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ights of Man is the newest expansion DLC for Europa Universalis 
IV and it is probably one of the most ambitious, touching many core 
mechanics that players have gotten very familiar with.

Monarchs? They now have traits that can help or hinder your progress.
Technology? Completely redone, casting aside the old location based system.
Cultural Acceptance? Now this is more under your control
Governments and subjects? So many changes including new details for Revolutionary 

Republics and the Ottoman Empire.
In short, Rights of Man is a major break from the past of Europa Universalis, just as 

that Revolutionary document was a break from the Ancien Régime. This may mean 
you will need to learn new strategies as we toss out systems that were too rigid and 
left too little to your imagination and control.

R
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o this point in Europa Universalis IV, monarchs and rulers have 
been little more than their three core statistics. We think about our rul-
ers as the sum of their Administrative, Diplomatic and Military ratings. 
If they have a high military rating, they might get the additional charac-

ter of being a great general for one of your armies.
In Rights of Man, monarchs will now be given personalities that add bonuses or 

penalties to their empire. A monarch’s personality is comprised of a maximum of 
three characteristics, the vast majority of which will be positive, but some will be 
negative. Your monarch starts with one aspect to his/her personality and additional 
characteristics will be added after both ten and twenty-five years of rule.

A monarch’s personality is loosely tied to the monarch’s abilities. A poor adminis-
trative monarch will never get the “Brilliant Organizer” trait, but if their ability is a 4 
or 5, then it is much more likely this personality will appear.

Each personality characteristic is tied to events, and some will open up new possi-
bilities for old and familiar events, letting your ruler use their personal skills to avoid 
trouble. Others are dependent on government types, chosen idea groups, or religions.

Computer controlled rulers can be expected to behave differently, depending on 
their personality. They might be more aggressive, more generous, or more foolhardy. 
In this way, we give the monarchs around you some personality that you can rely on 
from a simple description.

Monarch Personalities 
and Leader Traits

T
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Here is a short list of examples of personalities and how they will affect your game.

• Midas Touched: tax income increased 10%
• Conqueror: Separatism last five fewer years, AI rulers with this trait are 

more aggressive
• Righteous: Requires monarchy or republic, +1 to yearly legitimacy or republi-

can tradition
• Obsessive Perfectionist: Build costs are 10% higher
• Babbling Buffoon: Diplomatic Reputation reduced by one, AI rulers with 

this trait are more likely to send insults
• Scholar: Technology is 5% cheaper

When you heir comes of age, he or she will get their first personality characteristic. 
Personalities will also now have an effect on the obituary your ruler gets when 

they die.

LEADER TRAITS
Army and Navy Leaders also have traits in Rights of Man. Leaders will earn traits 
through battle – idle leaders earn nothing – and these traits can affect the course of 
the next battle or, for admirals, your trade income.

Unlike Monarch traits, Leader traits are always positive.

Queen Consorts and Queen Regents
Royal marriages now give the possibility of adding a Queen Consort to your govern-
ment – or Prince/King consort if you have a female ruler. Queens will tie you more 
tightly to their origin nation, so a royal marriage that results in a queen will be a 
strong diplomatic boost. Queen Consorts, like their royal husbands, will have traits.

A Consort’s traits become useful in the event of a Regency. If there is a queen when 
a Regency is triggered by a monarch’s early death, a Queen Regency appears, with the 
former partner of the monarch 
now watching things for the 
youthful heir. Queen Regents 
can declare war, unlike typical 
regencies, giving them greater 
freedom of movement in a pro-
longed regency phase.

Queen Consorts have special 
events tied to their appearance.

4
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Abdication and Disinheriting Heirs
If a monarch is over 60 years old and has reigned for 25 years, he/she can abdicate in 
favor of the current heir. If you have an inconveniently long-lived and incompetent 
ruler with a better heir in the wings, this might be an attractive option.

However, taking the dramatic step of abdication will reduce both your prestige 
(-25) and legitimacy (-50).

On the other side of the throne, sometimes you have an heir that looks like they 
will be a bit of a disaster. All their stats are 1s, maybe their first personality character-
istic is Cruel. We’ve all had one of those kinds of heirs.

Now if that happens, you may disinherit your heir. Doing so will damage your le-
gitimacy (-50), and you also lose your heir with no guarantee that you will get another 
heir in the future. So, this is a risky move. However, sometimes it may be an appealing 
option, especially if you don’t risk being forced into a political union.

You can abdicate or depose the character on the Court submenu by clicking on the 
button to the far right of the character’s name.

Strengthen Government
All nations can also spend Military Monarch Points to Strengthen its government. 50 
points of military power can be used to improve a ruler’s legitimacy, theocratic devo-
tion or horde unity by 10 points, or republican tradition by 3 points. This represents 
the army putting its weight behind the throne. 

Abandon Personal Union
If you lead a personal union with a junior partner that is more trouble than it is worth, 
you now have the diplomatic option to abandon that union. This costs you prestige, but 
might liberate you from having to fight a war for something you don’t need anyway.

This option can be found in the Influence Nation tab of the Diplomatic Relations 
submenu.

Debase Currency
Historically, governments would sometimes debase their currency. Coins would be 
minted with lower precious metal content in order to spread out the supply of real 
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silver or gold, thereby giving a broke ruler greater access to ready cash.
In Rights of Man, you can debase currency on the budget submenu where you usu-

ally take loans, to the bottom right. The one advantage of debasing your currency is 
that it will not affect inflation, and you will not have to pay interest on the money you 
are bringing in. The amount of cash you raise through this action is the same as a loan.

However, there is 2% increase in your nation’s corruption. You may only have five 
instances of debased currency active at any one time, and it takes twelve months for 
the debase currency action to recharge if you have hit the five debasement limit.

You may not debase your currency if your corruption is 90% or higher. 
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Great Powers

T
he Great Power system is a new mechanic to give those nations 
with the most power and importance new tools and greater flexibility 
in throwing that weight around. Being a Great Power is something that 
other nations will recognize, and it will allow you to be a great benefac-

tor or a great terror to your neighbors.
The eight most powerful nations in the world will be deemed Great Powers. Power 

is determined by dividing a nation’s total development by the cost of its technology 
(see the next section for details on changes to technology cost). So, if you have 600 
development points but your technology growth rate is 125% than the most advanced 
nation, you will be a lower ranked power than a nation with the same development, 
but a better research rate.

Great Power Status will be signified in-game with a special golden border around 
their shield in the upper left. You can see a list of the current Great Powers in the 
ledger, or by pressing the blue banner to the bottom right of the national shield in the 
upper left of your screen.

If a nation falls from the top eight, it does not lose its prestige and power imme-
diately – the world needs time to adjust. The fallen power has a grace period of five 
years during which it retains its Great Power abilities, but will need to climb back 
into the first tier if it wants to continue using them. New Great Powers can use their 
abilities immediately, of course.

What can a Great Power do?
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Break Alliance: Force another nation to terminate one of its alliances. This will 
lead to a truce between the Great Power and the target of the demand. The nation 
with whom the alliance was severed will get a casus belli on the Great Power that 
demanded the broken alliance. This will only work if the target of the demand is suf-
ficiently afraid of the Great Power. 

Intervene in War: If an ongoing war has an imbalance in the allocation of Great 
Powers (for example, Russia, Spain and Austria versus the Ottomans), a Great Power 
can declare war to intervene on behalf of the outnumbered party. Think of this as a 
“balance of power” war. If the Great Power has a truce with the bullying war leader, 
however, they cannot intervene.

Influence Nation: Pay one year of the target (non-Great Power) nation’s income 
to greatly improve relations and boost its weakest monarch stat by one point for ten 
years.

Take on Foreign Debt: Pay off all the loans of another non-Great Power na-
tion. This gives a relations bonus for every standard size loan of the target you clear, 
capped at +200, decaying 2 points per year. This also grants +1 trust for every loan 
cleared, or 2 favours if you have The Cossacks expansion.

8
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ver since the first Europa Universalis, technological progress was 
tied to rather rigid cultural groups. Western Europe was the default rate and 
every other cultural group had a penalty added to their scientific progress 
in order to keep things roughly “historical”. Then we added Westernization 

for the non-Western European powers, which is kind of a huge power-up that can be 
easily exploited, especially for players skilled with Asian and North American nations.

Technological progress is not nearly so linear, and, in the early modern era, was of-
ten tied to institutions and ideologies. True, many of disparities that gave Europe and 
parts of Asia an advantage over North America and Sub-Saharan Africa are already 
set in stone by our 1444 start date. But the diffusion of learning across the globe can 
take a number of forms in our alternate history. Borders are porous, and people learn 
from their more successful neighbors.

In the free update that accompanies Rights of Man, we take a somewhat radical 
approach to rewriting the technology system, and it will take some time to explain. 
Even though this isn’t part of the paid expansion, it is a major enough change that it 
should be explained.

In the new Europa Universalis model, every nation has the same base technological 
level – there is no distinction per se between Western Europeans, Eastern Europeans, 
Indians or Chinese. However, there are seven Institutions, the invention of which 
imposes a penalty on any nation that is has not adopted this institution. And, Europe 
has a bit of a headstart with the development of institutions.

You can see the Institutions by clicking on the Book image on the upper left of the 
Technology menu.

It is best to start with an example.
The first Institution is Feudalism. At the start of the 1444 campaign, Feudalism 

has been adopted in all nations that are not tribal or horde nations. Therefore, China, 
Japan, France, Spain, Morocco and so on all have the Feudal institution in place. 

Those nations that have not adopted Feudalism have to accumulate 50% more 
monarch points to advance in a technology. This is not an immediate penalty, but in-
creases by 1% per year. Each institution has the same pattern – a 1% research penalty 
per year for lagging nations until they hit the 50% cap.

How does a nation adopt the Feudalism institution? If they border a nation that has 
Feudalism, their country will slowly make progress towards this institution. Only one 
institution can grow at a time, and it will always be the one with the fastest growth speed.

But progress in institutions is province based. You can only “embrace” an in-

Technology and 
Institutions

E
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stitution as a nation (via your 
technology menu) if provinces 
comprising at least ten percent 
of your nation’s development 
have adopted that institution. 
And, the price in gold to em-
brace the new institution is 
based on what percentage of 
your nation has yet to discover 
Feudalism.

So your choices will often 
boil down to when to pull that 
trigger on choosing the new 
Institution. If you wait too long, 
you will fall further behind in 
technology, but if you move too 
quickly, you will be spending a lot more money.

Institutional progress in a province is based on the number of bordering provinces 
that have that institution in place, and some unique factors depending on the institu-
tion. Renaissance spreads faster in specific regions (Venice, Flanders, Tuscany) and 
New World will spread faster if you have already founded a colony. Read the in-game 
tooltips for precise information on the relevant factors.

As the game advances, new Institutions will be discovered and they will put new 
penalties on the lagging nations. Institutions are launched by events and will occur 
in specific geographic areas.

These institutions are still biased towards Europe – just as technological advances his-
torically were. But instead of ascribing the “backwardness” to a region or culture, it is tied 
to an historical advance whose precise expansion across the globe is a little unpredictable.

The eight Institutions, starting conditions, and the abilities they grant are listed 
below. Each institution spreads a different rate depending on a range of factors. On 
the provincial Institution menu (click on the Book icon in the mid-right of the prov-
ince menu), you can see what factors affect a province adopting an institution:

Feudalism

Starts active in the game in all non-tribal and non-horde nations
Allows one extra military leader

Renaissance

Starts around 1450 in Italy, more likely in high development capital city 
Reduces development and building costs by 5%
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New World

Starts around 1500 in nation that has Quest for New World idea
Increases trade power by 10%

Printing Press

Starts around 1560 in Protestant/Reformed European (esp German) state

Reduces cost to increase stability by 5%

Global Trade

Starts around 1620 in a nation that has a Center of Trade
Allows one extra merchant

Manufactories

Starts around 1680 in Europe, more likely in province with manufactory
10% increase in the goods size across your empire

Enlightenment

Starts around 1700 in Western Europe, more likely in high development province 
with a university and strong ruler
25% reduction in cost to change a province’s culture
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ver since the release of Europa Universalis IV we have been tweak-
ing how to deal with multicultural empires. Initially, the easy approach 
of mass cultural conversion and eradication of indigestible minority cul-
tures was the optimal strategy (assuming you had the monarch points to 

pull it off ). In the Cossacks expansion, we introduced the ability to revert converted 
provinces to an earlier culture and allowed you to change a province’s culture to one 
that was not your own dominant culture – this made it easier to add accepted cultures 
through creating a populous block of minorities.

In another major free update that accompanies the release of Rights of Man, we 
are changing culture again in Rights of Man. If a culture in your nation has enough 
development points, you can add it as an accepted or tolerated culture. This gives you, 
first, an incentive to spend 
your monarch points devel-
oping minority provinces in 
the short term, and second, 
greater control over which 
cultures you will cultivate.

You can still convert mi-
nority provinces, of course. 
We are not removing any 
functionality from this sub-
system. We are, however, 
giving you more options in 
building the multicultural 
empire that best suits your 
own expansion strategy.

Information on your 
Cultures can be found on 
the new Government tab 
when you click on your 
national shield. It is the 
second tab, right after the 
Court tab. The Court tab 
will have information about 
your ruler, heir, consort and 

Changes to Cultural 
Acceptance

E



advisors. The Government tab will list active national bonuses and penalties, as well as 
give you an easy interface to manage which cultures to accept in your empire.

You will spend Diplomatic points to add a culture, and you can only have as many 
accepted/tolerated cultures as your Administrative technology level permits. So, in 
the early game, you will probably be doing a lot more converting than tolerating.

As your nation advances, however, you will find yourself better able to swallow 
and adopt foreigners into your nation. It’s up to you to choose which ones.

1313
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ince Merchant Republics already have factions, it only makes 
sense for Revolutionary Republics to have a querulous triad of power-
brokers to manage, as well.

Based on the major divisions of 18th century Revolutionary France, 
the factions in a Revolutionary Republic are, like other factions in Republics and 
Celestial Empires, divided into Administrative, Diplomatic and Military specialties. 
Their power in your Republic will rise and fall depending on events and the attributes 
of your Republican governor.

Revolutionary 
Republics and Factions

S



Jacobins

The fire-breathing tribunes of liberty, the Jacobins focus on the Revolution at home. 
They are the Administrative faction in a Revolutionary Republic. When they are in 
power. 
• buildings are 10% cheaper 
• -2 bonus to unrest
• taxes are 10% higher
• 2- penalty to diplomatic reputation

Imperials

The Revolution is merely one step towards creating a new centralized order, ide-
ally through a new monarchical regime – a Revolutionary Empire. Imperials are the 
Diplomatic Faction in a Revolultionary Republic.
• +1 to missionary strength
• manpower bonus of +25%
• +1 bonus to diplomatic reputation
• Yearly Republican Tradition of -5

Girondists

Concerned with the glory of the message, the Girondists want to export the Revolution 
abroad and are the Military faction in a Revolutionary Republic.
• Manpower Recovery Speed +20%
• 20% bonus to Land Force Limit
• +5% discipline
• +20 penalty to effects of aggressive expansion

15
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nother new change in governing is the addition of harem politics 
to the Ottoman Empire. Throughout this period, the Ottoman Empire 
was famous for the intrigue and jostling for position among imperial 
wives and concubines. New event chains will be tied to the Ottoman 

government form, many of which will give you choices on whether to keep the cur-
rent heir to the throne or to opt for another based on their abilities, internal political 
issues, or maybe even true love.

Ottoman  
Harem Politics

A
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e have introduced a new form of government for the German na-
tion of Prussia to further emphasize its historic reliance on and connec-
tion to the noble military culture that would become synonymous with 
discipline and efficiency.

Prussia’s monarchy has special attributes. Unrest is reduced by 2 across the nation, 
and war exhaustion is reduced at a quicker rate. It also has an advantage in reduc-
ing the autonomy of newly conquered provinces, commensurate with the rank of its 
government.

The Prussian Monarchy has access to a unique statistic called militarization. A 
high militarization level will increase both Prussian land discipline and manpower 

The Prussian  
Monarchy

W



recovery, while reducing military maintenance. At 100% militarization, the bonuses 
are +10% to discipline, +33% to manpower recovery and -33% to military mainte-
nance. Militarization can be increased by investing Military Monarch Points. Every 
50 military points spent increases militarization by 10%.

Militarization, however, is balanced by Prussia’s size. The larger Prussia gets, the 
more quickly its militarization will degrade, reflecting that Prussian military culture 
is a local thing. If you expand and can keep your military tradition and legitimacy 
high, though, you can stave off some of the degradation.

This makes Prussia a “tall” nation to play. To expand rapidly and keep the mili-
tarization bonus, Prussia will need a lot of military tradition, and its National Idea 
bonus can only go so far. Therefore, the nation has to fight wars regularly. This may 
get exhausting. If Prussia can find a core group of rich provinces and fight enough to 
impose its will without conquest, its discipline bonus may prove the decisive factor 
in dominating the continent.

To make these trade-offs a little easier for Prussia, none of its rulers will start with 
less than a 3 in military power.

18
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ontinuing our efforts to make every part of the world’s history 
interesting, we have added new systems for two local religions – the 
Copts of the Near East and the Fetishists of Southern Africa.

COPTIC HOLY PLACES
Historically, Coptic Christianity originated in Egypt, rooted in the early Christian 
churches of Alexandria. It remains the largest Christian community in both Egypt 
and Sudan, and is more closely tied to Orthodox understandings of Christianity than 
to Catholicism.

Religious 
 Changes

C
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In Europa Universalis IV, we’ve expanded the Coptic group to include other vari-
ants of the Orthodox faith, such as the Armenian and Ethiopian Orthodox churches, 
even though, strictly speaking, they are not Coptic and have their own autonomous 
patriarchs.

Coptic rulers can choose boosts for their nation. A Coptic nation can have up to 
five active boosts, but only one per Holy Place in a Coptic province under a Coptic 
ruler. There are five Holy Places – Alexandria (Egypt), Aksum (Ethiopia), Antioch 
(Syria), Yerevan (Armenia) and Qasr Ibrim (Northern Sudan).

The available boosts include faster manpower recovery, stronger missionaries, 
cheaper coring of provinces, greater legitimacy and more discipline.

Since the number of blessings is tied to the number of Coptic controlled Holy 
Places, no matter which Copt holds them, uniting with and supporting Coptic neigh-
bors becomes important.

FETISHIST CULTS
Fetish religions were introduced 
in the last update, but Rights of 
Man gives them something more 
than just local color. Fetishist rul-
ers can choose a cult deity to fol-
low upon ascending the throne, 
similar to how Hindu rulers have 
operated in Europa Universalis 
for a long time. The difference is 
that the number of available Fetish 
cults can expand as you interact 
with nations that have different 
cults than you do.

So, rulers of Kongo, on the 
southwest coast of Africa, may 
start with three or four cults to 
choose from but, if they push their 
way inland to the African lakes or even to the Indian Ocean, they will fight and ally 
with nations that have different cult practices, making their bonuses available to fu-
ture rulers.

In this way, we can make fetish religions interesting while also reflecting the his-
toric fact that African religions were very flexible and welcoming of new beliefs, cults 
and deities.
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END USER LICENSE AGREEMENT

IMPORTANT, PLEASE READ CAREFULLY

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

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

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

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

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

A. The Software Product package;

B. Any and all contents, components, attachments, software, media, and code with which this EULA is provided and delivered 
via disk or a Website;

C. Any and all game design, characters, images, graphics, photographs, art, art work, clip art, text, fonts, music, sounds, voices 
or other sensory content (the “Game Content”);

D. Related explanatory written materials and instructions, and any other possible documentation related thereto 
(“Documentation”); and

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

The terms of this EULA will govern any Upgrades provided by Paradox that replace and/or supplement the original Software Product, 
unless such Upgrade is accompanied by a separate license in which case the terms of that license will govern.

5. GRANT OF LICENSE AND RESTRICTIONS. 
A. Paradox grants you a non-exclusive, non-transferable End User license to install the Software Product on the local hard disk(s) 

or other permanent storage media of one computer, or, on one other game play device (each a “Unit”) and use the Software 
Product on a single Unit at a time.  Licensee may physically transfer the Software Product between Units provided that it is 
used on only one Unit at any given time.

B. Paradox authorizes the End User to make one (1) copy of the Software Product as an archival backup copy, provided End-User’s 
backup copy is not installed or used on any Unit.  Any other copies you make or authorize are in violation of this EULA.

C. Unless provided otherwise in the Documentation, you shall not display, modify, reproduce and distribute any Game Content, 
or portion(s) thereof, included with or relating to the Software Product, if any.  Any such authorized display, modification, 
reproduction and distribution shall be in full accord with this EULA.  Under no circumstances will your use, display, modification, 
reproduction and distribution of the Game Content give you any intellectual property or proprietary rights in the Game Content 
or in any logos and/or trade or service marks of Paradox.  All rights, title, and interests belong solely to Paradox and its licensors. 

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



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

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

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

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

6. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS. 
A. From time to time, at Paradox’s sole discretion, Paradox may provide you with support services related to the Software Product 

(“Support Services”).  Paradox reserves the right to alter, suspend, and terminate the Support Services at any time and for any 
reason.  You can contact Paradox for Support Services at support@paradoxplaza.com or www.paradoxplaza.com/support.  

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

C. You shall not modify, sublicense, assign, or transfer the Software Product or any rights under this EULA, except as expressly provided 
in this EULA.  Any attempt to otherwise sublicense, assign, or transfer any of the rights, duties, or obligations will be void.

7. TERM. 
A. This License is effective until terminated.  Licensee may terminate it at any time by destroying the Software Product with all 

copies, full or partial, and removing all of its component parts.  The term of this EULA runs concurrently with the period during 
which the consumer uses and retains the Software Product.  If the Software Product is transferred (to the extent allowed under 
this EULA), the license is transferred with it.

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

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

8. INTELLECTUAL PROPERTY RIGHTS.
A. As between you and Paradox, Paradox shall retain all right, title, and interest in the Software Product and to any modifications 

or improvements made thereto, and any upgrades, updates or Documentation provided to End User.

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

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

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

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

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



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

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

12. DEFECTS AND SECURITY WARNING. 
A. WITHOUT LIMITING THE FOREGOING, PARADOX DOES NOT ENSURE CONTINUOUS, ERROR-FREE, SECURE OR VIRUS-FREE 

OPERATION OF THE SOFTWARE PRODUCT.
B. WARNING: BY INSTALLATION AND/OR USE OF THE SOFTWARE PRODUCT, YOU MAY BE INSTALLING INTO YOUR UNIT 

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

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

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

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

16. ALL RIGHTS NOT EXPRESSLY GRANTED HEREIN ARE RESERVED BY PARADOX.
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