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Chapter 1: Introduction

Chapter Overview
Welcome to Chron X!

The Objed of the Game
Using this Manual
System Requirements
Contad Information

Welcometo Chron X!

Chron X is a Colledible Card Game in which you Lettle your opporent over the Internet with an
arsenal of agents, wegpors, programs, and bases chosen from your dedk of virtual cards. Just like
paper-based CCG'’s, Chron X cads feaure beautiful artwork, spedfic rules, and fascinating
statistics. Cards can be purchased (starter dedks and boater padks), and traded.

Our Internet tournaments all ow you to compete with players from all over the world, with rules
and cad restrictions handed by the cmmputers. Chron X even tallies wins and losses to track
your ranking among thousands of players worldwide.

The objed of Chron X is to find and destroy the opporent’s headquarters. You do this by
deploying bases to provide you with resources and then spending those resources to deploy
assts. Asts are used to find and attack enemy bases and assets. You can use enharcements to
improve your assets and you can run programs and invoke interventions to give you advantages
in the battlefield.

Unlike physicd card games, Chron X utili zes the concepts of stedth, which keeps cards hidden
from the other player, and perception, which finds hidden assets. Also, there is afar lower risk of
paper cuts. Unfortunately, there is a dlightly higher risk of eledrocution.

The Objed of the Game

The yea is 2097 far enowgh in the future that the human popuation is graining the world©s
resources, bu not far enowgh for techndogy to come to the rescue. The United States has
collapsed into feudalism. A wedkened United Nations vainly attempts to maintain order aaoss
the globe. Corporations have withdrawn from society to become micro-nations unto themselves.
Thereis afeding that a new dark age is coming. As more of the rich and pawverful retrea behind
red and Mrtual barriers, the rest of humanity isleft to fend for itself.

For those on the outside there is hope, of sorts. Out of the urban expanse has emerged the legend
of an approaching epoch. A time known as Chron X, when the destiny of mankind will be
determined. Many spe& of Chron X as the dawn of a new golden age; others believe it will
herald the fina destruction d humanity.
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Existing on the elges of the decging society is a mysterious organization cdled The Body. For
generations it has worked for its own enigmatic purposes, reveding nothing abou its inner
mechanisms. Though many have worked for The Body over the yeas, nore have seen its masters
and its ultimate motives remain unknawn.

But something has changed. Most communicaions from the inner circle of The Body have
ceased. In the outer circles, rumors have sprea like viruses. Some say the masters of The Body
destroyed ore another in a cdadysmic struggle for control. Others beli eve the long sought grall
of faster-than-light travel was attained and the masters departed for a new, better world. Still
others believe the silenceis asign that the fabled Chron X isimminent.

Left to themselves, the individual command teams of The Body©s outer circle have turned on ore
another. You are alealer of one such command team. In arace gainst time, you must find and
destroy your opporent©s saet healquarters before your opporent does the same to you.
Resources in thisworld are scarce, and your agents aren©t always what they appea to be. Against
this badkdrop you kettle to unte the fragmented ouer circle and solve the mystery of The Body©s
silence

Using this Manual

This manual is meant to provide you with the basic tods & knowledge necessary to enter the
world of Chron X. It isbut one of many resources that you have & your disposal. We encourage
you to frequent the official Chron X web site where you will find a cnstantly updated array of
information. You can find it at http://www.ChronX.com. We dso encourage you to real the
news <reen in the game eab time you log in — you can't missit... we won't let you. It's good
clean fun.

System Requirements

Windows 95, Windows 98, Windonvs ME, Windows NT 4.0, and Windows 2000. At the
present time, Chron X runs under Windows XP as an ursuppated fedure.
80x600resolution a higher and at least 8-bit (256) color depth.

A Pentium 100or faster CPU with at least 16MB of memory.

An Internet conredion, either through a dial-up line to an Internet Service Provider (ISP) or a
dired network conredion.

Chron X can generally ded with firewalls as long as they permit outboundconredions and
are not made of adual fire. The game uses ports 5666through 5668.
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Chapter 2: Cards

Chapter Overview
Your Dedk of Cards

Asst Cards

Base Cards

Enhancement Cards

Program Cards

Intervention Cards
Card Resources
Speda Abiliti esfor Cards
Managing and Tuning Y our Dedk

Your Ded of Cards

Playing Chron X is heavily intertwined with the dedk of cards assgned to your charader. When
you start playing, you will creae anew charader and Chron X will generate astarter deck
consisting of sixty cards. These cads are randamly chasen from a larger set according to their
frequency, or rarity. Some cads are @mmon while others are rare. While not necessarily more
powerful, rare cads often pasessunique or exotic ailiti es. You can find a mmplete listing of
the cads on the Chron X web site (http://www.ChronX.com/cardli sts.html). You can also trade
your cards with ather users... but more onthat later. Let©s just get down the basics.

There ae five different types of cards in the game, listed below. (In addition, there ae cad
resources described later in this chapter. Resources are produced by bases and consumed by
cads)

Asst Cards

Base Cards
Enhancement Cards
Program Cards

Intervention Cards
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Asst Cards

As<ts are the human, medhanicd, animal, or even vegetable (sure,
you laugh nav, bu well see who's laughing when a mutant fern

comes at you with leares and stuff) used bah to attak your
opporent and to defend your headquarters. Assts can move aound
the world, seach a dty for enemy as<ts and bases, and (of course)
attadk enemy forces. Each asset costs a cetain nunber of resource
points to deploy. Once an asst has been deployed you can order it
to attak, move, or seach. Each of these adions will aso cost
resources.

All of these dtributes can be modified by equipping an asst with
enhancements. In addition, assts may have speda abilities or
follow spedal rules. These will be indicated onthe badk of the cad.
(See the Enhancement cards sdion on page 11 and the Spedal
Abiliti es ®dion on @ge 15 for more information.)

Asst Card Attributes
Every asst has a set of attributes that describes its cgpabiliti es:

- Hit Points (HP): Hit points are a measure of an asst's hedth. Every time an asst is
attadked, it loses hit points. When an as<t is reduced to 0 ht paints, it iskill ed.

. Firepower (F): Firepower is an indicator of how much damage an asset will ded to its target
during an attad.

- Armor (A): An asst's armor rating measures how difficult it isto kill the as<t.

. Stealth (S): Stedth indicates how hard it is for an opporent to deted the presence of the
aset.

- Perception (P): Perceptionis diredly related to stedth, in that they are completely diff erent.
Any asst seaching will find every asset in the dty whose stedth is not higher than the
seaching asst's perception (an asst with aperception d 5 will find every asst in the dty as
long astheir stedth is not greder than 5).

. CyberAffinity (C): CyberAffinity is a measure of a programmer's level of sKkill. Every
program requires that the as<et running it have aminimum CyberAffinity.

As%t Card Deployment Costs

The deploy cost for every asst—that is, the number of resources it takes to place @ asst from
your hand orto the playing field— isindicaed in the upper left corner of the cad front. The st
to attack, move, and seach is indicaed aaoss the bottom. On the left side is an abbreviated
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listing of the dtributes. Just below the as<t's picture is the domain it belongs to (see Domains
below), along with any spedal attributes the asset might have, such as Sabotage, or Medh.

Asst cads are blue. Try to chee them up.

Deploying an Asst

Y ou can deploy an asset in any city containing a friendy base esuming you have an asset in your
hand and enough resources to deploy the asst:

1. Sdled the asset in your hand.

2. Click the Deploy buton to deploy the as<t. If an as=t has a Stedth greaer than 1, the
opporent will not seethe st and will not even knaw that it has been deployed. Assts with
Stedth of 1 will be deteded by the enemy if he or she has a base in the same dty. When an
asst isfirst deployed, it istapped.

Helpful Hint: Tapped/Untapped Assets

Once an asst is tapped, the asset has dore dl it can do duing
this turn. You will know that an asst is tapped by the languid
expresson onits face ad the littl e box in the corner with an X
in it. At the beginning of your next turn, all your tapped cards

will be untapped.

Moving an Asst

An untapped asst can move to any adjaceit city. Some a%ts are immobile, and those ca©t
move.

1. Seled the as=t cad.
2. Click Move. Youwill be prompted to seled a destination.

3. You can ether click one of the aty names below the globe icon, a, seled one of the dties
from the satellit e view.

4. Moving costs a cetain number of resource points for the asset and it causes the st to tap.

5. When an asst movesinto a dty, any enemy bases in that city are reveded to you. Assts can
automaticdly deted enemy bases. You will not, howvever, see ay enemy assts until you
seach, even if they are nonstedthy.

Searching with an Asst

An untapped asst can seach for enemy assts in the same dty. (Passve assts can©t seach.)
Searching costs a cetain number of resource points for the ast and it causes the as<t to tap.
When an asst seaches, al enemy assts whose Sealth is less than o equal to the seaching
asEt's Perception will be reveded. Althowgh your asset will appea as tapped to your opporent,
the enemy does not necessarily know either of the foll owing:
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Y ou seached their assts.
Their assts have been reveded.

To seach with an as=t, seled the ast cad and click Search. You will then see d enemy
cads acarding to the stedth/perception provisions abowve.

Attacking an Asst

Bases srveto proted assts, so it isimposgble to dredly attadk an opporent's asst when he or
she has abase in the same dty. If an asst is unproteded, then it can be ataded. In that case, the
attack procedls the same & if the target were abase. Other assets can step in and Hdock the atadk
and the target asset can also bock. An asset under attadk will not automaticdly blockD it must
be commanded to defend itself. When the dtad is resolved, damage is dedded acmrding to the
rules for assts (See‘Example’ on page 11 for more information on

how damage is cdcul ated).

Base Cards

Bases provide the resources needed to deploy assets, run programs,
pay rent on a one-bedroom in the dtyb basicdly everything. There
are anumber of rules/itemsto nde éou bases:

Each base supgies you with ore of three different kinds of
resources (Resources are described in the Card Resources
sedion on @ge 13.): Military (€), Covert (@), CyberOps (8).
Basicdly, bases produwe these resources and aher cads
consume these resources.

The default headquarters courts as a base and generates one of
eat resource type eab turn. You may chocse to include a
Healqguarters card in your dedk; ead ore has diff erent rules.

A base cad can be played in any city in the battleground, bt you can ony play one per turn.

Bases do nd have adeploy cost, bu they do have ahit paints attribute, and can have speadal
abiliti es or rules. (Seethe Spedal Abiliti esfor Cards dion on @age 15.)

Once abase is deployed, you will get one resource point of the gpropriate type & the
beginning of ead turn urtil the base is exhausted. Resource points build up,so if you dorit
spend them in ore turn they will be avail able the next.

Most bases gop providing resources after a cetain number of turns.

If at the end d the fiscd yea you still have resource points left, they will be rolled over into
the next fiscd yea. (A tax joke! Hal)

Base cads are green.
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Deploying aBase

Bases can be deployed anywhere in the world as long as the type of resource produced by the
base is nat arealy being produced by some friendy base in that city. For example, if you have a
Desert Training Camp (which produces 1 Military resource point per turn) and you daceit in
Caracas, you can nd later play an Amno Cache in that same aty (which also produces 1 Military
resource point per turn).

Since your healquerters courts as a base and since it produces al threekinds of resources, you
can generadly nat play any bases in your own healquerters city. Some bases, however, do nd
produwce ay resource d al (Rguvenation Tank, for instance). These bases can be played
anywhere. Also, nde that only friendy bases are @murted for this purposeb enemy bases do nd
affed you. In ather words, if there is an enemy base in the daty, you can still deploy your own
base, even if it suppies the same resourcetype a the enemy base.

Bases can automaticdly deted any enemy base and any enemy asset of Stealth 1 in the same aty.
This means that when you deploy a base in a aty, al the enemy bases and enemy assts of
Stedth 1 become visible to you. In addition, if the enemy later deploys any bases or assets of
Stedth 1in a aty in which you have abase, those cads will become visible to you.

Attacking and Defending aBase

The next threesedions describe:
Attadking a base
Defending a base foll owing an attadk
Deding with the deah o abase

Attacking aBase

One or more untapped asEts can attadk an enemy base in the same aty. Only one base can be
attacked at a time. Each attacking asst must be untapped and the dtadker must have enough
resource points avail able for the seleded assets to attadk. Attading taps al assetsinvolved in the
attack. Not all the sssetsin a dty need to participate in an attadk. Assets are not red people, and
will not fed left out.

1. Seled an as=t to attadk with and click the Attack button. Youll be prompted to seled the
target base.

2. Seled thetarget base, and click Doneto proceal with the dtadk, or seled more atadkers.
3. If you deddeto seled additional attadckers, simply seled the as<set and click Attack.

Defending aBase following an Attack

Once dl attackers are picked and youve clicked Done, as described in the previous ®dion, the
attack isreveded to the defender.
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Any attadkers who were not already known to the defender are now reveded. The defender now
gets aturn to defend against your attadk. He or she has the option d blocking one or more of the
attaders.

Eadch untapped as<t that the defender controls can block one and orly one datadcker. A single
attacker can be blocked by more than ore defender. Defending does not tap an asst. Each
defender that blocks will be reveded to youif you dd na aready know abou it.

Oncethe defenders have been picked, the atadk is resolved. Any attadkers that were nat blocked
will get through and will do damage to the base. These dtadkers will do ore hit point of damage
for eath pant of Firepower.

Any attacker that is blocked will fight with the defender. Each will i nflict one point of damage
for ead pdant of Firepower minus one half point for eat pant of Armor that the opporent has.

Example: Point Damage in anAttack

If Meat Machine (Firepower 5, Armor 4) is blocked by Joe
Jarusek (Firepower 3, Armor 2), then Meat Machine will do 4
points of damage (5 - 2/2) and Joe Jarusekwill do 1 pant of
damage (3 - 4/2). Damage is rounced up. Regardless of the
numbers, ead side will always do at least one point of damage.

For people redly goodat math, hereisthe damage formula:
Attadker©s Firepower (Defender©s Armor / 2) = Damage dedt

If an attadker is blocked by more than ore defender, then bah defenders will do damage to the
attacker, bu the dtadker will only do damage to the first defender that was picked. That defender
is metimes cdl ed the "lead blocker."

[t'sDead, Jim

At the end d ead payer©surn all of their dead assts and bases are
removed from the board. When a base is destroyed (its HP drops to
0), it is removed from the game. If an asst is kill ed, it is removed
from play and deposited in the Body Bank o its owner. Beware, it
could come bad to life!!

Enhancement Cards

Enhancement cads represent various equipment, biomedanic
implants and surgicd modificaions that can improve the
cgpabiliti es of an asset, for example: wegpors to increase damage,
titanium skeletonsto resist injury, mimetic amor to improve stedth,
etc. Each enhancement costs a cetain number of resource points to
use. Only assets can recave enhancements.

Enhancement cards are dark gray.
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Enhancing an Asst

Enhancement cards can be used to improve the ailiti es of an asset. For example, the UR10
Assault Rifle card will increase the Firepower of an asst. When an asst is given an
enhancement, the player must have enough resource points to use the enhancement. Once played,
the enhancement stays with the asset and canna be transferred.

To apply an enhancement to an asset:

1. Sdled the enhancement card in your hand.
2. Click Equip.

3. Click onthe as%t youwant to enhance

An enhancement which gives an asst a cetain attribute level (as opposed to ore that adds or
subtrads from that attribute), will not generally enhance an asst downwards. For instance, if
Anceph Warrior, which has a firepower of 8, is enhanced with Banddo Pistol, which gives an
asEt a firepower of 5, Anceph Warrior's firepower will be the higher of the two. On the other
hand, an enhancement like Sn&e, which raises firepower and armor, bu at the expense of 2
points of stedth, will lower that attribute. That is, it would, except that Anceph Warrior aready
has a Stedth of 1, so, uh, rever mind.

Seleding an Enhancement In Play
If youwant to look at an enhancement in play, you reed to dothe foll owing:
1. Click the st card with the enhancement. (The "User".)

2. Then look at the big card view on the left. If you seethe bad of the as<t, flip it over by
clicking it once

3. Then click the little icon in the lower-right of the cad©s art. You will then see the
equipment card.

Program Cards

Program cards can do many wondous things that help the player
and dten hut the opporent. A program must be run by an asst in
play. Each program has a CyberAffinity rating that indicaes the
level of knowledge required to use it. A program can be run by any
asst who hes a CyberAffinity equal to or greaer than that required
to run the program. In addition, running a program costs a cetain
number of resource points.

There ae different kinds of programs. Some will work once, for
example, dang damage to an enemy asst. Others will have an
effed on al assts in the dty. For example, Quarantine prevents
assts from entering or leaving a dty. The latter kind o program
may last for aturn or two or it may be permanent and last for the
rest of the game. A program running in the dty will be displayed on
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the side of the battlefield in the aty view. The spedfic rules for the program will be dluded to on
the bad of the cad.

In general, the other player will know that a program has been run. If the a%t running the
program is known to the enemy, then the enemy will know who ran the program. If the &%t is
nat known, it will not bereveded, bu the enemy will still know that a program was run.

Program cards are red.

Running aProgram

An asst runnng aprogram must be untapped to run the program.

1. Sdled the program card from your hand.

2. Click Run.

3. Click the ss=t youwant to runthe program. Running a program taps the as<t.

Program Keywords

These ae the keywords associated with programs:
Command. Command programs do something, then leave play.
Daemon. These programs influence one spedfic aty.

Construct. These programs run amok in the Core and can interad with every cad in the
world.

| ntervention Cards

These cads represent high-level interventions by greder powers
in the world. For example, a 7" Air Cavalry Strike @urts as an
intervention. These ae generally onetime events that are
discarded after use'. Each intervention generaly costs a cetain
number of resource points to invoke.

Some interventions (For example, Peaceke@ing Force) can be
used duing your defense round, after the other player has
dedared his or her attadkers, bu before you have committed your
forcesto defend.

Intervention cards are gold.

1 You may notice a almost extravagant use of words like ‘usually' and ‘generally' when deding with game rules,
and where such words are not used, they should generally be asssumed. That is because for every rule there is almost
always (meaning wudly) a cad that somehow circumvents it. As a rule (and this particular rule is an exception to
the last rule, in that there ae no exceptions to it), where a cad rule and a game rule ae in conflict, the cad rule
takes precalence

Page 13



Invoking an Intervention

Interventions have some of the same dfed as programs but they do rot require an asst.
Interventions can be invoked at any time & long as it is your turn and you have the required
number of resource points. In general, the other player will know that an intervention hes been

invoked.

1. Toinvoke anintervention, seled the intervention from your hand.

2. Click Invoke.

3. Some interventions will require that you choocse an asset. This is the target of the

intervention, nd who is "using it." Unlike programs, interventions need no person to run
them.

Intervention Keywords

All Interventions have one of the following three keywords, and they ead mean something
different:

Direct. Thisis an intervention that has sme dfed right away, and wualy leaves play at
the end d the turn. For instance, H. Thalmann gives you 3 Covert and 3 CyberOps
resource points and nahing else. It doesn©t neal to stay in play.

Local. These interventions affed a particular city. The dty where you invoke this card
matters. For instance, Napam Strike does damage to enemy as<ts in ore daty. If you
played this at your opporent©s HQ, it would be eaier to attad for the win!

Global. Theseinterventions usually affed the entire game map.

Card Resources

Resources are eaned by bases and consumed by cards. There ae threetypes, eat representing
the fundng and materials neaeded to suppat a different form of combat:

& Military: The brute force of modern warfare, and military combat includes all types of
overt firepower. Military assets are trained for survival in the faceof enemy fire and deah
against oppasing targets.

@ Covert: Throughou history, wars have been fought hand-to-hand, bu starting in the 20"
century, atechndogicd arms racedeveloped that favored concentrations of power. The first
machine gun was very powerful; so powerful, in fad, that the enemy tried to destroy machine
guns first. This meant that machine guns had to be proteded in armored tanks. But this made
the tanks a primary target and even higger and more expensive tanks had to be built. By the
beginning of the 21% century, this model of warfare was obsolete. Techndogicd
developments allowed the aedion d elite commando teans that could pass through a
traditional battle line and penetrate deg into enemy territory to deliver anything from an
assssn'sbullet to a dty-busting nuclea device Covert assts are trained to work in seaecy,
relying on deceotion and surprise to achieve their objedives.
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H CyberOps: The third major caegory of combat is the newest and vaguest of them dl. The
techndogicd revolutions of the 21% century have aeaed na only new ways of killi ng but
aso new battlegrounds. With so much of the world dependent on the computing and
communicaions power of the Core (the homogenous computing engine of the planet), attacks
on wrtua targets can have dfeds on the red world. For example, a simple mmputer virus
can disrupt communications between two military bases, preventing one from coming to the
defense of the other. In 2097 there ae spedal assets dedicaed to mastering the intricades of
the Core and the various ways in which it can be used to attadk and cefend.

Spedal Abilitiesfor Cards
Some as<ts and bases have aspedal ability that can be invoked when the cad is in pay. For
example, Eros Mercenary can temporarily increase his Firepower by using his gpedal ability.

If the opporent knows abou the asset or base using a speda ability, then he or she will know
that the spedal ability was used. Using a spedal ability does nat reved the user, though.

Therulesfor specia abiliti es depend onthe adual card. Some examples of rules are:
Some spedal ahiliti es can only be used when the as<et is untapped.
Some can ony be used orceper game.

Some @st a catain number of resource points.

Invoking Spedal Abilities For Enhancements

Some enhancements have aspedal ability. The spedal ability for an enhancement can orly be
used by the player who controls the ast on which the enhancement is played. For example, Cut
& Patch Kit heds 4 pdnts of damageif you wseits gpedal ability.

To use aspeda ability for an enhancement:

1. Click onthe picture of the enhancement in the large image of the cad. You will now seethe
enhancement card and your will see abutton labeled “spedal” below it.

2. Click onthe button labeled "speda™ to invoke the spedal ability.

Managing and Tuning Your Dedk

You knav the phrase "Pradice makes perfed.” Well, in terms of playing Chron X with a
maximum advantage, we nead to modify that saying to be "Pradice andtuning your deckmakes
perfed." Dedk tuning is one of the most important aspeds of playing Chron X, and takes a grea
ded of skill and experience

When you crede a harader, a starter set of 60 cadsis generated, and your default dedk consists
of these cads. But generally, you will not want all 60 d these cads in your playing dedk. The
first reasonis, nat al of the cads will be usable. For example, if nore of your programmers has a
CyberAffinity greder than 5, you pobably wont want to have a cad like Tetsujin's
Transformation in your dedk, since it requires a CyberAffinity of 8 to run. Or you might have
Portable Launcher, bu no missleto usewithiit.
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The seaondreason is that nat al cards work well together. Some cads have very spedfic uses,
like Organegger, which steds deal assts from your opporent's Body Bank. Idedly, you want
to include only the cads that will be strategicdly important to your ded, whatever that means to
you. Also, remember that diff erent assets will need different types of resources, and you should
have enowgh of theright kind d basesto supgdy them.

The fourth reason for not including al 60 cards in your dedk is that the smaller your dedk, the
greder the odds of drawing a cad you reed when you reel it. The smallest all owable number of
cadsinadedk is40,andfor a mnsistent chance of winning, you shoud try to get as close to that
number as possble. This is espedaly true when playing games in America where it's not
unwsual for a game to last only five or six turns. You will very rarely last longer than thirty-two
turns against a human opporent, which is when you would stop dawing cards with a 40-card
ded. If youwere playing with a 60-card dedk, and the game only lasted twenty turns, you would
never have seen more than half your ded. For slower battlegrounds, you might want to add more
cads, espedally games played in The World, which can be much longer. In genera, though, you
will benefit by having as small aded as possble.

At this paint you may be wondering how youwould go abou tuning your dedk.

Tuning Your De&k

Bringing up the Manage Dedks <reen. Seled the Manage Deds button from the main
screen. This brings up the dedk management screen that displays all your cards. From here
you can arrange dl of the cadsin your colledion and change the cadsin your ded, or creae
new deds (from which you can choose in the Game Settings <reen).

Viewing cards you have, but are not currently
displayed on the top row. If there ae more
cads than can be displayed on ore row, you ll
see asmall arrow on the top right side of the
screen. Click it to scroll to the next cad. If you
hod down the Ctrl key while dicking the arow,
youll scroll by page.

Viewing cards more cosey, for more

information. Seleding a cad krings up a dose-

up d it in the spaceto the left of your colledion.

Clicking on the dose-up shows the badk of the

cad, where you can see afull listing of the statistics for the cad, along with any speaad
rules, abiliti es, or flavor text.

Modifying the aurrent deck. The top row of cardsis your current dedk. The rows below are
scrap pil es where you can arrange your cards and keep any that you dort want in your ded.
You can seled cards and dag them individually, or you can seled blocks of cards by holding
down the shift key while dicking on the first and last cards that you want to seled. If you
click onthe labdl to the left of arow, youll get the option o seleding the entire row. Y oull
also see alist of sorting options. Y ou can sort arow by name, card type, resourcetype, rarity,
and artist. You can aso export alist of the cadsin therow to atext file.
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Creating new scrap piles. Click on ore of the New Pile buttons on the right side of the
screen. A new scrap pile divider will be aeded at the center of the row, and the New Pile
button will change to Delete Pile. Pressng this button will merge the two piles together
again.

Creating new dedks. Click on the leftmost part of the status bar at the top d the screen
(where you seethe words “Default Ded”). Dedks are subjed to certain restrictions; no ek
can have fewer than 40 cads or more than four of any one type of asst, enhancement,
program, or intervention. Also, you may nat include more than four of any particular speaal
base. (Spedal bases are bases that have aspedal ability. Ched the bad of the cad to seeif
it has such a spedal ability). For example, you can have more than four Akashic Detraining
bases, but not more than four of CIA Archives or Rgjuvenation Tank.

Thinking more about the tuning process Begin the process of tuning your dedk by
familiarizing yourself with the cads in your colledion. Then try to weeal ou any cards that
you can't use.

Next, take alook at what you have left. If you have alot of programs, make sure that you
have enough programmers to use them. If you have 5 programs in your dedk, bu only one
programmer, you run the risk of not drawing the programmer urtil very late in the game, if at
al, inwhich case awy programsin your hand will be dead weight.

Any cads which depend on dher cards to be useful interventions, any enhancements, or
programsb in fad, programmers themselves, are potentially risky. There ae grea rewards
when a mmbo worksb when you can pair up a YasubanOperative with a Plasma Torch and
drop it into your opporent's HQ before he or she can deploy an AntiTerrorism asst to stop
itsattacksb but it's unwise to base your dedk onchance

If you still have too many cards, try pulling out some of your bases. Try to keg an even mix
of Military, Covert, and CyberOps bases. Once you legin to play a game against the trainer,
you will seehow long you can last. Play defensively and pay attention to your resources: Are
you constantly running low on them, ureble to deploy the assts you reed? Maybe you have
much more of one resource type than you can use. Go badk to the Manage Dedks <reen and
change your mix of base cads until you find a configuration that works.

If you find yourself losing, try to figure out why. Is the computer constantly beaing you with
sabotage asEts? Try to include more AntiTerrorism assets in your dedk. Are you falli ng prey
to surprise dtadks? Try to keep a high-perception asset handy, and seach every turn.

Y ou may find that your card colledion is missng some vital comporentsD maybe you dorit
have enough assts, or you have too many Military assets and nd enough bases to suppat
them. Try generating new charaders. Each new charader will probably contain cards that
youve never seen before. Familiarize yourself with them. Tune some dedks. Find ou what
works, and what doesn't.

When you start beaing the cmmputer more often, and you fed comfortable with your ded, it
might betimeto try aliving opporent. Unless of course, you're scared...

The basic dedk setup. We strongly suggest the following setup for your first competitive
decks:
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0 18Assts
o 15Bases
0 7 Enhancements/ Programs/ Interventions
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Chapter 3: Battlegrounds and Domains

Chapter Overview
Battlegrounds

America

Asia

Europe

The World

Padfica

Antarctica

Northern Sprawl
Domains

Corporate

Former United States (FUS)

Monasteries

Nonames

United Nations (UN)

Battlegrounds

The battlegroundyou chocse dfeds the number of cities in the game ad the wnnedions from
city to city. Each battleground pesents diff erent logisticd chall enges. Games on ore third o the
world will generally be shorter than games on the entire globeb it's a big planet after all.

The next four sedions describe the four diff erent battlegrounds to choaose from.

America

This battleground represents the American continents. There ae 7 cities in America and the two
oppaing headquarters are randamly placel so that they are d least three dties apart (i.e., it
shoud take & least threemoves to go from one HQ to the other).

Helpful Hint: America as a Battleground

Americais agood ksttlegroundto choose if you're just starting
out, or looking for a fast game. Because of the arangement of
cities, your opporent's HQ can only be in two passble
locaions. Of course, the same is true from your opporent's
point of view.
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Asia
This battlegroundrepresents the Asian continent and part of the Padfic Ocean. There ae 9 cities
in Asia and the headquarters must be & least two cities apart. The dtiesin Asia ae aranged in a

spider-like pattern, branching out from one ceitra point. There ae many dead ends, which
makes aching more dall enging.

Europe

This battleground represents the European and African continents. There ae 10 cities in Europe
and the headquarters can be one dty apart. That means the opporent's HQ could be in the next
city over, or on the other side of the @ntinent. Games in Europe ae generaly longer, becaise
both sides usually have a tanceto buld uptheir defenses before their HQ is discovered.

Most people play Europe games.

The World

This battlegroundis the combination d the previous three Healquarters must be & least three
citi es apart.

Other Maps

There ae new maps that are dways in development. Once you are comfortable with the first 4
maps, take alook at Padfica Antarctica and the Northern Sprawl map!

Once the battlegroundis chosen, choose the dedk you would like to play with by clicking on the
dedck label. If you have not creded any dedks there will be only one entry in the list: Default
Ded. Once you have seleded the battleground and the deds you wish to use, click the
chedkmark button. The game will then begin.

Domains

The world of 2097 is a superpasition d domains, eat sharing the same physicd space but
amost never interading. To a personwholivesin ore of these domains, the other domains sem
like shadow worlds that are barely comprehensible, like cdculus.

There ae five mgjor domainsin the world of Chron X. Some cads in the game belong to ore of
these five domains and some of the rules apply only to some domains. Although eaty danainisa
rich and varied environment, it is possble to determine general trends for ead damain:

Corporate

Corporations adapt. When the streds became too dangerous for employees, the cmpanies hired
seaurity guards and militias. When the government-run educaion systems collapsed, the
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corporations credaed their own schods. And when international law failed to proted their
corporate interests, the companies built their own intervention forces. Althouwgh, strictly
spedking, corporations gill compete with ead aher, the rules of that competition are such that
inter-corporate war is rare. Insteal, the arporate hierarchy attempts to preserve its own world
against the outsiders who are jedous of the @rporations riches. Becaise @rporations are
reluctant to draw attention to themselves, they tend to rely on covert assts.

The orporate domain is oppased to the monasteries (“because of their techndogicd power,
which isthreaening”) and the Nonames (“because they seek to siphon pofits’).

Former United States

The United States began its dow disintegration with the secesson d California and Texas in the
mid-21% century. In 2091 the territory of the Former United States is cortrolled by locd militi as
who combined with the amed forces and federal and locd law enforcement. Because of this, the
FUS s drong in military assts.

In general, the FUS is oppased to the United Nations (“becaise they seek to asamil ate the US”)
and to the monasteries (“because they are mad scientists bent on the destruction o the world”).

Monasteries

Since the beginning of the 21% century, it has been clea to many people that the world was
diding toward a new dark age. The combination d the popuation explosion with the daos of
international relations was working to steadily erode the gains of the 20" century. The first
monastery was %t up in China by a few wedthy and idedistic enginea's who wanted to ride out
the coming dark age in a fortressthat could maintain the technicd knowledge neealed to rebuild
the world. Soon there were dozens of monasteries all aaoss the world, eah dedicaed to
preserving as much of civilization as passble. Unfortunately, their success attraded too much
attention, and fea and jedousy have served to ali enate the masses left outside the walls. In 2091,
the monasteries g/stem is the most seaetive of the five magjor domains. Although the monasteries
are generaly loath to interfere in the rest of the world, they are often forced to defend themselves
and lately they have begun to attakk preemptively against their enemies. The techndogicd
advantage makes the monasteries grong in CyberOps as<ts.

The monasteries domain is oppased to the wrporate domain (“because the wrporations are short-
sighted gready materiaists’) and to the FUS (“because military power withou discipline is
undeasing to the monasteries’).

Nonames

With the upper-class proteded by corporations, and the midde-class retreding into walled-
enclaves, the unskill ed and the refugees were left outside to fend for themselves. Surviving on
the margins, and with no formal allegiance, the Nonames are organized into competing clans.
Living in the 21% century wil derness the Nonames are very independent and very aggressve.
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The traditional enemies of the Nonames are the arporations (Awho took all the good hts of the
world for themselves®) and the UN (awho left them to rot while taking care of “legitimate'
citizens?).

United Nations (UN)

Along with the FUS and China, the United Nations is the last mgor government on Earth.
Because of ahistoric oppasitionto violence the UN islargely a defensive organization; its assts
are quite powerful, however, and when committed to bettle, they are amatch for any of the other
four domains.

The traditional enemies of the UN are the FUS (%ecause of unfortunate historicd incidents®)
and the Nonames (aho refuse to be integrated as legal citi zensP).
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Chapter 4. Getting Started

Chapter Overview
Loggngin
Understanding the Main Screen Options
Playing Chron X.
Exiting Chron X.

Step 1: Loggngin
When you first start the game you will seethe login screen. No matter what you dedde to do-
play the trainer off-line, or play an opporent online - you must log in to Chron X.

Helpful Reminder: Don©t Forget Your Passwvord

If nobod/ else has physicd accessto your computer you can
leave the passwvord blank, bu if you are sharing a maciine with
other people we recommend that you wse apasswvord, bu dor©
forget it.

Tologinto Chron X:
1. From your Windows 2Start® menu, seled Chron X. This bri ngs up the Chron X login screen.

To login as an existing charader, seled the charader name from the list on the right and
then seled OK.

To login as a new charader, seled the New Charader button. You must chocse the
charader©s name and an optionapassvord. Do na forget this passvord, however, asit is
the only way to accessyour charader. (Seesedion the Manage Charader sedion on age
25 for more information abou creaing anew charader.)

2. If you seleded an existing charader in step 2, and you entered a passwvord for this charader
when you creded it, the Passvord screen appeas. Enter your passvord and seled OK. The
main Chron X screen appeas.

Step 2: Understanding the Main Screen Options

The Main Screen has a number of options. The five buttons at the bottom of the Main Screen are
described in the next five sedions of this document. It is recommended that you read eadh
sedion so you can make an educaed dedsion about which dredion you want to take & you get
started with Chron X. Once you get started, use the guidance information onthe screen to help
you raevigate through your chasen peath.
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Play Trainer

This alows you to get started easily with Chron X. This is what we recommend to first-time
users. It helps you get aaquainted with the wild, crazy world of Chron X.

Built i nto the trainer are the Chron X Missons. Misdons are designed to take anovice user from
the basics of Chron X up to the paint where they have a good enowgh understanding of the game
to go orine and take on the world. We highly recommend that new users go through the
Misgons. To doso, click on@Play Trainer®, then ondNew Campaign®. Trust me, youll li ke it!

The best way to lean is to play a few pradice games against the computer. The trainer is
intended to tead new players the basics before they go up against live opporents. Althouwgh it
seldom provides a dhalenging game to experienced players, it will usualy win the first few
games whileyou are leaning to play, andis aso useful for testing out new dedk configurations.

Built i nto the trainer are the Chron X Missons. Misdons are designed to take anovice user from
the basics of Chron X up to the paint where they have agood enouwgh understanding of the game
to go orine and take on the world. We highly recommend that new users go through the
Missons. To doso, click on@Play Trainer, then ondNew Campaign®. Trust me, youll li ke it!

For the more experienced Chron X players, the trainer offers dExpert Missons®. These ae
designed to tead users advanced strategy. Think you're good? Make my day...

Manage Decks

This alows you to seled and ogimally manipulate the dedk of cards you want to use for the
game youOre going to play quite important! Seethe Managing and Turning Y our Dedk sedion at
the end d Chapter 2 for the full scoopabou Dedk Management. ItOIl be worth the time.

Register
Chron X has no pay-per-play fees and no oiine dharges. You are welcome to play Chron X for
freein urranked games or against the Trainer for aslong as you like.

However, if you love the game aad want more, you can register and take alvantage of the
foll owing most-awesome benefits:

. More Cards to add to the starter you©ve drealy creded.

. The aility to trade cads with ather players.

- The aility to be ranked among all Chron X players worldwide.

. The aility to buy bocster cards.

- The aility to participate in tournaments.

Before you cedde to register, there ae afew important things you shoud be avare of:

Y ou shoud make sure that you can play the game before you register. If you try to run Chron X
in 64480 screen resolution, you will not seethe entire screen — trangation: the game is not
playable & 64x480 resolution. Also, if on-line play is important to you, make sure that you can
succesdully play against others on the Internet. We will do whatever we can to fix any
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conredion problems, bu there ae cetain aspeds of the Internet that are beyond ou control,
such as unreliable ISPconnedions.

You can crede & many unregistered charaders as you want before registering. Make sure that
you chocse a diarader that you're happy with before you adivate your registration. The quality
of starter dedks will vary, bu the number of rare cads will be the same.

Your colledion d cads is recorded by our server when you register your charader, and every
time you make atrade or buy boacsters. If anything ever happens to the darader file on your
computer, we can easily restore your cards. So, while we do recommend that you keep a badkup
of your charader file and updite it any time you make a dange to it, you shoud na be
concerned abou losing your investment dueto a hard drive aash.

To register your charader, you must first purchase aregistration code via our web site. To find
out more, visit the Registration page on ou web site &:

http://www.ChronX.com/register.html.

Buy Cards

Once you register, the Register button changes to a Buy Cards button. This will take you to the
Manage Ded screen where you can puchase cads to add to your Chron X arsena! The form is
pretty simple —just seled the padks of cards youwould liketo puchase from thelist, then fill out
al of therequired credit card information. All credit card transadions are logged to prevent fraud
and exeauted through ou seaure server. For more information, dease go to:

http://www.chronx.com/cards-boasters.html.

Enter The Core

Entering the Core dlows youto go dego into the live Chron X world experience

The Core dlows youto:
Chat. You can chat with ather players abou all kinds ©o stuff, including card trades.
Challenge. Thisis where you chall enge and seled opporents.

Trade. Thisiswhere youtrade cads (registered payersonly)

Manage Char acter

To pay Chron X you must first crege a darader. Your charader contains all the information
abou you that is relevant from game to game, the most important of which is the wlledion o
cads that you avn. You can crede & many different charaders as you wish; eat ore will have
adifferent mix of cards.

After you have aeaed a dharader, you are brought to the main screen (ak.a. the News <reen).
At thistime, the game will attempt to conned to the Chron X server through the Internet.
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No matter how much you try to pan ahea, eventually you are going to redize that your
charader's name sueks... um, isn't exadly as robust as you might like. Or perhaps you chose the
wrong gender (we get a lot of that). Fortunately, the Manage Charader button allows you to
easily fix problems such asthese.

To creae anew charader or modify an existing charader:
1. Sdled the Manage Character buttonto bring up the Manage Character Screen.

2. Enter the information abou the darader you are aedaing or make modificaions to an
existing charader.

3. Seled the Chedk mark to save your new charader or modificaions to an existing charader.
(To exit withou saving your changes, seled the X.)

Step 3: Playing Chron X

After you have foundsomeone to play with (or are playing with the trainer), the game starts and
places your headquarters in some randam city in the world. The opporent's HQ is likewise
randamly placed.

Taking Turns

The dedk that you chose to use is $uffled and you are dedt seven cads at the beginning of the
game. At the beginning of every turn, you daw one cad from your ded (this includes your
opening turn, so you adually start with eight cardsin your hand).

Eadh turn alows you to deploy one base cad and any other cards that you have resources enough
to play. Once there is nothing more that you want to do, you can end your turn and allow your

opporent to play.

The game ntinues even after bath players have drawn every card from their dedks. The first
personto utterly destroy the other's headquarters wins the game.

Turn Sequence
Production: draw card, receve resources (automatic)
Start Of Turn: al "start of turn” effeds on cards happen (automatic)
Main Phase: player takes as many adions as desired, ends when player clicks Next.
End Of Turn: al "end d turn" eff eds on cards happen (automatic)

Cleanup al deal assts moved to Body Bank, al deal bases removed from play
(automatic)
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TheInterface

The game screen is divided into dfferent sedions. If you howr over any particular part of the
screen you will get abrief pop-up explaining what it is that you are pointing at.

Resour ce counter

f_%

Theworld
- Current city

Card close-up < - Battleground

L }. Chat messages

Your cards
Control buttons - Your hand

- Body Bank

~—

Chat input line

The World

In this edion d the interface you will seea dose-up d the aty that you are airrently in, as well
as a globe that alows you to change your view to any city in the world. Beneah the globe, you
may also seeone or more dty names.

The dose-up view of the aurrent city will show al known cardsin that city. The row of cardson
the battom of the dty close-up are your cards, the ones at the top are thase of your opporent.

The globe is the main navigation tod in Chron X. When you click onit, your
screen will change to a satellite view of the entire battlefield (America
Europe, Asia or world). Clicking on any one of the dties in this view will
instantly transport you to that locaion.

Any cities listed dredly beneah the globe ae dties adjacent to the dty you
are aurrently in. These ae shortcuts to jump 1 city at a time aound the
battleground.

Your Cards
Asyou daw cards from your deck during the course of the game, they will appea in your hand.
Any cards that are kill ed by your opporent will appea in the Body Bank.

Chat

Chatting with (and sometime taunting) your opporent is a key part of Chron X. The dat inpu
lineislocaed at the bottom of the screen. All incoming and ougoing chat messages are listed in
the dhat messages arealocaed just above the cadsin your hand.
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Resource Courter
The resource ournter keeps constant tradk of the resources avail able to you.

Card Close-Up

Clicking on any visible cad will give you a dose-up view in the upper left sedion d the
interface Clicking on the cad close-up image will #lip® the cad alowing you to see the
information onthe front and bad of the cad.

Control Buttons
The @ntrol buttons all ow you to control certain adionsin Chron X. Depending on the sedion d
the game, one or more of the foll owing control buttons may be avail able to you:

Next: Endyour turn & passcontrol of the game badk to your opporent.
Attadk: Usethe aurrently seleded as<t to attadk a given target.
Move: Move the aurrently seleded card to ancther city.

Seach: Use the aurrently seleded card to search for any hidden assets that your opporent
might have in the airrent city.

Intervene, Run, Equip: Usethe arrently seleded intervention, program or enhancement.
Discad: Discard the aurrently seleded card from your hand.
Defend: Use the aurrently seleded card to defend against an opporent's attack.

Step 4: Exiting Chron X
To exit Chron X, pressEsc at any time. The options panel appeas with the foll owing options:

Quit Game. Allows youto qut the game.
Minimize Allows youto minimize the game, bu keesit open.

Done. When you are finished adjusting the options on this sreen, andor if you dedde
that you do ndwant to exit Chron X, seleding Done returns you to the previous reen.

Sound. Enables/disables ound.

Pop-up Help. Enables/disables pop-up help. When it©s enabled, help automaticaly pops
upwhere the arsor isto dfer youinformation abou different parts of the screen.

Helpful Hint: Getting Help

If you dor©t have the Pojup Help ogion enabled and you till
want help from time to time, you can pressthe Ctrl key at any
point and get the pop-up help.

Download Images. Enables/disables the dynamic updating of images in the background.

Save Game Logs. Automaticdly records play-by-play logs of your Chron X gamesto a
locd file. If thereis ever any question abou any asped of a game, these logs can be sent
to Blue Sky Red Design to help us make adetermination.
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Chapter 5: Getting Advanced

Chapter Overview
Playing and Trading with Others

Advanced Strategies and Concepts
Playing and Trading with Others

Playing Against Another Player
From the main screen, click onthe Enter Core button.

This conreds to the Chron X server and all ows you to chat with ather players who are ready
to play. If you shoud fail to conred, seethe troubdeshoaing guide on the Chron X web site
(http://www.chronx.com/hel p.html).

Chedk out the potential opporents.
Thetop part of the screen shows the potential opporents currently onthe server.
Chat with the person you want to play with.

The bottom part is a dhat screen where you can talk to ather players. Clicking on the dat
room name (The Core) will bring up amenu d other avail able dhat rooms. Additionally, you
can crede new private dhat rooms at any time.

To send private messages. Normally, your chat messages are transmitted to everyonein that
chat room. By using the whisper to option (click the button onthe right side of the screen, o
use the Ctrl-Enter keyboard shortcut), you can send rivate messages to the person whose
nameis sleded. Click onany nameto seled that person, and you will seethe spinning
Chron X logo appea on either side of the name. On the upper right side of the screen you will
seethat person's ranked game record, including wins, losses, draws, and the percentage of
unresolved games. You will aso see agold Challenge button.

To challenge or be dall enged:

To challenge an opponent. Seled the person from the list, and then click the Challenge
button. The other player shoud then click his or her Accet buton to accet the
chall enge.

If you are challenged. If someone dhall enges you, you will seetwo gold butons appea:
Accept and Dedine. Click onDedineif youare not ready to play.
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Wait for the Game Settings sreen to appea.

When the dhallenge has been accepted, the Game
Settings screen appeas (be patientb if you a your
opporent have a slow Internet conredion, this
might take aminute or o).

Chat with your opporent until you agree on the
foll owing:

Where? Dedde what battlegroundyou want to

play on.

Who? Dedde who takes the first turn. By default, the dhall enge takes the first turn, bu
this order may be reversed, a chosen randamly.

Ranked or sKkill test game? If both of you are registered, you must also dedde whether
you want to play a ranked game or a skill test game. (Ranked games count towards eadh
player's rating, and therefore diredly affed ead player's overal rank.)

Which format? There ae threeformats to the game: "Open" (use dl of the cads), "Act
One" (use cads from the first threesets — 1% Edition, Overture and Ascension), and "Act
Two" (use cads from the second three sets — Defiance, Whiteout and Bregpoint). Most
players choose Open, bu the other two formats are fun and chall enging also.

Onceyou have agreed onthe game settings, click the chedkmark buttonto begin.
If your opporent seleded dfferent settings than you, you will receve awarning message and
will be returned to this reen. If the settings agree you will enter the game.

From this paint things proced just as they did when you were playing the Computer Trainer,
except now there's a thinking, blood-thirsty, power-hungry human being on the other end o the
game. Hope you krought afew Plasma Torches along...

Trading
Trading works only between registered players. To trade:
Seled The Core button from the main screen.

Highlight the person you want to trade with and click the Trade button. Initiating a trade
with someone is the same @ challenging for a game. The person can then either accet or
dedine to trade with you. If your partner accepts, you will both be taken to the trading screen,
described in the sedion kelow.
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The Trading Screen

There aethreerows of cards:
Top row. Containsthe cadsthat your partner is offering to trade.

Middle row. Contains the cads that you want to offer to trade. You can drag cards from the
bottom row to the midde row. Any cards in that row are visible to your trading partner.

Bottom row. Shows the cads in a particular dedk of yours. To switch the ded, pressthe
down arrow on the status bar at the top (just like the Manage Dedks sreen). In this <reen
thereis also an oggionto show only the cadsin your colledionthat are not part of any dedk.

Cards other player is offering

Cardsyou are offering

Y our deck (visible to you only)

Chat area

Trading Basics
To doffer cards for trade;

1. Dragthe ards. Drag them from the bottom row to the middle (trading) row. You can drag
as many cards asyou like.

2. Unlock your cards and pick the onesto trade. Once dl of the cads you are offering arein
the trading row, seled Unlock to alow for your partner to rearange the cads in your trading
row. At this point, your shoud aso unock hig’her trading row (the top row) so that you can
rearange the cads he/sheis offering.

3. Lock your trading row. Once you have bath dedded which cards you want to trade, lock
your trading row and dag al of the extra cads badk to the bottom.

4. Exeautethetrade. To exeaute the trade, click the trade button to the left side of the trading
rows. If the other player agrees to the trade, you will then bah get a confirm button. If both
players confirm, then the trade will be completed and the cads in the two rows will switch
places. It is possble to trade cads for nathing, if you want.
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As on as you confirm the trade, every card in the midde row will be traded for every card in
the top row. Thisincludes cards in the scrap pile. Be caeful!

Helpful Hint: Resolving Unsuccesdul Trades

In the rare instance where atrade might fail to complete for
some reason, you must exit Chron X, restart, and log in using
the same dharader. The game will then conred to the server
again to either complete or cancd the unresolved trade. Until
thisis done, additional attempts to trade with that charader will
probably fail because the previous trade was partialy
completed.

Advanced Strategies and Concepts

Now that you knaw the basic rules of Chron X you may have naticed that almost every rule has
an exception. For example, na al assts tap when they are deployed (RAT Team, for example).
Similarly, a cad like Fredancer can run grograms that are higher than her CyberAffinity. While
bath of those mncepts are eay to understand, there ae many others that are alittl e bit more
intimidating. This sdion will describe some of the more alvanced rules and combinations in
Chron X.

Alternate Headquarters

By default, you start the game with a generic Headquarters that has 25 ht points and produces
one of ead resourcefor the rest of the game. But it is possble to use diff erent HQs that might be
more @mmpatible with the dedk that you are using. For example, if you have avery fast ded that
is designed to quickly find and destroy the other player, you might want to use an Armored HQ.
The Armored HQ has more hit paints, so it can last longer while undefended, bu it immediately
gives away itslocation, so you can exped the other player to attadk quickly.

If you have one of these dternate HQs in your colledion, you can use it in a game simply by
including it in your dedk. The game will automaticdly use it instead of the generic one. If your
ded has more than ore HQ, the game will use arandam ore.

There ae dmost a dozen new Healquerter cards in print, and new ones will come out in the
future. To see afull li st, go to the Chron X website:

http://www.ChronX.com/cards.html

Radiation, Poison, and Viruses

There ae many ways to de in Chron X, and taking combat damage is only the most common
way. There ae interventions like Death Dust that instantly kill an asst unless he or she is
immune to Viruses. Other cards, such as Hanford Death Squadfor example, kill with Radiation.

All Medhanicd assts (asts that have the Mech. keyword) are nontorganic aedures that are
automaticdly immune to Viruses and Poison. Unless otherwise stated, however, all other assts
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are vulnerable. All assets are vulnerable to Radiation (including Medanicds, which get their
CPUs scrambled) unlessotherwise stated.

There ae some enhancements (such as NBC Armor) that make assts immune to Poison, Viruses,
and Radiation, and there ae some as<ts that are intrinsicdly immune.

Misdles
Missles are aspeda kind d enhancement. An asst can be equipped with aMissle only if he or

she has a Launcher. Some asts (like Hellspawn WarMachine) have an intrinsic Launcher
cgpability. Others need to have aPortable Launcher to be aleto use Missles.

To fire aMissle you must first click onthe Missl€e's picture in the big image of the ast. This
will seled the Missle and nav you can use the spedal ability for the Missile. Using the Missle
will generally tap the asst and will cause the Missleto be discarded.

There ae some cads, like Utopia Heavy Infantry that pull a Missle from your ded when they
are deployed.

Upkee Costs

Some cads, for example, Hypnaic Worm, consume resource points at the beginning of your
turn. Thisis cdled an upkee cost and there ae usually penalties for failing to pay the ast. The
upkeeo cost is consumed after all your bases have generated resources. If you have multiple cads
with an uplee cost, the st will be paid in the order in which the cads were played.

In general, the upkeep cost is paid by the player who controls the cad. For example, suppase you
deploy a Hellspawn WarMachine, and your opporent later steds it with a Command Bolt.
Because your opporent controls the Hell spawn, he or sheisrequired to pay the upkeep for it.

As usudl, there is an exception. Cards like Hypnaic Worm and Comnmand Bolt, that change the
controller of a cad, always require their owner to pay for the upkeep. In ather words, imagine the
example &owve. Your opporent has golen your Hell spawn with a Command Bolt and nav he has
to pay for the upkeg on the Hellspawn and the Command Bolt. Now imagine that you run
Joyrider onthat Hell spawn. Y ou control the Hell spawn again, so you pay for the upkegp onthe
Hellspawn. But becaise Command Bolt is an exception, you do nad pay for the upkeg on
Command Bolt.

You Know that | Know that You Know

When an asst seaches and finds hidden enemy assts in a dty, those enemy assts remain
visible to you for the rest of the game unless the opporent is able to hide them again. The
opporent doesn't necessarily know that the assets where found, havever, and if you seach with
an as<t that has a high Stedth, it islikely that the opporent will nat know that you knaw.

When an as=t uses a speda ability, the other player is told that the &bility was used only if the
other player knows abou the esset.
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If the opporent uses an intervention, you will be told that the intervention was invoked and (if it
isrelevant) where the intervention was invoked in.

If the opporent runs a program, you will be told that the program was run and (if it is relevant)
where the program was run. If you knav abou the as%t who ran the program, you will be told
that it was him or her who ran it. Otherwise, you will only be told that the program was run.
Likewise, if you knav abou the target of the program, you will be told whoit was ran on.

In generdl, if there ae cads that affed al asstsin a aty (e.g., Napdm Srike) you will only be
told of theresults for the assets that you knav abou.

The Storage Box

If you heve avery large cad colledion, you may find it difficult to tune your dedk, espeaally if
you have asmall screen. One solution is to pu cards that you dort often pay with in the
Storage Box. One of the options in the main pul down menu in the Manage Deds <reen is
cdled @Storage Box®. This menu item shows you the @ntents of the your Storage Box. By
default, the Storage Box is empty. If you dace cads into your Storage Box, those cads will not
be visible when you are tuning other deds. If you want to use those cads again, you can go badk
to the Storage Box and remove them.

There is also a short-cut from ead of the pile menus (where the sorting options are). From any
other dedk, you can seled some cads and then move them to the Storage Box. Those cads will
disappea from your dedk. Y ou can get them badk by going to the Storage Box and moving them
badk to the lower pil es.

Shortcut Keys

The function keys have been pre-defined to help streamline some of the common gameplay
functions. They are defined as foll ows:

<F2> Deploy/Rur/Intervene/Equip
<F3> Move

<F4> Seach

<F5> Done

<F6> Cancd

<F7> Attadk/Defend

<F8> Spead

<F9> Next

<F10> Discad

Adding Sound to Chron X

Chron X is able to make quite alot of noise. If you go into the Windows @Sounds® goplet in the
Control Panel, youwill find avariety of Chron X events to which you can attach sounds. If you
really want to expressyour credivity, thisisthe placeto doit!
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Glossary of Terms

This ®dionis an alphabetized sedion explaining various terms and concepts in Chron X. In the
definitions, termsin bold refer to aher entriesin the Glossary.

AntiTerrorism
The AntiTerrorism ability allows an as<t to block sabotage asts.

Armor
Armor is a measure of how hard it isto damage an asset. The higher the amor, the harder it
isto damage an as=t. Seefirepower for adescription d how to cdculate damage.

Arctic

Arctic as=ts are used to the harsh condtions in Antarctica They dor©t take damage on that
map when most other assets would.

Asst
An asst card represents a person a macdine that can attad, move, and search. Assts can be
deployed in any city where there is a friendly base. It costs a cetain number of resource
pointsto deploy an asst. Once deployed, the asset staysin play until it i skill ed.

As<ts have six main charaderistics. hit points, firepower, armor, stealth, perception, and
CyberAffinity.

Base
A base cad is a permanent install ation, bulding, or structure. Bases canna move, attack, or
seach. It costs nothing to deploy a base, but only one base can be deployed per turn. Most
bases produce one of the threetypes of resources. A base can be deployed anywhere in the
world as long as the resource produced by the base is not arealy being produced by a
friendly base in that city.

Bases have a cetain number of hit points which measure how hard the base is to destroy.
Ead time the base is damaged, some number of hit points are subtraded. When the base
readies zero hit paints, it is destroyed.

A base automaticdly deteds any enemy bases in the same dty. In addition, a base
automaticdly deteds any enemy assts with astealth of 1.

Bases can be used for defense. When a player has abase in a dty, the opporent canna attack
any of the player's assets unlessthe base is first destroyed.

Body Bank
The Body Bank is a placewhere dead assets go. A deal asset on the battlefield will go to the
Body Bank at the end d the turn of the player who owns the as<et. This means that an asset
killed duing the opporent's turn gets one turn to be regenerated before going to the Body
Bank.

When an asset goes to the Body Bank, it loses any enhancements that it had. An as<t in the
Body Bank canna be regenerated, but there ae some cads that can affed asts there (e.g.,
Organiegger, Spak of Life).
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Construct
Constructs are global programs that affed adions all over the world. For example, DNA
Scanrer can scan dea assets anywhere in the world. Constructs continue to have an effed
for aslong as they continue runnng.

Corporate
This clasgficaion indicaes that the cad is a product of the Corporate domain. The
megacorporations of the 21st century form a wedthy global community that uses dedth and
high techndogy to preserve its grip on paver. Corporations generaly rely on covert
resources to achieve their goals.

Covert Resources
One of the three types of resources. Covert resources represent the training, gadgets, and
suppat required to deploy stedthy seaet operatives aroundthe world.

CyberAffinity
CyberAffinity measures an asst's ability to use program in the global network known as The
Core. Programs can orly be run by assts who have aCyberAffinity equal to or greaer than
that required to run the program.

CyberOps Resources
One of the threetypes of resources. CyberOps resources represent the technicd skill and the
Core accss time required to implement and invoke both sophisticaed nano-techndogy
compil ers and more cmmon pocedural Core programs.

Daemon
A Daemon is a program that affeds the adions in a particular city. For example, Tactical
Battle Program gives a bonus to al assts in a dty for aslong as it isrunnng. A cad like
EM Scrambler can terminate Daemons that arerunning in a dty.

Enhancement
Enhancements are cads that represent equipment or items that can be used to improve the
cgpabiliti es of an asxt. An enhancement costs a cetain number of resource points to use.
Once an enhancement has been given to an asst, the enhancement stays with the aset urtil
the end d the game.

Firepower
Firepower is a measure of how much damage an asst can do. The higher the firepower, the
more damage the can do.When dang damage to a base, an asset does 1 pant of damage for
eat pant of firepower. When dang damage to an asstt, the damage is adjusted dovnwards
by one half of the target's armor (rounded down). For example, if an asset with firepower 10
does damage to an asset with armor 5, the target takes 8 pants of damage:

firepower - armor/2=10-52=10-25=10-2=8
FirstStrike
FirstStrike is the aoility of an asset to do damage before the opporent can respond.Normally,

damage between two assts is resolved simultaneoudly. If General Trelain is blocked by
Urdan Ted, then they will eat do ore point of damage to the other. Sincethisis enough to
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kill ead ore, and since damage is dedt simultaneously, bah are kill ed. FirstStrike gives an
asEt the aility to damage the opporent first. If the damage is enough to kill the opporent,
then the aset with FirstStrike recaves no damage. In the example adowe, if General Trelain
had FirstStrike, Urdan Tech would be dead before he could do damage to Trelain.

When bah assts have FirstStrike, damage is resolved simultaneously.

If multiple defenders block an attadker, al defenders must have FirstStrike in order for
FirstStrike to have an effed.

If multiple defenders block an attadker with FirstStrike, the first defender will be dfeaed by
FirstStrike, but the others (sincethey receve no damage) will not be.

FUS
A cad with this clasgficaion is a member of the Former United States. After the secesson
of California and Texas, the remainder of the union split into a loose aciation d city-
states. The military power of the FUS is unrivaled. The FUS relies mainly on military
resources to adhieveits goals.

Gear
Thisisatype of enhancement that isworn or caried by an asst.

Global Interventions
A Global intervention affeds adions al over the world. For example, UN War Crimes
Tribund affeds as=ts in every city of the world. Global interventions continue to have an
effed for aslong asthey remainin pay.

Headquarters
A player's headquerters is the central command hase for the player's operation in the world.
The player's HQ courts as a base for most purposes, bu if the HQ is ever destroyed, the
player loses the game.

Heal
Some cads are ale to hed other assets. Heding an asst restores some or all of the hit points
lost in combat or by other means. Deal assts canna be heded.

I mplant
This is a type of enhancement that must be surgicaly implanted into the user. Mechanical
asEts canna recave implants.

I ntervention
Interventions are cads that represent major events orchestrated by a player to influence the
game. For example, the 7" Air Cavalry Strike card can be played to do damage to an enemy
base. Interventions cost a cetain number of resource pointsto invoke.

Hit Points
Hit points are ameasure of how much damage an asst or a base has taken. When an as%t is
reduced to O ht paints, it is killed. Likewise, when a base is reduced to O ht paints, it is
destroyed. An asst or base that has been kill ed dces not immediately leave the battlefield. At
the end d the turn o the player who owns the dea card, the cad is removed from the
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battlefield. Assts are sent to the Body Bank (where they may later prove useful) whil e bases
are removed from the game.

Launcher
Thisisan ability of an asst. An asst with alauncher isableto use missles.

L ocal Interventions
Locd interventions affed adions in the dty in which they were played. Locd interventions
continue to have an effed for aslong as they remain in play.

Mech.
Seemedhanical.

Mechanical
Medanicd assets are inorganic assts uch as robads, androids, and autons. Medanicds are
immune to stimulants, viruses, and poison and cannd recave implants. Many spedfic
cads differentiate between organic assets and medhanicds. For example, UN Field Sugeon
canna hed medhanicd assts.

Military Resources
One of the three types of resources in the game. Military resources represent the training,
ammunition, and suppat required for amilitary operation.

Missle
Misdles are atype of enhancement. Missles can orly be used by assts who have alauncher
(such as Missle Tower) or by assets who have some enhancement that gives them the aoility
to launch missles (such as Portable Laurncher).

Monastery
A cad with this designation is a aeaion d the Monasteries domain. Feaing that the world
isabou to plunge into a new Dark Age, many €lite scientists and engineea's have retreaed to
impregnable fortresses. They hope to preserve humanity©s techndogy against the goproaching
chaos. The Monasteries rely on CyberOps resources to achieve their goals.

Nonames
A cad with this designation kelongs to the Nonames domain. In the end, the poa and the
powerless are left outside the walls of civili zed society. Those that are neither owned by a
corporation, citizens of the FUS, members of the Monasteries, or subjeds of the UN, are |eft
to fend for themselves.

Perception
Perception is a measure of an as%t's ability to find hdden enemy assts. The higher the
perception, the better the et is at seaching. An asst can seach to find all enemy assts
whose stealth islessthan or equal to the searching asset's perception.

Poison
Poison kil s organic assets unlessthey are immune to pdson. Some enhancements provide
immunity to pdson. Others, such as Scorpion Claws rely on pasonfor their effed.
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Mechanical assts are immune to pason.

Program
Program cards can be used to do \arious useful things in the game. Each program has a
CyberAffinity rating that corresponds to the CyberAffinity need by an asst to run the
program. Programs can only be run by assets who have ahigh enough CyberAffinity. A
program card must be run by an untapped asset and the asset who uses the program taps.

Regenerate
Regeneration is the aility to completely restore an asst to maximum hit points even if the
as%t isdea. As=tsin play can be regenerated, but asstsin the Body Bank canna be.

Resources
Resources are used to dothings in the Chron X universe. There ae threetypes of resources:
military, covert, and CyberOps. Eac type represents a different way of exerting power.
Milit ary resources alow you to have brute force power; covert resources provide dandestine
and subversive power; and CyberOps resources invoke techndogica power.

Resource Points
This is a way of measuring resources of a cetain type. Each payer has sme anourt of
resource points for ead type of resource These points are used to deploy asts, run
program, invoke interventions, etc.

Sabotage
The sabotage aility allows an as=t to attadk in a speda way such that only assts with the
AntiTerrorism ability can bock it. Normal assets canna block an asst with sabotage.

Sacrifice
Some cads cdl for the player to saaifice an asst. This means that the player must choaose to
kill afriendy asset in play in order for the cad's ability to comein force The et saaificed
canna arealy be deal. Depending on the adual card, the saaificed asst will ether die, go
immediately to the Body Bank, or be removed from play.

Spear head
A cad with Speahea is the lightning rod for an attadk. In any attad, if there ae asets with
Speahead, orly thase assets can be blocked by more than ore as<t. The other assts have an
advantage in combat in that they may only be blocked by one as<t. (If that card says that it
may only be blocked by two assts then it couldn©t be blocked at all!)

Stealth
Stedth measures an asst's ability to avoid detedion. The higher the stedth, the better the
asst is at avoiding detedion. Assts of stedth 1are aitomaticdly discovered by any enemy
base in the same dty. Assts of stedth greaer than 1 a assts deployed in cities withou
enemy bases are not automaticdly known to the enemy.

The enemy can seach for enemy assts in a dty using one of his or her own assts. See
perception.
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Stimulant
A stimulant is a drug that affeds the abiliti es of an asst. Some enhancements are dassfied
as gimulants if they rely on dugs for their effed. For example, Twitch Paste, which
increases the reflexes of an asset, thusincreasing its armor, is considered a stimulant.

Mechanical assts are immune to stimul ants.

Structure
A dtructure is a speda enhancement that can oy be used on bases. For example, Ferro-
Concrete Wall can be used to increase the number of hit points on a target base (including
your HQ).

Tap
A tapped as=t is an asset in pay that has already dore dl that it can dothis turn. Tapped
asEts cannd attadk, move, seach, o run grograms. Some a%ts can use their speaa ability
whil e tapped, bu others cannat.

aTo tap® an asst means to cause the et to become tapped in order to do something. For
example, an asst card might say, @Tap to do 1 pont of damage to target as=t®. This means
that when the spedal ability of the st is used, the asset will tap and do 1 pat of damage
to the target. If the as<t is dready tapped, then the speaa ability canna be invoked.

Topded

Topded cads begin the game in your opening hand. Build Ste is a Topdedk cad used by
many players, asit ensures that you draw basesin the ealy game.

UN
A cad with this classficaion belongs to the United Nations. With the wll apse of the United
States and the growing power of the wrporations and the Monasteries, the last sovereign
governments of the world banded together to form a global government.

Unique

Unique cads can ony be played if no aher copy of them arein play at al. You can©t play it if
your opporent©s has one in play, or if you do.You may have multiple wmpies of the cad in
your dedk, and can play oneif the onein play has been removed.

Untap
The oppasite of tap. An urtapped asset can attadk, move, seach, a run programs.

Virus
A virus is a DNA fragment that uses an organic host to reproduce and thus potentialy alter
the organic make-up d the host.

Some enhancements provide immunity to viruses. For example, NBC Armor makes the
weaer immune to all viruses, pasons, and radiation. Some other cads, like Death Dust,
affed all assts who are not immune to viruses.

Mechanical assets are immune to viruses.
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Worm
A Worm is a program that attadches itself to an asst or a base. The Worm looks like an
enhancement, bu often has a deleterious effed on the subjed. A program like Penicillin 3.1
can get rid of Worms.
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Appendix A - Playing without the Chron X Server

It is posgble to pay withou the Chron X server. If you have afirewall that prevents a dired
conredion to the Chron X server, you can use these instructionsto play with afriend onthe same
network.

First dedde on ore of your machines to be the master and the other to be the servant. The player
whose machine will be the master shoud launch Chron X with a speda command line option:
/m. (Please @nsult your operating system documentation to figure out how to enter command
line aguments).

The other player shoud launch Chron X with the /s option followed by the DNS name of the
madhine running the master. For example:

chronx /s thor.olympus.org

Now both players dhoud seled Manage Character while hading down the shift key. If the
conredion was establi shed properly, bah payerswill now bein the game settings <reen.

It isalso passble to pay against the trainer withou having Chron X constantly berate you abou
not being able to conned to the server. Just start Chron X with the /u ogtion, like this:

chronx /u

This will stop the program from trying to updite the news and rankings data from our server.
You can easily creae ashortcut to chronx.exe and add the /u flag to the Target line in Properties.
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Appendix B - Troubleshoaoting

- Network Anomalies. Occasionally while playing Chron X you will see adialog box that
indicates a Network Anomaly has occurred. When this happens Chron X will immediately
attempt to reconred to the other player (they're seang the same message). Do na quit Chron
X. Instead, verify that you are till conreded to the Internet. Due to Internet traffic, such a
reconredion may take up to two or threeminutes, though dften they are resolved within afew
sends. Sometimes, due to Internet problems, Chron X will not be ale to remnred at all. If
youve waited for over three minutes and the dialog has nat disappeaed, then you shoud quit
the game (by pressng Esc) and try again.

- If you can seeother players in the dhat areabut canna seethem typing anything and canna
see the text that you type gpea in the dat window, try runnng Chron X with the /O
command line option. This option enables a different system for recaving chat (similar to
socket OOB data) that may help.

- If you are dtempting to trade cads with anather player and the trade fail s for some reason,
subsequent attempts to trade will probably continue to fail becaise the previous trade was not
resolved. The solution is to exit the game, restart, and log in using the same charader. If the
last trade da@tempt was not completed, the game will then chedk with the server to either
complete or cancd the trade and will i nfform you d the outcome.

. Chron X has sosme soundeffeds that are available if you have asoundcard. If you do nd hea
any sounds while dicking buttons in the game screen, first ched the options by hitting the
Esc key and make sure sounds are enabled. If sounds are enabled chedk your Windows
Control Panel.

After running Chron X the first time there will be entries in your Control Panel's sound
settings where you can set up sounds to be played when certain events occur in Chron X.
Make sure Windowvs ounds are enabled and there ae sounds gedfied for the Chron X
events.

- If Chron X appeas to freeze just after yourunit and you have an oddsoundcard, try runnng
with the /Q command line option to bypassthe sound.

. There ae problems with some video card drivers, such as the Diamond Stedth 3D. If your
screen is garbled when running Chron X, first try to get an updhted driver from your vendar.
If that doesn't work, you might try one of the standard Microsoft SuperVGA drivers on the
Windows install ation dsc.
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Rules, Lega Notices, Other Fun Stuff

Please read the Chron X license agreanent. By installing and wsing the game you are ayreeng to
the li cense terms and you shoud understand those terms.

A large part of the Chron X experienceis the online dhat space Please observe the same rules of
condwt you would observe in any pubic place Abusive or offensive behavior including
excessve use of bad language will not be tolerated. Use good judgment.

Cheaing, spedficdly by pulli ng the plug on your modem when you are éou to lose, will not be
tolerated. Sincewe can't tell the diff erence between that and an acddental disconredion we just
court how many times it has happened and trust you na to dsconred intentionally. Don't bregk
our trust and we won't have to revoke your registration.

Note that we may need to change the cgabiliti es of some cads in the future if they are foundto
be too paverful, or nat powerful enough, a otherwise imbalanced. BSRD reserves the right to
change any card at any time, bu we will try redly hard to usethisas alast resort.
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License Agreanent

READ THE FOLLOWING TERMS AND CONDITIONS CAREFULLY BEFORE INSTALLING THE
PROGRAM. INSTALLING OR USING THE PROGRAM MEANS YOU ACCEPT THESE TERMS AND
CONDITIONS AND UNDERSTAND THAT THEY WILL BE LEGALLY BINDING ON YOU. IF YOU DO
NOT AGREEWITH THEM, DO NOT INSTALL OR USE THE PROGRAM AND DELETE ALL COPIESIN
YOUR POSESSON.

Blue Sky Red Design LL C grants you a free nonexclusive license to use "Chron X" (the Program), but retains
all property rights in the Program and all copies thereof. You may fredy distribute unatered copies of the
Program, however, you may not distribute the Program for profit in any form. You must include the file
license.txt, which contains a apy of this license, with all copies of the Program which you make for your own
use or which you gve to athers. Please cdl the terms of this license to the dtention of all persons who receve
copies of the Program.

This Agreament is effedive upon your installation or your first use of the Program and shall continue urtil
revoked by Blue Sky Red Design LLC or urtil you bread any term hereof; upon termination you agree to
destroy all copies of the Program in your passesson.

THE PROGRAM IS LICENSED AS IS, AND BLUE SKY RED DESIGN LLC HEREBY DISCLAIMS ALL
WARRANTIES, EXPRESS OR IMPLIED, INCLUDING WITHOUT LIMITATION ANY IMPLIED
WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, TITLE AND
NON-INFRINGEMENT. IN NO EVENT WILL BLUE SKY RED DESIGN LLC BE LIABLE FOR ANY
DAMAGES, INCLUDING BUT NOT LIMITED TO, LOST PROFITS, LOST SAVINGS, DAMAGE TO
COMPUTER HARDWARE OR SOFTWARE, LOSS OF DATA OR OTHER INCIDENTAL OR
CONSEQUENTIAL DAMAGES ARISING OUT OF THE USE OR INABILITY TO USE SUCH PROGRAM
EVEN IF IT HASBEEN ADVISED OF THE POSSBILITY OF SUCH DAMAGES. Some states do not all ow
the exclusion of implied warranties or the limitations or exclusion of liahility for incidental or consequential
damages, so the above li mitations may not apply to you.

You shall not modify the Program or merge the Program into another computer program or crede derivative
works based upon the Program. Y ou must get the written permisson of Blue Sky Red Design LL C to include the
Program in any colledion of software.

Do not download the Program if you reside in a @untry to which the download of the Program would violate
U.S. export laws or regulations, and do not distribute the Program in violation of such laws or regulations.
Chron X may not be downloaded or otherwise exported or reexported into (or to a national or resident of) any
country to which the U.S. has embargoed goods or to anyone on the U.S. Treasury Department list of Spedally
Designated Nationals or the U.S. Commerce Department©s Table of Deny Orders. If you do not med these
criteriaor are not sure, do not install the software and destroy any copiesin your posesson.

When using the Chron X on-line chat spaceyou shall observe the same rules of conduct you would observe in
any public place Abusive or offensive behavior including excessve use of bad languege is a bread of this
Agreament and will be grounds for the revocaion of your on-line privileges without refund. Violation of the
Chron X Rules of Conduct will also be grounds for the revocation of your on-line privil eges without refund. The
Chron X Rules of Conduct can be found on the Chron X web site & the following address
http://mww.ChronX.com/rul esofconduct.html

You shall not attempt to chea in any manner. Examples of cheaing include intentionally disconneding from a
game in play to avoid losing, intentionally delaying a game to force an oppaent to concede or quit, conceding
games in exchange for money or other consideration, and interfering with any player©s communicaionsBlue
Sky Red Design LLC reserves the right to define additional behaviors that constitute deding at any time.
Cheding is a bread of this Agreament and will be grounds for the revocation of on-line privileges without
refund.

Blue Sky Red Design LL C reserves the right to change the rules, behavior, and cgpabiliti es of the Chron X game
and virtual colledible cads.
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10. This Agreament shall be governed by the laws of the Commonwedth of Massadchusetts without regard to its
conflicts of laws rules. The United Nations Convention on Contrads for the International Sale of Goods sall
not apply to this Agreament.
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