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            THE MAULED MAGE ED GUIDE

          

        

      

    

    
      
        
        Empower Young Learners to Navigate Tech

        with Confidence and Heart

      

      

      
        
        Welcome to a dynamic educational experience where literature meets 21st-century learning. The Mauled Mage Education Guide is your essential resource for teaching middle-grade students (ages 11–14) to explore cyberbullying, digital ethics, peer empathy, and emotional resilience—using the powerful narrative of The Mauled Mage as your launchpad.

      

        

      
        How the Guide Works

      

        

      
        The Mauled Mage Education Guide is built for flexibility and engagement in classrooms, homeschool environments, libraries, and workshops. Its chapter-by-chapter structure mirrors the novel and includes:

      

      

      
        
        •	Theme Summaries for each chapter

        •	Two Reflective Questions per chapter to spark  discussion

        •	Two Learning Activities:

      

      

      
        
          	
        Zero-Tech Challenge – Screen-free explorations rooted in empathy, creativity, and discussion
      

      	
        Tech-Integrated Challenge – Aligned with ISTE standards, these activities develop digital inquiry, ethical reasoning, and design thinking
      

      

      

      
        
        Grounded in constructivist theory and multiple intelligences, each lesson includes adaptation tips for early readers, ESL students, sensory-sensitive learners, and 1-on-1 or small-group settings.

      

      

      

      
        
        How to Access the Guide

      

        

      
        Download printable resources and view chapter illustrations through the author’s website:  www.casperpieters.com/members-only

      

        

      
        To access:

      

        

      
        1. Join the author’s email list for your

        2. Membership password.

        3. Visit the Members page and watch the short intro video for an overview of the guide’s layout.

        4.  Click on the THE MAULED MAGE button.

        5. Use the password “be kind online”.

        6. Download:

      

      

      
        
          	
        Printable chapter illustrations
      

      	
        An assessment rubric for each activity
      

      	
        Worksheets, , scenario/role play cards, and bonus tools
      

      

      

      
        
        Need help? You can contact the author directly via the website for support or a password reset.

      

        

      
        Aligned with ISTE Standards - Each Activity is designed to meet the International Society for Technology in Education (ISTE) Standards for Students. Learners become:

      

      

      
        
          	
        Empowered Learners: Set personal learning goals through meaningful tech use
      

      	
        Digital Citizens: Act safely, ethically, and responsibly in digital environments
      

      	
        Knowledge Constructors: Build understanding through inquiry and storytelling
      

      	
        Innovative Designers: Solve problems creatively using digital tools
      

      	
        Global Collaborators: Respectfully exchange ideas and perspectives across cultures
      

      

      

      
        
        The Power of Zero-Tech Activities

      

        

      
        Ideal for homeschooling and tech-light classrooms, Zero-Tech Challenges emphasize:

      

        

      
        •	Real-life emotional awareness

        •	Teamwork and face-to-face communication

        •	Creativity through drama, writing, discussion, and art

      

        

      
        Each activity is:

      

      

      
        
          	
        Age-appropriate for tweens and young teens
      

      	
        Easy to run with minimal supplies
      

      	
        Designed with built-in inclusivity (ADHD, ESL, sensory needs)
      

      

      

      
        
        Why Educators and Homeschoolers Love This Guide

      

        

      
        •	Literature-Driven:  Comprehension and empathy through story

        •	Flexible & Inclusive: Adaptable to learning environments & abilities

        •	Standards-Based: Supports ISTE, SEL, and digital literacy goals

        •	Ready-to-Go: No prep required—just print and teach

      

        

      
        What Makes The Mauled Mage Unique?

      

        

      
        Through the gripping tale of Zeno, Big-O, and Team Savv-i, students explore:

      

      

      
        
          	
        Understanding and Combating Cyberbullying
      

      	
        Developing Empathy and Emotional Intelligence
      

      	
        Empowering Bystanders and Promoting Peer Solidarity
      

      	
        Ethical Digital Citizenship and Online Behavior
      

      	
        Recognizing Support Networks and Trusted Adults
      

      

      

      

      
        
        Creative Implementation Ideas

      

      

      
        
        Scene Reenactments - Act out key digital conflicts from the story as live skits or video clips, followed by group reflection on choices and consequences.

      

        

      
        Empathy Wall -Create a visual display of student-made art or quotes that capture moments of support, apology, and emotional insight from the book.

      

        

      
        Upstander Campaign - Design anti-bullying posters or short PSAs inspired by the story to promote kindness and digital responsibility at school.

      

      

      
        
        Learning Outcomes

      

      

      
        
        Recognize cyberbullying’s impact on emotions and relationships.

      

        

      
        Show empathy by understanding character perspectives.

      

        

      
        Practice digital citizenship through ethical analysis of online behavior.

      

        

      
        Collaborate effectively in discussions and group projects.

      

        

      
        Apply ethical reasoning to resolve peer conflict scenarios.

      

      

      
        
        Use it often. Teach it deeply.

        Let it open minds—one chapter at a time.
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            DIGGING DEEP

          

          CHAPTER 1
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        Chapter theme: Digital Citizenship & Cyber Safety

      

      

      In Chapter 1 - Digging Deep, we follow Beam, a technologically adept student who has heard rumors that a classmate, Lee, might be experiencing cyberbullying. Despite the lack of concrete evidence, Beam's intrinsic empathy and sense of justice drive him to investigate. Using his computer skills, Beam delves into online forums and social media, only to discover the disturbing truth of Lee's situation. The chapter emphasizes the themes of understanding cyberbullying, fostering empathy, and the power of bystanders to offer support and intervene.

      
        
        Questions and activities

      

        

      
        1 - What can you do if you see someone being bullied but you don’t know how to stop it? This question aims to teach young learners about the various ways they can seek help, such as telling a trusted adult, which empowers them to act responsibly in difficult situations.

      

      

      
        
        2 - Why is it important to tell a trusted adult if you or someone else is being bullied? This question helps young learners understand the importance of seeking help from adults, reinforcing the concept of safety and support systems.

      

      

      ACTIVITY 1: ROLE-PLAY GAME - THE HELPERS QUEST

      
        
        Objective: This activity encourages young learners to act out scenarios where they must decide how to help a friend who is being bullied, promoting empathy and understanding of different perspectives.

      

      

      
        
        Materials Needed: Scenario cards, a “Decision Wheel" with various options like "tell a teacher," "speak to the bully," "comfort your friend," and Thirty cyber- and bullying scenarios.

      

      

      
        
        Setup: Prepare a small stage area and have scenario cards ready.

      

      

      
        
        Instructions: Young learners take turns drawing scenario cards and acting out the situation with a partner. After the scenario is set, they spin the decision wheel to see which action they should take and then perform the outcome.

      

      

      
        
        Discussion Points: Discuss why certain actions might be better than others and how different choices can affect everyone involved.

      

        

      
        Assessment Rubric - Download: casperpieters.com/members-only

      

      

      
        
        Adaptation Tips

      

        

      
        Early Readers or Visual Learners - Use picture-based scenario cards and a color-coded or illustrated decision wheel.

        Learners with ADHD or Sensory Needs - Include physical props, fidget-friendly role badges, and limit wait time between turns.

        ESL or Non-Verbal Students - Allow gestural performances or peer-paired narration to support verbal communication.

        1-on-1 Instruction - Act out one scenario at a time with modeling and choices tailored to learner’s comfort and comprehension level.

        Small Groups - Repeat scenarios using different wheel outcomes to encourage nuanced thinking and alternative responses.

        Extension Activity - Have learners draw their own “decision wheels” with creative solutions and compare how actions affect outcomes.

      

        

      
        Learning Outcomes

      

        

      
        "The Helpers Quest" strengthens young learners' understanding of social responsibility, empowering them to recognize bullying and respond with empathy and action. By integrating decision-making with imaginative role-play, this activity supports critical social-emotional growth and equips children with practical tools to be proactive allies.

      

      

      
        
          
            [image: ]
          

        

        * * *

      

      ACTIVITY 2: EMPATHY CIRCLE

      
        
        Objective: This circle time activity helps young learners express feelings and learn to empathize with others, reinforcing the idea that understanding diverse emotional experiences can aid in combating bullying.

      

      

      
        
        Materials Needed: A soft toy or object to pass around, emotion cards with different feelings depicted on them.

      

      

      
        
        Setup: Young learners sit in a circle with the emotion cards spread out in the center.

      

      

      
        
        Instructions: Pass the soft toy around the circle. When a child receives the toy, they pick an emotion card and describe a time they felt that emotion and what helped them feel better.

      

      

      
        
        Discussion Points: Discuss how recognizing and addressing emotions can help in supporting peers who are bullied.

      

        

      
        Assessment Rubric - Download: casperpieters.com/members-only

      

      

      
        
        Adaptation Tips

      

        

      
        Early Readers or Visual Learners - Use illustrated emotion cards and optional color-coded responses like thumbs-up or emojis.

        Learners with ADHD or Sensory Needs - Allow movement breaks between turns; provide textured emotion cards or fidget options.

        ESL or Non-Verbal Students - Permit gestures, drawing, or using picture cards to represent their emotions and stories.

        1-on-1 Instruction - Use personalized prompts and model an example story to help initiate sharing.

        Small Groups - Increase turns per student and foster peer-to-peer emotional connections with follow-up questions.

        Extension Activity - Have children create their own emotion cards with drawn faces and words, adding them to the circle.

      

        

      
        Conclusion

      

        

      
        The Empathy Circle provides a safe, nurturing space for young learners to explore and share emotional experiences. By actively listening and expressing themselves, children build emotional literacy and develop supportive peer relationships—key foundations in preventing and responding to bullying with empathy.
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        * * *

      

    

  


  
    
      
        
          
            TAKING ACTION

          

          CHAPTER 2
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        Chapter theme: Empathy, Peer Advocacy &

        Responsible Problem-Solving

      

      

      In Chapter 2 - Taking Action, Beam shares with his friends that the rumors about Lee being cyberbullied are indeed true. He explains how he found online evidence of the bullying, but it mysteriously disappeared before he could save it. This revelation spurs the group to brainstorm and collaborate on how to tackle the issue together. Their discussion highlights the importance of teamwork and collective problem-solving in addressing cyberbullying, setting a plan into motion to help Lee and confront the bully.

      
        
        Questions and activities

      

      

      
        
        1 - Why do you think it is important to try to collect evidence when you are someone else is being cyberbullied? This question encourages young learners to think about the role of evidence in verifying and addressing claims of cyberbullying, teaching them about the importance of substantiating claims, to effectively help others and resolve conflicts.

      

      

      

      
        
        2 -	Why is it important for Beam and his friends to work together to help Lee? This question aims to highlight the value of teamwork in overcoming challenges, encouraging young learners to consider how collaboration can lead to better solutions and stronger support networks.

      

      

      ACTIVITY: CYBER DETECTIVE WORKSHOP

      
        
        Objective: This workshop helps young learners understand the crucial role of collecting evidence in situations involving cyberbullying, teaching them how to identify valid evidence and differentiate it from less useful information. Over 40 words, this activity aims to empower young learners by equipping them with the knowledge and skills needed to act effectively and responsibly when they encounter or hear about cyberbullying.

      

      

      
        
        Materials Needed

      

      

      
        
          	
        Scenario cards depicting different cyberbullying situations (See Chapter 1 - Learning Resources)
      

      	
        Evidence cards that are categorized as useful (screenshots, URLs, text records) and not useful (hearsay, assumptions)
      

      	
        Detective notebooks and pens for recording findings
      

      	
        Large board or digital display for summarizing group discussions
      

      

      

      
        
        Setup: Prepare the play area by setting up stations that each represent a different cyberbullying scenario. At each station, place a mix of useful and not useful Evidence cards related to the scenario.

      

      

      
        
        Instructions

      

      

      
        
          	
        Introduction: Explain the role of a detective in collecting evidence and why it’s important for solving cases.
      

      	
        Scenario Work: Divide the young learners into small groups and assign each group to a station.
      

      	
        Evidence Collection: At each station, young learners read the scenario and use the Evidence cards to decide which pieces would help solve the case (confirm the cyberbullying) and which would not.
      

      	
        Record Findings: Young learners use their detective notebooks to record which evidence they chose and why they believe it’s useful.
      

      	
        Group Discussion: After rotating through the stations, gather the young learners and discuss what they learned about the different types of evidence and how it helps address cyberbullying.
      

      

      

      
        
        Discussion Points

      

      

      
        
          	
        Why is concrete evidence like screenshots more reliable than hearsay?
      

      	
        How does accurate evidence help the person being bullied?
      

      	
        What could happen if incorrect or weak evidence is used?
      

      

      

      
        
        Assessment Rubric - Download: casperpieters.com/members-only

      

        

      
        Adaptation Tips

      

        

      
        Early Readers or Visual Learners - Use icons or pictures on evidence cards and provide color-coded notebooks for categorizing findings.

        Learners with ADHD or Sensory Needs - Offer flexible seating, fidget-friendly detective tools, and break the task into timed chunks.

        ESL or Non-Verbal Students - Use paired discussions or symbol-supported sentence starters for recording ideas and findings.

        1-on-1 Instruction - Work through each station together with modeled reasoning and guided questioning.

        Small Groups - Allow deeper conversation and role rotation (e.g., Lead Detective, Note Keeper, Evidence Analyst) within each group.

        Extension Activity - Have learners create their own cyberbullying scenarios and generate evidence cards for peers to solve.

      

      

      

      
        
        Learning Outcomes: The Cyber Detective Workshop equips young learners with practical analytical skills to recognize valid online evidence, promoting responsible digital behavior and empathy. By exploring realistic scenarios, they learn the power of truth and detail in helping peers and solving problems. This builds confidence and ethical awareness in navigating digital environments.

      

      

      ACTIVITY 2: EMPATHY MAP CREATION

      
        
        Objective: This activity helps young learners understand and articulate the feelings and perspectives of someone who is being bullied, fostering empathy and a deeper understanding of the effects of bullying.

      

        

      
        Materials Needed: Large sheets of paper, markers, magazines for cutting, glue.

      

        

      
        Setup: Prepare a large, clear area with tables for groups to work on.

      

        

      
        Instructions

      

      

      
        
          	
        Divide young learners into small groups and give each group a large sheet of paper and markers.
      

      	
        Each group creates an "Empathy Map," dividing the paper into sections labeled: "Says," "Thinks," "Feels," and "Does."
      

      	
        They fill each section with words, drawings, or magazine cutouts that they think someone like Lee might experience while being bullied.
      

      

      

      
        
        Discussion Points

      

      

      
        
          	
        Discuss what they included in each section of their Empathy Map and why, exploring different emotions and reactions to bullying.
      

      

      

      
        
        Assessment Rubric - Download: casperpieters.com/members-only

        Adaptation Tips

      

        

      
        Early Readers or Visual Learners - Use emotion picture cards and sample empathy maps with labeled icons as visual prompts.

        Learners with ADHD or Sensory Needs - Incorporate tactile materials (felt, textured papers) and break the map creation into timed steps.

        ESL or Non-Verbal Students - Allow use of emojis, magazine cutouts, or drawings instead of written words.

        1-on-1 Instruction - Create the map together, using guided questions to explore each section interactively.

        Small Groups - Begin with individual maps, then build a collaborative class collage to enhance both personal and group insights.

        Extension Activity - Add sections like “Wishes” or “Needs” and invite learners to write a supportive message or solution strategy from another character’s viewpoint.

      

        

      
        Learning Outcomes: The Empathy Map Creation activity fosters compassion and perspective-taking by inviting young learners to imagine the internal world of someone being bullied. This visual and interactive approach not only nurtures emotional literacy but also encourages meaningful dialogue and deeper social understanding.

      

      

    

  


  
    
      
        
          
            SEEKING COUNSEL

          

          CHAPTER 3
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        Chapter theme: Digital Forensics,

        Critical Thinking & Emotional Resilience

      

      

      In Chapter 3, Seeking Counsel, Beam and his friends confide in Miss Pardo about Lee’s cyberbullying. Although they lack hard evidence, they turn to her for support, highlighting the importance of involving adults in serious digital issues. Miss Pardo acknowledges the limitations of what she can do without proof but promises to keep watch. She advises the group on how to support Lee and encourages them to keep collecting evidence responsibly.

      
        
        Questions and activities

      

      

      
        
        1	What could you do if you think a friend is being cyberbullied but you don’t have proof? This question helps young learners understand the importance of seeking advice from adults and discussing their concerns, even when evidence is hard to gather.

      

      

      
        
        2	Why is it important to talk to adults like Miss Pardo about serious problems like cyberbullying? This question encourages young learners to reflect on the role of adults in providing guidance and taking action in difficult situations, reinforcing the idea that adults can offer support and solutions that might not be available to young learners.

      

      

      ACTIVITY 1: ROLE-PLAY SCENARIOS

      This activity involves young learners participating in role-playing scenarios where they act out different roles, including a student experiencing cyberbullying, a bystander, and a trusted adult. The aim is to help them understand different perspectives and learn the importance of communicating concerns about cyberbullying to adults.

      
        
        Objective: The activity teaches young learners about the dynamics of seeking help and the importance of communication between peers and trusted adults in resolving issues like cyberbullying.

      

      

      
        
        Materials Needed

      

      

      
        
          	
        Scenario cards detailing different cyberbullying situations
      

      	
        Workshop Role badges identifying the roles of victim, bystander, and adult.
      

      

      

      
        
        Setup: Prepare a classroom or a suitable open area where young learners can perform their roles comfortably.

      

      

      
        
        Instructions

      

      

      
        
          	
        Divide the young learners into small groups and assign each child a role to play.
      

      	
        Give each group a scenario card and allow them some time to prepare their roles.
      

      	
        Have each group act out their scenario in front of others, focusing on how the 'bystander' can approach a trusted adult for help.
      

      	
        After each performance, discuss what was done well and what could be improved.
      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        Discuss the feelings and outcomes of each role.
      

      	
        Emphasize the bystander’s role in helping and why it’s important to involve adults.
      

      

      

      
        
        Assessment Rubric - Download: casperpieters.com/members-only

      

      

      
        
        Adaptation Tips

      

        

      
        Early Readers or Visual Learners - Use illustrated scenario cards and simple, bold print role badges to enhance understanding.

        Learners with ADHD or Sensory Needs - Offer roles with physical movement or props; keep scenarios short and use a visual timer for each turn.

        ESL or Non-Verbal Students -Include picture-supported scenarios and allow role-play using gestures or visual symbols instead of speech.

        1-on-1 Instruction - Act out scenarios together, pausing to reflect on feelings and decisions using simple language prompts.

        Small Groups - Rotate roles within the same scenario to deepen perspective-taking and understanding.

        Extension Activity - Have students create their own scenarios or write journal entries from a role’s point of view to expand critical thinking.

      

        

      
        Learning Outcomes: This role-play activity fosters emotional intelligence, encourages proactive problem-solving, and builds a foundation for open communication with trusted adults. By acting out real-world cyberbullying scenarios, learners practice empathy, verbal expression, and peer support strategies—crucial tools for digital and real-world safety.

      

      

      

      ACTIVITY 2: TRUST CIRCLE

      In the Trust Circle activity, young learners sit in a circle and share a time when they needed help with a problem, focusing on who they went to for help and what the outcome was. This activity promotes understanding and trust in the support systems available to them.

      
        
        Objective: Young learners learn to identify who in their lives represents a 'trusted adult' and understand how these adults can provide help and support in difficult times.

      

      

      
        
        Materials Needed: A soft toy or any object to pass around as a speaking token

      

      

      
        
        Setup: Arrange seating in a circle large enough for all participants to see each other.

      

      

      
        
        Instructions:

      

      

      
        
          	
        Introduce the concept of trusted adults and discuss who they can be.
      

      	
        Pass the speaking token around the circle; the child holding the token shares their story.
      

      	
        After everyone has spoken, discuss the common themes and feelings that arose during the sharing.
      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        What makes an adult trustworthy?
      

      	
        How did it feel to share a problem with a trusted adult?
      

      

      

      
        
        Assessment Rubric - Download: casperpieters.com/members-only

      

      

      

      
        
        Adaptation Tips

      

        

      
        Early Readers or Visual Learners - Use a visual chart with examples of trusted adults (e.g., teacher, parent, coach) and emotional emoji cards to support expression.

        Learners with ADHD or Sensory Needs - Use movement-friendly speaking tokens or allow students to stand while sharing.

        ESL or Non-Verbal Students - Allow drawing or pointing to a visual chart instead of speaking; use peer buddies for translation or support.

        1-on-1 Instruction - Facilitate a relaxed storytelling conversation with visual aids and personal examples.

        Small Groups - Increase discussion time per child and allow more individualized support or responses.

        Extension Activity - Have students create “Trust Trees” where they list or draw the people they can go to for help, adding reasons for each.

      

        

      
        Learning Outcomes

      

        

      
        The Trust Circle encourages young learners to reflect on real-life support systems and recognize the value of trusted adults. By sharing their experiences and listening to others, students build emotional safety, confidence, and a deeper understanding of how asking for help can lead to positive outcomes.
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        * * *

      

    

  


  
    
      
        
          
            DAYDREAMING

          

          CHAPTER 4
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        Chapter theme: Daydreaming, Focus,

        and Creative Problem-Solving in STEM

      

      

      In Chapter 4, Daydreaming, the story explores the mindset of a bully, revealing that aggression often masks deeper fears and insecurities. During a classroom discussion, Ms. Ryan guides students through the psychology of bullying and stresses the importance of unity. She teaches that standing together in support of a targeted peer can discourage bullying and create a safer environment. The chapter highlights both the roots of bullying and the power of collective action in stopping it.

      
        
        Questions and activities

      

      

      
        
        1	Why might someone who is feeling scared or insecure decide to bully others? This question aims to help young learners understand the complex reasons behind bullying behaviors, encouraging empathy and deeper thinking about the motives of others.

      

      

      
        
        2	How can standing together with a friend who is being bullied help make the bullying stop? This question teaches the importance of solidarity and collective action in discouraging bullying, highlighting how a united front can impact a bully’s behavior.

      

      

      ACTIVITY 1: UNITY WEB

      
        
        Objective: This activity demonstrates the strength and protection offered by standing united. It shows young learners how interconnected support can strengthen each member of a group, helping them understand the power of collective action against bullying.

      

      

      
        
        Materials Needed: A ball of yarn or string and scissors.

      

      

      
        
        Setup: Gather the young learners in a circle, standing or sitting.

      

      

      
        
        Instructions:

      

      

      
        
          	
        Hold onto the end of the yarn and pass the ball to a student after sharing a positive comment about them.
      

      	
        The student then holds a part of the yarn and passes the ball along to another student with another positive remark.
      

      	
        Continue until everyone is holding a part of the yarn, creating a web.
      

      	
        Discuss how the web might weaken if one person let go, showing the importance of everyone’s support.
      

      

      

      
        
        Discussion Points:

      

      

      
        
          	
        Talk about how the web represents the class's unity and how this can protect against bullying.
      

      	
        Reflect on how it feels to be supported by peers.
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Original Version, by changing formats or by porting the Font Software to a
new environment.

"Author" refers to any designer, engineer, programmer, technical
writer or other person who contributed to the Font Software.

PERMISSION & CONDITIONS
Permission is hereby granted, free of charge, to any person obtaining
a copy of the Font Software, to use, study, copy, merge, embed, modify,
redistribute, and sell modified and unmodified copies of the Font
Software, subject to the following conditions:

1) Neither the Font Software nor any of its individual components,
in Original or Modified Versions, may be sold by itself.

2) Original or Modified Versions of the Font Software may be bundled,
redistributed and/or sold with any software, provided that each copy
contains the above copyright notice and this license. These can be
included either as stand-alone text files, human-readable headers or
in the appropriate machine-readable metadata fields within text or
binary files as long as those fields can be easily viewed by the user.

3) No Modified Version of the Font Software may use the Reserved Font
Name(s) unless explicit written permission is granted by the corresponding
Copyright Holder. This restriction only applies to the primary font name as
presented to the users.

4) The name(s) of the Copyright Holder(s) or the Author(s) of the Font
Software shall not be used to promote, endorse or advertise any
Modified Version, except to acknowledge the contribution(s) of the
Copyright Holder(s) and the Author(s) or with their explicit written
permission.

5) The Font Software, modified or unmodified, in part or in whole,
must be distributed entirely under this license, and must not be
distributed under any other license. The requirement for fonts to
remain under this license does not apply to any document created
using the Font Software.

TERMINATION
This license becomes null and void if any of the above conditions are
not met.

DISCLAIMER
THE FONT SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND,
EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO ANY WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT
OF COPYRIGHT, PATENT, TRADEMARK, OR OTHER RIGHT. IN NO EVENT SHALL THE
COPYRIGHT HOLDER BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY,
INCLUDING ANY GENERAL, SPECIAL, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL
DAMAGES, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING
FROM, OUT OF THE USE OR INABILITY TO USE THE FONT SOFTWARE OR FROM
OTHER DEALINGS IN THE FONT SOFTWARE.
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