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All rights reserved. No part of this book shall be reproduced, stored in a
retrieval system, or transmitted by any means—electronic, mechanical,
photocopying, recording, or otherwise—without written permission from
the publisher. No patent liability is assumed with respect to the use of the
information contained herein. Although every precaution has been taken
in the preparation of this book, the publisher and author(s) assume no
responsibility for errors or omissions. Neither is any liability assumed for
damages resulting from the use of the information contained herein.

International Standard Book Number: 0-7357-0972-6
Printed in the United States of America

First Printing: April 2001
0504 030201 7654321

Interpretation of the printing code: The rightmost double-digit number
is the year of the book’s printing; the rightmost single-digit number is the
number of the book’s printing. For example, the printing code 01-1 shows
that the first printing of the book occurred in 2001.

Trademarks

All terms mentioned in this book that are known to be trademarks or
service marks have been appropriately capitalized. New Riders
Publishing cannot attest to the accuracy of this information. Use of a
term in this book should not be regarded as affecting the validity of any
trademark or service mark.

Warning and Disclaimer

Every effort has been made to make this book as complete and as
accurate as possible, but no warranty of fitness is implied. The informa-
tion provided is on an “as is” basis. The authors and the publisher shall
have neither liability nor responsibility to any person or entity with
respect to any loss or damages arising from the information contained in
this book or from the use of the CD or programs accompanying it.



Dad’s Foreword

a reputable source

When they were children, my son Bill and his
sister Lynda already demonstrated clear signs of
the exceptional talents they later revealed.
Lynda, even in third grade, demanded every
available color of Crayola the company offered,
and later in her teens, purchased sets of Magic
Markers with exotic and unusual shades.

Bill, on the other hand, quickly outshone his
poor father whose successful construction of a HeathKit High Fidelity amplifier,
tuner, and speakers gave himself such pride of accomplishment. Bill proceeded to
build better and more powerful units from scratch, using parts he purchased at
Henry’s Radio.

All of us have been involved with computers from an early date. Bill owned an
Altair, the first Personal Computer, built from a kit and described and featured in
the July, 1975 issue of Popular Electronics. Lynda learned to hack on an Apple II
Plus, and eventually bought the first available Macintosh in 1984. Bill became a
DOS wizard, and I bought a Commodore 64 myself.

I was thrilled and proud of the opportunity to write a foreword to their book, and
I read the chapters one by one as they emerged from the printer. As a casual
computer user, not very deeply involved in the programming or technical side of
it, I found this book amazingly clear and instructive.

I have “surfed” the web since being introduced to it about three years ago. But the
details of just how and through what magic process I could find myself visiting the
Louvre or researching the works of Shakespeare were a complete mystery to me.
Now, they are not that big a mystery.

My hope is that you will enjoy reading this book as much as I did.

W“umm"




Lynda: Can HTML Be Creative?

One of the coolest things to happen to me in
1993 was my discovery of the web. One of
the uncoolest things was the simultaneous
discovery that I had to learn HTML in order
to create web content. I was the product of
the GUI generation (raised and bred on
the Graphical User Interface), and in no way
associated myself with programming languages
or command line interfaces.

I'd always heard programming was a creative
act, though as a visual-type person, I was
highly suspicious of people who claimed this. I
knew I kept wanting to do things with HTML
that it wouldn'’t easily let me do, and the process
of working with it felt far from “creative.”

And yet, look at the web today, a mere few years
later, and you'll find a creative playing field in
full force. My brother and I hope to get you
to the point where that’s how it feels, and
where HTML is a willing vehicle to help you
communicate what you want to say effectively
and creatively.

The web has an amazing way of bringing
together divergent technologies, people, and
practices. My brother and 1 qualify as part
of this weird phenomenon. We barely knew

each other as we were growing up. I mean, he
was a boy! Another species...but that’s another
story! He was the build-MITS-kit, teach-your-
self-assembly-language and hack-your-way-
through-music-and-programming type. 1 was
the 1 have-my-Mac-hear-me-roar-try-to-outdo-
this type. We both viewed each other in the
nose-up position, and rarely discussed
computers when we spoke.

So the web caught us off guard. Each of
us at opposite ends of computer careers
(myself a digital designer/animator, and he a
programmer) the web let us face each other
squarely eye-to-eye to say, “Hey, I want to
learn what you do! You're not so uncool after
all!” I wrote some design books, he wrote some
programming books, and we finally said, “Let’s
do one together!” And here it is.

When I wrote my first book in 1995 (Designing
Web Graphics), 1 could barely get publishers to
understand that graphic designers would
ever want to publish on the web. It was
not considered at that point to be a
design medium. Things have changed—look
around the web today, and you'll find stellar
examples of beautiful visual design. (You'll also
see some not-so-stellar examples, but more
about that later.)

To be honest, there hasn't been an HTML
book until now that I could wholeheartedly
recommend. I like some of the visual quickstart
guides, and the teach yourself guides, but they
always raised more questions for me than they
answered. It seemed to me that a different kind
of HTML book was needed—one that walked
the reader through the web site creation
process—which contained lessons and source
files handy to try out. Even though there are a



glut of HTML books in the bookstores, I saw a
glaring need for a different type of HTML book
that offered a more holistic approach to teach-
ing the subject matter. I've never met anyone
more knowledgeable about HTML than my
brother, so when he agreed to partner with me
on this book, I was thrilled.

Mitchell Waite (Waite Group Press and Waite
Online) once pegged me perfectly. He said, “Oh,
I get what you do! You write books for yourself!”
He couldn’t have been more correct. I write
books in a way in which I would want things

required organization, a certain amount of
required detail and background information,
and a whole lot of concrete, “Oh, so THAT’s how
you do it!” To be concise, I'm the practical type,
not the theoretical type.

My brother and I are both well-worn travelers in
this weird HTML/Web landscape, and hope to
share our hard-earned lessons with you. We
hope you get down, get dirty, and get creative
with this HTML/Web stuff. We've learned a lot
of tricks and techniques that will help you get
past the tools and into the creative process.

N

explained to me. There’s a certain amount of
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Lynda’s Goals for This Book

My area of expertise is graphics, and my brother’s is programming. To date, my books have
included tips, techniques, and exercises to learn how to create web graphics. I look at
the HTML books on the market and don't think they include enough information about
graphics, but also see the necessity to focus on HTML as the main subject when first
starting in web publishing. It's my hope with Creative HTML Design.2 that we’ve bridged
the two worlds—graphics and programming—and created a single resource that can get
people started on the right track.

My brother and I really enjoy sharing knowledge with each other. This has been a fantastic
opportunity for us to blend our knowledge, get it down on paper, and put it in one place.
We both write conversationally, and in some respects, this book invites you to witness our
lively and educated conversation about web design and web programming.

Artists care about how things look, that colors match, and that artwork aligns exactly the
way we planned. The web is a disconcerting medium because it’s been designed to be
customizable by the end user and the browsers, creating a situation where the results of
your design efforts can easily look different than you planned. This book will help artists
and programmers control what they can and accept and identify what they can't.
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Bill: Can Programming Be Creative?

Conventional wisdom says that programming is
technical, and graphics is creative. That’s the
sort of thinking that got us into this mess. If
more programmers (and project managers)
understood that programming is first a creative
act (not unlike painting or music), we would
have more innovative software and less “me
too” bloatware screaming at us to believe that,
contrary to appearance, it'’s actually innovative.

It's worth repeating: Programming is first a
creative act.

Technology is “The knowledge and means used
to produce the material necessities of a society”
(Webster’s, 1981). Programming is much more
than that—it’s a tool of expression, a set of skills
with which you can create the reality of a vision.
It is an art that will not be recognized as
such until our children are grown because our
contemporaries don't understand it. That
makes it a technology in their eyes.

I've spent most of my life in the creative appli-
cation of new technologies. I'm a fundamental-
ly creative person, who just happens to love
playing with new technology. I started out life
as a musician, playing guitar, keyboards, and
drums in rock-and-roll bands. On the side, I
built custom synthesizers and designed sound
reinforcement systems. I never drew that much
of a distinction between all of those activities
because I see them all as creative pursuits.

When the web came along, I saw a new way
to explore the creative application of emerging
technology. With transistors getting smaller
and faster, processor speed being measured in
hundreds of MEGAFLOPS (Millions of Floating
Point Operations Per Second), memory
prices falling and high-end graphics display
hardware following suit, the web couldn’t have
happened at a better time. Now we can start
really having fun!

In bringing together the visual arts with the
programmatic arts, the web has also brought
me together with my long-lost sister. Lynda
didn’'t mention the part where she spent 18
years in the Himalayas spinning yak wool with
the Swami Bawgdhagda Dhogdhoo. But upon
her return, with the web exploding like
Krakatau on a bad hair day, it became necessary
for her to finally look up her propeller-head
brother. Isn't life strange?

Us programmers are so terribly misunderstood.
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Bill's Goals for This Book

Computers are obstinate about precision.
Miss a period here or a semi colon there,
and you’ll get pistachios instead of caviar
every time. That’s why it’s important to
know how a language works before you try
to write something in it.

Before we wrote this book, I had not yet
seen a thorough and accurate book on
HTML and its associated disciplines. There
were some good books on graphics, but
their HTML was weak; there were some
technically accurate books on HTML, but
they weren'’t really complete, or they just
didn’t teach the subject well. So when Lynda
and I realized that we each wanted to write
the same book, we both got really excited
about combining our disparate skills
and perspectives to create a uniquely
useful book about HTML and how to build a
web site.

Building a web site is more than just HTML.
If you want to learn how to use tables to
stitch irregular parts of a graphic together,
you need to also learn how to make
the graphic; or, if you want to learn how
to use JavaScript to make rollover controls,
it's good to also know how to make
rollover graphics that invite the user to
engage them.

My sister Lynda is the undisputed master
of on-line graphics, and she has added
generous tips, tricks, and insights where
necessary to help you accomplish your

ultimate goal: a web site that says what you
want it to say—with compelling graphics
and flawless HTML.

Lynda and Bill rode together long before they
wrote together.

In the process of writing this book, I have
learned what a wonderful teacher my
sister is. She has a knack for teaching like
Mozart had a knack for a catchy tune (I don't
hear too many people whistling Mahler on
their way to work). Combined with my
propensity for bits and bytes, I hope we
have created a book that will inspire you as
much as it educates you.

In short, I want to see some more
innovation. Make something new, and send
me the URL.




How This Book Works

This book is designed to work on a number of levels. It can be
read in linear order, or it can be surfed, much the way you would
gather information on the web. Everyone learns differently—
some people learn from theoretical books, others from manuals,
others from step-by-step exercises, and some from simply diving
in head first and doing. We have tackled this book from all these
angles. We wanted to do more than a how-to book, more than an
exercise book, and more than a theory book. Our goal was not
simply to present information, but to also explain why it was
necessary, how you would do it, and where could you find
resources related to it.

Creative HTML Design.2 walks you through building a real
working web site, specially created for the lesson plans in this
book. In the process, you will have a chance to read about all the
phases of site design. This book includes a complete HTML 4.0
reference with details on all current HTML elements.

What's New About Creative HTML Design.2?

A lot has changed since we first wrote this book in 1998, so our goal with this second edition was to
update its content with new information about WYSIWYG (What You See Is What You Get) editors,
new graphics applications, and new HTML and graphic techniques.

As HTML and graphic editors are writing HTML automatically, many might wonder why a book on
HTML is needed at all. I (Lynda) tend to adopt these sorts of WYSIWYG tools much more readily
because I am not a programmer like my brother, and they are fast and convenient to use. We've
decided that there are likely two distinct camps of people who will read this book: those like me
and those like him!

This book is useful to those people who plan to use HTML and web graphic editors because it will
give you the knowledge of what those tools are doing behind-the-scenes. If you plan to do this work
professionally or interact with other professionals, that knowledge will at minimum make you feel
more confident, and at maximum will help you troubleshoot a problem down the road.

More than learning to write HTML yourself, our goal was to show how to integrate graphics editing
with HTML editing and share tips and techniques that will make your work easier and
sites more creative. Trial versions of Adobe’s Photoshop and ImageReady are included on the
CD-ROM, so you can follow along and learn to make all kinds of web-specific artwork while you're
writing code.



System Requirements

To do most of the exercises in this book, you
will need a computer with a Windows or
Macintosh operating system capable of viewing
and creating both graphics and text. Because
the graphic exercises are conducted in either
Adobe ImageReady or Photoshop, the RAM
requirements for those programs are at least
64MB. You will sometimes want to have
a browser, an imaging application, and a text
editor open at the same time. This may cause
you to want more RAM than 64MB, especially if
you are using a Macintosh computer. That'’s
because the Macintosh operating system
doesn’t manage RAM as flexibly as Windows.

While it's possible to write HTML on any
operating system, Adobe ImageReady and
Photoshop is only written for newer Macintosh
and Windows operating systems (Win 95,
Win 98, OS 7.1 and above).

» tip

Web Site Information and Email Contacts

For those of you using Linux (or virtually
any X-Windows system), it is possible
to do the exercises using The Gimp
(http://www.gimp.org/). While The Gimp is
conceptually similar to Photoshop there are
some differences in its capabilities and user
interface, so the Photoshop exercises will not
work step-for-step.

Bill has tried The Gimp he sees it as a
tremendous step forward for people who
want to step outside the box of commercial
software while retaining the power and flexi-
bility of today’s high-end applications. The
Gimp combines the features of Photoshop
with the power of an open-source develop-
ment model to provide a user-driven
graphics program that out-performs the
commercial competition in speed and
reliability. bill has seen the future and it
looks very promising.

The Creative HTML Design.2 web site (http://www.htmlbook.com) is there to help you by
providing updates to the book and tips and pointers that will be kept current as new

technology emerges.

The Ducks In A Row web site (http://ducks.htmlbook.com) is a live implementation of the
examples and exercises in this book. In fact, this book represents the actual process that we

went through in building this site.

Lynda and Bill both live active email lives. Lynda’s email address is lyndachd@lynda.com; and
Bill's is chd@bw.org. Please feel free to contact us with questions, comments, complaints,

and even kudos. We love kudos.

We hope you enjoy reading this book as much as we've enjoyed writing it. We both learned
a ton from each other, and it’s our hope that you will benefit from the results.



Our Lesson Approach

Once you're up to speed on web publishing, you
will design your site in the following stages:

e Concept

* Planning

* Collecting Assets (artwork, text, etc.)

¢ Producing Graphics and Layouts

e Writing Code, HTML Editing, Scripting, etc.
e Publishing to a Server

We did not choose to teach you how to create
your web site in this order because we agreed
that it would not be the best order to learn from.
How can you develop a concept if you don’t
understand the limitations of the medium? How
can you plan a site if you've never built one
before? How can you collect assets if you
don’t understand what you need? How can you
produce graphics and layouts if you've never
authored for the web? How can you publish
something you don’t know how to make yet?

For this reason, we organized the materials in a
logical manner for learning web publishing with
HTML and graphics. If you find that there’s
something you already know, feel free to skip
ahead to the next section or chapter. If you're
curious about something that hasn’t been
discussed, turn to the Index to locate it and
flip ahead.

You will find all the related files to each exercise
in its respective chapter folder on the
<chd.2> CD-ROM.

About the Ducks In A Row Site

The Ducks In A Row web site (http://
www.ducks.htmlbook.com) was designed for the
educational purpose of this book. The rubber
stamp company is real and is owned by
Mainway, Inc. The Ducks In A Row artwork on
the <chd.2> CD-ROM was created by Joan
Farber, and can be used for the exercises in
this book only. You may post this artwork to the
web in the context of following our exercises,
but you may not freely distribute this art or
resell the artwork in any form or manner. Hint:
If you like Joan's artwork, she is an independent
illustrator and will be happy to consider any
projects you, might want to hire her for. Joan
Farber’s artists representative for national/
international advertising campaigns and
private commissioned fine art is:

Vicki Prentice Associates Inc.

630 5th Avenue (20th floor)
Rockefeller Center, NY NY 100111
212.332.3460 / fax: 212.332.3401

Creative HTML Design.2 walks you through
creating the Ducks In A Row web site. The
CD-ROM includes all the art and programming
files needed for the book’s step-by-step
exercises. In the process, you'll learn about
seamless tiles, rollover buttons, navigation
bars, frames, tables, cascading style sheets,
fragments, animation, sound, transparency,
web typography, site organization, and more.
The lessons in the book start simple, and
advance to more complex assignments. In the
end, you will create a real working web site, and
will be able to apply the process to your own
site design projects.

Ducks In A Row

http://www.ducks.htmlbook.com
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The Second Edition of Creative HTML Design

The preliminary layout design of Creative HTML Design.2 was sketched on paper, and then
produced using QuarkXPress 4.1, Adobe Photoshop 6.0, and Microsoft Word 2001 on a
Macintosh G3 running System 9.4. The text was set in the Adobe Utopia family, main heads
were set in Universe Bold Condensed, HTML/CODE was set in Courier New. The color was
produced using CMYK mixtures, and the images were all converted to grayscale. The cover
illustration was painted with acrylics and crayons, and then drum scanned. Creative HTML
Design.2 was printed on 50-pound Husky Offset Smooth, and was produced digitally using
Adobe Software. Prepress consisted of Postscript computer-to-plate technology (filmless
process) printed by R.R. Donnelley & Sons, Crawfordsville, Indiana. The cover was printed
on 12-point C1S Carolina at Moore Langen in Terre Haute, Indiana.



CD-ROM LICENSE AGREEMENT

THIS SOFTWARE LICENSE AGREEMENT CONSTITUTES AN AGREEMENT
BETWEEN YOU AND NEW RIDERS PUBLISHING, LYNDA WEINMAN,
WILLIAM WEINMAN, AND JOAN FARBER ("LICENSOR" HEREINAFTER,
BOTH JOINTLY AND INDIVIDUALLY). YOU SHOULD CAREFULLY READ
THE FOLLOWING TERMS AND CONDITIONS BEFORE OPENING THIS
ENVELOPE. COPYING THIS SOFTWARE TO YOUR MACHINE, BREAKING THE
SEAL, OR OTHERWISE REMOVING OR USING THE SOFTWARE INDICATES
YOUR ACCEPTANCE OF THESE TERMS AND CONDITIONS. IF YOU DO NOT
AGREE TO BE BOUND BY THE PROVISIONS OF THIS LICENSE AGREEMENT,
YOU SHOULD PROMPTLY DELETE THE SOFTWARE FROM YOUR MACHINE.

TERMS AND CONDITIONS:

1. GRANT OF LICENSE. In consideration of payment of the License Fee, which
was a part of the price you paid for this product, LICENSOR grants to you (the
"Licensee") a non-exclusive right to use and display this copy of a Software
progl:am. along with any updates or upgrade releases of the Software for which
you have paid (all parts and elements of the Software as well as the Software as
awhole are hereinafter referred to as the "Software") on a single computer onl:
(i.e., with a single CPU) at a single location, all as more particularly set fortl
and limited below. LICENSOR reserves all rights not expressly granted to you as
Licensee in this License Agreement.

2. OWNERSHIP OF SOFTWARE. The license granted herein is not a sale of the
original Software or of any copy of the Software. As Licensee, you own only
the rights to use the Software as described herein and the magnetic or other
hysical media on which the Software is originally or subsequently recorded or
Exed. LICENSOR retains title and ownership of the Software recorded on the
original disk(s), as well as title and ownership of any subsequent copies of the
Software irrespective of the form of media on or in which the Software
is recorded or fixed. This license does not grant you any intellectual or other
proprietary or other rights of any nature whatsoever in the Software.

3. USE RESTRICTIONS. As Licensee, you may use the Software only as
exgressly authorized in this License Agréeement under the terms of paragraph
4. You ma phfy;sically transfer the Software from one computer to another
provided that the Software is used on only a single computer at any one time.
You may not: (i) electronically transfer the SoFrware from one computer to
another over a network; (i) make the Software available through a time-
sharing service, network of computers, or other multiple user arrangement;
(iii) distribute copies of the Software or related written materials to any third
party, whether for sale or otherwise; (iv) modify, adapt, translate, reverse
enﬁineer, decompile, disassemble, or prepare any derivative work based on the
Software or any element thereof; (v) make or distribute, whether for sale or
otherwise, any hard copy or printed version of any of the Software nor any
portion thereof nor any work of yours containing the Software or any ¢
omponent thereof; (vi) use any of the Software nor any of its components in
any other work.

4. THIS IS WHAT YOU CAN AND CANNOT DO WITH THE SOFTWARE. Even
though in the preceding paragraph and elsewhere LICENSOR has restricted
your use of the Software, the following is the only thing you can do with the
Software and the various elements of the Software:DUCKS IN A ROW
ARTWORK: THE ARTWORK CONTAINED ON THIS CD-ROM MAY NOT BE
USED IN ANY MANNER WHATSOEVER OTHER THAN TO VIEW THE SAME ON
YOUR COMPUTER, OR POST TO YOUR PERSONAL, NON-COMMERCIAL WEB
SITE FOR EDUCATIONAL PURPOSES ONLY. THIS MATERIAL IS SUBJECT TO
ALL OF THE RESTRICTION PROVISIONS OF THIS SOFTWARE LICENSE.
SPECIFICALLY BUT NOT IN LIMITATION OF THESE RESTRICTIONS, YOU
MAY NOT DISTRIBUTE, RESELL OR TRANSFER THIS PART OF THE
SOFTWARE DESIGNATED AS "CLUTS" NOR ANY OF YOUR DESIGN OR
OTHER WORK CONTAINING ANY OF THE SOFTWARE DESIGNATED AS
"DUCKS IN A ROW ARTWORK" NOR ANY OF YOUR DESIGN OR OTHER
WORK CONTAINING ANY SUCH "DUCKS IN A ROW ARTWORK," ALL AS
MORE PARTICULARLY RESTRICTED IN THE WITHIN SOFTWARE LICENSE.

5. COPY RESTRICTIONS. The Software and accompanying written materials
are protected under United States copyright laws. Unauthorized copying
and/or distribution of the Software and/or the related written materials is
cxPressly forbidden.- You may be held legally responsible for any copyright
infringement that is caused, directly or indiréctly, by your failure to abide by
the terms of this License Agreement. Subject to the terms of this License
Agreement and if the software is not otherwise copy protected, you may make
one cogy of the Software for backup purposes only. The copyright notice and
any other proprietary notices which were included in the original Software
must be reproduced and included on any such backup copy.

6. TRANSFER RESTRICTIONS. The licensee herein granted is personal to you,
the Licensee. You may not transfer the Software nor any of its components or
clements to anyone else, nor may you sell, lease, loan, sublicense, assign, or
otherwise dispose of the Software nor any of its components or elements
without the express written consent of LICENSOR, which consent may be
granted or withgeld at LICENSOR's sole discretion.

7. TERMINATION. The license herein granted hereby will remain in effect until
terminated. This license will terminate automatically without further notice
from LICENSOR in the event of the violation of any of the provisions hereof, As
Licensee, you agree that upon such termination you will promptly destroy any
and all copies of the Software which remain in your possession and, upon
request, will certify to such destruction in writing fo LICENSOR.

8. LIMITATION AND DISCLAIMER OF WARRANTIES. a) THE SOFTWARE AND
RELATED WRITTEN MATERIALS, INCLUDING ANY INSTRUCTIONS FOR
USE, ARE PROVIDED ON AN "AS IS" BASIS, WITHOUT WARRANTY OF ANY
KIND, EXPRESS OR IMPLIED. THIS DISCLAIMER OF WARRANTY EXPRESSLY
INCLUDES, BUT IS NOT LIMITED TO, ANY IMPLIED WARRANTIES OF
MERCHANTABILITY AND/OR OF FITNESS FOR A PARTICULAR PURPOSE.
NO WARRANTY OF ANY KIND IS MADE AS TO WHETHER OR NOT THIS

SOFTWARE INFRINGES UPON ANY RIGHTS OF ANY OTHER THIRD PARTIES.
NO ORAL ORWRITTEN INFORMATION GIVEN BY LICENSOR, ITS SUPPLIERS,
DISTRIBUTORS, DEALERS, EMPLOYEES, OR AGENTS, SHALL CREATE
OR OTHERWISE ENLARGE THE SCOPE OF ANY WARRANTY HEREUNDER.
LICENSEE ASSUMES THE ENTIRE RISK AS TO THE QUALITY AND THE
PERFORMANCE OF SUCH SOFTWARE. SHOULD THE SOFTWARE PROVE
DEFECTIVE, YOU, AS LICENSEE (AND NOT LICENSOR, ITS SUPPLIERS,
DISTRIBUTORS, DEALERS OR AGENTS), ASSUME THE ENTIRE COST OF ALL
NECESSARY CORRECTION, SERVICING, OR REPAIR. b) LICENSOR warrants
the disk(s) on which this copy of the Software is recorded or fixed to be free
from defects in materials and workmanship, under normal use and service, for
a period of ninety (90) days from the date of delivery as evidenced by a copy of
the applicable receipt. LICENSOR hereby limits the duration of any implied
warranties with respect to the disk(s) to the duration of the express warranty.
This limited warranty shall not apply if the disk(s) have been damaged by
unreasonable use, accident, negligence, or by any other causes unrelated to
defective materials or workmanship. ¢) LICENSOR does not warrant that the
functions contained in the Software will be uninterrupted or error free and
Licensee is encouraged to test the Software for Licensee's intended use prior to
placing any reliance thereon. All risk of the use of the Software will be on you,
as Licensee. d) THE LIMITED WARRANTY SET FORTH ABOVE GIVES YOU
SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS
WHICH VARY FROM STATE TO STATE, SOME STATES DO NOT ALLOW THE
LIMITATION OR EXCLUSION OF IMPLIED WARRANTIES OR OF INCIDENTAL
OR CONSEQUENTIAL DAMAGES, SO THE LIMITATIONS AND EXCLUSIONS
CONCERNING THE SOFTWARE AND RELATED WRITTEN MATERIALS SET
FORTH ABOVE MAY NOT APPLY TO YOU.

9. LIMITATION OF REMEDIES. LICENSOR's entire liability and Licensee's
exclusive remedy shall be the replacement of any disk(s) not meeting the
limited warranty set forth in Section 8 above which is returned to LICENSOR
with a copy o¥ the arplicable receipt within the warranty period. Any
replacement disk(s)will be warranted for the remainder of the original
warranty period or thirty (30) days, whichever is longer.

10. LIMITATION OF LIABILITY. IN NO EVENT WILL LICENSOR, OR ANYONE
ELSE INVOLVED IN THE CREATION, PRODUCTION, AND/OR DELIVERY OF
THIS SOFTWARE PRODUCT BE LIABLE TO LICENSEE OR ANY OTHER
PERSON OR ENTITY FOR ANY DIRECT OR OTHER DAMAGES, INCLUDING,
WITHOUT LIMITATION, ANY INTERRUPTION OF SERVICES, LOST PROFITS,
LOST SAVINGS, LOSS OF DATA, OR ANY OTHER CONSEQUENTIAL,
INCIDENTAL, SPECIAL, OR PUNITIVE DAMAGES, ARISING OUT OF THE
PURCHASE, USE, INABILITY TO USE, OR OPERATION OF THE SOFTWARE,
EVEN IF LICENSOR OR ANY AUTHORIZED LICENSOR DEALER HAS BEEN
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. BY YOUR USE OF THE
SOFTWARE, YOU ACKNOWLEDGE THAT THE LIMITATION OF LIABILITY SET
FORTH IN THIS LICENSE WAS THE BASIS UPON WHICH THE SOFTWARE WAS
OFFERED BY LICENSOR AND YOU ACKNOWLEDGE THAT THE PRICE OF THE
SOFTWARE LICENSE WOULD BE HIGHER IN THE ABSENCE OF SUCH
LIMITATION. SOME STATES DO NOT ALLOW THE LIMITATION OR
EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL
/l'\)AJ\/&S‘[y‘E)S SO THE ABOVE LIMITATIONS AND EXCLUSIONS MAY NOT
APPLY TO YOU.

11. UPDATES. LICENSOR, at its sole discretion, may periodically issue updates
of the Software which you may receive upon request and payment of the
applicable ulpdate fee in effect from time to time and in such event, all of the
provisions of the within License Agreement shall apply to such updates.

12, EXPORT RESTRICTIONS. Licensee agrees not to export or re-export
the Software and accompanying documentation (or any copies thereof) in
violation of any applicable U.S. laws or regulations.

13. ENTIRE AGREEMENT. YOU, AS LICENSEE, ACKNOWLEDGE THAT:
(1) YOU HAVE READ THIS ENTIRE AGREEMENT AND AGREE TO BE BOUND
BY ITS TERMS AND CONDITIONS; (i) THIS AGREEMENT IS THE COMPLETE
AND EXCLUSIVE STATEMENT OF THE UNDERSTANDING BETWEEN THE
PARTIES AND SUPERSEDES ANY AND ALL PRIOR ORAL OR WRITTEN
COMMUNICATIONS RELATING TO THE SUBJECT MATTER HEREOF; AND
(iii) THIS AGREEMENT MAY NOT BE MODIFIED, AMENDED, OR IN ANY WAY
ALTERED EXCEPT BY A WRITING SIGNED BY BOTH YOURSELF AND AN
OFFICER OR AUTHORIZED REPRESENTATIVE OF LICENSOR.

14. SEVERABILITY. In the event that any provision of this License Agreement is

held to be illegal or otherwise unenforceable, such provision shall be deemed

to have been deleted from this License Agreement while the remaining

})rovisions of this License Agreement shall be unaffected and shall continue in
ull force and effect.

15. GOVERNING LAW. This License Agreement shall be governed by the laws of
the State of New York applicable to agreements wholly to be performed therein
and of the United States of America, excluding that body of the law related to
conflicts of law. This License Agreement shall not be governed by the United
Nations Convention on Contracts for the International Sale of Goods, the
application of which is expressly excluded. No waiver of any breach of the pro-
visions of this License Agreement shall be deemed a waiver of any other breach
of this License Agreement.

16. RESTRICTED RIGHTS LEGEND. Use, duplication, or disclosure by the
Government is subject to restrictions as set forth in subparagraph (c)(1){ii) of
the Rights in Technical Data and Computer Software clause at 48 CFR §
252.227-7013 and DFARS § 252.227-7013 or subparagraphs (c) (1) and (c)(2) of
the Commercial Computer Software-Restricted Rights at 48 CFR § 52.227.19, as
applicable. Contractor/manufacturer: LICENSOR: NEW RIDERS PUBLISHING,
LYNDA WEINMAN, WILLIAM WEINMAN, JOAN FARBER, c/o NEW RIDERS
PUBLISHING, 201 West 103rd Street, Indianapolis, in 46290.
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