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EPILEPSY WARNING

PLEASE READ THIS NOTICE BEFORE PLAYING THIS GAME OR BEFORE 
ALLOWING YOUR CHILDREN TO PLAY. 

Certain individuals may experience epileptic seizures or loss of 
consciousness when subjected to strong, flashing lights for long 
periods of time. Such individuals may therefore experience a seizure 
while operating computer or video games. This can also affect 
individuals who have no prior medical record of epilepsy or have 
never previously experienced a seizure. 

If you or any family member has ever experienced epilepsy symptoms 
(seizures or loss of consciousness) after exposure to flashing lights, 
please consult your doctor before playing this game. 

Parental guidance is always suggested when children are using a 
computer and video games. Should you or your child experience 
dizziness, poor eyesight, eye or muscle twitching, loss of 
consciousness, feelings of disorientation or any type of involuntary 
movements or cramps while playing this game, turn it off immediately 
and consult your doctor before playing again. 

PRECAUTIONS DURING USE: 

•	 Do not sit too close to the monitor. 
•	 Sit as far as comfortably possible. 
•	 Use as small a monitor as possible. 
•	 Do not play when tired or short on sleep. 
•	 Take care that there is sufficient lighting in the room. 
•	 Be sure to take a break of 10-15 minutes every hour. 

USE OF THIS PRODUCT IS SUBJECT TO ACCEPTANCE OF THE SINGLE 
USE SOFTWARE LICENSE AGREEMENT
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QVADRIGA is a turn-based tactical game of chariot racing 
in ancient Roman circuses. Players control a car (chariot), its 
driver (auriga), and his team of four horses.

INSTALLATION
SYSTEM REQUIREMENTS

Please ensure your system meets the minimum requirements 
listed below.

Minimum System Requirements:
OS: Windows XP/Vista/7/8
CPU: 1.6 GHz
RAM: 2 GB
Video/Graphics: DirectX 9.0c compatible video card
Sound: Compatible sound card
Hard disk space: 1.6 GB Free
CD-Rom: No
DirectX version: DirectX 9.0c

INSTALLING THE GAME
To install the game, insert the game DVD disc into your DVD 
drive. If you have disabled the Autorun function on your DVD 
or if you are installing from a digital download, navigate to the 
DVD or download file location, double-click on the installation 
file, and if it is a zip archive, then double click on the executable 
(exe) file that is shown inside the archive. The correct file name 
will normally include the words “SetupRelease”. Follow all on-
screen prompts to complete the installation.
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UNINSTALLING THE GAME
Please use the Add/Remove Programs or Programs and 
Features option from the Windows Control Panel or the 
“Uninstall” link in the game’s Windows START menu to 
uninstall the game. Uninstalling through any other method 
will not properly uninstall the game.

PRODUCT UPDATES, BONUS CONTENT 
AND REGISTERING YOUR GAME

In order to maintain our product excellence, Matrix Games 
releases updates containing new features, enhancements, 
and corrections to any known issues. All our updates are 
available free on our website and can also be downloaded 
quickly and easily by clicking on the “Check for Updates” 
link in your Game Menu or by using the “Update Game” 
shortcut in your Windows START menu folder for the game.

We also periodically make beta (preview) updates and 
other content available to registered owners. Keeping 
up with these special updates is made easy and is free by 
signing up for a Matrix Games Member account. When you 
are signed up, you can then register your Matrix Games 
products in order to receive access to these bonus game-
related materials. Follow this process:

1.	 Sign Up for a Matrix Games Member account: THIS IS A 
ONE TIME PROCEDURE; once you have signed up for a 
Matrix account, you are in the system and will not need to 
sign up again. Go to www.matrixgames. com and click the 
Members hyperlink at the top. In the new window, select 
Register NOW and follow the onscreen instructions. 
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When you’re finished, click the Please Create My New 
Account button, and a confirmation e-mail will be sent 
to your specified e-mail account.

2.	Register a New Game Purchase – Once you have signed 
up for a Matrix Games Member account, you can then 
register any Matrix Games title you own in your new 
account. To do so, log in to your account on the Matrix 
Games website (www.matrixgames.com). Click “Register 
Your Game” near the top of the menu in the Members 
Club to register your new Matrix Games purchase.

We strongly recommend registering your game as it will 
give you a backup location for your serial number should 
you lose it in the future. Once you’ve registered your game, 
when you log in to the Members section you can view your 
list of registered titles by clicking My Games. Each game 
title is a hyperlink that will take you to an information page 
on the game (including all the latest news on that title).

Also on this list is a Downloads for Registered Games 
hyperlink that takes you to a page that has all the latest 
public and registered downloads, including patches, for your 
registered titles. You can also access patches and updates via 
our “Latest Downloads” section (http://www.matrixgames.
com/products/

RE-DOWNLOADING YOUR GAME
If you were logged into your Members Club account when 
you purchased your game, it will be automatically registered 
and you can access an automatic re-download link by going 
to http://www.matrixgames.com/members/myorders. asp or 
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using the “My Orders” link in the Members Club. If your 
download does not show up there, you can contact our Help 
Desk at http://www.matrixgames. com/support/ to receive 
a new download link. This process generally takes one 
business day, but is often faster during normal work hours.

GAME FORUMS
Our forums are one of the best things about Matrix Games. 
Every game has its own forum with our designers, developers 
and the gamers playing the game. If you are experiencing a 
problem, have a question or just an idea on how to make 
the game better, post a message there. Go to http://www.
matrixgames. com and click on the Forums hyperlink.

TECHNICAL SUPPORT
Should you have a technical problem with the game, the best 
way to get help is to post a note in the Technical Support sub-
forum of the main game forum at http://www.matrixgames.
com/forums. You’ll then hear back from either our Matrix 
Games Staff, the development team, or from one of the 
many helpful players of the game. This is usually the fastest 
way to get help. Alternatively, you can contact our Help 
Desk at http://www.matrixgames.com/support/. Support 
requests will generally be answered within 24 hours, except 
on weekends and holidays.
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I 
MAIN MENU

You can start a race by pressing the SINGLE RACE button. 
There are seven starting circuses available at the beginning, 
and more circuses can be unlocked by winning there in a 
campaign.

Next, you must choose one of the six historic FACTIONS 
your team belongs to. Every faction grants three fixed 
upgrades to your team, spread between auriga, chariot and 
horses. You can freely choose another three upgrades after 
selecting your faction. Upgrades are the key to successful 
racing. Choose carefully the combination to best suit the 
track and your style.

Lastly, you must choose the difficulty level of your rivals 
and the game turn mode. Start playing with the STATIC 
TURNS mode. That makes the race action stop after every 
ten – second turn, so you have time to study the current 
situation and think what to do in your next turn.

After playing for a while, you might prefer to try the 
DYNAMIC TURNS mode, where action is not stopped 
and you have to decide your next turn behaviour before 
the actual turn comes to an end. When you are ready, press 
RACE to start.
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II 
UPGRADES

AURIGA upgrades are SKILL and CONSTITUTION.

 SKILL improves cornering, making tight curves easier 
to take, and also boosts results when 
crashing into or lacerating opponents. 
It is represented by tunic brightness.

 CONSTITUTION is auriga health. 
It reduces the risk of being stunned and 
decreases skill loss after taking damage. 
It is represented by head protection.

CHARIOT upgrades are QUALITY and SIZE.

 QUALITY improves acceleration. You can see it reflected 
in the chariot with better materials.

SIZE upgrade categories are 
light, medium and heavy. The 
heavier the chariot the more 
resistant it is to taking damage 
in sharp turns or crashes, and it 
causes more damage to opponents 
when colliding with them.

HORSE upgrades are SPEED and ENDURANCE.

 SPEED upgrades increase the maximum speed the team 
can get (apart from whipping). 

 ENDURANCE upgrades the horses’ health. The more 
endurance you have the less speed you lose due to injuries 
caused by whipping, collision, or poor cornering.
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Even with the same 
upgrade level not all 
horses on a team are 
equal. For example, the 
innermost horse, called 
funalis, is always the best 
horse. Both upgrades are 
represented by horse skin 
color.

III 
THE RACE

Use the mouse wheel to zoom in and out. Point to the screen 
edges to scroll horizontally. Hold the left button to freeze 
the camera at any point. You can quit the game, exit to the 
main menu, and toggle sound with the buttons at the upper 
right corner. Orders are given with the mouse, in dynamic 
mode you can also use the cursor or WASD keys.

A race at the circus lasts three laps. Teams run through 
an oval track divided by a centre piece called the SPINA. 
On one side of the spina there are three golden dolphins: 
one dolphin drops every time the leader start turning, 
completing a lap. At the opposite side of the spina there are 
three golden eggs which drop when the leader ends the main 



11

qvadriga player’s manual

stretch: they count half laps. Team banners are deployed 
behind them, reflecting current positions every turn.

Not all circuses are equal. Two kinds of builds exists: the 
classic Greek hippodrome, a full oval track where the start 
and finish location is at the middle of the main stretch, and 
the standard Roman circus, where teams start from gates 
placed at one side of the circus called carceres and finish 
at the end of the back stretch. Sometimes when starting 
at carceres the teams will not be visible until first order is 
given and the race begins.

Circus length and width also vary, from smaller ones 
fitting four teams abreast to larger ones able to host eight 
paired teams. Sometimes there are more teams than lanes 
and you will have to fight for a clear lane from the start.

IV 
STATUS

To find a team’s status 
and the auriga’s name, 
pass the mouse over 
them. Colour scale 
shows damage status. 
Damage can affect all 
team components:
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�� If horses are hurt their speed is proportionally decreased.
Horse bar lenght is a measure of current speed.

�� As the chariot itself receives damage, its probability of 
breaking down rises.
Chariot strength is divided between left and right wheels.

�� Auriga wounds lower the driver’s skill and makes him 
easier to stun.

Damage can be suffered because of crashes (chariot and 
horses), lacerations (auriga and horses), curve overspeed 
(chariot and horses), and being dragged (auriga).

Current speed will always be maintained unless you brake, 
collide with another team, or suffer an injury to the horse 
team.

If you are playing in static turn mode, in every order phase 
a wide line will be displayed in front of your team showing 
your next turn’s movement. This line assumes that there 
will be no variation in speed or lane changes. Line colour 
shows relative danger. It will be green unless you are trying 
to curve at overspeed or when wheels could suffer enough 
damage to be at risk of breaking at actual speed.

In dynamic turns this same danger colour code is displayed 
under the order you have selected and in the time bar at the 
top of the screen.

Serious consequences can result when a curve is taken at 
overspeed. A coloured lateral cursor will show the current 
danger level you are facing. Results vary from sideslip to 
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horse injury, from wheel damage to flipping. When a chariot 
flips it is totally destroyed and if your auriga survives he will 

be dragged, possibly to his 
death unless he escapes.

Sideslips are the most 
usual result. You will 
see a lateral red arrow 
appear and your team will 
displace toward the outer 
lane unless another team 

occupies it. If instead your team was trying to move towards 
the inner lane, its movement will be cancelled by the sideslip.

V 
ORDERS

At the start line your quadriga is randomly aligned with 
all the other contestants. No order apart from accelerate 
and whipping is allowed until the mainstretch is reached. 
Orders are situational; that means, for example, that is not 
possible to move left if you are in the innermost lane already, 
or accelerate if maximum speed has already been reached. 
Orders are:

Left and Right orders are for lane changing. A maximum 
of three changes are allowed per turn. If a lane is blocked, 
displacement can still occur later in the turn assuming that 
the lane becomes clear.

Accelerate is only possible if current speed is less than the 
maximum your horses can give, but in that situation whipping 
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can still be used: maximum 
speed will be surpassed for this 
turn and reset for the next one. 
Whipping results are random 
but always more effective than 
accelerate, but you should be 
careful with whipping because 
it could harm horses for the 
rest of the race.

Crash and lacerate are 
offensive movements. Results 
depend on the difference in 
skill between drivers, but car 
size difference is the most 
important factor for crashes. 
Crashes can injure horses or 
damage cars, your own or 
the enemy’s, depending on 

position. Lacerations affect horses or aurigas. They could 
also slow down enemy horses, and stun aurigas; the auriga 
may be unable to make decisions in the next turn, leaving 
him an easy target! Lacerations attempted by an unskilled 
auriga can result in loss of his whip or even whipping the 
wrong horses.

Control makes turns easier to take, but overspeed still 
remains dangerous. It is also helpful to prevent damaged 
wheels from falling apart. Watch negates all crash/lacerate 

attempts against your team.
If your chariot has flipped – 

which is called a naufragia – and 
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your auriga survives, you can still send orders to him, but those 
orders are quite simple: drop the reins and run, or endure!

Aurigas receive damage while being dragged, but watch 
for nearby teams if you are trying to escape or you will be run 
over and possibly killed!

VI 
CAMPAIGN

Campaigns give you the opportunity to achieve lasting fame 
and boast the favour of the gods! The goal of a campaign 
is to race in the Circus Maximus, the greatest circus of the 
Roman world, and win there three times. But an opportunity 
to race there is hard won. You must start in the smaller 
circuses located in the farther corners of the Empire and 
gradually build your fame, skill, and wealth. Only then will 
the gates of Rome’s greatest competition open to you.

To win in Epic Mode you also need to have the auriga with 
the highest number of victories.

You can play any number of campaigns, easily switching 
from one to another by clicking the campaign name button 
on the main menu. After choosing to start a campaign you 
must select your faction, names for the starting drivers, team 
name for posterity, the game mode for all the campaign (static 
or dynamic turns), and the campaign level (normal or epic). 
The differences between normal and epic mode are several. 
In normal mode you may leave a race any time. Also, when 
an auriga is eliminated you may buy a “treatment” that will 
bring the auriga back into service, though with minimum 
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health. In epic mode, however, you have to wait till the end 
of the first lap and stay in one piece to be allowed to leave 
the race. Also, prizes and fame progression are harder to 
obtain, lateral danger cursors are not displayed, and aurigas’ 
deaths are permanent!

Next, the empire map is presented. Circuses are spread 
throughout the empire, which is divided into seven regions. 
Before choosing your starting region, look around to see 
which place fits your strategy best. Every region contains 
several circuses but you can only access the most modest 
tracks at the beginning – these are called Category I circuses. 
Under every circus name there are diagrams that give you 
basic information about its length, width and shape.

Circuses also have a unique bonus that affects all aspects 
of competition. Some offer price discounts for team 
components, healing and repair, and travel. Others give 
better prizes, or upgrades, or provide more experience or 
fame. You can see these bonuses described in the city name 
tooltip.

To reflect the sheer variety of things than can happen in 
competition, you will be presented with one special Event at 
the start of every race. These events can affect game play in a 
variety of ways, from unusual weather conditions to changes 
in the rules. Most Events are random but sometimes their 
nature depends on your past performance: for example, if 
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you are in poor condition or have had a bad run, your faction 
may try to help you, or, if you are getting too far ahead, your 
opponents may conspire against you. At this time you can 
place bets on your victory. Odds are based on the number of 
contestants, your fame and the last results.

VII 
THE CITY SCREEN

When you arrive in a city, the city screen is loaded. At 
the top of the screen are controls to enable you to travel 
to another city or even to change region. Travel will be 
eventually unlocked as you gain fame and prowess. When 
travelling keep in mind that the more teams you have, the 
more you will have to pay.

Below that you can see the circus you are going to compete 
in and its history, with the bonus it offers.

In the middle of the screen, the faction-coloured bar 
informs you about the progress of your local and global 
fame. Remember, the Campaign game is all about gaining 
fame, and fame is increased by getting good race results. 
As you make progress at the competitions, the growth of 
your fame will give you access to higher category circuses 
that offer better rewards, better equipment, and also more 
demanding races.
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Under Local Fame you can find information about the 
current competition: your local victories, the number 
of teams in the next race, and the prizes you can win. 
Under Global Fame there are statistics about all of your 
completed races.

There are two lists of leaders below that. Leaders are 
the top winners of each faction, the local list contains 
the leaders of the city where you are, while the global list 
counts the best leaders you’ve found. When arriving to 
a circus, you could find new leaders topping the charts, 
specially in higher category circuses. Old known rivals 
could reappear also.

During the race, you can recognize the leaders because 
they wear a faction coloured crest or headband. Like 
your drivers, faction leaders could die or suffer wounds 
requiring them to recover before returning to competition. 
You can make one of your drivers a faction leader if you 
get more wins than the current leader, if you achieve it, 
travels and race skipping costs will be cut in half. Finally, 
to win in epic mode you need one of your drivers being 
the overall top leader.

At the bottom of the screen scrolling messages appear, 
informing you of various things like new places where you 
might travel to, the total victories you have accomplished, 
the experience you have gained, or horse replacement 
penalties.



19

qvadriga player’s manual

VIII 
THE MANAGE SCREEN

Here you arrange all possible options to prevail as a team. 
Options that you cannot afford or that are unavailable at the 
moment are shown as semi-transparent.

At the top of the screen are buttons enabling you to 
participate in the next race, skip it to have extra time for 
recovery, or go back to the city screen. Once you have a 
team prepared to run, press the RACE button and choose 
it. If you have second thoughts, press the BACK button. It 
might be a good idea to skip a race if all your teams are 
damaged by pressing the SKIP button, but you will have to 
pay some maintenance depending on the number of teams. 
Teams that are fully able to participate in a race show the 
READY status. Team not able to compete because some 
components are missing show a NOT READY status. And 
those teams needing recovery display DAMAGED status. 
You can still race with these teams, but damage will worsen 
their performance.

On the left you can see your faction coat of arms, your 
team name, and the amount of imperial money – Denarius 
– you have.

On the right side, items offered for sale in the city are 
shown. New aurigas are bought in the forum, chariots in 
the workshop, and horses in the market. Higher category 
circuses offer more team components and upgrades. If you 
want better horses or chariots you must purchase them. This 
is true of aurigas too, but they also can gain an upgrade after 
finishing a race.
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The lower half of the screen displays the teams you 
possess, their status and upgrades and gives you the 
possibility to change and sell team components. You may 
also obtain medical, craftsman or veterinarian services to 
help your teams recover. Damaged pieces from previous 
races blink, and a colour code informs you of the severity 
of damage they have incurred. Yellow damage is recovered 
after resting for one race, but red damage may require other 
measures. If you pay for professional care, recovery rate is 
increased. There are also options for acquiring permanent 
staff: medics, craftsmen and veterinarians can be brought on 
to enable a general acceleration of healing and recovery.

Horses can be lost individually, requiring replacement 
to complete the four horse team. If a team has had a horse 
replaced it will have only a temporary penalty that affects 
just the first race the new team runs.

IX 
ADVICE

I.	 One of the most successful (and historically accurate) 
manoeuvres is to block rivals by putting your team in 
their lane ahead of them. If done right this move can 
not only block them but actually injure the rival horses.

II.	 Learn how to deal with curves in every circumstance. 
The best approach is to enter the curve through the 
first inner lane which is safe (greenish line) but this is 
not always possible. The Control order helps to avert 
some of the danger, and braking is always an option, 



21

qvadriga player’s manual

but the best guide is experience!
III.	 Do not use the whip too much. If you do, you will 

actually lose speed over time due to injury to the horses. 
Use whipping at critical moments to gain position over 
key opponents. Often those moments come early, at 
the start line, or in the final sprint.

IV.	 Avoid dead horses and crashed chariots at all costs. 
Running over them can cause lots of damage.

The Autofinish button can be used to end an uninteresting 
race when there is no chance of crashing and you have no 
podium options. This can be helpful during a campaign. 
You’ll see it appear after the first lap.

A final bit of advice on campaigns: don’t rush! Before 
changing to a superior category circus, be sure to accumulate 
enough money to buy the necessary upgrades.

Audaces Fortuna iuvat!
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S I N G L E  U S E  S O F T W A R E  L I C E N S E  A G R E E M E N T 
READ THIS SOFTWARE LICENSE AGREEMENT (“LICENSE”) CAREFULLY BEFORE PROCEEDING TO INSTALL 
THE SOFTWARE. BY PRESSING “AGREE,” YOU AGREE TO BE BOUND BY THE TERMS OF THIS LICENSE. IF 
YOU DO NOT AGREE TO THE TERMS OF THIS LICENSE, PRESS “DISAGREE”. THIS LICENSE AGREEMENT 
IS A LEGALLY BINDING CONTRACT BETWEEN YOU AND MATRIX GAMESLTD. AND/OR ITS SUBSIDIARIES, 
AFFILIATES OR SUB LICENSEES.

1. General. This software product in its entirety is copyrighted and is protected by international law. The 
software and any accompanying documentation or media including this License whether on disk, in 
read only memory, or in any other form is licensed, not sold, to you by Matrix Games Ltd. and is for use 
only under the terms of this License. Matrix Games reserve all rights not expressly granted to you. The 
rights granted herein are limited and do not include any patents or intellectual property rights. Matrix 
Games expressly retains ownership of the Software itself. 

2. Permitted License Uses and Restrictions. This License allows you to install and use one copy 
of the Software on a single computer at any time. This License does not allow the Software to exist 
on more than one computer at a time, and you may not make the Software available over a network 
where it could be used by multiple computers at the same time. You may not copy, reproduce, translate, 
decompile, reverse engineer, disassemble, modify, or create derivative works from the assembled 
code or any part thereof. The software may contain an Editor that allows purchaser to create new 
assets, modify existing assets or files or create custom levels, scenarios or other materials for use 
solely in connection with the existing software (“new materials”). Purchaser is not permitted to use, or 
allow third parties to use the Editor and/or any new materials created, for any commercial purposes 
whatsoever, or in any other software, without the express prior written permission of Matrix Games 
Ltd. Any persons so doing is committing an offence and or a copyright violation and will be subject to 
appropriate civil or criminal action at the discretion Matrix Games Ltd. 

3. Game Servers. Use of the software by purchaser on Slitherine’s servers is allowed entirely at the 
discretion of Slitherine, who at their sole discretion reserve the right to remove, deny or prevent any 
purchaser from using the Companies servers for any reason whatsoever including unreasonable, 
abusive or offensive language or behaviour and without consultation or notice.

4. Support & Multiplayer. In certain situations and at their sole discretion Matrix Games Ltd. may 
refuse technical support and/or access to multiplayer or online functionality, including but not limited 
to the following; the user attempts or assist other to bypass security measures on the software, or the 
user is abusive to Matrix Games staff and or it’s community, or Matrix Games has reason to suspect 
the user is attempting to cheat or assisting others to cheat, or Matrix Games suspect that the person or 
entity is not the original purchaser of the software or Matrix Games at its sole discretion has terminated 
the Licence.

5. Transfer. Purchaser may not rent, lease, lend or sublicense the Software to any person or entity. 

6. Termination. This License is effective until terminated. Your rights under this License will terminate 
automatically without notice from Matrix Games if you fail to comply with any term(s) of this License. 
Upon the termination of this License, you shall cease all use of the Software.

7. Warranty. This Software is provided without warranty of any kind, whether express or implied, 
including warranties of merchantability and fitness for a particular purpose, which are hereby 
disclaimed. In no event will Matrix Games Ltd be liable for any special, incidental, or consequential 
damages resulting from possession, use, or malfunction of this software product. 

8. Disclaimer. You expressly acknowledge and agree that use of the software is at your sole risk and 
that the entire risk as to satisfactory quality, performance, accuracy and effort rests with you. The 
software is provided “as is”; with all faults and without warranty of any kind, and Matrix Games Ltd or 
their licensors, subsidiaries, affiliates or sub licensees hereby disclaim all warranties and conditions 
with respect to the software, express, implied or statutory. Matrix Games do not warrant against 
interference of your enjoyment of the software, nor that the functions contained in the software will 
meet your requirements, nor that the operation of the software will be uninterrupted or error-free, or 



that defects in the software will be corrected. No oral or written information or advice given by Matrix 
Games or any authorized representative shall create a warranty. Should the software prove defective, 
you assume the entire cost of all necessary servicing, repair or correction.

9. Limitation of Liability. Is restricted to the full extent not prohibited by law, in no event will Matrix 
Games be liable for personal injury, or any incidental, special, indirect or consequential damages 
whatsoever, including, without limitation, damages for loss of profits, loss of data, business interruption 
or any other commercial damages or losses, arising out of or related to your use or inability to use the 
software, however caused, regardless of the theory of liability (contract, tort or otherwise) and even 
if Matrix Games has been advised of the possibility of such damages. In no event shall Matrix Games 
Ltd’s total liability to you for all damages (other than as may be required by applicable law in cases 
involving personal injury) exceed the amount which the purchaser paid for the software or Fifty US 
Dollars ($50) whichever is less. The foregoing limitations will apply even if the above stated remedy 
fails in its essential purpose.

10. Controlling Law and Severability. This License will be governed by and construed in accordance 
with the laws of England and Wales. If for any reason a court of competent jurisdiction finds any 
provision, or portion thereof, to be unenforceable, the remainder of this License shall continue in full 
force and effect. 

11. Complete Agreement; Governing Language. This License constitutes the entire agreement 
between the parties with respect to the use of the Software licensed herein and supersedes all prior 
or contemporaneous understandings regarding such subject matter. No amendment to or modification 
of this License will be binding unless in writing and signed by Matrix Games Ltd. Any translation of 
this License is done for local requirements only In the event of a dispute between the English and any 
non-English versions; the English version of this License shall govern.
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