

Sanctuary of the Ancients
...Sanctuary of the Village
Sanctuary of Deepening Night
Sanctuary of High Vaulted Ceilings
...Sanctuary Beyond Reason
Sanctuary of the Dragon
Sanctuary of Twisted Paths
URTEHLN ........Sanctuary Beneath the Pyramid
URZHUT ...........Sanctuary of the Great Engineer
URBOL e bt Sanctuary Beneath the Cube
URQASTUR....... Sanctuary of Adron's Legions
UROQLAMN.....Sanctuary of Adron’s Palace
URXASZEL ... Sanctuary Beyond the Beacon
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Broderbund’s Limited Ninety-Day Warranty S The Dark Heart

Broderbund warrants for a period of ninety (90) days following the s~

original retail purchase of this copy of The Dark Heart of Uukrul that \‘\ of Uukrul
the program is free from substantial errors or defects that will materially o PROOF OF
interfere with the operation of the program as described in the enclosed user \\ PURCHASE
documentation. This policy applies to the initial purchaser only. i S

~ ~\

If you believe you have found any such error or defect in the program during the warranty period, N
call Broderbund's Technical Support Department, 415/492-3500 between the hours of 8 a.m. and 5
p.m. (Pacific time), Monday through Friday. Brederbund technical personnel will attempt to help you
correct or avoid the problem. If any such error or defect cannot be corrected or reasonably avoided,
Broderbund will inform you how to obtain a corrected program disk (or, at Brgderbund’s option,
Broderbund may authorize a refund of your purchase price).

~

This warranty gives you specific legal rights, and you may also have rights which vary from state to
state.

Disk Replacement Policy

If any disk supplied with this product fails within ninety (90) days of purchase for any reason other
than accident or misuse, please return the defective disk together with a dated proof of purchase to
Broderbund Software-Direct, 17 Paul Drive, San Rafael, CA 94903-2101, for a free replacement. This
policy applies to the original purchaser only.

Broderbund will replace program disks damaged for any reason, whether during or after the ninety (90)
day free replacement period, for $5 per disk plus a postage and handling charge of $2.50 per request, as
long as the program is still being manufactured by Brgderbund.

Limitations on Warranty

Unauthorized representations: Broderbund warrants only that the program will perform as described in
the user documentation. No other advertising, description, or representation, whether made by a
Broderbund dealer, distributor, agent, or employee, shall be binding upon Brgderbund or shall change
the terms of this warranty.

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, BRODERBUND MAKES NO OTHER WARRANTY,
EXPRESS OR IMPLIED, REGARDING THIS PRODUCT. BRODERBUND DISCLAIMS ANY WARRANTY THAT THE
SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED WARRANTY OF MERCHANTABILITY SHALL BE
LIMITED TO THE NINETY (90) DAY DURATION OF THIS LIMITED EXPRESS WARRANTY AND IS OTHERWISE
EXPRESSLY AND SPECIFICALLY DISCLAIMED. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN
IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU.

NO CONSEQUENTIAL DAMAGES: BRODERBUND SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL,
CONSEQUENTIAL, OR OTHER DAMAGES, EVEN IF BRODERBUND IS ADVISED OF OR AWARE OF THE POSSIBILITY
OF SUCH DAMAGES. THIS MEANS THAT BRODERBUND SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST
PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME, DATA, OR USE
OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE ACTUAL COST OF THE PRODUCT. IN NO EVENT
SHALL BRODERBUND'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS PRODUCT. SOME STATES DO NOT
ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE
LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.

You are entitled to use this product for your own use, but may not sell or transfer reproductions of the
software or manual to other parties in any way, nor rent or lease the product to others without the prior
written permission of Brederbund. You may use one copy of the product on a single terminal connected
to a single computer. You may not network the product or otherwise use it on more than one computer
or computer terminal at the same time.

For technical support, on this or any other Broderbund product call (415) 492-3500.

©Copyright 1989 Brgderbund Software, Inc.
17 Paul Drive, San Rafael, California 94903-2101. All rights reserved.
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For more information about Brederbund Software and our products,
write to us at 17 Paul Drive, San Rafael, California 94903-2101.
©Copyright 1989 Brederbund Software, Inc. All rights reserved.



