


Software & The Wisdom of the Ages 

Magister lIrtis illgelliqllc largitor velller. The stomach is the 
teacher of arts and the d ispenser of inven tio n. 

What Persius is saying is that creat ive people have a good 
reason to be creative. They, like just about everyone e lse, like to 
eat. And o n a daily basis at that . 

I'robitas tal/datur el alget. Honesty is praised and starves. 
You can thankJuvenal ro r noticing that everybody tal ks 

about ho nesty wh ile simultaneously neglecting it. 
Rome wasn 't built in a day, nor was th is product. Many 

people - designers, artists, programmers - invested their time 
and talent to provide you wi th quality inte ractive 
e ntertainment. When you copy software wit hout 
authorization, you rob these people of thei r hard wo rk and 
rai se the cost to legitimate users. And if it needs to be repeated, 
copying th is game for any reason other than making backu p 
copies is a vio lation of federa l law. 

Electronic Arts is a member of the Software Publishers 
Association (S PA) and suppo rt s the industry's effort to fi ght the 
illega l copying o f personal computer software. Feed your 
honesty and feed ou r artists. Don ' t copy software illegally. 
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The year is 275 H,C. Through conquest and careful diplomacy, the 
Roman republic has brought the petty kingdoms and city-states of 
Italia under its con trol. This is the moment at which the heirs of 
Romulusand Remussteponto the world stage. This is the humble 
beginning of an empire that will one day cover most of Europe, 
Asia Minor, and North Africa. 

As an ambit ious young officer, your duty is to defend Rome. Your 
hope is to become Caesar. Your fate - to rule the world. 

USING THIS MANUAL 
Because key commands and controlling devices vary with com­
puter model s, this manual was written as a general guide to 
Centurion. In it you' ll find a game overview, descriptions of the 
features, and h istori cal notes. For loading instructions, keyboard 
commands, and other information specific to your computer, see 
the Command Summary Card included in the package. 

In this manual, "select" means moving the arrow cursortoan item 
and activating it by pressing an actioll buttoll. See Selectillg Items on 
the Command Summary Card for the action button on your 
computer. 

WHAT'S IN CENTURION 
Ita lia - Th e Begin ning of an Empire 

When the game begins you only control the 
province of Ita lia. The legionnaire standing 
in Itatia marks the si ngle legion you com­
mand. To go to Rome, you must enter the 
province of Italia. See Ellterillg Prot'illces on 
the Com mand Summary Card. 
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Rome, Sweet Rome 
You sta rt at the rank of Offi· 
ecr. At this rank, you can't 
rai se more legions o r bui ld 
fleets. And there's little you 
can do wit h the twenty tal · 
ents in the treasury. The good 
news is that you can raise 
your rank and increase you r 
wealt h by adding - and 
ho lding on to - provinces. See Ruling Roma/! Provinces for details 
on provinces. 

Form Alliances 
Winning allies with the 
tongue is less cost ly tha n 
subduing them with the 
sword. When you first move 
your legion into a province, 
you can try to negotiate alii · 
anees with your neighbors. 
See Negotiating AlUances for 
details on diplomacy and 
alliances. 

,- _.=:!Ir :.:.,. 

Civilize Through Conquest 
If the barbarians ignore you r diplomats, they may listen to the 
legion you brough t with YOLI. When you go to war, you choose a 
formation and a tactic, and then start the fight. 
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During the ba tt le, you can 
stop the action and direct 
individua l un it s o r collOrts 
(g roups of legion nares or 
cava lry). See Legio" SIN!ci{i­
catiollS and L(wd Battle for 
details on legions, forma­
tions, and tactics. 

Fight Marauding Scum 

. , 
i '; , .. " , ·w .· .... ·: ·1 , 

• Ij I :1111 ~i1 ~il :1: 
... .jH!< 

------
Rome has no lack of enemies. Barbarian tr ibes from the 
north invade Ita lia looking for easy plunder. From the 
~uu lh , d lie~ likt' Carthagu semi out organlzw arm it's in 

hope of stemming Rome's rise to power. As a sold ier, you' re 
obligated to protect Rome and her allies from fore ign attack. See 
Maraudillg Armies. 

Smash Enemy Fleets 
Once you're high enough ra nk and you have 
enough money, you can build flC<'ts to move 
legions overseas and figh t foreign navies. See 
Sea Battles. 

Race the Famous Circus Maximus 
With enough ta lents you 
can participate in chariot 
races in Rome. Winn ing can 
earn you more talen ts and 
improve your reputation. 
Watch ou t for aggressive 
o pponents and ha irpin 
turns. See Chariot Races. 
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Spill Blood in the Colosseum 
ASJuvenal put it, the masses 
yearn for only two th ings­
"bread and circuses," WIth­
out a doubt, the masses are 
happier when they' re enter­
tained, and the blood that 
fl ows d uring glad ia torial 
events is guaranteed to in ­
crease you r popularity. See 
Gladiator SllOlYs. 

QmCKSTART TO CENTURION 
You r goal in Cen turion is to rule the world and keep the people 
happy. While there's nosi ngie way to conquer the world, you may 
wan t to sta rt by occupring Alpes. 

1. Select Italia I. 

Select Alpes as your destination 
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2. Select Ultimatum. If they won't negotiate further, select Go 
To War. 

., .... , .... 

3. Select Balanced Army. 
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4. Select Frontal Assault. The battle begins immediately, so you 
should pause the battle in o rder to get your beari ngs - see 
Directillg /lIdivilil/fll U"its o n the Command Summary Card . 

5. Direct Individual Units. With the game paused. you can give 
o rders to your units. Go ahead and experiment. Try to lise 
some of the tactics descri bed under Scipio's Battle Notes. 
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6. Once the battle ends, select NextTurn (rom the Map. A year 
will pass and you can strengthen you r legion, move it into 
another province, or hold a chariot race (you still don't have 
the money or rank to stage gladiatori al games or build a fleet). 
Every year, check to see if you've gone up in rank- the higher 
your rank, the more legio ns you can have. And watch oul for 
marauding armies! 

MAP 

Roman 
l.egions 

Roman 
Fleet 

The Game Turn 

Select New 
Game Turn 

Select Game 
lOon, '011 Menu 

Foreign 
Fleet 

The game progresses in single year increments or tUrIlS. The turn 
limits the actions you can take in a year. For example, you can 
move or strengthen an individua l legion only once perturn. Fleets 
can be moved only once pert urn, 100. Togoto the nex t turn, seleci 
End Turn from the Map. 
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Game Control Menu 
From the Game Control Menu you can load or s..we games, start 
new games, adjust the difficulty ltvel, or quit to DOS. Select an 
option fro m the menu: 

S.wc Game - Save you r current progress in the gamc. You can 
save up to nine games. Select the number you want to desig· 
nate as your current game. When the white edit box appears, 
enter a name for your game. Note: You can' t delete saved 
garnes, but you can save a game over an old one. 

Load Game - Load a previously saved game. Select the game you 
want to continue ( 1-9). 

New Game - Begin a new ga me. 
About Centurion - Read game cred its. 
Difficulty Levels - Adjust the difficulty level of your current 

ga me. Difficulty levels range from Ga ll ey Sla w (easy) to 
Emperor (h ard). You can select Fine Tuning to raise or lower 
the difficulty level of a particular feature - Land Battle, 
Racing Chariots, Gladiatorial Combat, and Nava l Battle. 

Quit to DOS-Quit your cu rrent game. Be sure to save your game 
before quitting if you want to continue il later. 

Continue Playing - Return 10 the game. 

RANK 
YOu beg in at the ran" of office r. As you cl im b in rank, YOll can 
cUfIlmaml fllUTe I t'giull~ d lll1lile :>l'flale gian ts you new powers. 
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LEGIONS ElEETS NEW POWERS 
1 0 

CENTURION 2 0 
TRIBUNE 3 1 Command cavalry legions, fleets 
LEGATUS • 1 
GENERAL 6 2 
PRA .... OR 8 2 
CONSUL 10 3 Command consular armies 
PROCONSUL 12 3 
CAESAR 12 3 

Increasing Rank 
In Rome, you r reputation determines your success. Your rank in 
the military depends on deeds and acts that distinguish you frolll 
the rest of the Roma n nobility. As your social status increases, 
you' ll receive promotions. Doing any of the following increases 
your social status: 

Adding Provinces - Adding provinces (through conquest or 
negotiations) increases your status. Adding provinces that are 
rich in resources - Aegyptus, Carthago, Macedonia, Parthia, 
or Gaul - brings Illore honors than adding poorer provinces. 

Stren&rt:hcning Treaties - Your reputation as a trustworthy 
administrator also affects your status. Every time an alliance 
is strengthened, your reputation improves. 

Winning Chariot Races - Backing the right horse makes you 
look good. When your team wins a race, you win the people's 
admi ration. 

Building an Amphitheatcr - All levels of Roman society benefit 
from an amphitheater. This is a good way to win popular 
support. 

1·lolding Gladiator Events - Lavish spectacles can increase your 
popularity, but only when you fairly judge who should live 
and who should die. 
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Maintaining Rome's lionor - It 's your duty to upho ld Rome's 
reputat ion as a strong power, reI iable a lly, and fai r ad ministra­
to r. Rome's honor is tarni shed whenever the people in a 
provi nce become so d issatisfi ed with Roman rule that they 
revolt . Plunde ring a province also tarni shes the honor of the 
empire. 

Losi ng Social Status 
You r reputation suffers whenever you lose a battle, fail at a game, 
weaken an alliance, o r fa il to protect an all y from fo reign attack. 
Hut though your social stat us can weaken , you can never be 
demoted to a lower rank . 

Becoming Caesa r 
Conqueri ng all the provi nces in the world is not enough to 
achieve the ultimate rank of Caesa r - afte r ali , Roman emperors 
were worshipped assmls. To become Caesa r, you must also wi n the 
respect and love of the people by sponsoring games and races, 
strengthening alliances, and mai ntaining Rome's hono r. 

RULING ROMAN PROVINCES 
Once you're in a Roman prov ince, you can d irect legions in the 
area, set the tri bute the province pays, build flet ts, and hold 
games. If you're desperate for money and you don' t ca re about 
your reputat ion, you can plunder your provinces, too. 
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Current It or ta lents 
you can spend 

MORALE 

.. -~-.- Tilt' people's morale 
Alliance status 
Tribute paid by the 
province last turn 
Available manpower 
i n th is province 

Courage or the 

F;;:~~, soldiers in this 
\, province 

"Dilff",,"y level 

In Roman provinces, the morale of the inhabitants depends on 
how much you demand from them - both in tributes and in 
manpower. The mo re tributes and sold iers you take from a prov­
ince, the less content the people will be with Ro man rule. Of 
course, provinces that cnjoy a good allia nce wit h Rome are morc 
willing to give up talents and manpower - for example, you r 
demands will have a smaller effect on the morale of Allies. The 
honorof Home also affects the mora le of eve ry province. If Home's 
honor is tarnished because you let your army plunder every 
province it occupies, the morale of all of your subjects could 
plummet. 

The morale of the people can be Rebell ious, Angry, Restl ess, o r 
Content. A Rebellious morale may be a sign tha t a province will 
soon revolt. 
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ALLIANCES 
The Romans used a sort of graded system of punishment and 
reward to rule the provinces of their empire. Roman citizenship, 
which measured a people's rights under Roman law, was the 
greatest reward. It was a highly coveted sta tus and was granted 
on ly to deserving allies. In Cen turion, an alliance is (ormed 
whenever you add a province to the empire. There are four kinds 
of alliances: Occupied, COlony, Ally, and Citizens. An alliance 
automatically improves over time providing the people's morale 
remains good. 

MANPOWER 
Each province generates men Ihal are obligated under Roman law 
to serve in the army. The manpower of a province is the current 
number of recruitable men in the area. The Tate al which man­
power increases depends on the size and population densityo(the 
province. 

COURAGE 
The courage shown on a Province screen is the general courage of 
the soldiers in the area. Soldiers in a province can have Fierce, 
Good, Weak, or Pan icky courage. See Legio/l Specificatiolls (or de­
tails on the effects of a people's cou rage. 

THE MENUS 

Legions 
Select Legions to get the following options: 

Raise Legion - Form a new legion. Select Raise Legion, then 
select the type of legion you want to (orm. You cannot raise 
a legion wit hout the necessary number of talents. The number 
of soldiers YOli recruit depends on the manpower avai lable to 
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you in the province. In addition, there are minimum ranks at 
which you can ra ise caval ry legions and consular armies (see 
Rallk for deta ils) . 

Strengthen legion - Recruit sold iers to strengthen a legio n. If 
there is more than one legion in t he province, you must se lect 
which legion you wa nt to strengthen. Strengtheni ng a legion 
requires talents. The cost is proportionate to raising a legion. 
For example, let's say 2(JK) of your infantry legion (840 sol­
diers) was lost in batt le. To strengthen the leg ion back to its 
maxi mum, you'd pay 20% of the cost of raising an entirely 
new legion (.2 X 20 talen ts = 4 talen ts). However, the number 
of soldiers you actually recrui t may be limited by the man­
power in the province. 

Move legion - Move a legio n. If there is more than one legion 
in the province, you must select which legion you wa nt to 
move. When the ma p appears, select the province or fleet you 
wa nt the legion to move into. 

Upgrade Legion -Upgrade an infantry legion to acavalry legion, 
or a cavalry legion to a consular army. See Legioll Speci{icatiollS 
for details on differen t kinds of legions. 

Legio n List - list all the legions in the empire and their current 
status and locations. 

Continue - Return to the Mai n Menu. 

Plunder 
To plunder a province of all it s wealth, se lect Plunde r. When the 
box appears, select Yes to confirm you r order or select No if you 
changed your mind. A Roman legion must be in the province you 
wan t to plunde r. While plundering is a quIck way to fill up your 
coffers, the people you just robbed don't appreciate it. And once 
other countries witness Roman exploitation, they may be less 
willi ng to roll out the welcome mat when your diplo mats come 
knocking. You can on ly plunder a province once. Note: You 
cannot plunder Italia. 
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Tribute 
Each province must pay a tribute for the order and protection 
Rome graciously provides. S<>lect Tribute. then select the level of 
taxation . See Tributes (/I/(/ Trib/lte Po/icy for detai ls o n exacting 
tributes. If you don 't wanl to change the tribute level, se lect 
Continue to return to the Main Menu. 

Hold Games 
Select Hold Games, then select which games you want to hold . In 
the provinces, you can pay for games to keep the loca ls happy; in 
Rome, you can actua lly parti cipate in chariot racing or gladiator 
shows. !f you dan', wan t to hold a ga me, se lect Continue to return 
to the Main Menu. (See Chariot Races and Gladiator Shows fo r 
details o n games). 

Build Fleet 
You can build a nee! in any province with access to a sea. If a 
province doesn ' t have access to a sea, this o ption appears red and 
cannot be selected. Select Build Fleet, and then select the type of 
ship you wa nt to build (see Ships for deta ils on the different types 
o f ships). When the box appears, set the numberof ships you want 
to build . 

Decrease Ihe 
numller of ships. 

Build the fleet 

number ,Co',, per ship 

Cancel the order 

# of lalenls left 

You must be at least a Tribune in order 10 build a fleet. 
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Tribute Policy 
Select Tribute Po licy to sci a standard tr ibute level fo r all the 
provinces in the empire. This option is on ly available in [talia. See 
Tributes (llId Tribfde Policy for details on exacting tributes. Select 
Cont inue to ret urn to the Main Menu. 

See Province Lis t 
Select See j)rovince List to see the curren t status of each province 
- the last tax paid, the mo rale of the people, the type of alliance 
you have, and the manpower available for recruitmen t. 

Cont inue 
Return to the Map. 

NEGOTIATING ALLIANCES 
In real Roman fash ion, you begi n serious negotiations with a 
foreign country by marchi ng a legio n ove r thei r border. After 
receiving a scout's report on the wealth and defenses of the land, 
you meet wit h the province's leader. 

r ............ "'~ • .,,_ •• 04." 
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To respond to the leader, se lect a statemen t. There a re six kinds of 
statements YOll can make: rriendly, DIplomatic, Offer All iance, 
Aggressive, Ultimatum, Go to War. Only three responses are 
available at an)' time - which three depends on the direction the 
talks are going. 

The statements you choose affect your success at negotiating, but 
o th er factors come into play, too. You r rank determines how 
se riously a leader takes you, and some leaders may refuse to deal 
with you if your rank is too low. The size of your legion can also 
affect a leader's judgement (big legions make big impressions). 
Finally, the honor of Romecan also affect a leader's willingness to 
negotiate- talks may breakdown early if Rome is known asa poor 
ally or bad master. 

TRIBUTES AND TRIBUTE POLICY 
You set the level of tribute paid by each province. You can set a 
different tribute level for each province, or you can insti tute a 
tri/mte po/icy that sets a standard tribute level for the whole empi reo 
A tribute poli cy can be instituted on ly from Rome. The exact 
number of talents you receive from a province depends on three 
things: 

Tribute Level - The more you demand, the more a province wi ll 
be forced 10 cough up; however, the more you squeeze out of 
them, the less content the people will be with Roman rul e. If 
your tribut e level places too much of a strain on the local 
economy, the province may revolt. Always monitor the 
morale of your provinces to see how close they are to rebel­
lion . 

Wealth - Some provinces are wealthier than others and can pay 
more. (This information is provided by your scouts when you 
first enter a province.) 
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All iance - Rome's re la tionshi p with a province affects th e nllm­
ber of talents paid each )'ea r. The better the a lliance, the more 
coopera tive the inhabitants will be in paying their tributes. 

REVOLTS 
A rebellion can occur whe n Rome fai ls to protect a prov ince, or 
when the general m orale sinks so low that the people perceive 
Rome as a burden m ore than a bool1. If a ma raudi ng army invades 
an unprotected province, the ant i-Roman fac tion in the province 
auto matically lakes con trol. Even if YOll try to protect the prov­
ince and fail, Ihe province will revolt. The only way to win back 
a rebe llious province is 10 reconq uer it. 

MARAUDING ARMIES 
Occasiona II )' maraud i I1g arm ies set out to ra id foreign lanels. Some 
wander, search ing for weak provinces to invade; others set out 
with the sole pu rpose of sacki ng Rome. If you have a fleet, you can 
in tercept marauding armies traveling by sh ip. 

RANDOM EVENTS 
Sometimes things just happen tha t are beyond your con trol. Your 
luck can be good or bad, and there's nothing YOll can do when 
fortune smil es or frowns on you but accept the consequences. Oh 
we ll. 

n .. IlIMt. lPP"'onl .. MW ro .... building 
progr ¥n -.d tt.. cost JW II [)WI up hilt of 

this ytolt"'. trIMrt • . 
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LEGION SPECIFICATIONS 
You can command three types of armies: infantry legions, caval ry 
legions, and consu lar armies. 

Infantry Legion 
Cavalry Legion 
Consular Army 

MaximulTl Infa ntry 

4200 
4200 
6000 

Maximum Cavalry 

300 
600 

You r Tank determines which kinds o f legions you can have. 
Legions cannot be combined. 

Difficulty Levels 
The diffi cult y leve l set under the Game Options Ill enu affects how 
t he soldiers arc divided i nte cohort s. At t he lowest difficulty level, 
there arc more so ldiers per cohort. While this gives you fewer 
cohorts on the field, it actually works to your advantage - the 
more soldiers you have per un ii , the tess likely they are to panic 
under attack. Higherdifficulty levels give you cohorts that are less 
resistant to d irect assaults, which places a greater emphasis on 
wise tactica l use of your units. The following table shows you the 
maximum numbe r of soldiers per uni t at each d ifficulty leve l: 

Difficulty Level 

Galley Slave 
Legionnaire 
Senator 
Emperor 

In fant)' Coho rts 

SOO/cohort 
400/cohort· 
350fcohort· 
350/coI10rl· 

cavalry Coho rt s 

ISO/coho rt 
I SO/cohort 
I SO/cohort 
I SO/cohort 

• At ,,/I difficulty levels, consular arm ies at fu1l ~Ircngth have 500 soldiersl 
infant ry cohorl. 
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n'e difficul ty level also affects your enemies' courage - the 
harder the d ifficult y level, the more courageous you r enemies 
wi ll be. 

Courage 
A legion 's courage is the general morale and bravery of the 
soldiers. Courage is measured as Fierce, Good, Weak, or Panicky, 
but it should be thought of as a CQl1tilll lllm - for example, one 
Fierce legion may be "more fie rce" than another. A legion's 
courage depends on which province the sold iers were drawn from 
- a legion raised in Gaul , fo r example, would be t:ierce, while a 
Dacian legion would be Weak. Strengthening a legion can ra ise or 
lower a legion's courage. If you add Weak sold iers to a legion with 
Good courage, you' ll lower the legion's courage - add cnough 
Weak soldiers and its overall courage may drop to Weak. 

Status 
A legion's status can be one of the followi ng: 

Forming - The legion is st ill forming - you just raised o r 
st rengthened it. A fOfming legion can act on the next turn . 

Ready - The legion can still be strengthened o r moved this turn . 
Note: Upgrading a legion doesn't affect its Ready status. 

Moved - The legion has been moved to a neighboring province. 
It can't act until the next turn . 
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COHORTS 

Infantry Coho rts 

Speed: Slow 

Elephant Coh orts 

Speed: Good 

Cava lry Cohorts 

Speed: Fast 
Size: \-500 soldiers Size: 20 elephants Size: 1·150 eqllestrians 

(mounted soldiers) 

GENERALS 
The general directs and motivates his army. Each general has 
leadership qualit ies that effect h is ability to command: voice, 
charisma, and sphere of influence. To see a general's leadership 
qualities, se lect his unit. 

• • 
• • 

• 

'. 
• • • • • 
• " • · • 

• 

• • 

• • . .' _ . ..;.. .. . .' 
Sphere of influence 

.......... . . '. . " ... - , .. -- ... ......... _-" ."". 
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Voice-The range of the general's control over his cohorts. Voice 
is the numeric equivalent o f the genera l's sphere of influence. 
A genera l's voice can ra nge from 8 (sm,1I1 rangt') to 18 (grea t 
range). 

Charisma - As a leader, the general inspi res his troops and 
increases theIr courage. Un its with in the general's sphere of 
influence won't panic as easily as units outside of his direct 
control. If a general falls in battle, many troops may panic and 
leave the field - a disaster for any army. 

Sphere of Influence - The general can only direct units within 
his sphere of influence. Troops outside his sphere of influence 
act only on the Tactic orders chosen before the battle, or on 
any Melee or Ret reat command you've given them since the 
battle started (however, they wi/{ attack enemy units in their 
path and defend themselves when necessary). 

LAND BATTLE 
When you fight the soldiers of a province, you're actually leduc· 
ing the available manpower of the province. You may want to kill 
as few enemy soldiers as possible so that, once YOll add the 
province to your empire, there will be more soldiers to recruit. On 
the other hand, if you're worried about a rebe llion in the province, 
you may want to kill as many soldiers as possible to decrease the 
numbe r of soldiers the rebels can fie ld. 

Choose a Fo rmatio n a nd Tactic 
Once you've chosen to go to war, you must meet the enemy on the 
field. At the prompts, select a formation and tactic for your legion 
(see Tactics for diagrams). These are the preliminary orders for 
you r cohorts. Once you've chosen a tactic, the battle begins. 
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The Battlefield 

Review orders 
Continue 
bailie 

Unit status 

Selected ~'l'1 J j I 
unit tJ~ . ------7- Enemy 

Your army tit ~·:i lit i . ~ general 

General _-..,lti<-\.}IC1 t~fl' it \ -----+_ Enemy 
army 

Pausing the Battle 
You can pause the battle in order to direct individual units or 
review the courage status of any unit on the field (see Directing 
Inail'itillar Uu;l.s o n the Comma nd Summary card for details). 

Ch ecking Unit Status 
Once the battle is paused, you 
can check the status of each 
unit on the field. To check a 
unit's status, sele<:t the unit. 

Un it Illunbe-r 
No. of soldiers 
Courage 

lhe unit status box appears, giving you critica l information about 
the unit 's current strength and courage. 

You can check the sta tus of an enemy unit (or a friendl y units 
outside your genera l 's sphere of influence) by moving the cu rsor 
to the unit and ho/dillg dvwlI the action button. 
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Reviewing Orders 
If you want to review the curTent orders for the whole army, pause 
the battle and select Select Roman Uni t. 

Melee 
Toordera unit to move and attack the nearest enemy, select a unit, 
and then select Melee. If you wan l all units to melee (even those 
outside your general's sphere of influence), select Melee without 
specifying any particular unit. This "releases the Ro man legion" 
- every unit in your arm y will move to the nearest enemy unit 
and attack. 

Note: When you release the legion, the afm y will proceed to 
slaugh ter with reckless abandon. Melee doesn ' t prod uce a very 
systematic defeat of the enem y and can very well lead to )'vm 
defeat if initiated tuo early. On the o th er hand, melee is a handy 
way to get unit s outside of your general's sphere of influence to 
move and attack. Note: You alii give new orders to a unit in melee; 
but once you give it new orders, t he unit is no longer in melee 
mode. 

Retreat 
To order a unit to retreat, select the unit, and then select Retreat. 
A unit will contin ue retreating until iI's off the field o r until you 
give it new orders. If YO LI want (/1/ units to ret rea t (even those 
outside your general's sphere of influence), se lect Het reat wit hout 
speci fying any particular uni t. Note: If you're protecti ng a Roman 
province from a marauding ar my and you order your en tire arm y 
off the field, the people of the region will ri se up and annihilate 
your army, 
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Battle Outcom e 
When oneof the armies is routed or dest royed, the battle ends and 
the battle outcome screen appears: 

Conclusion 

• 
1III1Ir: I I" of II? ..... t'btt tht • Ii • ., ., •• • ..... ::; W, .... __ .. 
Ft .. Ad.:I ,'sl .. 'rlntflln .... ., 

tl.,1t ...... , .. tn ..... . 
, rIIIuI " .... II'" ...... 

Roman casualties 

Roman survivors 

Enemy casual. ie~ 

Enemy survivors 

Generals are not counted among the survivors or casualties. 

SCIPIO'S BATTLE NOTES 

Flanking 
A cohort marches with shields and weapons 
fo rward, making its flanks (sides) and rear vul· 
nerable to attack. Flallkillg is attacking a unit at 
one of these vulnerable point s. Whenever 

pOSSible, you want to move your units into positions to flan!> 
enemy units. 
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Routing 

Doubling Up 
When two cohorts aTe attacking, their combined 
strength js thrown <lIt he enemy. " Double up" on 
enemy units wherever you can. 

I:rom a purelytactica) standpoin t, routingan e nemy unit (making 
it flee the battlefield) is just as good as destroying i t; after all, a 
Panicked enemy unit poses no threat to you. Once you rout an 
enemy unit, you may wan t 10 turn }'our attacking cohOtt(s) on 
another enem y unit. 

Defense vs. Offense 
Defense is easier than offense. Units tha t a re set (that is, not 
moving) have an adva n tage ove r un its that aTe moving - the 
defending unit can in fli ct damage just before an approach ing 
enemy un it closes in. 1f t here isn't a tact ica l advan tage to moving 
a uni t forwa rd to meet the enemy, let it stand where it is. 

Cavalry 
Because of their speed a nd power, cava lry cohorts are the most 
effective unit s o n the fie ld . A flank att ack from a cavalry unit is 
dead ly. 

Elephants 
The Ro mans discovered that t he shee r size a nd strange ness o f 
elephants were enough to set ran ks of men and ho rses in disorder. 
Troops are more likely to panic the fi rst time they face elephan ts. 
Once a leg io n has sold iers who are veterans of battles with ele­
pha nt s, their courage when facing these beas ts goes up . 
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Elephants are well-armored toward th e front but can beeffectively 
attacked fro m th e flanks and rear. A Panicked e lephant unit will 
behave erra tically, o ften turn ing on its own troops in its attempt 
to nee the field. 

Genera ls 
A cohort's courage may drop when its genera l falls in battle. If the 
cohort 's courage drops to Panicked, the cohort will fl ee the field . 
To keep your a rmy's courage up, do n' t lei your general move into 
a position where the enem y can attack him. At the same time, lake 
advantage of any opportun ity to destroy the enemy's general. 

SHIPS 
The Romans a rm ed their wars hips with catapults and balfistae or 
large arrow launchers. In addition, each ship had a large ram fixed 
to the prow of the shi p which could be used to punch a hole in the 
enemy's hull just below the surface of the water. The Romans also 
devised special spiked bridges which they used to board enemy 
shi ps. In Centurion, there are three types of warsh ips that vary in 
speed, size, and durability: 

Triremes 
Speed: Fast 
Durability: Weak 
Size: Holds SO 
foot soldiers 

Quinquereme 

Speed: Good 
Durability: Good 
Size: Holds 100 foot 
sold iers 
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Galleon 

Speed: Slow 
Durability: Strong 
Size: Holds 200 
foot soldiers 



Roman ships were operated by experienced sailors, but most of the 
fighting was do ne by legionnaires . When you build a fleet, your 
ships are manned by a skeleton crew of sail ors . You need to place 
soldiers on your ships in order to make your fleet an effective 
weapon. To man your sh ips with leg ionnaires, move a legion or 
army onto the flee t (see Movillg Legiolts from tile Mal,on the Com­
mand Summary Card), YOUT ships can carry cava lry un its, too 
(although cavalry units don 't give you any advan tages when 
fighting naval battles). Cavalry uni ts take up more room onboard 
- o ne equestrian requires the room of four foot soldiers. 

Though the size of your fleet is important, the kinds of ships you 
have is critical. Forexample, a fleet made up of sturdy galleons w ill 
naturally have an advantage over an equal number of triremes. 

THE FLACSmp 
If you have more than one type of ship in your fleet, you must 
select il flagship before the battle begins. E..ach type of ship hil <; it' <; 
advantages and disadvantages when acting as your flagship. For 
example, the trireme is fast but not very sturdy-a few rammings 
and you' re sunk. A galleon , on the other hand, can take a lot of 
punishment but may have troubl e maneuvering intoa position to 
attack the enemy. The size of the ship is a lso a consideratio n - the 
more sold iers you have when you board a ship, the easier it is to 
slaughter the enemy crew. 

If no legion is aboard your fleet, your flagship will be manned by 
a skeleto n crew of one-ha lf the maximum ship ca pacity; with a 
leg ion, your flagship will have the maximum number of soldiers 
it can ca rry. 

27 



SEA BATTLE 
When you fight a sea battle, YOli actually control on ly your flag­
ship. As you fight t he enemy's f1 agsh ip, your fleet 's morale ri ses o r 
fall s with you r progress. There are two th ings lowa tell duri ng a sea 
battle - your progress aga inst Ihe enemy fl agship, and how we ll 
your fleet is fighting. 

'not counting the flagship 

" of nll'n aboard 
your flagship 

See Naval B(/ttle on the Command Sum mary Card (or details on 
control li ng your flagsh ip. 

Catapults and Arrows 
The catapult o nly (ires in a st raigh lline fro m the bow of the sh ip. 
Sec Naml Batrle on the Command Summary Card for detail s on 
fili ng your catapult. The soldiers o n board your sh ip automa ti­
call y lau nch arrows whe never your sh ip comes in ra nge of the 
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enemy. If all the men on you r ship die, arrows will no longer be 
launched - the catapult crew, however, will continue to fi re 
when ordered to. 

Ramming 
To ram, simply steer the ram on the prow of the ship into the 
enemy's sh ip. The heavier your sh ip and the fas ter you're going, 
the more damage you'l l do. 

Boarding 
See Naval Battie on the Command Summary Card for deta ils on 
lowering you r boarding ramp. You can lower the boarding ramp 
anytime during combat. If the ramp makes con tact with the 
enemy flagship, your legions automatically board and hand-to­
hand combat ensues. If the ramp doesn't make contact, it will 
automatically be raised. 

Fleeing 
See Naval Battle on the Command Summary Card for moredetails 
on fleeing the battle. 

CHARIOT RACES 
The Romans were great horse-racing enthusiasts, and virtua ll y 
any festivity was a reason to hold races. Races we re run between 
professional companies or ("dolles, each with thei r own stables, 
horses, and full-time charioteers. Every company had a color­
red, blue, white, or green - and its own group of devoted fans. 
Charioteers were accorded as much fame and status as modern 
atheletes, and thei r pay wascom parable, too-a skil led charioteer 
cou ld retire at an early age with a huge fortune. But while racing 
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-
was an excellent opportunity for a man of lowl y birth to gain 
social status, it was a hazardous profession - most charioteers 
suffered early deaths on the track. 

Select a Chariot 

Redteam--

_ 'Co"''' ' 'Y of 
origin 

Dlueleam 

Type of charlot 

You control the white team's cha riot. The fi rst thing you have to 
do is decide whether you want to race a light, medium, or heavy 
chariot. When selecting a cha riot, there are seve ral things to 
consider: 

SI>Ccd - Light chariot s are faster than heavy chariots. 
Durability - Running into opponent s Is a reat danger. Heavy 

chariot s can take a lot of damage, while light chariots can't. 
Cost - The lighter the chariot, the cheaper it is. 
Betting Odds - Theodds aga inst you winning are higher j( you're 
racing a medium or heavy chariot. See Bet below. 

Racing Styles 
Be sure to note the racing styles of your opponents. Aggressive 

opponents will race fast but are more likely to make mistakes than 
Steady or Cautious opponents. 
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Prepare for the Race 
You can prepare for the race by betting money. If you don't think 
you r chances of winning are good, you can cheat. 

Enlist the help of others 
Begin i:~~~i;!~~~ II" 

Choose not to 

Skulduggery 
Select an option to bribean opponent, h ire a physician, or invoke 
the help of the gods. Select Done. 

Bel 
Select an option to increase or decrease the amount of you r bet. 
The maximum bet is 100 talent s. Se lect Done to place your bet. 
The betting odds are always a millilllllm of 1·1. Medium and heavy 
chariots are more difficult to master, so the odds are increased-
2·1 if you're racing with a medium chariot, 3·1 with a heavy 
chariot. 

Note: Every time you win, the odds go down - for example, if 
you're raci ng a heavy char iot and you win, you' ll only get 2· ) odds 
the next time you compete with a heavy cha riot. The odds can 
never be less than 1·1. Every time you lose badly (thi rd or fourth 
place), the odds go up - maximum odds are 5·1. 

31 



On the Track 
See Raci"gCllariots on the Command Summa ry Card fo rdetai lson 
controlling your chariot. 

Your team 

Speed limit in the turn 
tap Counter 

Team locat ions 
appear as dots 
on the track 

• O""'d, track 

Ho,~", energy 

Chariot durability 

You must circle the track three t imes to complete the race. When­
ever you fin ish a lap. one of the fish on the lap counter nips up. 
The fin ish line appears when one cha riot completes two circles 
around the track . To win the race, YOli must cross the fin ish line 
befo re the other three chariots. 

Watch Out For the Turns 
It's difficult to make a sharp turn while going at high speeds. The 
red speed limit line marks the maxi mum speed you can be going 
w hen you en ter the turn . I f you're going too fas t, your chariot wil l 
break apart. The closer you are to theollts;detrack, the higher your 
speed limit and the fa ster you can take the turn. Note, however, 
that the inside of the turn is sllOrrer - even though you can 't go 
fast on the insideofthe turn , you may gel around the bend quicker 
than cha riots that are goi ng faster. 
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Just as you want to stay under the speed limit while turning, avoid 
whipping you r horses in the tu rns - the acceleration causes your 
chariot to break apart. 

GLADIATOR SHOWS 
Games were held to celebrate everything from an emperor's 
birthday toa foreign conquest. Ambitious politicians often staged 
lavish spectacles to curry the public's favor and keep the peasants 
from worrying about more radica l issues like land refo rm. Though 
gladiatorial games started on a sma ll scale, they grew over time. 
Competitions that once could be staged in a single day became 
month long marathons in which thousands perished. One such 
spectacle -celebrating Trajan's campa igns in Dacia - lasted 117 
days and involved 10,000 glad iators and 11,000 wi ld animal s. 

Select Gladiators 
Select the gladiator you want to con trol, and then select how 
much you want to pay fo r train ing. Now select the glad iator you 
want to compete against and his leve l of t raining. Once you've 
chosen your combatant s, the fight begins. 

OpPWlt.'III\ I 
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See Gladiator SIIolV o n the Command Summary Card fordetails on 
controlling your gladiator. 

In the Arena 
As you fi ght, the crowd's pleasure will rise and fall with the blood, 
gore, and action in the arena. The more wild swinging and good 
blocks, the more the crowd likes it. Thespectators don' t like to feel 
chea ted, so drag out the carnage as long as you can but avoid 
moments where there's no action. When a gladiator fails, you get 
to judge whether he lives or dies. Select "thumbs up" if the gladi­
ator gave the people a decen t fight; select "thumbs down" if the 
worthless dog dro pped too quickly. 

lei him live Make sure we never 
see him again 

If the crowd agreed with your rul ing, the pleasure bar will rise. If 
they thought you judged poorly, the pleasure bar will fa ll. 

TACTICS 
The tactics on the following pages show consular arm ies (t he 
max imum number of units you can have on the field ). Certain 
tactics (such as Scipio's Defense) are most effecti ve when em­
ployed with maximum units. Two types of tactics - Stand Fast 
and Fronta l Assault - are not shown. Stand Fast orders yOUT 
cohorts to stand in thei r formati on. In a Frontal Assault, every 
coho rt moves fo rwa rd in a straight line. 
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BALANCED FORMATION 
Scipio's Defense r 

- --. 
Drive a Wedge 
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SCIPIO AND THE BATTLE OF ZAMA 

Following their disastrous defeat al Cannae, the Romans avoided 
engaging Hann ibal in battle on equal terms, instead trying to dest roy 
his base and sources of supply. But it was 14 years before Hannibal 
met his match in Publius Cornelius Scipio, known to history as SCipio 
Afr icanus. 

The Roman Senate Ilamed the 25-year-old Scipio to succeed his 
father and take command of the legions fighting Carthaginian forces 
in Spain. ScipiO moved quickly, marching to the capital of the 
province and capturing it with a surprise attack. During the next 
three years, SCipio routed the Carthagi nians from Spain, won election 
as consul and began preparing a bold invasion of Africa. 

Surprise was ScipiO'S secret W('aPO". In Africa, he agreed to an 
armistice only to fall o n the enemy ca mp at night, destroying the 
C.,rthaginian army with another sneak attack. Desperate, the 
Carthaginian Sena te recalled Han nlb" l from Italy to face th e invaders. 

The two allni~~ UII:t dt Zama. Hann ibal's army of 45,()()O Infantry 
and 3,000 cavalry outnumbered the Roman forces, but more than half 
of his infantry were raw recru its. Scipio took the field with 34,000 
infantry and 9,000 cavalry. The Roman advantage in caval ry 
prevented Hannibal from employing his favor ite maneuvers, and 
Scipio drew up his infantry in a bold new formatIon designed to blunt 
the effect of the Ca rthagin ian elephants. He aligned his cohorts In 
columns through which the elephants could be herded. 

SCipio's defensive stratagem worJ...ed perfectly. The elephants were 
allowed to pass through the line where they could be attacked from 
the rear. Meanwhile, Scipio's cavalry swept the outnumbered 
Carthagin ian cavalry from the fleld . Now the inf.1Iltry clashed, and 
th e Romans cut through Hannibal'S recruits until onl y the last line of 
"eterans remained, standi ng their ground before Ilannibal 's 
commanding presence. But SCipiO chose this moment to release his 
veteran s, and a Roma n cavalry charge o n the Carthagini an rear won 
the day. It was Hannibal 's last battle, and his greatest defeat. For 
ScipiO, it was a grea t victory, the one for which he earned the 
honorary tit le of Africanus. 
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OutAank 

WEDGE FORMATION 
Cannae Tactic 
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HANNIBAL AND THE BATTLE OF CANNAE 

Whether respected or reviled, I-Iannlba l stands among the most 
brilliant milita ry minds of an tiquity. The Romans recognized Hanniba l 
as the greatest enemy Ihey ever faced, and the deep impression he lef! 
among them was such that years after his dea th matrons could strike fea r 
into the hearts of eh ildren wit h the words Ilalll1iba/ ad portas!- Hanniba l 
is at thegalcs! 

In an impressive display of strong leadership as well as strategic 
ingenuity. Hannibal successfully fought the Romans on thelrown soil fo r 
IS years. 1-1 Is mOSt spectacula r performance In Italy was a battle fought at 
Ca nnae in which he successfull y d est royed two consular a rmies in a 
maneuver that would be studied by strategists fo r millenia to come. 

Hannibal spread t he bulk of his army - 32,000 in fantry - in a 
concave line or wedge before the Roman legions. On each of the wings 
he placed cavalry; 8,000 Spanish and GaUic heavy horseon the left, 2,000 
Numidian light horse on the right. Seeing that he couldn't outflank 
Hannibal. the Roman consu l, Terentiu5 Varro, decided to simply throw 
his 65,000 legionalrres into the center of t he Ca rthaginia n line. To 
protect his flanks, Varro posted 2,400 Roman cavalry on hi s right and 
4,800 allied cava lry on his left. 

The battle began as Ha nniba l's heavy cava lry charged. The Roman 
cavalry faCing the onSlaught was crushed, and the heavy horse turned to 
join the Nu mid ian cavalry in an attack on the Romans' allied horse. 
Outflanked, the allied horse fled t he scene. 

Meanwh ile, the La rtagt nlan infan try was COllapSi ng under the 
weight of legionairrcs' advance - just as Hannibal had planned. Hoping 
to drive the Carthagi nia n in fan t ry into the water, Va rro packed his 
cohorts tightly into a single, dense line. At this moment , Hann ibal 
ordered the heavy horse to str ike the rear of the Roman infantry. 

The result was a scene of ca rnage that the Roma ns would never 
forget. It was reported that Varro's legionarres were sq ueezed so tightly 
th at they cou ld n' t even wield t heir weapons. When the dust ~etl led over 
the battlefield, sOllle 60,000 Romans had been bu tchered . Hannibal 's 
army Imt fewer than 10.000 men. 
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Drive a Wedge 

Form a Line 
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STRONG RIGHT FORMATION 
Sweep Righi 

Sweep Left 
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Mass Troops 

STRONG LEFT FORMATION 
Sweep Right 
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Sweep left 

Mass Troops 

42 



NonCE 
ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN lHE PRODUCT 
DESCRIBED IN THIS MANUAL AT ANYTIME AND WITHOUT NOTICE. 

Tii IS M ANUA L. ANDTH E SOFrW ARE DESCRIBED IN nils MANUAL, ISCOPYRIGHTED. ALL 
RIGHTS ARE RESERVED. NO I'ART OFTHISMANUALOR THE DESCRIBEDSOFIWARE MAY 
BE COPIED, REPRODUCED, TRANSLATED OR REDUCEDTO ANY ELECTRONIC MEDIUM OR 
MACHINE-READABLE FORM WITHOlIT THE PRIOR WRl lTEN CONSENT OF ELECTRONIC 
ARTS, P. O. BOX 75i8, SAN MATEO, CALIFORNIA 9~4OJ-7S78, A TIN: CUSTOMER SERVICE. 

ELECTRONIC ARTS MAKES NO WARRANTIES, EXl'RESS O R IMPLIED, WITH RESPECT TO 
THIS MANUAL, [TS QUAU1Y MERCHANTABILJ1l' OR FITNESS FOR AI\ry PARTICULAR 
PURPOSE. THIS MANUAL IS PROVIDED "AS [S.~ ELECfRON1C ARTS MAKES CERTAIN 
LIMITED WARRANTIES WITH REGARD TO THE SOFTWARE AND THE MEDIA FOR THE 
SOFfW A RE. PLEASE SEE Tli E ELECTRONIC ARTS UMITEO W ARRANTI'. 

SOFlW ARE e 1990 KElL YN BECK AND B[TS OF MAG[C 
ALL RICHTS RESERVED. 

MANUAL BY DAVID LUOTO 

e [990 ELECTRONIC ARTS. ALL RIGHTS RESERVED. 

Techn ical Support 
[ f you have questions about the progra m, our Tffhnical Support Department can help. [f 
your question isn't urgen t, please write to us at: 

Electronic Arts Ted mical Support 
1'.0. Box 7578 
San Mateo, CA 94403-7578 

Please be sure to include the followi ng information in you r leiter: 

• Product name 
• Type of computer you own 
• Any additional system in formation (like type and ma ke of monitor, video card, 

printer, modem etc.) 
• Type of operating system or DOS version n umber 
• Description of the problem you 're having 

If you need to talk to someone immediately, call us at (415) 572·ARTS Monday though 
Friday between 8:30 am and 4:30 pm, I'acinc Time. ['lease have the above information 
read y when you call . This will help us answer your question in the shortest possible titne. 

If you live outside of the Uni te<! States, you can contact one of our other offices. 

In the United Kingdom, contact: Electronic Arts Limited, P.O. Box 835, Slough S1..3 8XU, 
UK. Phone +44 (7S3) 46465. 



In \U,tfilli,l, to(lt,i<l: I{ 1'/1 \, ~/ [I'> ~"[ln,e Drill' :,\:, [iln).! {,o[d (:oa~t, 01 t) 4211 
1'11(1<1(' (7S) '163-41>1'>. 

Limited ''1'Munty 
Lkctrnnil' '\rb ~"I-,\") pru\'id" to til "ri;;111,I1 purdl "<'f oJ tilt' (,<lmputlf ~I'I!W,m~ 

prudu(l for il pcrloll of nill('h' I'm) dil\ frul1lllw .ldleol u'i;;illal pUrdlJSe Itlle "\\'arrilnl II 
PI.'rind"), Ih~ following lifllill'U ",Irrdllllt:~: 
Media - f \ \\'arrallt~ thaI. uo<1\r norm;l) 'I\t', Iht rn'l~nl.tl( lTlI.'Jiil ;.Ill.! the ;>,I~k,'glll)\ 
pro\ iJ{>(! I\' it h i l Jrl' I rl";> trom <.It'll'< I ~ i n malni,lis a llll '" (lrkm'] n\hi p. 
SoftwaTl' I \ warr,HlH that the <'OItWd[l'- as originall\ purcha J, lI'ill pt rlorm ,uh\t,lfI' 
tialh in contorrnarh'l' \\'Lth the '>I'uililalllln"l set torUl in th. 1"" ~,lginfi ,llld in the u .... r 
mallual, 

W arr.mly Clailn~ 
10 make il \\<llfiUl\) 1.!.lim Ulld,'r lhi~ lUnlh'o \"lffar\t~,I'I'J,e rdurn th,' product to the 
point 01' purdl.l'~, JlUIll\pallit'd h} pro lof ot purdlaw, \ ,JUT IMJlW, ~-nllr rt I urn addrl'"",, 
Mid ,I \t.llt'lllt'rlt ot the dd,'ct ,OR 'il:nd the d i,k " to U) ill I h(: ,ll)()\',' addH>\~ IV i 1 h i n 9f) ddV' 
01 purrh,l\I.', I nel UlI,' a ropy 01 tIlt.' ,Lllt,d pu rt h.l~l' f\,'C\,' i pt, ~ our 1 ),mw. ) lIUT f('lu rn Jdtlrt'~s 
dnd il xtal(i\ll'ilt of th .. deled, 1.\ or ib duthort/ed Ul,lltr "'HI. ,11 OOlf optiOll, [1'pilH or 
r('plan.' !ht, pro<.lul\ ,mu fdurn il 10 \'OU (poxtJ!,t' Pf('IMidl or ix\,,, \()\! wlIh ,\ rr .. dit cquill 
10 Ihe purth,l\e prll't'. 

10 fel'ldll' ddtc! i \ l nwd i ;Ifter t h<.' Q().\!,I\ ",1 rT<11l Iy p"riud IlJ' ('''pi r ... l ,en, I the' (Iflgi II d I 
dix!..i)l loth, ahove addrl"~' rilc!O\l'.l 'tdtClllelllol II'l' dodl'd, VIllI[ n;wl(', \()llr rl'turn 
addrl'\\, Jnu a chl'(k or f1\(lfln ,)rUl'f f( ,,. S: "~{). 

1)1I 1011.\-:(,01:\(, ~ I xn S I I II, I'UH{ 1l'\\LIrS SOlI -\~IH \Cll'S]\ F Itl \-1I DY 1 (lR.\ '\JY 
ilRI \( II 01 \\ \II.H \\.; n \VI III IU\!'I{ r TO Hit \nITWAIU. PROnUct 

WMranh ht1u~iom: 1-\ f XI'IH~\1 Y nlscl ,\1\1\ ,\1\\ I\WIII.]) \V <\RR\N [11\ \\ I I'll 
HLS!'l.l[ 10 I"!lL MH)!A-\'\[l-I tlf \'Wl\\'\RI, l"'{ I 1'])1:'><(; W,\IHt\:'\:[Il\ 01 \111(, 
( I' \N l.\1l11 It)- (IF. I-I 1,\ l\~ H)R \ [,,\It I I( UIAR I'U RI'O\I. \'\\ \,- \1t1l..\'\l!I-\ 1\11'1 [I' n 
IIY I \\\1 .WL I I \111 ED Il\ I )l~J<. \ 110,", 10 111) \\">\RR \'\H P! 1m In_ S{ I\tl ST \'I [\ no 
:\0 I .\lI.OW [ 1\ II L\ rro;...s 0'\ TIll DL·RA1IO:\ OF ,\:\ I~I I'll 1-11 \\ ARR \;... I \, \0 III I 
\IlOV!. 1J\!II.\t IO:\S \L\Y :";01 \1'1'1)' [0 '10l', 1'1l1\ \\'.\RR.\l\TY (;1\ FS YOU WI­
(1I1C [H;,\I RI(,ItIS_ YOL tl.IW \ISO H,\\-'LunIlR HHrlll\ "·jll{ II \ \RY I-RO\I 
\1 \1'1 TO\1'\1"r 

limItation on Damages 
f·' SII..\II :'\:011'\ _\l\Y ( \\1 li1 ti \I\I! 10]( IM.llli:\I.\1 «(l~\EQL'ENTl,\L, OR 
o t"l-I~R.I'\DlR! (I 1),\\1 \(,!.\ .\HlSI;\(, IRO\I.\N\ <.. L\I~1 L'\])tR nils \(;HFI \11 '\1. 
1.\ L~ If E \ t)R 115\(;1" IS H,\\'F HH j\; .\D\ I\j."[) 01- 1111. 1'{)S\lUll J [ 'i 01 \l"( H 
lIAMAtjIS. SOI\IE SIAll\ 11() VH·\lltHV 1"1- 1,\CLL'SI()!\j OR Il\llT-\IIOl\ 01 
I!'o:CiDf'-o;Tl.I OR COV.,t-QlT'\rt\1 I'\M_H,I'\, \01111, \flOW U~IlI\TIO'" OIl 
I X( Ll_ <;10'..: \I.\Y '\01 ,\1'1'1 Y 10 YOU 

179805 


