


IMPORTANT HEALTH WARNING:
PHOTOSENSITIVE SEIZURES

Avery small percentage of people may experience a seizure when exposed to certain visual images, including flashing lights or patterns that may appear in video games. Even people with no
history of seizures or epilepsy may have an undiagnosed condition that can cause “photosensitive epileptic seizures” while ing video games. Symp can include light:

altered vision, eye or face twitching, jerking or shaking of arms or legs, disorientation, confusion, momentary loss of awareness, and loss of consciousness or convulsions that can lead to injury
from falling down or striking nearby objects.

Immediately stop playing and consult a doctor if you experience any of these symptoms. Parents, watch for or ask children about these symptoms—children and teenagers are more likely to
experience these seizures. The risk may be reduced by being farther from the screen; using a smaller screen; playing in a well-lit room, and not playing when drowsy or fatigued. If you or any
relatives have a history of seizures or epilepsy, consult a doctor before playing.

SYSTEM REQUIREMENTS

MINIMUM

OS: Windows 7 64bit / 8.1 64bit / 10 64bit

Processor: Intel Core i3 2.5 Ghz or AMD Phenom II 2.6 Ghz or greater
Memory: 4 GB RAM

Hard Drive: 13 GB or more

Video Card: 1 GB DirectX 11 Video Card (AMD 5570 or Nvidia 450)

RECOMMENDED

OS: Windows 7 64bit / 8.1 64bit / 10 64bit

Processor: Fourth generation Intel Core i5 2.5 Ghz or AMD FX8350 4.0 Ghz or greater
Memory: 8 GB RAM

Hard Drive: 13 GB or more

Video Card: 2 GB DirectX 11 Video Card (AMD 7970 or Nvidia 770 or greater)

OTHER REQUIREMENTS

Initial installation requires one-time internet connection for Steam authentication; software
installations required (included with the game) include Steam Client, Microsoft Visual C++
2012 and 2015 Runtime Libraries, and Microsoft DirectX.

‘The Intel HD 5500 (and earlier generations of this IGP) doesn’t meet the minimum system
requirements for Civilization VI: Rise and Fall.

Requires Sid Meier’s Civilization VI to play.

2 CIVILIZATION VI



OVERVIEW

‘The Civilization VI: Rise and Fall expansion brings new choices, strategies, and challenges

for players as they guide a civilization through the ages. The expansion introduces new Ages,
Loyalty, and Governors systems, expands existing Diplomacy and Government systems,

and adds eight new civilizations, nine new leaders, a variety of new units, districts, wonders,
buildings, and more. Can you lead your people into a Golden Age of prosperity? Or will your
empire face the challenges of a Dark Age?

GREAT AGES

As your civilization ebbs and flows, and you reach milestone Historic Moments, you will move
towards Dark Ages or Golden Ages, each providing specific challenges or bonuses based on
your actions in game. Rise triumphantly from a Dark Age, and your next Golden Age will be
even stronger — a Heroic Age.

‘There are four types of ages that can occur through the eras. When the game moves into a new
era it checks how much era score your civilization has gained and determines which type of
age your civilization is placed in. The four types of ages are; Normal Age, Dark Age, Golden
Age, and Heroic Age:

* Normal Age: This is the baseline age in the game. The Dedication that is selected at the
beginning of the age gives you a slight boost in generating Era Score.

* Dark Age: Dark Ages cause reduced Loyalty in your cities. They also allow for the selection
of Dedications, which can be used to lift the civilization out of the Dark Age, and the ability
to equip Dark Age Policies.

* Golden Age: This age brings bonuses to the era through Dedications and increased Loyalty
in the civilization’s cities, making it harder to lose cities to outside influence and easier to
spread your own.

* Heroic Age: A Heroic Age is a better form of Golden Age. This age marks that a
Civilization moved from a Dark Age to a Golden Age in one swoop. This age also allows for
the selection of multiple Dedications which give major bonuses to the civilization.
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DEDICATIONS

Dedications are bonuses that can be selected at the being of an era. These bonuses change
depending on the type of age that the civilization is in. For Dark Ages and Normal Ages,

the Dedications help gain Era Score to boost the civilization into a higher Age in the next
era. In Golden Ages or Heroic Ages, the Dedications give great boons to the civilization. The
dedications are:

BODYGUARD OF LIES

* Golden/Heroic Age — Spies take no time to establish presence in an enemy (any) city.
Time to complete all offensive missions reduced.

* Normal/Dark Age — Bonus Era Score for each successful offensive spy operation.
EXODUS OF THE EVANGELISTS

* Golden/Heroic Age — Increased Movement for all Gurus, Missionaries, Apostles, and
Inquisitors. Additionally, newly trained ones get bonus charges. Additional Great Prophet
points per turn.

* Normal/Dark Age — Gain additional Era Score each time you convert a city to your founded
Religion for the first time.

FREE INQUIRY

* Golden/Heroic Age — Replaces Commercial Hub and Harbor adjacency bonus as Science.
Earn more Science from Tech Boosts.

* Normal/Dark Age — Extra Era Score is granted each time you trigger a Eureka. Additional

Era Score for constructing a building that provides Science as a base yield.
HEARTBEAT OF STEAM

* Golden Age/Heroic — Increased Production toward Industrial era and later wonders.
Campus district’s Science adjacency bonus provides Production as well.

* Normal/Dark Age — Bonus Era score for each Industrial or later building constructed.

HIC SUNT DRACONES

* Golden Age/Heroic — Additional Movement for Naval Units, and increased population
for cities founded on non-home continent. Increased Loyalty per turn for cities on
non-home continent.
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* Normal/Dark Age — Gain extra Era Score each time you discover a new Continent or
Natural Wonder. Increased Era Score each time you kill a non-Barbarian naval unit.

MONUMENTALITY

* Golden Age/Heroic — Increased Movement for all builders. Can purchase civilian units
with Faith.

* Normal/Dark Age — Additional Era Score each time you construct a new District.
PEN, BRUSH, AND VOICE
* Golden Age/Heroic — Additional Culture for each Specialty district. Earn additional

Culture from Civic Boosts.

* Normal/Dark Age — Gain Era Score each time you trigger an Inspiration. Additional Era
Score for constructing a building with a Great Work Slot.

REFORM THE COINAGE

* Golden/Heroic Age — Your Trade Routes cannot be pillaged. International Trade Routes get
additional Gold per specialty district at the destination.

* Normal/Dark Age — Bonus Era Score each time you successfully complete a Trade Route.
SKY AND STARS

* Golden/Heroic Age — Unlocks the Eurekas for Advanced Flight, Nuclear Fission, and
Rocketry if in Atomic Era. If in the Information Era the Eurekas for Satellites, Robotics,
Nuclear Fusion, and Nanotechnology are unlocked. Increased XP earned for all Air Units.

* Normal/Dark Age — Bonus Era Score for each Aerodrome building constructed. Bonus
score for each Great Person Earned.

TO ARMS!

* Golden/Heroic Age — Unlock a special Casus Belli which, after Denouncing the target,

gives less warmonger penalties than formal war. Increased Production towards military units.

*~ *Normal/Dark Age — Bonus era score for each defeated non-barbarian unit.
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WISHYOU WERE HERE

* Golden/Heroic Age — Cities with Governors receive more Tourism from World Wonders.
Additional Tourism to all National Parks.

* Normal/Dark Age — Bonus Era score for each Artifact extracted.

TIMELINE

Review your civilization’s history at any time with the new Timeline feature, a visual journey
through the Historic Moments that you encountered on your path to victory.

* Historic Moments are actions that a civilization takes that are heroic or major in some way.
‘These moments help a civilization achieve a Golden Age, or avoid a Dark one, throughout
the eras.

* Some examples of Historic Moments are; Founding a Religion, Circumnavigating the
Globe, Launching a satellite, and many more.

LOYALTY

Cities now have individual Loyalty to your leadership — let it fall too low, and face the
consequences of low yields, revolts, and the potential to lose your city. But one civilization’s loss
can be your gain as you inspire Loyalty among cities throughout the map and further expand
your borders.

* Loyalty is the measure of how much your city’s citizens want to stay as part of your empire
and is gauged from 0 to 100. If the cities’ loyalty drops to zero it will revolt, and the city will
be lost, switching allegiance to a free city that can go to another empire. Even before the
counter reaches 0 the city will face lower yields from resources.

* Loyalty can be gained through many ways, including keeping your cities’ Happiness up
or installing Governors, and receives bonuses in your Capital. Certain Cultural Alliances
with neighboring Civilizations can also prevent high Loyalty from their cities negatively
impacting your cities in close proximity.

* Loyalty can be lost due to Unhappiness from your citizens (due to factors such as lacking
Amenities) or from nearby cities from other Civilizations having higher Loyalty.

GOVERNORS

Recruit, appoint, and upgrade powerful characters with unique specialization bonuses and
BE 4ol SMErRE
promotion trees to customize your cities and reinforce Loyalty.
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* Each Governor gives a different set of bonuses to the city it is assigned to. Throughout the
game Civilizations can earn more Governor Titles, which can be spent on new Governors or
existing Governors upgrades.

¢ The different Governors can be moved around to different cities whenever needed. Their
Loyalty bonus is applied immediately, but it takes a few turns for their other bonuses to

be applied.

* Beware of enemy spies that can neutralize Governors for several turns. Governors also help
with their city’s Loyalty. A city with a Governor has increased Loyalty to the civilization and
is harder to flip.

GOVERNORS:

AMANI - The Diplomat — Messenger

* Ability— Can be assigned to a City-State, where she acts as additional envoys.
* Promotions — Emissary, Prestige, Affluence, Promoter, Puppeteer

LIANG - The Surveyor — Guildmaster

* Ability — All builders trained in city get additional build charges.

* Promotions — Infrastructure, Aquaculture, Zoning Commissioner, Amusement,
Parks and recreation

MAGNUS - The Steward — Groundbreaker
* Ability — Increased yields from plot harvests and feature removals in city.

* Promotions — Surplus Logistics, Provision, Industrialist, Black Marketeer, Vertical
Integration

MOKSHA - The Cardinal — Bishop
* Ability — Religious pressure to adjacent cities is stronger from this city.

* Promotions — Grand Inquisitor, Divine Architect, Laying on of Hands, Citadel of God,
~ Patron Saint

PINGALA - The Educator — Librarian
* Ability - Increase in Science and Culture generated by the city.

* Promotions — Connoisseur, Researcher, Grants, Arms Race Proponent, Space Initiative
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REYNA - The Financier — Land Acquisition

* Ability — Acquire new tiles in city faster.

* Promotions — Harbormaster, Foreign Exchange, Tax Collector, Contractor, Curator
VICTOR - The Castellan — Redoubt

* Ability — Increases city garrison Combat Strength.

* Promotions — Garrison Commander, Defense Logistics, Security Expert, Embrasure,
Air Defense Initiative

NEW LEADERS AND CIVILIZATIONS

Nine new leaders and eight new civilizations are introduced. Each brings unique bonuses
and gameplay, as well as a total of eight unique units, two unique buildings, four unique
improvements, and two unique districts.

LEADERS/CIVILIZATIONS - ABILITIES
CHANDRAGUPTA -INDIA

* Leader Ability — Arthashastra - Can declare a War of Territorial Expansion after gaining
the Military Training Civic. Increased Movement and Combat Strength for the initial turns
after declaring a War of Territorial Expansion.

GENGHIS KHAN-MONGOLIA

* Leader Ability — Mongol Horde — All Cavalry class units have increased Combat Strength
and chance to capture defeated enemy Cavalry class units.

» Civilization Ability — Ort66 — Starting a Trade Route immediately creates a Trading
Post in the destination city. Receive an extra level of Diplomatic Visibility for possessing
a Trading Post in any city of a civilization. All Mongolian units gain increased Combat
Strength for each level of Diplomatic Visibility on their opponent.

LAUTARO-MAPUCHE

* Leader Ability — Swift Hawk — If a Mapuche Unit defeats an enemy unit within the borders
of the enemy city, that city loses Loyalty.

* Civilization Ability — Toqui— All units trained in the cities with an established Governor
gain more experience in combat. Increased Combat Strength against civilizations that are in

a Golden Age.
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POUNDMAKER - CREE
* Leader Ability — Favorable Terms — All Alliance types provide Shared Visibility. Trade

Routes grant Poundmaker increased Food in the sending city per Camp or Pasture in the
receiving city. Trade Routes grant Poundmaker increased Gold in the receiving city per
Camp or Pasture in the receiving city.

» Civilization Ability — Nihithaw - Trade route capacity and a free Trader with the Pottery
Technology. Unclaimed tiles close to a Cree city come under Cree control when a Trader first
moves into them.

ROBERT THE BRUCE -SCOTLAND
* Leader Ability— Bannockburn - Can declare a War of Liberation after gaining the

Defensive Tactics Civic. Increased Production and Movement for the initial turns after
declaring a War of Liberation.

* Civilization Ability — Scottish Enlightenment — Happy cities receive additional Science
and Production, generate more Great Scientist points per campus, and increased Great
Engineer points per Industrial Zone. Ecstatic cities receive double these amounts.

SEONDEOK-KOREA

* Leader Ability — Hwarang - Increased Culture and Science in all cities with an established
Governor.

* Civilization Ability — Three Kingdoms - Mines receive more Science if there is an adjacent
Seowon district. Farms receive increased Food if there is an adjacent Seowon district.

SHAKA-ZULU

* Leader Ability — Amabutho - May form Corps (Mercenaries Civic) and Armies
(Nationalism Civic) earlier. Additional Base Combat Strength to both Corps and Armies.

* Civilization Ability — Isibongo - After conquering a city, its Loyalty per turn is stronger
while the city is in occupied status.

TAMAR - GEORGIA

. Leader Ability — Glory of the World, Kingdom and Faith - Increased Faith for several
turns after declaring a Protectorate War. Each Envoy you send to a City-State of your
majority Religion counts as multiple Envoys. (Must have a majority Religion.)

* Civilization Ability — Strength in Unity — When making a Dedication at the beginning of

a Golden Age, receive its Normal Age bonus towards improving Era Score, in addition to its
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WILHELMINA -NETHERLANDS

* Leader Ability — Radio Oranje - Your Trade Routes to your own cities provide Loyalty per
turn for the starting city. Trade Routes to foreign cities or from foreign cities have increased
Culture to you.

* Civilization Ability — Grote Rivieren — Major adjacency bonus for Campuses, Theater
Squares, and Industrial Zones if next to a river. Culture Bomb adjacent tiles when
completing a Harbor.

DISTRICTS
COPACABANA - Brazil; replaces Water Park district.

¢ Increased Amenities.

* Unlocks Water Carnival project which grants an additional Amenity and variety of Great
People points once complete.

* Cannot be built in city with a Street Carnival.

* Cannot build on Reef.

IKANDA - Zulu; replaces the Encampment.

* Provides additional Housing.

* Faster Corps and Army creation.

SEOWON - Korea; replaces Campus.

* Increased Science.

* Must be built on Hills.

GOVERNMENT PLAZA - All Civilizations
* Provides increase to the adjacency bonuses being earned by any adjacent district.
* Additional Governor Titles.

WATER PARK - All Civilizations

* Built on Coastal tiles.

* Increases Amenities.
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* Cannot be built in a city with an Entertainment Complex.

* Cannot build on Reef.

BUILDINGS

TSIKHE - Georgia; replaces Renaissance Walls

* Increased Tourism bonus after advancing to the Conservation Civic.
* Provides additional Faith.

* Raises strength of outer defenses to the highest level.

ORDU - Mongolia; replaces Stable

* Grants an ability that gives a Movement boost to Heavy and Light Cavalry trained in the city.
* Increased combat experience for all Cavalry class units trained in city.
ANCESTRALHALL

* Increases Production toward Settlers.

* New cities receive a free Builder.

* Awards a Governor Title.

AUDIENCE CHAMBER

* Gives an Amenity and Housing in Cities with Governors.

* Decreased City Loyalty without Governors.

* Awards a Governor Title.

FOREIGN MINISTRY

* Levied Units gain increased Combat Strength.

* Levy Military costs less Gold.

» Awards a Governor Title.

1 CIVILIZATION VI



GRAND MASTER’S CHAPEL

* Grants ability to buy land units with Faith.

* Pillaging Improvements and Districts provides Faith.
* Awards a Governor Title.

INTELLIGENCE AGENCY

* Increase to Spy capacity.

* Grants additional Spies.

* Spy Operations have a higher chance of success.
* Awards a Governor Title.

NATIONAL HISTORY MUSEUM

* Provides additional slots for any Great Work.

* Awards a Governor Title.

ROYAL SOCIETY

* Builders gain the ability to use all of their charges to provide bonus Production to a
District Project.

* Awards a Governor Title.

WAR DEPARTMENT

* When unit kills an enemy unit, that unit heals.

* Awards a Governor Title.

WARLORD’S THRONE

* Capture of enemy City grants bonus Production in all Cities for several turns.
* Awards a Governor Title.

FOOD MARKET

* Increased Food.

* Limit one per city.
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SHOPPING MALL

* Increased Tourism.

* Limit one per city.

AQUARIUM

* Bonus Amenity extends to each City Center around the Water Park.

* Bonus does not stack.

* Increased Science to each coastal resource, Shipwreck, and Reef tile in this city.
* Increased Amenities.

AQUATICS CENTER

* Bonus Amenity extends to each City Center around the Water Park.

* Bonus does not stack.

* Increased Tourism for each Wonder built in this city on or adjacent to a Coast tile.
* Increased Amenities.

FERRIS WHEEL

* Increased Tourism.

* Increased Amenity.

UNITS

DE ZEVEN PROVINCIEN - Netherlands — Renaissance Era; replaces Frigate
* Naval Ranged Unit.

* Increased Combat Strength when attacking defensible districts.

DRONE - All Civilizations — Atomic Era

* Support Unit.

* Increased Range to adjacent bombard strength units.
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HIGHLANDER - Scotland — Industrial Era; replaces Ranger

* Recon Unit.

* Increased Combat Strength bonus when fighting in Hill/Forest terrain.
HWACHA - Korea — Renaissance Era; replaces Field Cannon

* Ranged Unit.

* High Ranged Attack Strength.

* Cannot move and attack in same turn.

IMPI - Zulu — Medieval Era; replaces Pikeman

* Anti Cavalry.

* Increased Flanking bonus.

* Low cost and maintenance.

* Earns experience faster.

KESHIG — Mongolia — Medieval Era; replaces Field Cannon

* Ranged Unit.

* Can escort moving civilian and Support units at their higher Movement speed.
KHEVSURETI - Georgia — Medieval Era

* Melee Unit.

* Increased Combat Strength bonus when fighting in Hill terrain.
* No Movement penalty in Hill terrain.

MALON RAIDER - Mapuche — Renaissance Era

* Light Cavalry Unit.

* Increased Combat Strength bonus if close to friendly territory.

* Pillaging costs 1 Movement.
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OKIHTCITAW - Cree — Ancient Era; replaces Scout

* Recon Unit.

* Strong reconnaissance unit.

» Starts with a free promotion.

PIKE AND SHO'T - All Civilizations — Late Renaissance Era

* Anti Cavalry Unit.

SPEC OPS — All Civilizations — Atomic Era

* Recon Unit.

* Paradrop ability allows movement from a friendly tile to a location several tiles away.
* Increased Paradrop range if starting in Aerodrome or Alirstrip.

* Attacks support units directly without having to eliminate the combat unit first.
SUPPLY CONVOY - All Civilizations — Modern Era

* Support Unit.

* Increases healing for adjacent units.

* Gives units bonus Movement if the move is started adjacent to the Convoy.

IMPROVEMENTS

CHEMAMULL - Mapuche

* Provides Culture equal to a portion of the tile’s Appeal.
* Additional Tourism after researching Flight.

* Requires minimum Appeal of Breathtaking.

CITY PARK - Governor unique improvement

* Yields additional Appeal and Culture.

* Increased Amenity if next to water.

* Cannot be adjacent to a City Park.

5 CIVILIZATION VI



FISHERY - Governor unique improvement

* Must be placed on Coastal tiles.

* Increases Food.

* Additional Food if adjacent to a sea resource.

GOLF COURSE - Scotland

* Additional Amenity and Gold.

* Increased Culture if adjacent to a City Center district and/or an Entertainment District.
* Additional Tourism and Housing as you advance through the Civics and Technology Tree.
* Cannot be placed on Desert or Desert Hills.

* One per City.

» Tiles with Golf Courses cannot be swapped.

* Additional Appeal.

MEKEWAP - Cree

* Must be placed next to a Bonus or Luxury Resource.

* Provides additional Production and Housing.

* Additional Gold when next to a Luxury resource (such as Diamond).

* Additional Production, Gold, Food and Housing as you advance through the Civics and
Technology Tree.

* Cannot be built adjacent to another Mekewap.

POLDER - Netherlands

* Increased Food and Production.

* Additional Food if adjacent to a Polder improvement.

* Additional Production, Gold, and Food as you advance through the Civics and Technology Tree.

* Must be placed on a Coast or Lake Tile adjacent to multiple flat land tiles.

6  CIVILIZATION VI



TERRAIN FEATURE
REEF

* Provides Additional Food and Production.

NATURAL WONDERS

DELICATE ARCH

* One tile impassable.

* Provides Faith and Gold to adjacent tiles.

EYE OF THE SAHARA

s Three tile traversable.

* Provides additional Production from each tile.

* After the Atomic Era provides additional Production and Science from each tile.
LAKE RETBA

* Two tile traversable.

* Provides additional Culture, Gold, Production, and Fresh Water per tile.
MATTERHORN

* One tile impassable.

* Provides additional Culture to adjacent tiles.

* Land combat units who move next to the Matterhorn ignore Hills for the rest of the game
and gain increased Combat Strength when fighting in Hills.

MOUNT RORAIMA
-« Four tile impassable.

* Provides Faith and Science to adjacent tiles.
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UBSUNUR HOLLOW

* Four tile traversable.

* Acts as a Marsh.

* Provides Faith, Food, and Production.
ZHANGYE DANXIA

s 'Three tile impassable.

* Provides Great General and Great Merchant points if you own a part of the wonder.

WONDERS

AMUNDSEN-SCOTT RESEARCH STATION - Atomic Era

* Bonus Science and Production in all cities.

» Increased yield if multiple Snow, or Snow Hill tiles are close to the city and owned by the city.
* Must be built next to a Campus with a Research Lab.

* Must be built on a Snow or Snow Hills Tile.

CASA DE CONTRATACION - Renaissance Era

* Provides Governor Titles.

* All your cities on your non-home continent with a Governor gain additional Production,

Faith, and Gold.
* Must be built adjacent to a Government Plaza.
KILWA KISIWANI - Medieval Era
* Bonus Envoys when built.

* When you are the Suzerain of a City-State this city receives a boost to the yield provided by
that City-State.

* If you are the Suzerain to multiple City-States of the same type, all of your cities receive a
boost to the yield provided by those City-States.

* Must be built on a flat tile adjacent to Coast.
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KOTOKU-IN — Medieval Era

* Additional Faith in the city.

* Provides several Warrior Monks if the city has a majority religion.

* Must be built adjacent to a Holy Site district with a Temple.

ST. BASIL'S CATHEDRAL — Renaissance Era

* Bonus Religious Tourism from this city.

* Additional Food, Production, and Culture from all Tundra tiles in this city.
* Must be built adjacent to a City Center.

STATUE OF LIBERTY - Industrial Era

* Grants Settlers.

* All your cities close by are more loyal.

* Must be built on the Coast, and adjacent to land and a Harbor district.
TAJ MAHAL — Renaissance Era

* Historic Moments grant additional Era score.

* Must be built next to a River.

TEMPLE OF ARTEMIS - Ancient Era

* Camps, Pastures, and Plantations around this wonder provide additional Amenities.

* Must be placed adjacent to a Camp improvement.

RESOURCES

AMBER — Luxury Resource
* Additional Culture.

* Bonus Amenities (provides 4 Amenities, distributed amongst your cities).
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OLIVES - Luxury Resource

* Additional Production and Gold.

* Bonus Amenities (provides 4 Amenities, distributed amongst your cities).
TURTLES — Luxury Resource

* Additional Science.

* Bonus Amenities (provides 4 Amenities, distributed amongst your cities).

NEW CASUS BELLI

WAR OF RETRIBUTION

* Requires the target to have broken a promise to you recently.
* Unlocked by Early Empire.

IDEOLOGICAL WAR

* Requires target to be in a different Tier 3 government.

* Unlocked by Ideology.

TO ARMS!

* Requires and is unlocked by Golden Age Dedication To Arms!

ALLIANCE SYSTEM CHANGES

There are five types of Alliances now; Research Alliance, Cultural Alliance, Military
Alliance, Religious Alliance, and Economic Alliance. Players can set up multiple Alliances,
but can only have one of each type, and can only have one Alliance per Civilization. Alliances
now have levels that give different sets of bonuses depending on the type.

RESEARCHALLIANCE
* Level 1: Trade Routes between allies grant additional Science.
* Level 2: Allies share a Tech Boost every few turns.

* Level 3: Gives bonus Science when studying the same technology as your ally or one that
your ally has completed, and while your ally is researching a tech you have completed.
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CULTURALALLIANCE

* Level 1: Allies do not exert Loyalty pressure on each other, and Trade Routes between allies
grant additional Culture.

* Level 2: When your cities have Trade Routes with your ally, gain additional Great Person
points in the origin cities based off of the districts in those cities.

* Level 3: You gain a portion of your ally’s Tourism and Culture from cities.
MILITARYALLIANCE

* Level 1: Allies share visibility and gain bonus Combat Strength against civilizations on
whom both allies have declared war.

* Level 2: Allies gain bonus Production toward military units when either ally is at war.
* Level 3: Units start with a bonus promotion.

RELIGIOUS ALLIANCE

* Level 1: Ally cities do not exert Religious Pressure on each other, and Trade Routes between
allies grant additional Faith.

* Level 2: Allies gain religious Combat Strength against Religions not founded by either ally.

* Level 3: You gain Faith based on the number of your Citizens following you ally’s Religion,
and the Religious Pressure is increased in cities with no believers of your ally’s Religion.

ECONOMICALLIANCE
* Level 1: Trade Routes between allies grant additional Gold.
* Level 2: Gain Envoy points based on the number of City-States that are tributary to your ally.

* Level 3: Allies share the Suzerain bonus of all City-States of which they are Suzerain.

EMERGENCY SYSTEM

Emergencies are triggered in response to some serious action by another Civilization.

There are 5 different types of Emergencies that can occur; Military Emergency, City-State
Emergency, Religious Emergency, Nuclear Emergency, Betrayal Emergency. Emergency
alliances can give a bonus to the participants and will give a bonus to the side that completes
the emergency
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MILITARY EMERGENCY - A Civilization that is leading in some victory type has just
conquered another Civilization’s city; must have a city on the same continent as the conquered
city to be invited.

CITY-STATE EMERGENCY - A Civilization has captured and is occupying a City-State

that another Civilization has at least one envoy in.

RELIGIOUS EMERGENCY - A Civilization has converted the Holy City of another

Religion through a Religious Spread action; requires participants to have formed a Religion.
NUCLEAR EMERGENCY - A Civilization has used a nuclear weapon on a city.

BETRAYAL EMERGENCY - A Civilization has declared war on another Civilization,
with whom they had a high-level Alliance.

RANDOM AGENDAS

EXPANSIONIST - Will try to include as much territory as possible in their empire and
does not like Civilizations that control little territory.

FLIRTATIOUS - Likes Leaders of the opposite gender.
GOSSIP - Likes Civilizations they have visibility on.
CURMUDGEON - Dislikes Leaders of opposite gender.
SYCOPHANT - Reacts positively to Golden Ages.
SYMPATHIZER - Reacts positively to Dark Ages.

ESPIONAGE MISSIONS

NEUTRALIZE GOVERNOR - Must be performed in a city with an established
Governor. If successful, the target Governor is removed from play for a number of turns
(determined by the Spy’s level) and after that time will have to be reestablished in a city.

FABRICATE SCANDAL: Must be performed in a City-State that you are not Suzerain
over. If successful, all other players lose a number of Envoys determined by the Spy’s level.
Also ejects all Diplomat Governors from this City-State.

FOMENT UNREST: May be performed in any city of a major Civilization that is not your

friend or ally. If successful there is an instantaneous change in Loyalty in that city.
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SPY PROMOTIONS

LICENSE TO KILL — Neutralize Governor as if the Spy is of a higher level.
SMEAR CAMPAIGN - Fabricate Scandal as if the Spy is of a higher level.
COVERT ACTION - Foment Unrest as if the Spy is of a higher level,

DARK AGE POLICIES

New type of wildcard which are only available in Dark Ages and can help lift you out of the

darkness. They are powerful, but have a negative impact as well.
COLLECTIVISM

* Bonus Food for farms.

* Additional Housing for all cities.

* Increased Industrial Zone adjacency bonuses.

* Negative Impact - Great People are earned more slowly

ELITE FORCES

* Bonus combat experience for all units.

* Negative Impact - Increased Gold to maintain each military unit.
INQUISITION

* Inquisition with less Apostle charges.

* All religious units have increased Religious Combat Strength in friendly territory.
* Negative Impact - Decreased Science in all cities.
ISOLATIONISM

* Increased Trade route capacity.

* Domestic Trade routes provide additional Food and Production.

* Negative Impact - Cannot train or buy Settlers nor settle new cities.
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LETTERS OF MARQUE

* Increased Production to Naval Raiders who gain bonus Movement.

* Bonus yield from plundering Trade routes.

* Negative Impact - Decreased Trade route capacity.
MONASTICISM

* Science increased in cities with a Holy Site.

* Negative Impact - Reduced Culture in all cities.

ROBBER BARONS

* Increased Gold in cities with a Stock Exchange.

* Bonus Production in cities with a Factory.

* Negative Impact - Decreased Amenities in all cities.

ROGUE STATE

* Increased Production towards nuclear program projects and WMD:s.
* Negative Impact - No influence towards new Envoys is gained.
TWILIGHT VALOR

* All units have increased Combat Strength while making a melee attack.

* Negative Impact - Cannot heal outside your territory.

CITY-STATES
ANTIOCH

* Replaced Amsterdam.
* Trade City-State.

* Suzerain Bonus: Your Trade Routes to foreign cities earn additional Gold for each Luxury
resource at the destination.
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BABYLON
* Replaced Seoul.
* Scientific City-State.

* Suzerain Bonus: Increased Science from each Great Work of Writing, Relic and Artifact.

GREAT PEOPLE
TIMUR - Replaces Genghis Khan - Medieval Era
* Great General

* Retire (1 Charge): Grants a promotion level and increased combat experience to a military
land unit.

» Passive Effect: Increased Combat Strength and movement to Medieval and Renaissance era
land units.

FERDINAND MAGELLAN - Renaissance Era
* Great Admiral
* Retire (1 Charge): Grants additional Loyalty per turn in city.

* Passive Effect: Bonus Combat Strength and Movement to Renaissance and Industrial era
naval units.
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Advisor
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CHINESE CAST
Narrator

Fang Rong Feng

Advisor

Qi Qi
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SOMERSET UK
Engineers
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James Wilkes

Charlotte Worthy-Jarvis

SIDE UK

Production Manager
Emily Munster
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Cinematic Production
Services

Plastic Wax Pty Ltd



Creative Leads
Nathan Maddams
Dane Maddams
‘Tyrone Maddams

Executive Producer
Felix Crenshaw

Production Management
Mick Hammell

Carly Glover

Toby Alderton

Terry Mickaiel
Lead Modeler
Dean Wood

Modelling
Ben Mikhaiel
Josh Shahinian
Alexia Zantides
Vee Ng

Modellers

Dan Horsfall
Josh Davies

Josh Knorr
Tristan Locke
Werner Gradwell
Brett Sinclair

Lead Animator

Wes Adams

TECH SUPPORT

Animators and Rigging
Mitch Coote

Damian Paon

Cam Ralph

Tom Janson

Gareth Rhodes

Zarvan Kotwal

Phil Hook

Sina Azad

Lead Lighter
Ben Malter

Lighting and Rendering
Nigel Waddington

Owen Gillman

Ben Shearman

Lead VFXTD
Sidney Cheng

VFX

Steven Cheah

Dave Frodsham

Fernando Flores Gonzales

Lead Compositor
Daniel Loui

Compositors
Jad Haber

Ryan Trippensee
Yoav Dolev

Additional Cinematic
Production Services
Section Studios

Production
Justin Yun

Kami Talebi

Concept

Gabriel Yeganyan
Cuba Lee

Brian Kim
Howard Pak
Hyunjae Lee

Lucas Helmintoller

Mohammad Chowdhury

Animation
Cameron Mott
Judson Morgan

Applied Cinematics
Mike O’Rourke
Jason Flynn

3D Art Assets

Gameshastra Solutions
Private Limited

Visit HT TP://SUPPORT.2K.COM for the latest on help and support for Civilization VI,

including resolutions to common error messages, for information regarding my2K accounts, or

to change your my2K profile.
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LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT

This limited software warranty and license agreement (this “Agreement”) may be periodically updated and the current version will be posted at www.take2games.com/eula

(the “Website”). Your continued use of the Software after a revised Agreement has been posted constitutes your acceptance of its terms.

THE“SOFTWARE” INCLUDESALL SOFTWAREINCLUDED WITHTHISAGREEMENT, THEACCOMPANYINGMANUAL(S), PACKAGING, AND OTHERWRITTENFILES, ELECTRONIC OR ON-LINEMATERIALS

ORDOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOFTWARE AND ITS MATERIALS.

THE SOFTWARE IS LICENSED, NOT SOLD. BY OPENING, DOWNLOADING, INSTALLING, COPYING, OR OTHERWISE USING THE SOFTWARE, AND ANY OTHER MATERIALS INCLUDED WITH THE

SOFTWARE, YOUAGREE TO BE BOUND BY THETERMS OF THISAGREEMENT WITH THE UNITED STATES COMPANY TAKE-TWO INTERACTIVE SOFTWARE, INC. (“LICENSOR,” “WE,” “US, OR “OUR”),

ASWELL AS THE PRIVACY POLICY LOCATED AT www.take2games.com/privacy AND TERMS OF SERVICE LOCATED AT www.take2games.com/legal.

PLEASEREAD THISAGREEMENT CAREFULLY.IFYOUDONOTAGREETOALLTHETERMS OF THISAGREEMENT, YOUARENOTPERMITTEDTO OPEN, DOWNLOAD, INSTALL, COPY, ORUSETHE SOFTWARE.

LICENSE

Subject to this Agreement and its terms and conditions, Licensor hereby grants you a nonexclusive, non-transferable, limited, and revocable right and license to use one copy of the Software for your

personal, non-commercial use for gameplay on a single Game Platform (e.g. computer, mobile device, or gaming console) as intended by Licensor unless otherwise expressly specified in the Software

documentation. Your license rights are subject to your compliance with this Agreement. The term of your license under this Agreement shall commence on the date that you install or otherwise use the

Software and ends on the earlier date of either your disposal of the Software or the termination of this Agreement (see below).

The Software is licensed, not sold, to you, and you hereby acknowledge that no title or ownership in the Software is being transferred or assigned and this Agreement should not be construed as a sale

ofanyrights in the Software. Licensor retains allright, title, and interestto the Software, including, but not limited to, all copyrights, trademarks, trade secrets, trade names, proprietary rights, patents,

titles, computer codes, audiovisual effects, themes, characters, character names, stories, dialog, settings, artwork, sounds effects, musical works, and moral rights. The Software is protected by

U.S. copyright and trademark law and applicable laws and treaties throughout the world. The Software may not be copied, reproduced, altered, modified, or distributed in any manner or medium, in

whole or in part, without prior written consent from Licensor. Any persons copying, reproducing, or distributing all or any portion of the Software in any manner or medium, will be willfully violating

the copyright laws and may be subject to civil and criminal penalties in the U.S. or their local country. Be advised that U.S. copyright violations are subject to statutory penalties of up to $150,000 per

violation. The Software contains certain licensed materials and Licensor’s licensors may also protect their rights in the event of any violation of this Agreement. All rights not expressly granted under

this Agreement are reserved by Licensor and, as applicable, its licensors.

LICENSE CONDITIONS

You agree not to, and not to provide guidance or instruction to any other individual or entity on how to:

* commercially exploit the Software;

« distribute, lease, license, sell, rent, convertinto convertible currency, or otherwise transfer or assign the Software, or any copies of the Software, including but not limited to Virtual Goods or Virtual
Currency (defined below) without the express prior written consent of Licensor or as expressly set forth in this Agreement;

* make a copy of the Software or any part thereof (other than as set forth herein);

* make a copy of the Software available on a network for use or download by multiple users;

 except as otherwise specifically provided by the Software or this Agreement, use or install the Software (or permit others to do same) on a network, for on-line use, or on more than one computer
or gaming unitat the same time;

* copy the Software onto a hard drive or other storage device in order to bypass the requirement to run the Software from the included CD-ROM or DVD-ROM (this prohibition does not apply to copies
inwhole orin part that may be made by the Software itself during installation in order to run more efficiently);

 use or copy the Software at a computer gaming center or any other location-based site; provided, that Licensor may offer you a separate license agreement to make the Software available for
commercial use;

* reverse engineer, decompile, disassemble, display, perform, prepare derivative works based on, or otherwise modify the Software, in whole or in part;

 remove or modify any proprietary notices, marks, or labels contained on or within the Software;

o restrict or inhibit any other user from using and enjoying any online features of the Software;

o cheat (including but not limited to utilizing exploits or glitches) or utilize any unauthorized robot, spider, or other program in connection with any online features of the Software;

* violate any terms, policies, licenses, or code of conduct for any online features of the Software; or

o transport, export, or re-export (directly or indirectly) into any country forbidden to receive the Software by any U.S. export laws or regulations or U.S. economic sanctions or otherwise violate any
laws or regulations, or the laws of the country in which the Software was obtained, which may be amended from time to time.

ACCESS TO SPECIAL FEATURES AND/OR SERVICES, INCLUDING DIGITAL COPIES: Software download, redemption of a unique serial code, registration of the Software, membership in a third-

party service and/or membership in a Licensor service (including acceptance of related terms and policies) may be required to activate the Software, access digital copies of the Software, or access

certain un-lockable, downloadable, online, or other special content, services, and/or functions (collectively, “Special Features”). Access to Special Features is limited to a single User Account (as

defined below) per serial code and access to Special Features cannot be transferred, sold, leased, licensed, rented, converted into convertible virtual currency, or re-registered by another user unless

otherwise expressly specified. The provisions of this paragraph supersede any other term in this Agreement.

TRANSFER OF PRE-RECORDED COPY LICENSE: You may transfer the entire physical copy of pre-recorded Software and accompanying documentation on a permanent basis to another person as

long as you retain no copies (including archival or backup copies) of the Software, accompanying documentation, or any portion or component of the Software or accompanying documentation, and

the recipient agrees to the terms of this Agreement. Transfer of the pre-recorded copy license may require you to take specific steps, as set forth in the Software documentation. You may not transfer,

sell, lease, license, rent, or convertinto convertible virtual currency any Virtual Currency or Virtual Goods except as expressly setforth in this Agreement or with Licensor’s prior written consent. Special

Features, including content otherwise unavailable without a single-use serial code, are not transferrable to another person under any circumstances, and Special Features may cease functioning if

the original installation copy of the Software is deleted or the pre-recorded copy is unavailable to the user. The Software is intended for private use only. NOTWITHSTANDING THE FOREGOING, YOU

MAY NOT TRANSFER ANY PRE-RELEASE COPIES OF THE SOFTWARE.

TECHNICAL PROTECTIONS: The Software may include measures to control access to the Software, control access to certain features or content, prevent unauthorized copies, or otherwise attempt

to preventanyone from exceeding the limited rights and licenses granted under this Agreement. Such measures may include incorporating license management, product activation, and other security

technology in the Software and monitoring usage, including, but not limited to, time, date, access, or other controls, counters, serial numbers, and/or other security devices designed to prevent the

unauthorized access, use, and copying of the Software, or any portions or p 1ts thereof, i ing any violations of this Agreement. Licensor reserves the right to monitor use of the Software

atany time. You may not interfere with such access control measures or attempt to disable or circumvent such security features, and if you do, the Software may not function properly. If the Software

permits access to Special Features, only one copy of the Software may access those Special Features at one time. Additional terms and registration may be required to access online services and to

download Software updates and patches. Only Software subject to a valid license can be used to access online services, including downloading updates and patches. Licensor may limit, suspend,

or terminate the license granted hereunder and access to the Software, including, but not limited to, any related services and products, on thirty days’ notice, or immediately for any reason beyond

the Company’s reasonable control or if you breach any term of an agreement or policy governing the Software, including this Agreement, Licensor’s Privacy Policy and/or Licensor’s Terms of Service.

USER CREATED CONTENT: The Software may allow you to create content, including, but not limited to, a gameplay map, scenario, screenshot, car design, character, item, or video of your game

play. In exchange for use of the Software, and to the extent that your contributions through use of the Software give rise to any copyright interest, you hereby grant Licensor an exclusive, perpetual,

irrevocable, fully transferable, and sub-licensable worldwide rightand license to use your contributions in any way and for any purpose in connection with the Software and related goods and services,

including, but not limited to, the rights to reproduce, copy, adapt, modify, perform, display, publish, broadcast, transmit, or otherwise communicate to the public by any means whether now known

or unknown and distribute your contributions without any further notice or compensation to you of any kind for the whole duration of protection granted to intellectual property rights by applicable

laws and international conventions. You hereby waive and agree never to assert any moral rights of paternity, publication, reputation, or attribution with respect to Licensor’s and other players’ use

and enjoyment of such assets in connection with the Software and related goods and services under applicable law. This license grant to Licensor, and terms above regarding any applicable moral

rights, will survive any termination of this Agreement.

INTERNET CONNECTION: The Software may require an internet connection to access internet-based features, authenticate the Software, or perform other functions.

USER ACCOUNTS: In order to use the Software or a software feature, or for certain features of the Software to operate properly, you may be required to have and maintain a valid and active user

accountwith an online service, such as a third-party gaming platform or social network account (“Third-Party Account™), or an account with Licensor or a Licensor affiliate, as set forth in the Software

documentation. If you do not maintain such accounts, then certain features of the Software may not operate or may cease to function properly, either in whole or in part. The Software may also require

youto create a Software-specific user account with Licensor or a Licensor affiliate (“User Account”) in order to access the Software and its functionality and features. Your User Accountlog-in may be

associated with a Third-Party Account. You are responsible for all use and the security of your User Accounts and any Third-Party Accounts that you use to access and use the Software.




VIRTUAL CURRENCY AND VIRTUAL GOODS
If the Software allows you to purchase and/or earn through play a license to use Virtual Currency and Virtual Goods, the following additional terms and conditions apply.
VIRTUAL CURRENCY & VIRTUAL GOODS : The Software may enable users to (i) use fictional virtual currency as a medium of exchange exclusively within the Software (“Virtual Currency” or “VC”) and
(ii) gainaccess to (and certain limited rights to use) virtual goods within the Software (“Virtual Goods” or “VG”). Regardless of the terminology used, VC and VG represent a limited license right governed
by this Agreement. Subject to the terms of and compliance with this Agreement, Licensor hereby grants you the nonexclusive, non-transferable, non-sublicensable, limited right and license to use
VC and VG obtained by you for your personal, non-commercial gameplay exclusively within the Software. Except as otherwise prohibited by applicable law, VC and VG obtained by you are licensed to
you, and you hereby acknowledge that no title or ownership in or to VC and VG is being transferred or assigned hereunder. This Agreement should not be construed as a sale of any rights in VC and VG.
VCand VG donothave an equivalentvalue inreal currency and do notact as a substitute for real currency. You acknowledge and agree that Licensor may revise or take action thatimpacts the perceived
value of or purchase price for any VC and/or VG atany time except as prohibited by applicable law. VC and VG do not incur fees for non-use; provided, however, that the license granted hereunder toVC
and VG will terminate in accordance with the terms and conditions of this Agreement and the Software documentation, when Licensor ceases providing the Software, or this Agreement is otherwise
terminated. Licensor, in its sole discretion, reserves the right to charge fees for the right to access or use VC or VG and/or may distribute VC or VG with or without charge.
EARNING & PURCHASING VIRTUAL CURRENCY & VIRTUAL GOODS: You may have the ability to purchase VC or to earn VC from Licensor for the ion of certain activities or accc
inthe Software. For example, Licensor may provide VC or VG upon the completion of an in-game activity, such as attaining a new level, completing a task, or creating user content. Once obtained, VC
and/or VG will be credited to your User Account. You may purchase VC and VG only within the Software, or through a platform, participating third-party online store, application store, or other store
authorized by Licensor (all referred to herein as “Software Store”). Purchase and use of in-game items or currency through a Software Store are subject to the Software Store’s governing documents,
including butnotlimited to, the Terms of Service and User Agreement. This online service has been sublicensed to you by the Software Store. Licensor may offer discounts or promotions on the purchase
of VC, and such discounts and promotions may be modified or discontinued by Licensor at any time without notice to you. Upon pleting an authorized p of VC from an Application Store, the
amountof purchased VC will be credited to your User Account. The Licensor shall establish a maximum amountyou may spend to purchase VC per transaction and/or per day, which may vary depending
onthe associated Software. Licensor, in its sole discretion, may impose additional limits on the amount of VC you may purchase or use, how you may use VC, and the maximum balance of VC that may
be credited to your User Account. You are solely responsible for all VC purchases made through your User Account regardless of whether or not authorized by you.
BALANCE CALCULATION: You can access and view your available VC and VG in your User Account when logged into your User Account. Licensor reserves the right, in its sole discretion, to make all
calculations regarding the available VC and VG in your User Account. Licensor further reserves the right, inits sole discretion, to determine the amount of and mannerin which VCiis credited and debited
fromyour User Accountin connection with your purchase of VG or for other purposes. While Licensor strives to make all such ionsona istentandr basis, you hereby acknowledge
and agree that Licensor’s determination of the available VC and VG in your User Accountis final, unless you can provide documentation to Licensor that such calculation was or is intentionally incorrect.
USING VIRTUAL CURRENCY AND VIRTUAL GOODS: All purchased in-game Virtual Currency and/or Virtual Goods may be consumed or lost by players in the course of gameplay according to the
game’s rules applicable to currency and goods, which may vary depending on the associated Software. VC and VG may only be used within the Software, and Licensor, in its sole discretion, may limit
use of VC and/or VG to a single game. The authorized uses and purposes of VC and VG may change at any time. Your available VC and/or VG as shown in your User Account will be reduced each time
you use VVC and/or VG within the Software. The use of any VC and/or VG constitutes a demand against and withdrawal from your available VC and/or VG in your User Account. You must have sufficient
available VC and/or VG in your User Account in order to complete a transaction within the Software. VC and/or VG in your User Account may be reduced without notice upon the occurrence of certain
events related to your use of the Software: For example, you may lose VC or VG upon the loss of a game or the death of your character. You are responsible for all uses of VC and/or VG made through
your User Account, regardless of whether or not authorized by you. You must notify Licensor immediately upon discovering the unauthorized use of any VC and/or VG made through your User Account
by submitting a support request at www.take2games.com/support.
NON-REDEEMABLE: V/C and VG may only be redeemed for in-game goods and services. You may not sell, lease, license, or rent VC or VG, convert them into convertible VC. VC and VG may only be
redeemed for in-game goods or services and are not redeemable for any sum of money or monetary value or other goods from Licensor or any other person or entity at any time, except as expressly
provided herein or otherwise required by applicable law. VC and VG have no cash value, and neither Licensor nor any other person or entity has any obligation to exchange your VC or VG for anything
of value, including, but not limited to, real currency.
NO REFUND: All purchases of VC and VG are final and under no circumstances will such purchases be refundable, transferable, or exchangeable. Except as prohibited by applicable law, Licensor
has the absolute right to manage, regulate, control, modify, suspend, and/or eliminate such VC and/or VG as it sees fit in its sole discretion, and Licensor shall have no liability to you or anyone else
for the exercise of such rights.
NOTRANSFERS: Anytransferring, trading, selling, or exchanging ofany VC or VG toanyone, other thanin game play using the Software as expressly authorized by Licensor (“Unauthorized Transactions™),
including, but not limited to, among other users of the Software, is not sanctioned by Licensor and is strictly forbidden. Licensor reserves the right, in its sole discretion, to terminate, suspend, or
modify your User Account and your VC and VG and terminate this Agreement if you engage in, assist in, or request any Unauthorized Transactions. All users who participate in such activities do so at
their own risk and hereby agree to be responsible and liable to Licensor, its partners, licensors, affiliates, contractors, officers, directors, employees, and agents for all damages, losses and expenses
arising directly or indirectly from such actions. You acknowledge that Licensor may request that the applicable Application Store stop, suspend, terminate, discontinue, or reverse any Unauthorized
Transaction, regardless of when such Unauthorized Transaction occurred (or has yet to occur) when it suspects or has evidence of fraud, violations of this Agreement, violations of any applicable law
orr ion, or any ir i act desi to interfere or that otherwise has the effect of or may have the effect of intervening in any way with the operation of the Software. If we believe or have
any reason to suspect that you have engaged in an Unauthorized Transaction, you further agree that Licensor may, in its sole discretion, restrict your access to your available VC and VG in your User
Account or terminate or suspend your User Account and your rights to any VC, VG, and other items associated with your User Account.
LOCATION: VCis only available to sincertain i You may not p oruse VCifyou are notin an approved location.
SOFTWARE STORE TERMS
This Agreement and the provision of the Software through any Software Store (including the purchase of VC or VG) is subject to the additional terms and conditions set forth on or in or required by the
applicable Software Store and all such applicable terms and conditions are incorporated herein by this reference. Licensor is not responsible or liable to you for any credit card or bank-related charges
or other charges or fees related to your purchase transactions within the Software or through a Software Store. All such transactions are administered by the Software Store, not Licensor. Licensor
expressly disclaims any liability for any such transactions, and you agree that your sole remedy regarding all transactions is from or through such Software Store.
This Agreement is solely between you and Licensor, and not with any Software Store. You acknowledge that the Software Store has no obligation to furnish any maintenance or support services to
you in connection with the Software. Except for the foregoing, to the maximum extent permitted by applicable law, the Software Store will have no other warranty obligation whatsoever with respect
to the Software. Any claim in connection with the Software related to product liability, a failure to conform to applicable legal or regulatory requirements, claims under consumer protection or similar
islation or il property infri are governed by this Agreement, and the Software Store is not responsible for such claims. You must comply with the Software Store Terms of Service
andany other Software Store applicable rules or policies. Thelicense to the Softwareis anon-transferable license to use the Software only on an applicable device thatyou own or control. You represent
thatyouare notlocated in any U.S.-embargoed countries or other geographical areas or 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. The Software Store is a third-party beneficiary to this Agreement and may enforce this Agreement against you.
INFORMATION COLLECTION & USAGE

By installing and using the Software, you consent to the information collection and usage terms set forth in this section and Licensor’s Privacy Policy, including (where applicable) (i) the transfer of any
personalinformation and other information to Licensor, its affiliates, vendors, and business partners, and to certain other third parties, such as governmental authorities, in the U.S. and other countries
located outside Europe or your home country, including countries that may have lower standards of privacy protection; (ii) the public display of your data, such as identification of your user-created
content or displaying your scores, ranking, achi , and other dataon ites and other platforms; (iii) the sharing of your gameplay data with hardware manufacturers, platform
hosts, and Licensor’s marketing partners; and (iv) other uses and disclosures of your personal information or other information as specified in the above-referenced Privacy Policy, as amended from
time to time. If you do not want your information used or shared in this manner, then you should not use the Software.

Forthe purposes all data privacy issues, i ingthe ion, use, di ,and transfer of your personal information and other information, the Privacy Policy located at www.take2games.com/
privacy, as amended from time to time, takes pi over any other in this Agreement.
WARRANTY

LIMITED WARRANTY: Licensor warrants to you (if you are the initial and original purchaser of the Software but not if you obtain the pre-recorded Software and accompanying documentation as
a transfer from the original purchaser) that the original storage medium holding the Software is free from defects in material and workmanship under normal use and service for 90 days from the
date of purchase. Licensor warrants to you that the Software is compatible with a personal computer meeting the minimum system requirements listed in the Software documentation or that it has
been certified by the gaming unit producer as compatible with the gaming unit for which it has been published. However, due to variations in hardware, software, internet connections, and individual
usage, Licensor does not warrant the performance of the Software on your specific computer or gaming unit. Licensor does not warrant against interference with your enjoyment of the Software;
that the Software will meet your requirements; that operation of the Software will be uninterrupted or error-free; or that the Software will be compatible with third-party software or hardware or that
any errors in the Software will be corrected. No oral or written statement or advice provided by Licensor or any authorized representative shall create a warranty. Because some jurisdictions do not
allow the exclusion of or limitations on implied warranties or the limitations on the applicable statutory rights of a consumer, some or all of the above exclusions and limitations may not apply to you.



If for any reason you find a defect in the storage medium or Software during the warranty period, Licensor agrees to replace, free of charge, any Software discovered to be defective within the warranty

period as long as the Software is currently being manufactured by Licensor. If the Software is no longer available, Licensor retains the right to substitute a similar piece of Software of equal or greater

value. This warranty is limited to the storage medium and the Software as originally provided by Licensor and is not applicable to normal wear and tear. This warranty shall not be applicable and shall

be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above.

Except as set forth above, and provided that if you are a resident of an EU member state Licensor warrants that the Software will be fit for purpose and of satlsfactury quality, this warranty is in I|eu of

all other warranties, whether oral or written, express or implied, including any other warranty of merchantability, fitness for a particular purpose, or non-infr and no other rep

or warranties of any kind shall be binding on Licensor.

Whenreturning the Software subject to the limited warranty above, please send the original Software only to Licensor address specified below and include: your name and return address; a photocopy

of your dated sales receipt; and a brief note describing the defect and the system on which you are running the Software.

YOUR RESPONSIBILITY TO LICENSOR

To the fullest extent of applicable law, you agree to be responsible and liable to Licensor, its partners, licensors, affiliates, contractors, officers, directors, employees, and agents in respect of all

damages, losses, and expenses arising directly or indirectly from your acts and omissions to act in using the Software pursuant to the terms of the Agreement.

TO THE FULLEST EXTENT OF APPLICABLE LAW, LICENSOR SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, OR

MALFUNCTION OF THE SOFTWARE, INCLUDING, BUTNOT LIMITED TO, DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION, AND, TO THE EXTENT PERMITTED

BY LAW, DAMAGES FOR PERSONAL INJURIES, PROPERTY DAMAGE, ORLOST PROFITS OR PUNITIVE DAMAGES FROM ANY CAUSES OF ACTION ARISING OUT OF OR RELATED TO THIS AGREEMENT

ORTHESOFTWARE, WHETHERARISINGIN TORT (INCLUDING NEGLIGENCE), CONTRACT, STRICTLIABILITY, OROTHERWISE, WHETHERORNOT LICENSORHAS BEEN ADVISED OF THEPOSSIBILITY

OF SUCH DAMAGES. TO THE FULLEST EXTENT OF APPLICABLE LAW, LICENSOR’S LIABILITY FOR ALL DAMAGES (EXCEPT AS REQUIRED BY APPLICABLE LAW) SHALL NOT EXCEED THE ACTUAL

PRICE PAID BY YOU FOR USE OF THE SOFTWARE.

IF YOU ARE ARESIDENT OF AN EU MEMBER STATE, NOTWITHSTANDING ANYTHING TO THE CONTRARY SET OUT ABOVE, LICENSOR IS RESPONSIBLE FOR LOSS OR DAMAGE YOU SUFFER THAT

ISAREASONABLY FORESEEABLE RESULT OF LICENSOR'S BREACH OF THIS AGREEMENT OR ITS NEGLIGENCE, BUTITISNOT RESPONSIBLE FOR LOSS OR DAMAGE THAT IS NOT FORESEEABLE.

WEDONOTAND CANNOT CONTROL THE FLOW OF DATATO ORFROM OURNETWORKAND OTHERPORTIONS OF THEINTERNET, WIRELESSNETWORKS, OR OTHER THIRD-PARTY NETWORKS. SUCH

FLOWDEPENDSINLARGE PART ON THE PERFORMANCE OF THEINTERNET AND WIRELESS SERVICES PROVIDED OR CONTROLLED BY THIRD PARTIES. AT TIMES, ACTIONS ORINACTIONS OF SUCH

THIRD PARTIES MAY IMPAIR ORDISRUPT YOUR CONNECTIONS TO THEINTERNET, WIRELESS SERVICES, ORPORTIONS THEREOF. WE CANNOT GUARANTEE THAT SUCHEVENTS WILLNOT OCCUR.

TOTHEFULLESTEXTENT OF APPLICABLE LAW, WE DISCLAIMANY AND ALL LIABILITY RESULTING FROM OR RELATED TO THIRD-PARTY ACTIONS OR INACTIONS THAT IMPAIR OR DISRUPT YOUR

CONNECTIONS TO THE INTERNET, WIRELESS SERVICES, OR PORTIONS THEREOF OR THE USE OF THE SOFTWARE AND RELATED SERVICES AND PRODUCTS.

TERMINATION

This Agreementis effective until terminated by you or by the Licensor. This Agreement automatically terminates when Licensor ceases to operate the Software servers (for games exclusively operated

online), if Licensor determines or believes your use of the Software involves or may involve fraud or money laundering or any otherillicit activity, or upon your failure to comply with terms and conditions

of this Agreement, including, but not limited to, the License Conditions above. You may terminate this Agreement at any time by (i) requesting Licensor to terminate and delete your User Account that is

used toaccess or use the Software using the method set forth in the Terms of Service or (ii) destroying and/or deleting any and all copies of all Software in your possession, custody, or control. Deleting

the Software from your Game Platform will not delete the information associated with your User Account, including any VC and VG associated with your User Account. If you reinstall the Software using

the same User Account, then you may still have access to your prior User Account information, including any VC and VG associated with your User Account. However except as otherwise prohibited

by applicable law, if your User Account is deleted upon termination of this Agreement for any reason, all VC and/or VG associated with your User Account will also be deleted, and you will no longer be

available for use the Software or any VC or VG associated with your User Account. If this Agreement terminates due to your violation of this Agreement, Licensor may prohibit you from re-registering

orre- accessmg the Software Upon any termination of this Agreement, you must destroy or return the physical copy of Software to Licensor, as well as permanently destroy all copies of the Software,
g doc iated materials, and all of its component parts in your possession or control, including from any client server, computer, gaming unit, or mobile device on which

ithas been |nstal|ed Upon termination of this Agreement, your rights to use the Software, including any VC or VG associated with your User Account, will terminate immediately, and you must cease

alluse of the Software. The termination of this Agreement will not affect our rights or your obligations arising under this Agreement.

U.S. GOVERNMENT RESTRICTED RIGHTS

The Software and ion have been ped entirely at private expense and are provided as “Commercial Computer Software” or “restricted computer software.” Use, duplication, or

disclosure by the U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses

in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as i The Contractor er

is Licensor at the location listed below.

EQUITABLE REMEDIES

You hereby agree that if the terms of this Agreement are not specifically enforced, Licensor will be irreparably damaged, and therefore you agree that Licensor shall be entitled, without bond, other

security, or proof of damages, to appropriate equitable remedies with respect any of this Agreement, including temporary and permanent injunctive relief, in addition to any other available remedies.

TAXES AND EXPENSES

You shall be responsible and liable to Licensor and any and all of its affiliates, officers, directors, and employees for all taxes, duties, and levies of any kind imposed by any governmental entity with

respect to the transactions contemplated under this Agreement, including interest and penalties thereon (exclusive of taxes on Licensor’s net income), irrespective of whether included in any invoice

sentto you at any time by Licensor. You shall provide copies of any and all exemption certificates to Licensor if you are entitled to any exemption. All expenses and costs incurred by you in connection

with your activities hereunder, if any, are your sole responsibility. You are not entitled to reimbursement from Licensor for any expenses, and will hold Licensor harmless therefrom.

TERMS OF SERVICE

Allaccess to and use of the Software is subject to this Agreement, the i Software ion, Licensor’s Terms of Service, and Licensor’s Privacy Policy, and all terms and conditions of

the Terms of Service are hereby incorporated into this Agreement by this reference. These agreements represent the complete agreement between you and Licensor relating to use of the Software

and related services and products and supersede and replace any prior agreements between you and Licensor, whether written or oral. To the extent there is a conflict between this Agreement and

the Terms of Service, this Agreement shall control.

MISCELLANEOUS

If any provision of this Agreement is held to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining provisions of this

Agreement shall not be affected.

GOVERNING LAW

This Agreement shall be construed (without regard to conflicts or choice of law principles) under the laws of the State of New York, as such law is applied to agreements between New York residents

entered into and to be performed within New York, except as governed by federal law. Unless expressly waived by Licensor in writing for the particular instance or contrary to local law, the sole and

exclusive jurisdiction and venue for actions related to the subject matter hereof shall be the state and federal courts located in Licensor’s principal corporate place of business (New York County, New

York, U.S.A.). You and Licensor consent to the jurisdiction of such courts and agree that process may be served in the manner provided herein for giving of notices or otherwise as allowed by New York

state or federal law. You and Licensor agree that the UN Convention on Contracts for the International Sale of Goods (Vienna, 1980) shall not apply to this Agreement or to any dispute or transaction

arising out of this Agreement. However, if you are a resident of a European Union member state, you will benefit from any mandatory provisions of consumer protection law in the member state in which

you are resident, and you can bring legal proceedings in relation to this Agreement in the courts of the member state in which you are resident.

IF YOU HAVE ANY QUESTIONS CONCERNING THIS AGREEMENT, YOU MAY CONTACT US IN WRITING AT: TAKE-TWO INTERACTIVE SOFTWARE, INC., 110 WEST 44™ STREET, NEW YORK, NY 10036.

All other terms and conditions of the EULA apply to your use of the Software.
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