


ELECTRONIC ARTS SOFTWARE END 
USER LICENSE AGREEMENT FOR THE EA 
DOWNLOAD MANAGER
This End User License Agreement (“License”) is an agreement between you and Electronic Arts Inc. (“EA”). This License governs your 
use of this application and all related software, documentation, and updates and upgrades that replace or supplement the application and 
are not distributed with a separate license (together, the “Application”).
By installing or using The APPLICATION, you consent to be bound by this LICENSE. If you do not agree to all of the terms of this LICENSE, 
then do not install or use the APPLICATION. IF YOU INSTALL the Application, the terms and CONDITIONS of this LICENSE ARE fully 
accepted by you. 

1.	 License Grant and Terms of Use. 
A.	 Grant. EA grants you a personal, non-exclusive license to install and use the Application for your personal, noncommercial 

use solely as set forth in this License and any accompanying documentation. Any commercial use is prohibited. You 
are expressly prohibited from sublicensing, renting, leasing or otherwise distributing the Application or rights to use the 
Application. The term of your license shall commence on the date that you start to download, install or otherwise use the 
Application, and shall end on the earlier of the date that you dispose of the Application; or EA’s termination of this License. 

B.	 Copies. You may download the number of copies allowed by the Application’s digital rights management from an authorized 
source. The number of copies that you can download during a consecutive period of days may be limited. You may use only 
one copy of the Application at any given time. You may not make a copy of the Application available on a network where 
it could be used by multiple users at the same time. You may not make the Application available over a network where 
it could be downloaded by multiple users. For more information concerning the digital rights management that applies 
to the Application, please review the terms accompanying the distribution of the Application. Your license will terminate 
immediately if you attempt to circumvent digital rights management or other terms and conditions that apply to the 
Application or the software delivered through the Application.

C.	 License Validation. The Application is required to validate the license for certain products distributed by EA. You 
acknowledge and agree that the Application will automatically validate license rights for some or all EA products without 
separate notice to you. This means that in order to use the Application and certain EA products, you must leave the 
Application installed on your computer and maintain a connection to the Internet. You acknowledge and agree that the 
Application may use information regarding your computer and your use of the Application to validate your license rights 
and to update the Application. We may use this information to improve our products and services and may disclose this 
information to others for that purpose, but not in a form that personally identifies you. You also agree that the Application 
may automatically download and install updates that EA deems necessary. You acknowledge that any obligation EA may 
have to support the previous version(s) may be ended upon the availability of the update.

D.	 Reservation of Rights and Restrictions. The Application is licensed, and not sold, to you for use only under the terms 
of this License. Except as expressly licensed to you herein, EA reserves all right, title and interest in the Application and 
all software delivered through the Application (including all characters, storyline, images, photographs, animations, video, 
music, text), and all associated copyrights, trademarks, and other intellectual property rights therein. The License is limited 
to the intellectual property rights of EA and its licensors in the Application and does not include any rights to other patents 
or intellectual property. Except, and only to the extent that may be permitted under applicable law, you may not decompile, 
disassemble, or reverse engineer the Application by any means whatsoever, or alter, modify, enhance, or create a derivative 
work of the Application. You may not remove, alter, or obscure any product identification, copyright, or other intellectual 
property notices in the Application or software delivered through the Application. 

2. 	 Consent to Use of Data. You agree that EA may collect, use, store and transmit technical and related information that 
identifies your computer (including the Internet Protocol Address), operating system and application software and peripheral 
hardware, that may be gathered periodically to facilitate the provision of software updates, dynamically served content, 
product support and other services to you, including online play. EA may also use this information in the aggregate and, in a 
form which does not personally identify you, to improve our products and services and we may share that data with our third 
party service providers. IF YOU DO NOT WANT EA TO COLLECT, USE, STORE, TRANSMIT OR DISPLAY THE DATA DESCRIBED IN 
THIS SECTION, PLEASE DO NOT INSTALL OR USE THE APPLICATION.

3. 	 Consent to Public Display of Data. When you use the Application online, EA and its affiliates may also collect, use, store, 
transmit and publicly display statistical data regarding game play when you use the Application online (including scores, 
rankings and achievements), or to identify content that is created and shared by you with other players. Data that personally 
identified you is collected, used, stored and transmitted in accordance with EA’s Privacy Policy located at privacy.ea.com.

4. 	 Termination. This License is effective until terminated. Your rights under this License will terminate immediately and 
automatically without any notice from EA if (i) you fail to comply with any of the terms and conditions of this License; or (ii) EA 
ceases to support the Application. Promptly upon termination, you must cease all use of the Application and destroy all copies 
of the Application in your possession or control. EA’s termination will not limit any of EA’s other rights or remedies at law or in 
equity. Sections 2-10 of this License shall survive termination or expiration of this License for any reason. 

5. 	 Disclaimer of Warranties. TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, THE APPLICATION IS PROVIDED TO 
YOU “AS IS,” WITH ALL FAULTS, WITHOUT WARRANTY OF ANY KIND, AND YOUR USE IS AT YOUR SOLE RISK. THE ENTIRE RISK OF 
SATISFACTORY QUALITY AND PERFORMANCE RESIDES WITH YOU. EA AND EA’S LICENSORS (COLLECTIVELY EA FOR PURPOSES 
OF THIS SECTION AND SECTION 6) DO NOT MAKE, AND HEREBY DISCLAIM, ANY AND ALL EXPRESS, IMPLIED OR STATUTORY 
WARRANTIES, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY, SATISFACTORY QUALITY, FITNESS FOR A PARTICULAR 
PURPOSE, NONINFRINGEMENT OF THIRD PARTY RIGHTS, AND WARRANTIES (IF ANY) ARISING FROM A COURSE OF DEALING, 
USAGE, OR TRADE PRACTICE. EA DOES NOT WARRANT AGAINST INTERFERENCE WITH YOUR ENJOYMENT OF THE APPLICATION; 
THAT THE APPLICATION WILL MEET YOUR REQUIREMENTS; THAT OPERATION OF THE APPLICATION WILL BE UNINTERRUPTED 
OR ERROR-FREE, OR THAT THE APPLICATION WILL BE COMPATIBLE WITH THIRD PARTY SOFTWARE OR THAT ANY ERRORS IN 
THE APPLICATION WILL BE CORRECTED. NO ORAL OR WRITTEN ADVICE PROVIDED BY EA OR ANY AUTHORIZED REPRESENTATIVE 
SHALL CREATE A WARRANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED 
WARRANTIES OR THE LIMITATIONS ON THE APPLICABLE STATUTORY RIGHTS OF A CONSUMER, SO SOME OR ALL OF THE ABOVE 
EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU.

6. 	 Limitation of Liability. TO THE FULLEST EXTENT PERMISSIBLE BY APPLICABLE LAW, IN NO EVENT SHALL EA BE LIABLE TO 
YOU FOR ANY PERSONAL INJURY, PROPERTY DAMAGE, LOST PROFITS, COST OF SUBSTITUTE GOODS OR SERVICES, OR ANY 
FORM OF INDIRECT, SPECIAL, INCIDENTAL, CONSEQUENTIAL OR PUNITIVE DAMAGES FROM ANY CAUSES OF ACTION RELATED 
TO THIS LICENSE OR THE APPLICATION, WHETHER ARISING IN TORT (INCLUDING NEGLIGENCE), CONTRACT, STRICT LIABILITY 
OR OTHERWISE, WHETHER OR NOT EA HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGE. SOME JURISDICTIONS 
DO NOT ALLOW THE LIMITATION OF LIABILITY FOR DEATH, PERSONAL INJURY, FRAUDULENT MISREPRESENTATIONS OR 
CERTAIN INTENTIONAL OR NEGLIGENT ACTS, OR VIOLATION OF SPECIFIC STATUTES, OR THE LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO SOME OR ALL OF THE ABOVE LIMITATIONS OF LIABILITY MAY NOT APPLY TO YOU. In no event 
shall EA’s total liability to you for all damages (except as may be required under applicable law) exceed the amount actually paid 
by you for the Application. 

7. 	 Limitation of Liability is a Material Term of this License. You agree that the provisions in this License that limit liability are 
essential terms of this License. The foregoing limitations of liability apply even if any remedies described in this License fail in 
their essential purpose. 

8. 	 Severability and Survival. If any provision of this License is illegal or unenforceable under applicable law, the remainder of 
the provision shall be amended to achieve as closely as possible the effect of the original term and all other provisions shall 
continue in full force and effect. 

9. 	 U.S. Government Restricted Rights. If you are a government end user, then this provision applies to you. The software provided 
in connection with this License has been developed entirely at private expense, as defined in FAR section 2.101, DFARS section 
252.227-7014(a)(1) and DFARS section 252.227-7015 (or any equivalent or subsequent agency regulation thereof), “commercial 
items,” “commercial computer software” and/or “commercial computer software documentation.” Consistent with DFARS section 
227.7202 and FAR section 12.212, and to the extent required under U.S. federal law, the minimum restricted rights as set forth in 
FAR section 52.227-19 (or any equivalent or subsequent agency regulation thereof), any use, modification, reproduction, release, 
performance, display, disclosure or distribution thereof by or for the U.S. Government shall be governed solely by this License and 
shall be prohibited except to the extent expressly permitted by this License.

10. 	 Injunctive Relief. You agree that a breach of this License may cause irreparable injury to EA for which monetary damages 
would not be an adequate remedy and EA shall be entitled to seek equitable relief in addition to any remedies it may have 
hereunder or at law.

11. 	 Governing Law. This License shall be governed by and construed (without regard to conflicts or choice of law principles) 
under the laws of the State of California as applied to agreements entered into and to be performed entirely in California 
between California residents. Unless expressly waived by EA in writing for the particular instance or contrary to local law, 
the sole and exclusive jurisdiction and venue for actions related to the subject matter hereof shall be the California state 
and federal courts having within their jurisdiction the location of EA’s principal place of business. Both parties consent to 
the jurisdiction of such courts and agree that process may be served in the manner provided herein for giving of notices or 
otherwise as allowed by California or federal law. The parties agree that the UN Convention on Contracts for the International 
Sale of Goods (Vienna, 1980) shall not apply to this License or to any dispute or transaction arising out of this License.

12. 	 Export. You agree to abide by U.S. and other applicable export control laws and agree not to transfer the Application to a 
foreign national, or national destination, which is prohibited by such laws, without first obtaining, and then complying with, any 
requisite government authorization. You certify that you are not a person with whom EA is prohibited from transacting business 
under applicable law.

13. 	 Third Party Notices. Adobe® Flash® Player. Copyright © 1996 – 2006 Adobe Systems Incorporated. All Rights Reserved. 
Protected by U.S. Patent 6,879,327; Patents Pending in the United States and other countries. Adobe and Flash are either 
trademarks or registered trademarks in the United States and/or other countries.

14. 	 Entire Agreement. This License constitutes the entire agreement between you and EA with respect to the Application and 
supersedes all prior or contemporaneous understandings regarding such subject matter. No amendment to or modification of 
this License will be binding unless made in writing and signed by EA. No failure to exercise, and no delay in exercising, on the 
part of either party, any right or any power hereunder shall operate as a waiver thereof, nor shall any single or partial exercise 
of any right or power hereunder preclude further exercise of any other right hereunder. In the event of a conflict between this 
License and any applicable purchase or other terms, the terms of this License shall govern.

privacy.ea.com
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Epilepsy Warning
Please read before using this game or allowing your children to use it.
Some people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing 
lights or light patterns in everyday life. Such people may have a seizure while watching television images or 
playing certain video games. This may happen even if the person has no medical history of epilepsy or has 
never had any epileptic seizures. If you or anyone in your family has ever had symptoms related to epilepsy 
(seizures or loss of consciousness) when exposed to flashing lights, consult your doctor prior to playing. 
We advise that parents should monitor the use of video games by their children. If you or your child 
experience any of the following symptoms: dizziness, blurred vision, eye or muscle twitches, loss of 
consciousness, disorientation, any involuntary movement or convulsion, while playing a video game, 
discontinue use IMMEDIATELY and consult your doctor.

Precautions to Take 
During Use

	 Do not stand too close to the screen. Sit a good distance away from the screen, as far away as the 
length of the cable allows.

	 Preferably play the game on a small screen.
	 Avoid playing if you are tired or have not had much sleep.
	 Make sure that the room in which you are playing is well lit.
	 Rest for at least 10 to 15 minutes per hour while playing a video game.
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This product has been rated by the Entertainment Software Rating Board. For information about the 
ESRB rating, please visit www.esrb.org.

Installing the Game
Note: For system requirements, see the readme file.

To install (disc users):
Insert the disc into your disc drive and follow the on-screen instructions.

To install (EA Store users):
Note: If you’d like more information about purchasing direct downloads from EA, visit  
www.eastore.ea.com and click MORE ABOUT DIRECT DOWNLOADS.
Once the game has been downloaded by EA Download Manager, click the install icon that appears and 
follow the on-screen instructions.
Note: If you’ve already purchased a title and would like to install it on another PC, first download and 
install the EA Download Manager on the other PC, then launch the application and log in with your EA account. 
Select the appropriate title from the list that appears and click the start button to download the game.

To install (third party online users):
Please contact the digital retailer through whom you purchased this game for instructions on how to 
install the game or how to download and reinstall another copy.

Starting the Game
To start the game:
Games on Windows Vista™ are located in the Start > Games > Games Explorer menu and on earlier 
versions of Windows™ in the Start > Programs (or All Programs) menu. (EA Store users must have the  
EA Download Manager running.) 

Note: In Windows Vista Classic Start menu style, games are located in the Start > Programs > 
Games > Games Explorer menu.
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Introduction
Dragon Age: Origins is a modern re-imagination of an epic party-based fantasy role-playing game, dense 
with story and tactical combat. Because Dragon Age: Origins doesn’t shy from that complex heritage, 
there’s a lot to know. 
Since many of the game’s systems are deeply interrelated, keep a finger on the table of contents; you’ll 
need it to find your way around when an explanation of one feature refers to another. One last note: while 
there was no way to list the hundreds of spells and talents in here, you’ll find full explanations of them in 
the game.

Complete Controls
Once you create a character using the Character Generation system described on p. 8, you will find 
yourself in control of the game’s camera, which can zoom in for a wide third-person view of your 
characters (over the shoulder) or zoom out and up for a nearly top-down view of a whole area. 
To zoom the camera, scroll with your mouse-wheel. When the camera is fully zoomed out, you can pan 
across the battlefield using the arrow keys, by clicking the mouse wheel and dragging, or simply by 
nudging the edge of the screen. At any zoom level, clicking the right mouse button and dragging rotates 
the camera.
To execute most actions, right-click the mouse. Right-clicking on an object makes your currently 
selected character take appropriate action—attack an enemy, talk to a friendly character, loot a corpse, 
open a door, pull a lever, and so forth. You can also right-click on the ground to direct your character to 
move to that location if you don’t feel like using the keyboard to move.
However, once you have selected a spell or talent that requires a target—either by clicking on your 
quickbar or pressing the appropriate number key for that quickbar ability—you must left-click on the 
target. Right-clicking cancels the spell or talent. Left-click also selects a character in your party to 
control. Drag a box around multiple characters while left-clicking to select them all.

General Controls
Quick save F5
Quick load F9
Highlight objects TAB
Hide main interface V
Take screenshot PRT SCN
Character record C
Journal J
Inventory I
Skills K
Spells/Talents P
Area map M
World map N
Tactics \
Main menu ESC

Movement/Camera
Run forward W
Rotate camera left A
Run backward S
Rotate camera right D
Run left Q
Run right E
Rotate camera up Home
Rotate camera down End
Zoom in Pg Dn
Zoom out Pg Up
Pan (zoomed out) Arrow keys
Toggle run/walk / (num pad)

Combat
Pause Spacebar
Use quickbar ability 1-0
Swap weapon sets /
Party move/hold H
Select full party =
Select one character F1-F4
Select many characters SHIFT + F1-F4

Getting Started
When you start Dragon Age: Origins, you are presented with the game’s launcher. The first time you click 
PLAY, a configuration utility suggests the appropriate settings based on the hardware it detects. After 
that, Dragon Age: Origins starts up.

Main Menu
The main menu is mostly self-explanatory. To begin playing, click NEW GAME; to resume your game in 
the future, click LOAD GAME; or to load your most recent saved game, click RESUME. 
These are the options that might not be as obvious:

Other Campaigns
Here you can begin playing a custom campaign for Dragon Age: Origins that you, your friends, or kind 
strangers on the Internet have built using the content-creator toolset that you can download from the 
Dragon Age website.

Downloadable Content
This displays new content made available after the release of Dragon Age: Origins—both free and for 
purchase—and also lets you manage the content you’ve already downloaded.
EA Account, registration with enclosed serial code, Internet connection and 
acceptance of End User License Agreement required to play and to access online 
features and/or services. EA Online terms and conditions can be found at www.ea.com. 
You must be 13+ to register for an EA Account. EA may provide certain incremental 
content and/or updates for no additional charge, if and when available.
EA may retire online features after 30 days notice posted on www.ea.com.

www.ea.com
www.ea.com
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Player Profile
You can view your achievements and screenshots here, then upload them to your online profile if you’re 
logged in to your BioWare/EA account.

Log In
This lets you create a BioWare/EA account (or log in to an existing account) so that you can upload 
screenshots, track your achievements and profile on the web, and manage downloadable content.

Character Generation
Before you begin playing Dragon Age: Origins, take a few minutes to build a unique character and learn 
the rudiments of the game’s rules system. When you click NEW GAME from the main menu, a short 
introductory movie plays. That brings you to the following options on the character generation screen.

Gender
	 	� Your character’s gender does not affect stats or abilities, but does alter some 

dialogue and plots—as well as facial options and body shape, of course.

Race
Your character’s race determines physical size and natural capabilities as well as how he or she fits into 
the world of Dragon Age, where interracial tensions are a fact of life.

Human
	 	� Humans are a well-rounded people, which has made them the most 

numerous inhabitants of Thedas, and thus the most dominant. 

Elf
	 	� Thousands of years ago, elves ruled the surface of Thedas, but today they 

live in mankind’s shadow, whether as an oppressed underclass confined to 
urban slums or, in the case of the Dalish tribes, forced to wander the ancient 
forests forever.

Dwarf
	 	� The dwarves are a race in decline, as each new day of a centuries-old 

war against the darkspawn consumes both dwarven lives and the scant 
remaining territory of their underground kingdom. Dwarves have an innate 
resistance to magic, preventing them from becoming mages.

Racial Benefits

Humans Elves Dwarves

Starting bonuses +1 strength +2 willpower +1 strength
+1 dexterity +2 magic +1 dexterity
+1 magic +2 constitution
+1 cunning +10% chance to resist 

hostile magic

Class
Class determines which abilities your character can learn during the course of the game. It has a profound 
impact on the way a character performs in battle. For mages, class also determines your background story.
Although there is some overlap between the classes, you can never make a character from one class 
play like a character from another—for example, warriors and rogues can never learn to cast spells, and 
a mage can never learn advanced weapon talents. Rogues can learn more skills than other classes, but 
cannot become proficient with two-handed weapons or shields.

Warrior
	� Warriors are front-line fighters, the backbone of any party under assault. They rely on 

melee and ranged weapons, supplemented by powerful special abilities that draw from 
deep reserves of stamina.

Mage
	� Mages are the only characters who can cast spells, which they use both for offense and to 

support themselves and their party. Although mages may wield physical weapons, they do 
so without any particular skill; instead, they prefer to carry staves that fire magic projectiles. 
Mages cannot stand toe-to-toe with enemies as well as other classes can, but they can deal 
immense amounts of damage and heal their allies when protected by the party.

Rogue
	� Rogues are crafty combatants who succeed in battle by combining speed, subterfuge, and a 

wide range of abilities to bring their opponents down in unexpected ways, sometimes before 
the enemy even perceives danger. Rogues can pick locks with great skill, incapacitate 
enemies with ease, or sneak up on targets to deliver a devious and crippling backstab.

Class Benefits

Warriors Mages Rogues

Starting health 100 85 90

Starting 
stamina/mana

100 115 90

Starting 
attribute bonuses

+4 strength +5 magic +4 dexterity
+3 dexterity +4 willpower +2 willpower
+3 constitution +1 cunning +4 cunning

Starting skill Combat Training Herbalism Poison-Making

Starting talent/spell Shield Bash, Pinning Shot, 
or Dual-Weapon Sweep 

Arcane Bolt Dirty Fighting

Levels to gain 
one skill

3 3 2

Health per level 6 4 5

Stamina/mana 
per level

5 6 4

Base attack score 60 50 55

Base defense score 45 40 50
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Background
Your character’s background—the “Origins” component of the game—determines which of six 
distinct opening acts you play through, and continues to affect your experience throughout the game. 
Although there are six different backgrounds, they are each tied to certain combinations of race and 
class; by the time you select your race and class, you only have one or two choices of background.

Human Noble
	� Human warriors and rogues always belong to the noble house Cousland, one of the most 

powerful families in Ferelden. But even a life of privilege can crumble in the face 
of betrayal… 

Magi
	� Human or elven mages, from the Amell or Surana families, respectively, find that a long 

childhood of tutelage in the magic arts is finally at a close: it is time to undertake the 
Harrowing, the long-secret ritual by which an apprentice spellcaster either becomes a full 
mage… or disappears forever.

City Elf
	� Elven warriors and rogues can opt to become a member of the Tabris family, hardscrabble 

city elves confined to the poorest quarter of the city of Denerim, where an arranged 
marriage offers hope of distraction—if only for a day—from a life of discrimination and 
abuse. But when a local lord claims his “right” with the bride, racial tensions provide fuel 
for a massacre.

Dalish Elf
	� Elven warriors and rogues may alternately choose a proud but trying life among the 

Mahariel clan of the Dalish elves, preferring to wander the ancient forests in perpetual 
isolation over letting humankind corrupt the last of true elven culture. But a chance 
encounter with a relic of your people’s past threatens to change those plans.

Dwarf Commoner
	� Dwarven warriors and rogues may begin among the Brosca family of the “casteless,” 

the lowest rung of dwarven society, where subservience to a local crime lord has always 
seemed like the surest way to remain alive, at least for one more day.

Dwarf Noble
	� Dwarven warriors and rogues may alternately choose a life born to the royal family of 

Orzammar, House Aeducan, where the natural accompaniment to political power is 
cutthroat infighting between relatives. 

Background Benefit

Human Noble Magi City Elf

Starting skill Combat Training Combat Tactics Coercion

Dalish Elf Dwarf 
Commoner

Dwarf Noble

Starting skill Survival Stealing Combat Training

Customization
When you create a new character, you can customize him or her in a variety of ways during the character-
generation process. Other party members you acquire throughout the game cannot be customized.

Appearance
Your character’s race and gender determine his or her body type and basic head shape, but from there, 
all the decisions are yours, from the shape and sizes of features to skin color, tattoos, and cosmetics. 
To design a unique face quickly, first cycle through the nine presets for your race and gender, then alter 
individual features using the more detailed sliders grouped by category.

Portrait
Your character’s portrait appears on the main combat and exploration screen in-game. Use the sliders 
in the Portrait area to pose and frame this snapshot however you like—you’ll be looking at it a lot. If you 
create a BioWare/EA profile, you can also upload this portrait to BioWare’s community website to use as 
your avatar in the forums.

Voice
Here, you can choose from one of six different voices (which vary by gender and race) for your 
character’s voice in battle.

Name
Your character’s surname depends on the background you chose earlier, but you can set a first name, or 
keep the game’s default suggestion. This given name appears in conversation, in your character record, 
and when you mouse over the character in-game.

Advanced
Once you’re satisfied with how you’ve customized your character, you can click on QUICK PLAY to jump 
right into the game, in which case the game prompts you to select a difficulty level and then automatically 
pick appropriate starting attributes, skills, and spells or talents based on your character’s class. 
However, if you have experience with roleplaying games, you might prefer to make these decisions 
yourself. In that case, click on ADVANCED. You will find descriptions of the options presented there in the 
Character Progression section of this manual (see p. 12).
Even if you click on QUICK PLAY, we suggest you read the following sections so that you can understand 
how your character’s attributes and abilities affect gameplay.

Difficulty
Whether you select QUICK PLAY after customizing your character’s appearance or proceed through 
advanced character creation, you need to select a difficulty level for combat. You can change this setting 
at any time in the Options menu. The higher difficulty levels are not meant to present an unwinnable slog; 
instead, they are meant to maintain the challenge for players who are particularly skilled in the game’s 
tactical combat system. At higher difficulties, enemies become more powerful while your party becomes 
less so, meaning you need to pause frequently to consider the best approach to each fight.

Easy
This setting is best suited to players who are new to role-playing games or expect to play combat in real-
time, rather than pausing often to plan tactics. At this setting, party members are immune to friendly fire and 
heal easily, while enemies inflict less damage than normal.

Normal
This is the recommended setting for players familiar with role-playing games, providing a good balance 
of challenge and survivability. It requires moderate use of tactical pausing to plan actions during combat. 
Although party members can harm each other with careless use of certain abilities, damage due to 
friendly fire is only half of what it would be against enemies.
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Hard
This setting provides a considerably greater challenge than normal difficulty. To prevail against the 
more aggressive enemy AI, you need to make sophisticated use of tactical pausing as well as clever 
combinations of spells and talents. Friendly-fire damage is no longer scaled down and your party does 
not heal as easily. Enemies inflict more damage are encumbered by status effects for shorter durations, 
and demonstrate greater resistance to various damage types.

Nightmare
This setting is intended for tactical geniuses who found hard difficulty too easy.

Character Progression
In order to survive your adventure, your character needs to become more powerful, learn new skills, 
acquire advanced equipment, and recruit experienced allies. Whereas the choices described in the 
Character Generation section of the manual (see p. 8) occur only once, at the beginning of the game, the 
choices described in this section are repeated many times throughout the game.

Attributes
Every character begins with at least 10 points in each of the six attributes, which primarily determine 
prowess in combat, but also affect your non-combat skills and can reveal new options in dialogue.
When you first see your attribute scores, however, most of them will already exceed 10 because of 
the cumulative effects of the racial benefits and class benefits described earlier. When you’re creating 
your character, you can distribute a further five attribute points however you like. If you skip advanced 
character creation, the game chooses for you, spending your five points according to the table at the end 
of this section. Characters gain a further three attribute points every level.
Note that in many cases, the game rules consider your character’s attribute modifier rather than the 
attribute itself. Quite simply, the attribute modifier is the difference between your current score and the 
base value of 10—in other words, the total number of points you have chosen to spend on the attribute.

Strength
Greater strength increases the base damage from all weapons except crossbows and mages’ staves, 
and, along with dexterity, determines whether a melee attack is successful. Consequently, strength 
is particularly important for warriors and rogues, although mages who use melee weapons also find it 
essential. Great strength is required to wield two-handed weapons or wear heavy armor. Strength also 
contributes to a character’s physical resistance and influences the intimidation side of the Coercion skill.

Dexterity
As the primary component of a character’s defense score, dexterity helps sidestep attacks entirely. 
Along with strength, dexterity also contributes to the melee attack score, which determines whether a 
swing connects with its target. For ranged weapons, dexterity is the only attribute that contributes to 
the attack score. Greater dexterity also increases the damage inflicted by piercing weapons like daggers 
and arrows, since the character is able to maneuver the weapon’s tip more deftly. Finally, dexterity 
contributes to physical resistance and is a prerequisite for some weapon talents. This attribute is most 
important for warriors and rogues.

Willpower
Willpower affects the size of the pool of mana or stamina that a character can draw from to power spells 
or talents. This makes it essential for mages, but also very helpful for warriors or rogues who use talents 
frequently. Willpower also contributes to a character’s mental resistance.

Magic
Unsurprisingly, mages gain the most benefit from a high magic attribute; the magic attribute’s modifier 
determines the mage’s spellpower, which in turn governs the magnitude of a spell’s effect, including 
damage. For characters of all classes, the magic attribute also increases the effectiveness of healing 
poultices, potions, and salves. A high magic score is required to wield high-level staves or learn certain 
spells. Magic also contributes to mental resistance.

Cunning
Characters cannot learn advanced skills unless they possess great cunning, so this attribute is useful 
for any character who wishes to use skills effectively. It is doubly important for rogues, since many of 
their class-specific talents are greatly improved by high cunning. Cunning helps characters identify 
weaknesses in opponents’ armor, increasing the armor penetration score, and also contributes to mental 
resistance and the persuasion side of Coercion.

Constitution
Every point in constitution increases a character’s health score, allowing more damage before the 
character falls on the battlefield. It is thus important for all characters on the front lines of combat. 
Constitution also contributes to physical resistance.

Quick-Play Picks

Warrior Mage Rogue

Attributes +3 strength 
+1 dexterity 
+1 willpower

+2 willpower 
+3 magic

+1 strength 
+3 dexterity 
+1 cunning

Skills Combat Training
Talents/Spells Precise Striking, Shield 

Block, and/or Shield Bash
Flame Blast and 
Weakness

Stealth and Dual-
Weapon Training

Skills
Skills, which are available to all humanoid characters, do not affect combat directly, although some may 
be used during combat. Rogues gain one skill point every two levels, while warriors and mages gain one 
skill point every three levels. Each skill has four levels of proficiency, but you must improve your cunning 
attribute to be able to learn many higher-level skills. You begin the game with two skills pre-determined 
by your class and background, and can learn one more free skill of your choosing. If you skip advanced 
character creation, the game chooses for you.

Coercion
	� Coercion reveals new dialogue options that can convince other characters to change their 

minds, sometimes revealing new paths through a plot or more favorable terms for a deal. 
If a Persuade option appears in dialogue, your chance of success is determined by your 
rank in Coercion and your cunning score. If an Intimidate option appears instead, success 
depends on Coercion and your strength score.

Stealing
	� Characters who have learned to steal can attempt to pick the pockets of other characters, 

whether friendly, neutral, or hostile, although a high rank in the skill is necessary to steal 
during combat. In most cases, items you receive from stealing are in addition to those that an 
enemy would normally drop after dying in combat.
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Trap-Making
	� Characters who have learned this skill can construct traps or lures from common components, 

so long as they also possess a plan to build the mechanism. The second and fourth rank of this 
skill also increase the range at which the character can detect enemy traps. Note that while all 
characters who have learned this skill can set traps, only rogues can disarm them.

Survival
	� Survival lets a character detect enemies who would otherwise be hidden. Higher ranks 

allow the character to determine how powerful a hidden enemy is and also bestow 
bonuses to nature resistance and physical resistance.

Herbalism
	� Herbalism allows a character to make a wide variety of potions, poultices, salves, balms, 

elixirs, and so forth, whenever raw ingredients and a recipe are at hand. At higher ranks, 
the character can complete more difficult recipes, producing particularly potent items.

Poison-Making
	� Poison-Making focuses on mixing deadly substances that the character can apply to melee 

weapons, inflicting extra damage and often leaving enemies immobile. Those skilled in this 
art can also create explosive bombs and flasks designed to be hurled at the enemy. As with 
Herbalism and Trap-Making, creating items using this skill requires a recipe and raw ingredients. 
Note that this skill is required not just to create poisons—it is also required to use them. 

Combat Training
	� For warriors and rogues, each rank in this skill opens up a new tier of weapon talents that 

the character can learn, as well as providing other small benefits. Although mages cannot 
learn weapon talents, this skill significantly increases the damage they can take from an 
attack before it interrupts an attempt at casting a spell.

Combat Tactics
	� Each rank in this skill increases the number of slots available on a character’s combat 

tactics sheet (see p. 29). Since each slot governs one conditional action during combat—for 
example, instructing a mage to heal any character whose health falls below 50%—having 
more slots available means you can design more elaborate battle plans for your party.

Talents/Spells
Talents (for warriors and rogues) and spells (for mages) are special abilities that are unique to a certain 
type of character, as distinct from skills, which any character can learn. They are almost always related 
to combat. Using a talent or spell often draws from the character’s pool of stamina or mana, although 
some are passive, providing permanent advantages without stamina or mana expenditure. A character 
gains one talent or spell each level, as well as at a few other points in the game. You begin with one 
talent or spell pre-determined by your class and can learn one more of your choosing for free. If you skip 
advanced character creation, the game chooses for you.
Unlike skills, talents and spells do not offer higher ranks; instead, related abilities are grouped in chains 
of four. Learning a talent or spell unlocks the next ability in that chain—so long as the character meets 
other prerequisites like character level and attribute scores.
Some spells and talents are available to all characters of that class, and a few groups of talents, like 
Dual Weapons and Archery, are available to both warriors and rogues. Other spells and talents are linked 
to a single specialization, which characters can earn later in the game.
There are hundreds of talents and spells in Dragon Age: Origins—far too many to list here. Each is 
described in the game.

Activated Abilities
The most common talents or spells are those marked “activated,” which the current character uses 
only when directed. (Other characters in your party use their activated abilities whenever appropriate, or 
whenever the conditional instructions you set up in the combat tactics screen tell them to.) These abilities 
vary widely—some have positive effects on your character or allies, whereas others act offensively 
against one or more enemies, or even against everyone in an area, no matter whose side they’re on. 
Some activated abilities are in effect for only a second, while others remain active for a short time. Most 
activated abilities incur an immediate cost in stamina or mana, although a few are free to use. After you 
use a particular activated ability, there is a short cooldown period before you can use it again.

Passive Abilities
Talents or spells marked “passive” are permanent effects. They do not consume stamina or mana, and, 
because you do not need to activate them, they do not appear in your quickbar. If you wish to review 
which passive abilities your character has learned, take a look at your spells or talents sheet.

Sustained Abilities
Once you use a talent or spell marked “sustained,” it remains active either until you disable it or until 
the ability exhausts all of your character’s stamina or mana. Some sustained abilities are free to use, 
and thus remain active for as long as you like. Using a sustained ability is tiring, however, and thus 
imposes a fatigue penalty, which means that each subsequent ability you use simultaneously with that 
sustained ability requires more stamina or mana. After you deactivate a sustained ability, there is a short 
cool-down period before you can use it again.

Experience and Levels
Whenever you complete a quest or kill an enemy in combat, you’ll earn experience points (sometimes 
called XP). Once you have enough XP to cross a certain threshold, your character gains a new level; you 
can see your progress towards that threshold just below the character’s name in the main interface or in 
the character record. It takes 2000 XP to move from level 1 to level 2, and the amount of new experience 
required for each successive level is 500 XP greater than the previous. (That is, the threshold for level 3 
is 4500 XP—2500 XP more than level 2.) There is no hard cap on the number of levels.
At each new level, a character gains the following:

	 Three attribute points
	 One spell or talent
	 Possibly a skill point (every two levels for rogues; every three levels for warriors and mages)
	 Several health and mana/stamina points, depending on class (see p. 9)
	 A small increase to base attack damage

In the character record, you can specify whether you would prefer to spend attribute points, skill points, 
and spell/talent points yourself or whether the game should level your characters up automatically.

Party Members
Although it is possible to play through Dragon Age: Origins using only the character you create, the game 
is designed around a party of four adventurers, selected from among the many prospective companions 
you will encounter throughout Ferelden. Your party members are not just important for combat; they 
often have personal connections to your quests and may ask for your help with quests of their own. To 
swap your active party members, hit the CHANGE PARTY button in the menu bar at the top of the main 
interface. (Some circumstances temporarily prohibit you from changing your party.)
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Approval
Your party members have their own agendas and personalities and demonstrate strong reactions to your 
decisions. You can track a character’s approval rating at the bottom of the left side of his or her character 
record (see p. 12). When party members’ approval ratings rise, you are able to engage them in longer 
conversations at the party camp, which may lead to new quest options or, for certain characters, the possibility 
of romance. Characters who are confident in your leadership may also earn attribute bonuses. When a party 
member’s approval falls, however, you risk abandonment or betrayal. Because your party members differ 
so much from each other, it is difficult to keep everyone happy. But the wise general knows that when you 
disagree on matters of substance, you can always buy loyalty through gifts (see p. 32).

Specializations
Once any of your characters is sufficiently powerful and you have uncovered certain secret knowledge, 
you are able to choose specializations relevant to the character’s class. The main character can choose 
two specializations, earning points at levels 7 and 14; other humanoid party members already possess 
one specialization and can learn one more. Each specialization grants a pair of bonuses and unlocks a 
new group of powerful talents or spells.

Warrior
Berserker

	� Only half-sane when in the grip of frenzy, a berserker can become a juggernaut of death 
and damage, although the bloodlust is difficult to sustain.

Champion
	� The champion is never hard to find on the battlefield, fighting shoulder-to-shoulder with 

allies, shouting encouragement with robust conviction that leads enemies to despair.

Templar
	� Templars are the bane of an errant spellcaster, neutralizing enemy mages’ most dangerous 

abilities so that the party can close for the kill.

Reaver
	� Reavers are genuine terrors, masochists who flirt with their own death in the hopes of 

ushering in that of their enemies.

Mage
Arcane Warrior

	� The arcane warrior is a mage of unconventional means, forsaking the obvious power of 
direct magical attacks in favor of becoming an elite combatant with conventional weapons.

Blood Mage
	� The blood mage is a student of forbidden ancient magic that depends less on lyrium or 

mana than on the pure essence of life. Their spells are ugly weapons, but powerful in the 
extreme, able to control the wills of others.

Shapeshifter
	� Studied in the arts of transformation, the shapeshifter is never the adversary that enemies 

expected they would face.

Spirit Healer
	� The spirit healer is never rushed, preferring eventual but certain triumph, bolstered by 

nearly indomitable allies, over flashy demonstrations of offensive power.

Rogue
Assassin

	� Assassins are efficient killers, able to find weaknesses that they and their allies can exploit 
to bring an enemy down.

Bard
	� Only the most innocent of bards consider themselves pure entertainers; many are 

instead masters of manipulation who hide behind an occupation that provides easy 
access to people in power. They are not solo fighters, but rather concentrate on inspiring 
allies or discouraging enemies to tip combat in their favor.

Duelist
	� Duelists are masters of speed, evasion, and finesse—never there when the enemy attacks, 

yet always ready with a disorienting blow or a quick strike at a vital spot.

Ranger
	� The ranger is a friend to the animals—and, more importantly, their sworn ally. A ranger 

who needs assistance always finds an extra set of teeth joining battle.
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Specialization Bonuses

Berserker Champion Templar Reaver

Attribute Bonus +2 strength +2 willpower +2 magic +1 constitution
Secondary Bonus +10 health +1 cunning +3 mental 

resistance
+5 physical 
resistance

Arcane 
Warrior

Blood 
Mage

Shapeshifter Spirit 
Healer

Attribute Bonus +1 dexterity +2 constitution +2 constitution +2 magic
Secondary Bonus +5 attack +2 spellpower +1 armor Extra health 

regeneration

Assassin Bard Duelist Ranger

Attribute Bonus +2 dexterity +2 willpower +1 dexterity +1 constitution
Secondary Bonus +2.5% critical 

chance
+1 cunning +1 damage +5 nature 

resistance

Quests
Dragon Age: Origins is a game built on story, not a simple brawler—you need to talk, reason, and 
explore your way through the world rather than simply seeking out the next fight. The game is composed 
of hundreds of small quests that build into an overarching, epic tale. Nearly every quest has multiple 
possible paths and multiple outcomes. The easiest way through a quest is to look for the next plot point 
marked on your mini-map or the next character with an exclamation mark over her head. More creative 
players will find they can shape the story in unexpected—even disturbing—ways.

Conversation
Some conversations start by themselves—like at the beginning of your background story—but most 
of the time, you need to approach other characters for help or information. (Don’t forget to talk to your 
own party members—they might know more than you think.) If a speech-bubble icon appears when you 
mouse over a character, just right-click to begin conversation. Whenever it’s your character’s turn to 
speak, you’ll have several options for what to say. Click on the line you prefer or press the corresponding 
number key. Choose carefully: the vastly different outcomes of certain choices may not be evident until 
much later in the game.

Persuasion
Some player lines begin with “(Persuade)” or another prefix. If your skill is sufficient, the character you’re 
talking to will bend to your logic, but if you fail, you might find yourself in a worse position than you were 
before. Persuade lines depend on your character’s rank in Coercion and the cunning attribute. 

Intimidation
Intimidation is the flip side of persuasion: it still depends on the Coercion skill, but is influenced by your 
character’s strength attribute rather than cunning. There are fewer opportunities for intimidation than 
there are for persuasion, but the results can be more dramatic. As with persuasion, the price for failing 
an intimidate check can be steep.

Other Attribute Checks
Some other special lines check your character’s attribute scores. For example, you might see a line 
prefixed “(Cunning)” where your character displays unique insight. If your attribute is high enough for the 
situation, other characters will respond favorably; if not, they might think less of you.

Job Boards
Several organizations in Ferelden maintain job boards in the hopes that they will find assistance from 
some adventurer in need of coin. The most common of these boards belong to the chanters, religious 
folk who take an oath never to utter a sentence that isn’t in the Chant of Light. Since it is exceedingly 
rare that a job can be described using only the words of the holy scripture, the local chanter posts 
written requests on a nearby board. Once you complete a task, return to the chanter for payment. You 
can also find similar boards run by smaller local groups.

Journal
Your journal is a record of every quest you’ve discovered. It provides some background on what you need 
to do and why, and sometimes—although not always—will hint at alternate solutions to the problem. 
Although you can work on many quests simultaneously, only one can be marked as your active quest, as 
denoted by two large arrowheads beside the quest. The main interface and your area map only display 
points of interest for the active quest.
In the journal, the tab marked with an arrow icon displays incomplete quests, whereas the tab marked 
with a checkmark displays quests you’re finished, just in case you want to review.

Codex
Your codex, which you’ll find under the tab of your journal marked with an icon of a sheet of paper, 
stores information you’re found about life in Thedas and about playing the game. Sometimes, these 
are excerpts from books you’ve found; other times, they take the form of encyclopedia entries on a 
topic. You can find codex entries by examining objects in the world, by asking about certain topics in 
conversation, or by killing enemies. Tutorials that appear in the bottom-right corner of the screen are 
recorded here for posterity, too.
Pay particular attention to codex entries in the Quest-Related category. These usually provide information 
vital to completing your plots.

Conversation History
The fourth tab in your journal, marked with a speech-bubble icon, provides a record of the 25 
most recent conversations, letting you review the details of what someone said. Don’t worry about 
conversations cycling out of this list: the journal itself always reflects major plot points.

Downloadable Content
The final tab in your journal, marked with a treasure-chest icon, displays new content that you can 
download to extend the game. This is similar to the Downloadable Content screen accessible from the 
main menu.

Maps
Dragon Age: Origins features two types of maps—area maps that appear mostly incomplete when you 
enter an area, yet gain new details as you explore, and a world map used to travel between areas. The 
mini-map in the top-right corner of the game screen shows only a small section of the area map.
The world map (actually just a map of the nation of Ferelden—Thedas as a whole is much larger) 
becomes available once you complete the game’s prologue. In the upper-right inset is your party camp, 
where you can visit with your party members and automatically heal characters of injuries. Be wary 
when traveling between locations on the world map; hostile parties often ambush adventurers.
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LABEL Explanation

1 Character’s health (p. 22)

2 Character’s mana/stamina (p. 23)

3 Character’s current action

4 Fallen party member 

5 Currently selected character

6 Character taking damage (red fog)

7 Level-up notification (p. 15)

8 Click to select whole party

9 Click to tell party to hold positions

10 Click to swap weapon sets (p. 32)

LABEL Explanation

11 Click to lock quickbar

12 Experience meter (p. 15)

13 Status effects on character (p. 28)

14 Quickbar abilities w/shortcut keys

15 Quick-use items w/quantity (p. 33)

16 Cooldown timer

17 Description of selected ability

18 Drag to resize quickbar

19 Mini-map of area (p. 19)

20 Click to collapse mini-map

LABEL Explanation

21 Character record (p. 12)

22 Spells/talents (p. 14)

23 Skills (p. 13)

24 Inventory (p. 31)

25 Journal (p. 19)

26 Map (p. 19)

27 Combat tactics (p. 29)

28 Change party

29 Main menu

30 Spell or talent in use

LABEL Explanation

31 Healing/elemental effect (p. 33)

32 Damage to party member (p. 24)

33 Damage to enemy

34 Non-selected party member

35 Non-selected enemy

36 Flanking arc (p. 23)

37 Selected character

38 Current target

39 Current target’s name/health

40 Critical-hit damage (p. 25)
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Stamina/Mana
Warriors and rogues draw from a pool of personal stamina to power many of their talents, and mages 
use their mana for spells. (A few abilities, however, are free to use.) Characters regain their stamina 
or mana over time, but they do so more slowly when in the heat of battle, which means they can only 
use a limited number of abilities concurrently. Particularly at lower levels, when characters’ reserves of 
stamina and mana are limited, talents and spells are special supplements to basic attacks, not the focus 
of battle. The size of the stamina or mana pool is initially determined by the character’s class (see p. 9). 
It increases with each level and with each point spent in the willpower attribute.

Fatigue
The weight of armor or a shield is taxing when characters are engaged in strenuous combat, imposing 
a fatigue penalty on top of the regular cost of talents or spells. Fatigue is applied as a cumulative 
percentage tax, so if a character is wearing gloves with a fatigue rating of 2.5% and boots with a fatigue 
rating of 3%, all talents or spells consume 5.5% more stamina or mana than normal. For front-line 
characters, the price of fatigue may be well worth the protection that armor provides, but characters 
who hang back from close combat in order to concentrate on talents or spells may find they’re better off 
wearing regular clothing. Sustained abilities also impose fatigue (see p. 15).

Attack
The attack score is a combination of a character’s base attack, which varies by class (see p. 9), plus half 
of the character’s strength and dexterity modifiers (or, for ranged attacks, no strength modifier but the 
full dexterity modifier). Talents, spells, skills, status effects, high-quality equipment, and the difficulty 
level can further alter this score.

Flanking
When striking from directly behind a target, an attacker gains a large bonus to attack as well as an 
increased chance to score a critical hit. These bonuses gradually diminish the further the attacker moves 
around the side of the target. The black segment of the red ring around an enemy’s feet shows the 
flanking area. Certain talents can fully or partially protect a character from being flanked. (For rogues, 
successful flanking attacks are backstabs—see p. 25.)

Range
Attacks with ranged weapons maintain normal attack scores so long as the attacker is sufficiently 
close to the target—within the range specified in the weapon’s statistics, which is expressed in 
meters. If the attacker exceeds this distance, the attack score begins to drop precipitously, making it 
difficult to hit the target.

Cover
Arrows and crossbow bolts cannot penetrate obstacles like tables, columns, or barrels. Although it is 
possible to target and fire at opponents behind cover, the attacks will not hit them, no matter how high 
the attack score is. 

Combat
Although magic works somewhat differently, most combat follows a straightforward mechanic: the 
difference between the aggressor’s attack score and the opponent’s defense score, plus about 50, is the 
percentage chance that the attack will be successful. If it is, the target suffers a certain number of points 
of damage subtracted from current health. However, each of those statistics—attack, defense, and 
damage—can be modified by a number of additional factors, as explained in the following pages.

1

2

3

4

5

6
7

8
9

10
11

12

15

16

17

18

2019

13

14

LABEL Explanation

1 Click to change character

2 Race (p. 8)

3 Class (p. 9)

4 Specializations (p. 16)

5 Health (p. 22)

6 Stamina/mana (p. 23)

7 Fatigue (p. 23)

8 Armor (p. 24)

9 Defense (p. 24)

10 Attack (p. 23)

LABEL Explanation

11 Damage (p. 24)

12 Status effects (p. 28)

13 Approval (p. 16)

14 XP towards next level (p. 15)

15 Attributes (p. 12)

16 Physical/mental resistance (p. 28)

17 Elemental resistance (p. 25)

18 Click to see statistics from gameplay

19 Click to level up

20 Click to always level up automatically

Health 
Whenever a character takes damage, points are subtracted from his or her pool of total health points. 
Maximum health is initially determined by the character’s class (see p. 9); it increases with each level 
and with each point spent in the constitution attribute. Lost health regenerates, but does so much less 
quickly in combat than in exploration. If you’re running low on health during combat, apply a health 
poultice (see p. 33) or cast a healing spell.
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Defense
Defense represents a character’s ability to avoid attacks entirely. The score is a combination of the 
character’s base defense, which varies by class (see p. 9), plus the character’s dexterity modifier. 
Shields, talents, spells, skills, status effects, high-quality items, and the difficulty level can further alter 
this score, but note that while shields do contribute directly to defense, armor does not—instead, armor 
mitigates damage received, as described below.

Missile Defense
Each character has a separate invisible score for defense against missile attacks from enemy archers, 
letting a character shrug off ranged attacks. Shields contribute more to missile defense than they do to 
regular defense, and some spells or talents increase a character’s missile defense directly.

Damage
Base damage is a combination of the weapon’s damage rating and—for attacks from all weapons 
except crossbows and mages’ staves—the attacking character’s strength modifier. (Note that when a 
character is wielding two weapons, the strength modifier is halved for the off-hand weapon; for a two-
handed weapon, the strength modifier is increased by 50%.) Characters also gain a small bonus to base 
damage every time they gain a level, and the damage from piercing weapons like daggers and arrows is 
also affected by dexterity, since a more nimble character can position them for maximum effect. Talents, 
spells, status effects, high-quality items, and the difficulty level can further alter this base number. The 
damage number that you see in your character record is adjusted for the relative speed of the weapon, 
so it’s difficult to replicate the math precisely.

Armor and Armor Penetration
Armor mitigates damage—if a target has an armor rating of 10, it suffers 10 fewer points of damage 
than the attack would normally inflict. Regardless of armor rating, a successful hit always deals at least 
one point of damage.
However, every weapon has an armor penetration score, which essentially reduces the target’s armor 
rating before final damage is calculated. This means that the armor penetration score is effectively 
equivalent to extra damage, although damage multipliers like critical hits do not multiply armor 
penetration. As well, if the armor penetration score is greater than the target’s armor score, the excess 
armor penetration does not inflict damage.

Damage Types and Colors
There are five types of elemental damage—fire, cold, electricity, nature, and spirit. Many weapons, 
coatings, or spells inflict one or more types of elemental damage in addition to the basic physical 
damage. Electricity damage also drains a character’s stamina or mana.
You can identify different types of damage by the color of the text it appears in:

	 Damage to your party is red, no matter what the type
	 Physical damage—from your party’s normal attacks or from abilities—is white
	 Fire damage is orange
	 Cold damage is blue
	 Nature damage is medium green
	 Electricity damage is yellow
	 Spirit damage is purple
	 Healing is bright green prefixed by a + symbol
	 Any type of elemental damage that is additional to an attack’s normal damage (from enchantments, 

for example) is also indicated with a + symbol

Elemental Resistances
Elemental damage is subject to resistances, which certain enemies may possess innately, or which 
characters gain through spells, talents, skills, or items. If a character has 10% resistance to fire, all fire 
damage is reduced by 10%. Conversely, characters can become vulnerable to the elements, in which 
case they suffer increased elemental damage.
When combatants are completely immune to a certain type of damage, “Immune!” may appear over 
their heads, colored using the same scheme as damage text. Note that immunity is only displayed 
when the damage of that type exceeds a certain threshold—if you would have only inflicted a couple 
of points of fire damage anyway, the game doesn’t announce the resistance, in order to concentrate on 
communicating more vital information.
Note that these elemental resistances are distinct from physical and mental resistance, which describe a 
character’s ability to resist certain status effects.

Critical Hits
Every attack has a small chance to generate a critical hit, which inflicts up to double the normal attack 
damage after accounting for armor. Flanking attacks increase the chance of a critical hit, as do certain 
spells, talents, and items. Damage from critical hits is displayed in larger text size than regular damage.

Backstabs
Whenever a rogue flanks an enemy, the attack is an automatic backstab—similar to a critical hit, except 
that some rogue talents can make backstabs more powerful than critical hits.

Strength Modifiers
Most weapons possess a strength modifier property. This indicates the proportion of the character’s 
strength modifier that is added to damage. Since it is a property of the weapon, not related to how the 
weapon is used, it is distinct from the changes to the strength modifier that result from wielding dual 
weapons or two-handed weapons (see p. 26).

Injuries
So long as at least one of your party members survives a fight, those who fall in combat revive themselves 
once all enemies are dead—but they will have sustained injuries that apply penalties to their attributes. 
To remedy an injury, use an injury kit on the character or rest up in your camp. Injuries are visible in the 
character record as a small red icon next to your character.

Enemy Ranks
The text that enemies’ names are displayed in is color-coded to indicate their relative threat:

	 The names for critter- or normal-rank enemies are white
	 The names for elite-rank enemies are yellow
	 The names for boss- or elite-boss-rank enemies are orange
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Weapon Styles
The number and type of weapons a character is wielding affects attack, damage, and in some cases 
defense. Each character can have two different sets of weapons equipped simultaneously, although 
only one of the sets may be active and in the character’s hands. Generally, one set of weapons is for 
melee combat and one for ranged, but there’s no reason a character can’t switch between dual weapons 
and a two-handed weapon, or between a bow and a crossbow, or between a mage’s staff and a sword. 
To equip the character’s second weapon set, click on the SWAP WEAPON SETS button in the inventory. To 
swap weapon sets during exploration or combat, click on the same button in the main exploration screen.

Single Weapon
A character who is carrying a single one-handed weapon does not earn any special bonuses or suffer 
any special penalties. This is the normal approach to combat, and early in the game, most warriors and 
rogues are most effective using this style. There are no weapon talents specifically associated with the 
single-weapon style, however, so growth potential is limited.

Weapon and Shield
Adding a shield to a single one-handed weapon does not alter the character’s attack or damage scores, 
although the character’s defense and missile defense both increase on account of the shield. Carrying a 
shield requires moderate strength, however, and as with armor, shields increase the character’s fatigue, 
meaning that talents or spells consume more stamina or mana. Warriors have access to the weapon-and-
shield school of talents, which teach them how to use the shield as an offensive weapon as well as how to 
increase its defensive capabilities, including protection from flanking attacks.

Dual Weapons
A character can increase the frequency of attacks by carrying a regular one-handed weapon in one hand 
and a small weapon like a dagger in the off-hand, although these attacks are generally less effective 
than strikes from a single weapon, since the off-hand weapon only gains damage equal to half the 
character’s strength modifier. (The combined damage of the two weapons may or may not exceed the 
damage from wielding only one of them.) Warriors and rogues have access to the dual-weapon school 
of talents, which teach them how to use two weapons more efficiently, reducing the penalties for using 
dual weapons, as well as how to execute synchronized attacks with both weapons. A master of dual 
weapons can eventually wield two full-size one-handed weapons.

Two-Handed Weapon
Merely hefting a two-handed weapon requires great strength, and although the weight means that characters 
attack more slowly, two-handers inflict enormous damage with every hit. The character’s contribution to the 
damage score for a two-handed weapon includes 1.5 times the character’s strength modifier, whereas a 
one-handed weapon uses the unaltered strength modifier. Warriors have access to the two-handed school 
of weapon talents, which teach them how to make even more powerful—if ungainly—attacks, including hits 
that incapacitate enemies or destroy their armor or weapons.

Mage’s Staff
Mages’ staves are unlike other weapons: they take two hands to control, but mages do not use staves 
for direct melee attacks. Instead, they fire magic projectiles that never miss—the mage’s attack score 
is irrelevant. Damage is determined by the staff’s own power and the mage’s spellpower score (itself 
affected by the magic attribute—see p. 13). Unlike spells, the staff does not consume mana, so there is 
no worry of being left defenseless if you expend all of your mana.

Bow
Archery lets a character deal death at great range, but be aware that archers who take damage from 
melee attacks may lose concentration, slowing their rate of fire. Among the various types of bows, 
shortbows are the fastest to fire, but have limited range and punch. Longbows are moderately powerful 
and can hit targets at much greater distance, but fire more slowly than shortbows. Crossbows have the 
greatest range and intrinsic damage, particularly against armored enemies, but take significant time to 
reload. Unlike shortbows and longbows, crossbows do not gain extra damage based on a character’s 
strength modifier, so particularly strong characters may do less damage with a crossbow—although 
since merely wielding a longbow or shortbow requires significant dexterity, only well balanced characters 
are able to use all types of high-quality bows. Warriors and rogues have access to the archery school of 
talents, which teaches them how to fire a number of trick shots and how to better protect themselves 
while wielding a bow or crossbow.

Magic-Specific Rules
Magic, unsurprisingly, works differently from normal combat—otherwise, it wouldn’t be magic! These 
trade-offs can leave mages at a disadvantage when fighting alone or forced to use conventional 
weapons, yet they ensure that mages are particularly fearsome when supported by a well-balanced party 
or controlled by a player with a deep understanding of the rules of magic.

Spellpower
A mage’s spellpower score determines the effectiveness of spells, the damage from a staff’s magic 
projectile, and the potency of potions, poultices, and salves. The spellpower score is simply the 
number of points above 10 that the mage has learned in the magic attribute, although abilities, status 
effects, mages’ staves, or other high-quality items can alter the spellpower score. The effect of greater 
spellpower differs from spell to spell; the simplest explanation is that greater spellpower never hurts. 
Some mages’ staves apply two spellpower bonuses; these effects are cumulative.

Spell Interruption
Because it takes great concentration to cast a spell, a mage who takes damage while preparing a spell 
may be interrupted. The mage can always attempt the spell again, but the delay makes the mage less 
effective in combat. More ranks in the Combat Training skill increase the amount of damage a mage can 
take before being interrupted.
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Spell Combinations
When two opposing or complementary spells collide, the effects can be unusual and potent. There are 
10 possible spell combinations in the game. Only a few of these are hinted at ahead of time—for the 
most part, you must find them for yourself. Once you have discovered a spell combination, a description 
of how to replicate the effect appears in your codex.

Friendly Fire
Many spells (as well as traps, grenades, and some hostile creatures’ special abilities) are indiscriminate 
in who they target, or are targeted on an area rather than a single opponent. They harm—or, in some 
cases, help—everyone nearby, not just your adversaries or just your allies. If you set a trap, only your 
enemies can trip it, but your party members may still suffer the effects of the trap if they’re nearby when 
it goes off. Be careful!

Status Effects
Many items, talents, and spells have effects on the target beyond simple damage. Sometimes these 
effects are as simple as knocking opponents to the ground, but the more complex effects described 
below persist for a time. 
Most of the time, combatants have a chance to resist status effects. Their chance of doing so depends 
on either the physical or mental resistance score, as appropriate to the effect.

Physical Resistance
For physical effects like being knocked to the ground or rooted in place, the game compares one of the 
attacker’s relevant attribute modifiers—strength for most talents and magic for most spells, although 
rogue-specific talents usually use cunning—to the defender’s physical resistance score. If the physical 
resistance score is higher, the status effect does not apply. Physical resistance is half of the total of the 
character’s strength, dexterity, and constitution modifiers.

Mental Resistance
For mental effects like being put to sleep or stunned, the game compares one of the attacker’s relevant 
attribute modifiers—cunning for most talents and magic for most spells—to the defender’s mental 
resistance score. If the mental resistance score is higher, the status effect does not apply. Mental 
resistance is half of the total of the character’s willpower, magic, and cunning modifiers.

Stun/Paralysis/Fear/Immobility/Petrifaction
These status effects all prohibit the affected combatant from taking any action, including aborting their 
current actions. The visual effects are different, however, and they may react differently in combination 
with subsequent effects. Petrified characters, for example, can sometimes be shattered by critical hits 
or other effects.

Disorientation
A character who is disoriented can still fight, but is less likely to hit enemies and more likely to be hit 
personally, since the effect applies penalties to attack and defense.

Sleep
A combatant who has been put to sleep is unable to attack and is unlikely to resist further effects, but 
awakens as soon as an aggressor inflicts further damage.

Charm
Charmed enemies fight as an ally of the player for the duration of the effect. The main character, party 
members, and other player allies are immune to charm effects.

Combat Tactics
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LABEL Explanation

1 Click to change character
2 Click to select set of tactics
3 Click to disable this condition
4 Drag number to rearrange tactics
5 Previously created conditions
6 Previously created actions

LABEL Explanation

7 Click to select general behavior
8 Who this condition applies to
9 What criteria this condition measures

10 Action to take when condition is true
11 Disable all tactics for this character
12 Save changes to this set of tactics

Once you have the hang of basic combat strategy, you’re ready to use combat tactics that help your 
party members work together efficiently without needing constant direction. Although the combat tactics 
screen looks complicated at first, it’s built around one simple idea: if the first condition on the left side of 
the screen is true, execute the corresponding action on the right side of the screen; if the condition is not 
true, check whether the next condition is. You must always control the current character directly, but the 
other members of your party will follow whatever tactics you command.
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Basic Tactics
As your characters learn new spells and talents, pre-built tactics (like Archer, Defender, or Scrapper) 
start to appear when you select an option from the Presets pull-down menu. For example, the Healer 
preset might appear empty for Morrigan at first, but tactics fill in automatically when she learns the Heal 
spell. Select a tactics preset that corresponds to the sorts of actions you want the character to take. 

Behavior
The behavior pull-down menu in the top-right corner of the tactics screen controls the character’s 
general approach to combat, like when to attack, what distance to try to keep from enemies, when to 
give chase, and when to switch between ranged and melee weapons. Essentially, tactics are specific 
actions, while behaviors are generic reactions.

Custom Tactics
You can also create your own customs sets of tactics or modify the presets (but note that if you modify 
one of the presets, then click SAVE PRESET, it no longer automatically fills up when you learn new 
abilities—to preserve that feature, play around with the custom slots instead).
Let’s say we want the character to use a health poultice when his or her health falls too low. First, click on 
a condition slot on the left side of the screen. From the menu that appears, first select which character you 
want to evaluate. For this condition, we want to check the character’s own health, so pick SELF. Now another 
menu opens; select HEALTH then < 50%. That’s your first condition: whenever that character’s health is less 
than half, the game sees that this condition is true and activates the corresponding action.
Now you need to set up the action. Click on the slot on the right side of the screen next to the 
condition you just created, then select “Use health poultice: least powerful.” (Save your strong 
health poultices for the really dire situations; if this one isn’t strong enough, the condition activates 
again and use another poultice.)
That’s it! Tactics always evaluate from the top down, so urgent requirements like healing should usually 
go at the top. You can move a tactic up or down by dragging the number in front of it. 
Tactics are particularly powerful when they help different party members support each other. For 
example, if Morrigan is in your party and knows a healing spell, you can tell her to monitor all your party 
members simultaneously and heal anyone in need. Since mages are weak in close combat, you can 
then direct your warrior to always attack enemies who are targeting the mage (Enemy > Attacking Party 
Member > Attacking Morrigan).
As your characters level up or learn additional ranks in the Combat Tactics skill, you gain more 
condition/action slots on the screen, permitting more complicated battle plans.

Items
There are hundreds of unique items in Dragon Age: Origins, corresponding to five major groups—
useable items like health poultices or traps, crafting items like recipes or raw ingredients (which are 
themselves often useable), plot items like keys or letters, gifts for your party members, and items like 
weapons, armor, or accessories.
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LABEL Explanation

1 Click to change character

2 Comparison to equipped item

3 Details of selected inventory item

4 Material and tier (p. 32)

5 Wield requirements (p. 32)

6 Item powers (p. 32)

7 Total currency (p. 33)

8 Sort inventory by type/name/age

LABEL Explanation

9 Everything except plot items

10 Weapons

11 Armor

12 Accessories

13 Other items

14 Crafting items

15 Plot items

16 Inventory capacity

Inventory
Your inventory stores all the items you purchase or find in your journey through Ferelden. Here, you can 
compare items’ relative statistics and equip your party members for battle. You can only carry so much 
equipment, however; once your inventory is full, you have to sell some items or destroy them before you 
can pick up more. You can also increase your capacity by purchasing a backpack.
The most important information about an item is displayed when you hover over it with your mouse. If 
you use the right mouse button to click and hold on an item in your inventory, you get a radial menu that 
allows you to, as appropriate, equip the item, give it to a party member as a gift, examine its description 
and value, or destroy it to free up inventory capacity.
To equip an equippable item or use a useable item, simply double-click on it in your inventory. 
Alternately, you can drag equipment onto the character or into the appropriate equipment slot on the left. 
You can drag useable items into your quickbar for easy access, just like a skill, spell, or talent.
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Containers/Loot
Whenever an object in the world or an enemy corpse is shimmering, it contains items that you can pick 
up, presuming you’re able to open the container and have space in your inventory. Many doors and 
chests are locked when you find them. To open a lock, you either need a key—which doesn’t always 
exist—or a rogue to pick the lock. All rogues have some skill in picking locks, but they get better with 
each additional talent in the lock-picking tree and with each point in the cunning attribute. If you don’t 
want to miss out on good loot, recruit a rogue!

Materials
Each weapon or piece of armor indicates what type of material it is made from. There are seven tiers 
each in three different material chains—leather, metal, and wood. Within a given chain, items made 
from higher-tier materials always offer better statistics.

Item Sets
Certain combinations of items from the same set—not just made from the same material type, but 
usually bearing similar names, like Dalish Boots, Dalish Armor, and Dalish Gloves—offer an extra 
bonus when equipped simultaneously. When this happens, you’ll see a small green item-set icon in the 
main interface and in the character record. To see which of your items offer set bonuses, examine the 
items and read their descriptions. If you manage to find two whole sets of items that can be equipped 
simultaneously, the bonuses are cumulative.

Item Powers
Equipment sometimes improves (or even diminishes) your characters’ statistics. When hovering over 
an item in your inventory, positive effects are colored green and negative effects are colored red. These 
bonuses or penalties come into effect when you have the item equipped. Be aware, however, that these 
bonuses do not count toward the requirements to learn new abilities; since learning the Indomitable 
talent requires 28 strength, the character must have 28 points in the strength attribute when no other 
items are equipped and no temporary spells or talents are active.

Runes
High-quality weapons can be improved by having an enchanter inscribe one or more lyrium runes on the 
weapon. Runes can be found throughout Ferelden, but enchanters and weapons of sufficient quality are 
both somewhat rare. Once a rune has been inscribed, its properties are added to the item. The rune is 
not destroyed in the process, nor is it permanently bonded to the weapon; if you find a better rune later 
on, you can return to an enchanter to replace the rune.

Gifts
You will find some items identified as gifts. To give a gift to one of your party members, open your 
inventory, switch to the appropriate party member, then right-click on the item and select Gift from the 
radial menu. If the character accepts your gift, his or her approval of you increases. Different characters 
prefer different sorts of gifts; if you give a party member his or her favorite type of gift, the approval 
increase is greater. Some gifts are so well suited to particular characters that other party members 
completely refuse to accept the gift themselves. However, the more gifts you give each party member, the 
less he or she will be interested in the next gift. The camp is a handy place to give gifts because you can 
see your whole party at once.

Currency
Ferelden uses three types of coinage: copper pieces called bits, silver pieces called silvers, and gold 
pieces called sovereigns. There are 100 bits in a silver and 100 silvers in a sovereign. For convenience, 
the game automatically converts your money into the least possible coinage, so if you have 80 bits and 
find 40 more, you end up with one silver and 20 bits. Your current supply of money is displayed at the 
top of the inventory screen.

Stores
Merchants throughout Ferelden offer new equipment for sale and also purchase unwanted items, putting 
coin in your pocket and freeing up room in your inventory. To buy or sell from a merchant, simply drag 
items from the merchant’s inventory to your own, or vice versa. The last icon on each side of the store 
interface allows you to reverse accidental transactions with no loss of money so long as you haven’t 
closed the interface yet.

Crafting
Characters who have learned the Herbalism, Trap-Making, or Poison-Making skills can create their own 
items if they possess a recipe or plan for the item and the constituent ingredients. You’ll find recipes and 
ingredients in merchants’ shops and throughout Ferelden.
Once you have a recipe or plan, open the crafting interface by clicking on the first rank of the appropriate 
skill either in your quickbar or in the skills screen. Your recipes appear on the left; after selecting a 
recipe, the required ingredients appear on the right along with an indication of your current supply. If 
you have sufficient stock of ingredients, you can create the item immediately. Note that creating more 
powerful items requires higher ranks of the appropriate crafting skill. Since all three crafting skills use 
the same interface, you really only need to leave one of the skill icons in your quickbar.

Quick-Use Items
You can drag consumable inventory items into slots on your quickbar for easy use during combat. Many 
of the consumable items described below come in formulations of different strength.

Health Poultices
Health poultices instantly restore some amount of health, although they do not treat persistent injuries.

Injury Kits
Injury kits treat the injuries that characters suffer when they fall unconscious in combat. These kits also 
restore some health.

Lyrium Potions
Lyrium potions instantly restore some amount of a mage’s mana. Warriors and rogues cannot use 
lyrium potions.
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Performance Tips
Problems Running the Game

	 Make sure you meet the minimum system requirements for this game and that you have the latest 
drivers for your video card and sound card installed: 
For NVIDIA video cards, visit www.nvidia.com to locate and download them. 
For ATI video cards, visit www.ati.amd.com to locate and download them.

	 If you are running the disc version of this game, try reinstalling DirectX from the disc. This is typically 
found in the DirectX folder on the root of the disc. If you have Internet access, you can visit 
www.microsoft.com to download the latest version of DirectX.

General Troubleshooting Tips
	 If you have the disc version of this game and the AutoPlay screen does not automatically appear for 

installation/playing, right-click the disc drive icon found in My Computer and select AutoPlay.
	 If the game is running slowly, try reducing the quality of some of the video and sound settings from 

the game’s options menu. Reducing the screen resolution can often improve performance.
	 For optimum performance when playing, you may like to disable other background tasks (except the 

EADM application, if applicable) running in Windows.

Internet Performance Issues
This game uses the following TCP and UDP port(s) for Internet play:
TCP PORTS: 80, 8000
UDP PORTS: 80, 8001
Please consult your router or personal firewall documentation for information on how to allow game 
related traffic on these ports. If you are attempting to play on a corporate Internet connection, contact 
your network administrator. 

Technical Support
If you have trouble with this game, EA Technical Support can help. 
The EA Help file provides solutions and answers to the most common difficulties and questions about 
how to properly use this product.

To access the EA Help file (with the game already installed):
Windows Vista users, go to Start > Games > Games Explorer, right-click the game icon, and select the 
appropriate support link from the drop-down menu. 
For users on earlier versions of Windows, click the Technical Support link in the game’s directory 
located in the Start > Programs (or All Programs) menu.

To access the EA Help file (without the game already installed):
1.	 Insert the game disc into your DVD-ROM drive.
2.	� Double-click the My Computer icon on the Desktop. (For Windows XP, you may need to click the 

Start button and then click the My Computer icon).
3.	 Right-click the DVD-ROM drive that has the game disc and then select OPEN.
4.	 Open the Support > EA Help > Electronic_Arts_Technical_Support.htm file.
If you are still experiencing difficulty after utilizing the information in the EA Help file you can contact 
EA Technical Support. 
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Limited 90-Day Warranty
Note: The following warranties only apply to products sold at retail. These warranties do not apply to 
products sold online via EA Store or third parties. 
Electronic Arts Limited Warranty
Electronic Arts warrants to the original purchaser of this product that the recording medium on which the software program(s) are recorded 
(the “Recording Medium”) and the documentation that is included with this product (the “Manual”) are free from defects in materials and 
workmanship for a period of 90 days from the date of purchase. If the Recording Medium or the Manual is found to be defective within 90 days 
from the date of purchase, Electronic Arts agrees to replace the Recording Medium or Manual free of charge upon receipt of the Recording Medium 
or Manual at its service center, postage paid, with proof of purchase. This warranty is limited to the Recording Medium containing the software 
program and the Manual that were originally provided by Electronic Arts. This warranty shall not be applicable and shall be void if, in the judgment 
of Electronic Arts, the defect has arisen through abuse, mistreatment or neglect. 
This limited warranty is in lieu of all other warranties, whether oral or written, express or implied, including any warranty of merchantability or 
fitness for a particular purpose, and no other representation of any nature shall be binding on or obligate Electronic Arts. If any such warranties are 
incapable of exclusion, then such warranties applicable to this product, including implied warranties of merchantability and fitness for a particular 
purpose, are limited to the 90-day period described above. In no event will Electronic Arts be liable for any special, incidental, or consequential 
damages resulting from possession, use or malfunction of this Electronic Arts product, including damage to property, and to the extent permitted 
by law, damages for personal injury, even if Electronic Arts has been advised of the possibility of such damages. Some states do not allow 
limitation as to how long an implied warranty lasts and/or exclusions or limitation of incidental or consequential damages so the above limitations 
and/or exclusion of liability may not apply to you. In such jurisdictions, the Electronic Arts’ liability shall be limited to the fullest extent permitted by 
law. This warranty gives you specific rights. You may also have other rights that vary from state to state.

RETURNS WITHIN THE 90-DAY WARRANTY PERIOD
Please return the product along with (1) a copy of the original sales receipt showing the date of purchase, (2) a brief description of the difficulty 
you are experiencing, and (3) your name, address and phone number to the address below and Electronic Arts will mail a replacement Recording 
Medium and/or Manual to you. If the product was damaged through misuse or accident, this 90-day warranty is rendered void and you will need to 
follow the instructions for returns after the 90-day warranty period. We strongly recommend that you send your products using a traceable delivery 
method. Electronic Arts is not responsible for products not in its possession.

EA Warranty Information
If the defect in the Recording Medium or Manual resulted from abuse, mistreatment or neglect, or if the Recording Medium or Manual is found to 
be defective after 90 days from the date of purchase, choose one of the following options to receive our replacement instructions: 
Online: http://warrantyinfo.ea.com
Automated Warranty Information: You can contact our automated phone system 24 hours a day for any and all warranty questions:
US 1 (650) 628-1001

EA Warranty Mailing Address
Electronic Arts Customer Warranty 
9001 N I-35 Suite 110 
Austin, TX 78753

Notice
Electronic Arts reserves the right to make improvements in the product described in this manual at anytime and without notice. This manual and the product 
described in this manual are copyrighted. All rights reserved.

Technical Support Contact Info
E-mail and Website: For instant access to all of our technical support knowledge, please visit http://techsupport.ea.com.
Telephone Support: Technical Support is also available from 8am to 5pm PST by calling us at (650) 628-1001. No hints or codes are available from 
(650) 628-1001.
Mailing Address: �Electronic Arts Technical Support, 9001 N I-35 Suite 110, Austin, TX 78753

Package Cover Illustration: BLT & Associates, Massive Black Inc.

© 2009 Electronic Arts Inc. EA and EA logo are trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. All Rights Reserved. 
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You Played the Game. Now Play the Music.
EA Soundtracks and Ringtones 

�Available at www.ea.com/eatrax/

EA Technical Support on the Internet
If you have Internet access, be sure to check our EA Technical Support website at:
http://support.ea.com
Here you will find a wealth of information on DirectX, game controllers, modems, and networks, as 
well as information on regular system maintenance and performance. Our website contains up-to-date 
information on the most common difficulties, game-specific help, and frequently asked questions (FAQs). 
This is the same information our support technicians use to troubleshoot your performance issues. We 
keep the support website updated on a daily basis, so please check here first for no-wait solutions. 

Technical Support Contact Info
If you need to talk to someone immediately, call our Technical Support team (Monday through Friday  
8 AM – 5 PM PST):
Telephone: US 1 (650) 628-1001. 
Note: No hints or codes are available from Technical Support.
Website: http://support.ea.com
Mailing Address: �EA Technical Support 

9001 N I-35 Suite 110 
Austin, TX 78753

http://warrantyinfo.ea.com
http://techsupport.ea.com
www.ea.com/eatrax/
http://support.ea.com
http://support.ea.com
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