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WELCOME TO
SONS OF ABRAHAM

ONS OF ABRAHAM by Paradox Development Studio is the fifth expansion pack for

Crusader Kings IT and it is intended to fill in some of the gaps in the religious side of the

game. If you're a veteran player, then you’re already familiar with the concepts of heresy,
excommunication, Crusades/Jihads and so on - all those very important religious/political me-
chanics that we use to bring the blood and glory of medieval religion to your monitor.

This brief manual will guide you through some of the major changes in the game, but won’t
get too deep into the math or event chains. You can check the tutorials and roll-over tooltips in
the game if you want precise detail on how everything fits together, and events are best explored
as they pop-up in the game. We know how you like surprises.

Sons of Abraham introduces some new ideas to the religious subgame including a College
of Cardinals, rival schools of Islamic thought and, at long last, Judaism as an active faith in the
game. None of these changes are radical; certainly nothing on the scale of what you would have
seen in the Old Gods expansion, with its Pagan traditions, 200 extra years of history, and raiders
and adventurers.

But just because the changes are individually smaller doesn’t mean that they are in sum any
less world-changing. Stronger heretic movements can now dominate a kingdom, overturning
the devotion to the truth faith. Switching from a simpler, more earnest Islam to one that leads
to a scientific revolution may make sense to you as a player, but be wary of zealous vassals or
neighbors that need the piety. And a careful ruler might be able to restore the Chosen People to
the city of God - with a new Temple and everything.

Next year in Jerusalem!

Of course, if you're still coming to grips with Crusader Kings I1, even minor changes can seem
intimidating. Just remember that sometimes the best way to figure out how something works is
to experiment a little. Push some buttons, make some choices, take some risks. So what if your
dynasty explodes a little sooner than yowd planned? You have centuries left to take revenge on
your uncle/cousin/neighbour/grandson, and you’ll know a few more tricks to make that happen.




THE COLLEGE OF CARDINALS
AND THE PAPACY

HE LARGEST SINGLE ADDITION to the Roman Catholic faith is the inclusion of a College

of Cardinals. Bishops from throughout the Catholic world have a chance to be selected

to this august body responsible for advising and choosing the Pope. The College was in-
cluded to add a little more depth to relations with the Holy See and to reflect the importance and
influence of powerful churchmen outside their own diocese.

Cardinals are chosen based on a combination of factors, with their piety and seniority be-
ing two of the biggest contributors to getting hired. You don’t always have a lot of control over
these factors, of course, but careful grooming and a faithful realm will help a lot in getting your
bishops to stand out. So does spending money to spread the word about how righteous he is.
(Italians also get a bonus.)

You can access the College by clicking the mitre (the pointy hat) at the top left of the religion
menu, beside the Pope’s head. You will see the Pope, his likely successor, the eight cardinals
and, at the bottom, your realm’s top candidate for the next vacancy on the college as well as
the person most likely to get the job. Oh, and a place for you to deposit money for your bishop’s
campaign fund. A rollover tooltip explains all the calculations that come into play, so you can try
to shift the selection in your favour.

An enemy cannot excommunicate you if you have more cardinals than he does, so if you keep
a strong church presence, there will be fewer wars of convenient excommunication. You can’t
directly influence who will be chosen Pope from the cardinals, but since that ballot goes along
similar lines as the College selections, a strong presence in the College means that there is a good
chance that - eventually - you’ll get a Pope from your own realm.

That’s when the fun begins. A Pope from your own lands will be more willing to agree to your




requests for invasions, crusades or divorces, making him a very powerful tool provided you don’t
exhaust his patience with you. Since Popes can now be directly asked for funds, a pliable cleric
in the Holy See can help finance improvement and expansion of your realm. A Pope from your
own dynasty brings prestige and piety to your family line, so a church career is good for more
than just avoiding an inheritance crisis.

In all, the changes to the Papacy bring more subtlety to managing the hierarchy of the
Catholic Church. You can’t just bribe your way into the Pope’s favour, and there are smaller

prizes to be grabbed in Cardinal positions. This is not a screen you’ll visit often, but do check

in once in a while.




HERETICS AND
OTHER INFIDELS

@’ ERESY WAS EVERYWHERE in the Middle Ages. In some ways prefiguring the Protestant

D Reformation, many so-called heretics turned their back on the material and political

wealth represented by the Catholic Church, embracing ascetic lifestyles. Others rejected

papal authority, trusting individual believers to decide what the Gospels mean. It’s all very inter-
esting.

If you're a ruler in Crusader Kings II, however, heresy is — more often than not - a glitch in
your social matrix that you need to stamp out. Heresy undermines relationships between people
and their rulers, vassals and their lords, kings and their court. And the Pope doesn’t like it at
all. Heresy in Sons of Abraham is a more dynamic force and one that can turn the world upside
down.

First, heretic armies can get much bigger. If a province turns to heretical beliefs and you can’t
stamp it out in time, local leaders will crusade to spread the word to neighboring lands. These
are considered wars, so you can call your allies in to help you out. A heretical stronghold can
generate thousands of angry soldiers, so you could need the aid.

But if a heresy ever becomes the majority faith within its religious sphere, then it becomes
the new orthodoxy, while the old orthodoxy will be seen as heretical with all the penalties at-
tached. You can also now have, for example, Waldenisan or Cathar duchies and kingdoms, each
faith following its own rule set that may change the parent faith in some neat ways. Some her-
esies will refuse to accept investiture, some will allow women to be priests.

Heresies aren’t just for Catholics, of course. Rival interpretations of Eastern Orthodoxy,
Islam and Judaism will compete for land and followers. Though it will be rare - and difficult -
for a heresy to totally unseat the parent faith, heresies will be the sort of thing you can’t simply
shake off as a minor revolt nuisance or a quirk in an advisor that you can correct when the Pope
starts complaining.

Similarly, subject counties of completely different faiths are more likely to spawn armies of
liberation. The Catholics of Spain will balk at the idea of Muslim rulers and Eastern Orthodox
expansion into Islamic territory will come with a chance of religious rebellion that must be
squashed before they establish their independence.




THE CHOSEN PEOPLE

S THEY HAVE been for most of history, the Jewish population of Sons of Abraham is small,
mostly landless and a target of scorn in many kingdoms. But Judaism is the first of the
Abrahamic religions and the Jews of medieval Europe certainly had a place in that society.

First, the Khazar Khaganate, nestled on the Black Sea and guarding access up the Volga,
was a Jewish led state for almost two centuries, including the starting point of Crusader Kings
II. They have no religious head, and no real hierarchical structure, and are surrounded by rival
faiths - pagans, Muslims, Eastern Orthodox...it’s an unfriendly place.

But a successful Jewish leader, should one arise, can do amazing things in an alternate his-
tory. If the Jewish people manage to retake Jerusalem and re-establish the Kingdom of David,
the Holy Temple can be rebuilt and the High Priesthood reinstated. Shofars for everyone!

Most players, however, will interact with Jews in the manner that most rulers did - as advisors
or bankers. Occasionally a Jewish character will arrive at your court, and he will be a man of great
ability; it took great ability to get over the prejudices of the time, and the emphasis on being able to
read the Torah meant a high rate of literacy. You can hire these people to be advisors at your court,
though there will be tensions as there always is with people of different faiths. Jewish characters
will also be either Ashkenazi or Sephardic in culture, so you have the culture-clash to manage as
well. It might be worth it to get that highly skilled diplomat as your chancellor.

Characters now have the choice of borrowing money from Jewish merchants. You can do
this at any time - not just when your reserves are below zero - and the amount is set at 300 gold
per loan. Your church vassals won’t like it, much. Interest is steep, too; repaying it will cost you
350. Or you could, I guess, just kick the bankers out. If you choose not to pay back the loan, you
can expel all Jews from your realm, meaning that you owe nobody anything and can seize some
wealth. This type of policy was carried out at various times in history by ruthless rulers who
took advantage of the Jews’ vulnerable minority status. There’s a price to pay, however. You risk
losing technological progress, take a hit to your prestige and your diplomatic skill will take a dip.




SCIENCE OR FAITH

HOUGH THE UNDERSTANDING of the medieval Christian world as a dark age, void of sci-

ence or enlightenment, is a gross exaggeration of the way history worked, there is no doubt

that the era’s true scientific Golden Age was in the Muslim world. For three centuries
under Arab rule, Baghdad, Alexandria and Cordoba were centers of learning that rivaled anything
in human history. How to understand knowledge, however, was a matter of great debate within
the Islamic world and Sons of Abraham lets Muslim rulers choose which of two great schools of
theology they will follow.

First we have the Mut’azilah, a rationalist school of theology that argues that since Allah
is the only eternal thing, the Qu’ran is created by him. From this premise, they concluded that
the mind of Allah can be determined through a logical understanding of his creation and that
reason, therefore, was the only way to really determine whether something was right or wrong.
Revelation and reason were not opposite forces by any means; the skilled use of reason to under-
stand the mind of God and the nature of good and evil were born from faith.

On the other side, there were the Ash’ari, and though it would greatly oversimplify things
to say that they were anti-science (they weren’t), they started from the premise that the Qu’ran
was co-eternal with Allah and from there concluded that what we see as cause and effect are, in
fact, divine intervention between objects to produce a desired result - consistent only because
the Divine is consistent. There were many great Ash’ari thinkers and scientists, but their em-
phasis away from inductive logic and the Greek classics has been credited as causing a decline
in Arabic science and philosophy and harkening the end of the Islamic Golden Age well before
the Mongols burned Baghdad.

If a ruler chooses to follow the Mu’tazilah school, his realm will see a bonus to technologi-
cal research because of his embrace of human reason. Discoveries will be made more quickly
and disperse throughout the realm. “Cynical” characters will be more likely to embrace this
philosophy. If he chooses to follow Ash’ari thought, he will get a bonus to his piety because of
his reverence of the Qu’ran and the ultimate power of Allah. There is also another important
benefit that comes with the Ash’ari school - its followers do not generate decadence. “Zealous”
characters will be more likely to go for Ash’ari ideas.

Since the era was a period of contentious theological debate, vassals and lords of opposite
theological schools will have a penalty attached to their relationships. Lords can ask vassals to
change their minds, of course. These aren’t quite heresies, but keep in mind that science and
faith were linked for most people in the medieval world.




HOLY ORDERS
AND PILGRIMAGES

OLY ORDERS NOW have a greater role to play in Crusader Kings II. All faiths get their own

Holy Orders - even reformed pagans — and they usually start appearing once religious

crusades get moving. Holy Orders were independent groups of knights, soldiers and cler-
ics that were dedicated to the promotion of their faith and, in the game, will only fight heretics
and infidels. In Sons of Abraham, the Holy Orders are more than mercenaries that might set up a
fiefdom in the Holy Land - they are powerful resources or rivals.

Once founded, Holy Orders are alternative sources of income and piety. Holy Orders might
come knocking at your door asking for land. After all, once the Crusade has failed, they still need
ahome base. You lose that barony, of course, and that building slot - but you do get a prestigious
neighbor that will loan you money. Or, if you’re in a generous mood, donate money to your fa-
vorite Holy Order for a boost in your piety.

Sons and other family may sign up with Holy Orders, giving them great honor and adding to
the glory of your dynasty should they ascend to the ranks of being Grand Master. You can bor-
row money from organizations like the Templars, though they might sometimes call in debts
by requiring you to place family at their service or demand more castles. But, like the Jewish
merchants, they can be expelled if you are willing to take the hit to your reputation.

In general, the Holy Orders of all faiths are treated the same. Characters that join Holy
Orders remove themselves from the line of succession, and become celibate.

9 February, 1067




One new major decision and event tree is the ability of Christian characters to go on pil-
grimages, analogous to the Hajj treks introduced for Muslim characters in Sword of Islam. As in
those event paths, a ruler on pilgrimage will have a regent appointed in his stead and will have
choices to make along the way. Historically, pilgrimages were a way for the Catholic faithful to
show both humility and piety. In the game, Catholics can choose where to go on their pilgrim-
age. What destinations are available to a certain character depend on a variety of factors, but

examples of holy places you can visit are Rome, Jerusalem and Santiago de Compostela.
Pilgrims come back with an enhanced reputation for their righteousness and will better keep
the respect of clergy and zealous characters.
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THINGS TO REMEMBER
WHILE PLAYING
SONS OF ABRAHAM

If catholic, you ignore the College of Cardinals at your peril. Groom young churchmen for high
position by building structures that add to their piety, ensuring a better chance for success.

If you hunt down and destroy a heretic army, you can capture the heretic leader. Since this is
a war, he will be forced to make peace and surrender his holdings, removing the need for a
lengthy siege.

You can execute heretical rebels with no penalty, so stick some heads on pikes.

Troublesome heirs and vassals can now be ordered to “take the vows” - go to a monastery or
nunnery and effectively quit active politics and court intrigue. People don’t like this, but it’s
better than having them constantly escape your prisons.

If you expel Jews or a Holy Order from your land, you get out of debt and increase your own
wealth from confiscated property. But they will not come back for a while, so be sure that you
won’t need their services.

Going broke in Sons of Abraham does not trigger an event offering money; you need to ap-
proach Jews, Holy Orders or the Pope for cash. If your treasury is below zero for too long,
you will see new events highlighting the corruption that fills the void that government has
abandoned

Jewish courtiers may arrive with great skills and be promising tutors for your children. Other
courtiers might not like the idea of a future heir being taught by a foreign infidel.

With a stronger emphasis on religious relationships, building church baronies is more impor-
tant than ever before. Don’t rule out a new bishopric just because you’re more comfortable
with knights or money.
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FORUM
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END USER LICENSE AGREEMENT

IMPORTANT, PLEASE READ CAREFULLY

BY EITHER REMOVING THE SHRINK WRAP AND/OR JEWEL CASE SEAL OR DOWNLOADING, INSTALLING, COPYING, OR OTHERWISE
USING THIS SOFTWARE PRODUCT, YOU AGREE TO BE BOUND BY THE FOLLOWING TERMS AND CONDITIONS:

1. END USER LICENSE AGREEMENT.

This end-user license agreement (“EULA") is a legal agreement between you (either an individual or a single entity), hereinafter
sometimes referred to as “You,” “End User” or “Licensee,” and Paradox Interactive AB (“Paradox”) for the Paradox software
product accompanying this EULA which includes video game related software and may include associated media, printed media,
and on-line or electronic documentation (collectively, “Software Product”). If you do not agree to the terms of this EULA, you
should not install, copy, download or use the Software Product and in which case you should contact your vendor regarding its
return policy. If you are purchasing this Software Product from a Paradox or third party distributor website (a “Website") and do
not agree, click “disagree/decline.” You agree that your use of the software acknowledges that you have read this agreement,
understand it, and agree to be bound by its terms and conditions, and that you represent and warrant that you are an adult
and are either accepting this EULA on behalf of yourself or on behalf of your child or ward, as the case may be.

2. OWNERSHIP.

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

3. GENERAL.

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

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

A.  The Software Product package;

B. Any and all contents, components, attachments, software, media, and code with which this EULA is provided and delivered
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D. Related explanatory written materials and instructions, and any other possible documentation related thereto
(“Documentation”); and

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

The terms of this EULA will govern any Upgrades provided by Paradox that replace and/or supplement the original Software Product,
unless such Upgrade is accompanied by a separate license in which case the terms of that license will govern.
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GRANT OF LICENSE AND RESTRICTIONS.
A. Paradox grants you anon-exclusive, non-transferable End User license to install the Software Product on the local hard disk(s)
or other permanent storage media of one computer, or, on one other game play device (each a “Unit") and use the Software
Product on a single Unit at a time. Licensee may physically transfer the Software Product between Units provided that it is
used on only one Unit at any given time.

B. Paradoxauthorizes the End User to make one (1) copy of the Software Product as an archival backup copy, provided End-User's
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reproduction and distribution of the Game Content give you any intellectual property or proprietary rights in the Game Content
orinany logos and/or trade or service marks of Paradox. Allrights, title, and interests belong solely to Paradox and its licensors.

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



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

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

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

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

o

DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS.

A. Fromtimetotime, at Paradox’s sole discretion, Paradox may provide you with support services related to the Software Product
(“Support Services”). Paradox reserves the right to alter, suspend, and terminate the Support Services at any time and for any
reason. You can contact Paradox for Support Services at support@paradoxplaza.com or www.paradoxplaza.com/support.

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

C. Youshallnotmodify, sublicense, assign, or transfer the Software Product or any rights under this EULA, except as expressly provided
inthis EULA. Any attempt to otherwise sublicense, assign, or transfer any of the rights, duties, or obligations will be void.

7. TERM.

A. This License is effective until terminated. Licensee may terminate it at any time by destroying the Software Product with all
copies, full or partial, and removing all of its component parts. The term of this EULA runs concurrently with the period during
which the consumer uses and retains the Software Product. If the Software Product is transferred (to the extent allowed under
this EULA), the license is transferred with it.

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

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

INTELLECTUAL PROPERTY RIGHTS.
As between you and Paradox, Paradox shall retain all right, title, and interest in the Software Product and to any modifications
or improvements made thereto, and any upgrades, updates or Documentation provided to End User.

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

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

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

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

10. DISCLAIMER OF WARRANTIES.

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



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

11. LIMITATION OF LIABILITY.

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

12. DEFECTS AND SECURITY WARNING.

A. WITHOUT LIMITING THE FOREGOING, PARADOX DOES NOT ENSURE CONTINUOUS, ERROR-FREE, SECURE OR VIRUS-FREE
OPERATION OF THE SOFTWARE PRODUCT.

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

13. INDEMNIFICATION.

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

14. GOVERNING LAW.

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

15. WAIVER & SEVERABILITY.

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

16. ALLRIGHTS NOT EXPRESSLY GRANTED HEREIN ARE RESERVED BY PARADOX.
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