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WARNING: READ BEFORE USING YOUR PLAYSTATION*2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing lights. Exposure to certain patterns
or backgrounds on a television screen or while playing video games, including
games plaved on the PlayStation 2 console, may induce an epileptic seizure

in these individuals. Certain conditions may induce previously undetected
epileptic symptoms even in persons who have no history of prior seizures

or epilepsy. If you, or anyone in your family, has an epileptic condition, consult
your physician prior to playing. If you experience any of the following symptoms
while playing a video game — dizziness, altered vision, eye or muscle twitches,
loss of awareness, disorientation, any involuntary movement, or convulsions —
IMMEDIATELY discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD type.
Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
warranty. Only official or licensed peripherals should be used in the controller
ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

¢ This disc is intended for use only with PlayStation 2 consoles with the NTSC
LI/C designation.

® Do not bend it, crush it or submerge it in liquids.
e Do not leave it in direct sunlight or near a radiator or other source of heat.
e Be sure to take an occasional rest break during extended play.

» Keep this disc clean. Always hold the disc by the edges and keep it in its
protective case when not in use. Clean the disc with a lint-free, soft, dry cloth,
wiping in straight lines from center to outer edge. Never use solvents
or abrasive cleaners.

This product has been rated by the Entertainment Software Rating Board.
For information about the ESRB rating please visit www.esrb.com.
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GETTING STARTED

open button
memory card slot 2 disc cover
memory card slot 1
ry ‘ on/standby/
o —— - v —1 - — e -I-— , reset button
h" A i e . —— N — =T
L Mtrsties — — I
| ([Eeesssann) | FE S e s M= = = —fE IA receiver

USB connectors

controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system according to

the instructions supplied with your system. Check that the system is turned on

(the on/standby indicator is green). Press the OPEN button to open the disc cover.
Place the JUSTICE LEAGUE HEROES,. disc with the label side facing up in the disc
holder, and then close the disc cover, Attach game controllers and other peripherals
as appropriate. Follow the on-screen instructions and refer to this manual for
information on using the software.

MEMORY CARD (8MB) (for PlayStation®2)

To save game settings and progress, insert a memory card (8MB)(for PlayStation®2)
into MEMORY CARD slot 1 of your PlayStation®2 system. You can load saved game
data from the same memory card or any memory card (8MB)(for PlayStation®2)
containing previously saved games.




CONTROLLER

DUALSHOCK'2 ANALOG CONTROLLER CONFIGURATIONS

L2 button R2 button
L1 button R1 button
directional —
buttons
— /\ button
left analog stick O button
(L3 button when pushed down)
SELECT button X button
ANALOG mode button [] button
START button
right analog stick

(R3 button when pushed down)

JUSTICE LEAGUE HEROES has both single-player and two-player game modes.
For single-player games, connect a DUALSHOCK®2 analog controller to controller
port 1 of your PlayStation®2 system before starting play. For two-player games,
connect a second DUALSHOCK®™2 analog controller to controller port 2 of your
PlayStation®2 system.
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THE JUSTICE LEAGUE

Military robots run amok at a high-tech research facility in the financial district
of Metropolis. Extra-dimensional monsters take over a top-secret Arctic
Communications relay facility. A missile base is attacked by super-powered
criminals who have never before worked together. And deep beneath the surface
of Mars, dozens of alien warriors are released from their long imprisonment.

These seemingly unrelated events prove to be multiple pieces of a single master
plan devised by one mind.

Opposing this “mind” is the combined force of the World’s Greatest Super Heroes:

e SUPERMAN, the Man of Steel and the standard by which all other Heroes
are measured,

* BATMAN, the Dark Knight Detective who has trained himself to the physical
and mental peak of human ability;

* WONDER WOMAN, princess of a race of Amazons, warm and wise but also
the fiercest warrior on the team;,

 THE MARTIAN MANHUNTER, last survivor of his home world, gifted
with a seemingly endless array of superpowers;

* THE FLASH, the Fastest Man Alive, capable of running at speeds faster
than light;

 GREEN LANTERN, wielder of the awesome Power Ring, the most powerful
weapon in the universe; and

» ZATANNA, the beautiful mistress of the mystic arts.

Together they are the JUSTICE LEAGUE. From “the Watchtower,” their headquarters
on the surface of the moon, the Justice League stands vigil over the Earth,
protecting her people from threats large and small.

This latest threat will prove to be the League’s greatest challenge ever!



THE MENUS

BASIC MENU CONTROLS
* Press the €9 button to begin.

* Use the left analog stick or directional buttons to view and cycle through
the different game options.

* Press the €9 button to make a selection, accept changes to an option setting
or progress to the next screen.

* Press the @ button within a sub menu to return to the previous screen.

MAIN MENU

_ Load Saved Game

options
Extias
Credits

X Select

Start New Game Start a new game. Select one player or two players
when prompted. Select difficulty level from Easy, Medium,
or Hard. (Elite and Superhero difficulty levels will be
unlocked upon completion of game.)

Continued Play Restart the game using characters from a completed
game. Now you can continue to level up the Heroes
to their maximum abilities. When starting the game
again, you can select a different level of difficulty
from the previous play-through.

()



Load Saved Game

This menu offers you a choice of previously saved games.
Select the saved game you would like to play and press
the €9 button to load.

Options

Brightness
Music Volume
SFX Volume
Exp Split

Damage Numbers

Vibration Function

Make the following option adjustments using the menus
provided. Press the €3 button to select and confirm an
option, adjust settings with the directional buttons <=/=p
or left analog stick, and return to the previous screen
with the @ button.

Set the brightness level (0-100) using the slider provided.
Set the music volume (0-100) using the slider provided.
Set the SFX volume (0-100) using the slider provided.

Change the distribution of experience the characters pick
up. The number shown is the percentage the character
who picked up the experience bubble receives.

Switch to ON to display the amount of damage your Hero
inflicts on enemies.

Set the controller vibration ON/OFF.

Extras View the cinematics from JUSTICE LEAGUE HEROES
(once unlocked) and trailers for upcoming DVD
releases for Smallville, Justice League Unlimited
and Batman Beyond.

Credits View the full list of game credits.




HERO MOVEMENT CONTROLS

left analog stick

Movement: Walk and Run

right analog stick Rotate camera; Zoom in/out
@ button Jump
@ + @ hutton Fly/Hover/Flip/Glide (tap again to land)

directional buttons 4

Swap Heroes. During two-player games,
both players can hold their directional
buttons 4 at the same time to swap
Heroes with each other.

@ button (push in right analog stick)  Open Map (push repeatedly to toggle

between large view, small view, and off)

HERO COMBAT CONTROLS

@ button Jump; Press twice to Fly/Hover/Flip/Glide

@® button Strong attack; Attack with object

€3 button Quick attack; Attack with object

(®) button Action; Pick up object/enemy; Throw held object/enemy
button Block

button Bring up Superpowers Menu and use in combination

with the €3, @, @, & and buttons to launch each
Hero's special abilities

(See Heroes' descriptions starting on page 10 for more
information on their powers and abilities.)

directional buttons §

Set partnering Hero to Normal attack mode
(single-player level only)

directional buttons <=

Set partnering Hero to Defensive attack mode
(single-player level only)

directional buttons =»

Set partnering Hero to Aggressive attack mode
(single-player level only)




ADVANCED ATTACK COMBINATIONS

(@ button).

Using attack combinations will help defeat enemies quickly while boosting
the Heroic Meter (see The Heroic Meter on page 18). You can coordinate
these attacks using combinations of Quick attack (€3 button) and Strong attack

The standard combos for all characters are:

* 3, 63, @ huttons
» 3, @, €3 buttons
+ @, 3, €3 @ buttons

These combinations work on the ground or when flying.

PAUSING THE ACTION

Press the ® button to pause the game at any point during play. Doing this opens
the Pause Menu, offering the following selections:

Return to Game

Go back to the action.

Change Save Slot

Change the slot in which the game will be saved.

Load Game

Load a previously saved game.

Add Human Player 2

Add a second human player to your
single-player game.

Remove Human Player 2

Remove the second human player from your game.
This will put you back into single-player mode.

Options Open the Options Menu. (See page 7 for details.)

Restart Episode Restart the current episode you're playing. (All game
data and progress since the beginning of the episode
will be lost.)

Exit Game Quit the current game and return to the Main Menu.




THE JUSTICE LEAGUE HERDES

Each Justice League Hero has unique powers and attributes that he or she uses

in the pursuit of justice. You activate these abilities by holding down the button
while simultaneously pressing the corresponding power button. The Hero's internal
supply of power, displayed as a blue Power Meter, is drained with each use. If the
Power Meter becomes depleted, a Hero’s power will not work until the Power Meter
has regained enough charge to support that power.

SUPERMAN

The last survivor of the planet
Krypton, the Hero known as
Superman was raised on earth
as humble Clark Kent. Fueled
by the Earth's yellow sun,
Superman uses his astounding
powers of strength, flight, super
breath, enhanced hearing and
vision to champion truth and
justice. He is a symbol of hope
across the galaxy.

SPECIAL POWERS

- Heat Vision + €3 button
Shoots piercing beams of heat from his eyes.

gl
1

Super Punch + @ button
A huge uppercut blow. Hold down the button
to charge up the power to maximum strength.

_ Flying Strike + @ button
An intense charge that damages everything
in its path.
Super Breath + @ button

Incredibly cold breath that damages
and freezes enemies.

Man of Steel + button
Increased resistance to damage.




BATMAN

When a common criminal
murdered his parents, young
Bruce Wayne swore to spend his
life fighting crime. Training his
body to the peak of human
perfection and constructing

an array of impressive gadgets,
he became Batman, the Dark
Knight of Gotham City.

SPECIAL POWERS

Batarang
Bat-shaped projectile that stuns
and damages enemies.

XN + €3 button

The Dark Knight
A swift, deadly delivery of martial
arts combinations.

+ @ button

Grapple Claw
Drags Batman toward the enemy
so he can deliver a devastating flying kick.

+ @ button

Flash Bang
Creates a burst of bright light
and deafening sound, stunning enemies.

+ @ hutton

L
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Bat Swarm

Batman throws a device that summons

a swarm of bats to swoop down and attack
the target, causing damage and confusion.

+ IGEM button

()



MARTIAN MANHUNTER

The Martian Manhunter, last
survivor of his homeworld, is
gifted with a seemingly endless
array of superpowers. J'onn
J'onzz was from an ancient
Martian civilization possessing
Incredible strength and flight, as
well as psionic and shapeshifting
abilities. The Martian Manhunter
fights to defend his adopted
Earth and is the soul

of the Justice Leaque.

SPECIAL POWERS

Psychic Pulse + €3 button
Shoots a bolt of energy from his head,
damaging and stunning the enemy.

Mind Burst + @ button
Delivers a wave of shattering psychic
energy in all directions.

Shape Shift + @ button
Transforms the Manhunter into a beast
that can fight with extra strength.

Phase Charge + (@ hutton
Martian Manhunter partially phases out

and inserts his hand into the enemy,

delivering deadly damage.

Shadow Shift + IGEW button
Manhunter phases out, becoming

invulnerable and able to pass through

objects. Keep the button pressed

for maximum duration of this power.

(=)



ZATANNA

The beautiful mistress of magic,
Zatanna works for the forces

of light with the Justice League.
Her spells, always spoken
backward, give her mastery
over all materials and
elemental forces.

SPECIAL POWERS

Fire Bolt
Conjures a ball of fire that
can be hurled at enemies.

+ €9 button

__.‘ 'J"I

w
P |
A

Polymorph
A morphing spell that changes
Zatanna's enemies into rabbits.

EEN + @ button

Heal
Heals the wounds of both Zatanna
and her partnering Hero.

+ @ button

lime Shift
Temporarily slows time in an area,

bringing Zatanna’'s enemies to a crawl.

+ (® button

)

Protect
This magical word protects Zatanna

and the rest of her team from damage.

+ button

(=)



THE FLASH

A freak lab accident infused
Wally West with electrically
charged chemicals, gifting him
with unbelievable speed. Now
capable of running at speeds
faster than light, the Fastest Man
Alive fights crime as the Flash!

SPECIAL POWERS

Pinball Attack + €3 button
Zips from enemy to enemy like a human
pinball, inflicting lightning quick damage.

Speed Force + @ button
Accelerates the speed of all
the Flash's movements and attacks.

Charge + @ button
Charges forward, damaging enemies
while allowing the Flash to pass through objects.

Supersonic Evade + ® button
The Flash zips behind enemies, allowing

him to evade attacks while getting in

a few free jabs to their back.

Whirlwind it button
The Flash spins into a whirlwind that rips

into enemies, lifting them, damaging them,

and throwing them to the ground.




GREEN LANTERN

John Stewart, chosen

by the mysterious guardians

of Oa to be a member of the
intergalactic police force called
the Green Lantern Corps, wields
the universe’'s most powerful
weapon: the Green Lantern Ring.

SPECIAL POWERS

Plasma Bolt
Plasma bolts are fired from the
Green Lantern Ring to stun and kill enemies.

+ €3 button

Sledgehammer
Green Lantern creates a huge hammer
and smashes it down on enemies.

+ @ button

Grinder
The ring creates super-sized rock
grinders that tear into enemies.

+ @ button

Detention
This green energy cage can be used
to trap and contain enemies.

+ (® button

Protection Dome
Creates a protective dome around
Green Lantern, shielding all allies nearby.

+ ICXN button

(=)



WONDER WOMAN

Wonder Woman, also known
as Princess Diana, is the
ambassador to Man's World
from the mystical island

of Themyscira. A warrior
with incredible strength

and the power of flight, and
armed with a Golden Lasso
of Truth and the Bracelets of
Victory, Diana is sworn to
preserve peace and protect
the innocent.

SPECIAL POWERS
-~ Ricochet + €3 button
Wonder Woman throws her tiara
like a boomerang, damaging enemies from afar.
Lasso Spin + ® button

Wonder Woman's lasso entangles enemies
and whips them around, launching them
Into other objects and foes.

Flying Charge + @ hutton
A headlong flight damaging all in her path.
Lasso Capture + (® button

Il
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Wonder Woman temporarily ensnares one
or more enemies using her lasso.

Lasso Snare - button
_ Using her lasso, Wonder Woman captures
<8 cnemies and drags them into close range

to receive a devastating blow.




THE HEADS UP DOISPLAY (HUD)

HERO HUD

The Hero HUD provides real-time information on the Heroes® general status.

EXPERIENCE METER

The Experience Meter shows how close a Hero Is

to obtaining the next level. Experience is gained

by defeating enemies and collecting the Experience Orbs
that fall from them. When the Experience Meter is full,
the Hero levels up, gaining one or two skill points
(depending on the Hero's current level), which can

then be used to increase a power. (See page 19

for more details.)

m HEALTH & POWER METERS
| The orange Health Meter shows how much more damage

the Hero can take before going unconscious. The blue
Power Meter shows how much energy the Hero has left
to spend on using his or her special superpowers.

()



e HEROIC METER

The Heroic Meter increases as the Heroes flawlessly
deal out damage to their enemies. Bonuses are
awarded when the meter is full, signalling a Heroic
attack. The Heroic Meter is filled by delivering
complex combinations — simple punches or
superpowers will fill the meter but will take much
longer. The Heroic Meter is drained if the Heroes
recelve any damage.

MESSAGES

Text below the HUD gives messages about pick-ups
and possible actions.

® S oo ENEMY HEALTH METER

The Enemy Health Meter (located at the bottom
of the screen) shows how close the Heroes are
to defeating their current enemy.

ATTACK STATUS

In single-player mode, you can set your partnering
Al Hero's attack status, choosing from:

. Normal (directional buttons & )
@ offensive (directional buttons =)

. Defensive (directional buttons 4=)

MAPS

You can view the map by pushing in the @ button (push in right analog stick).
Push the button repeatedly to toggle between large view, small view, and off.



HERO INVENTORY
THE STATS SCREEN

Press the /™ hutton to access the Stats Screen for the Hero you are currently
controlling. To swap Heroes while in the Stats Screen, press the @ button.
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-+|n two-player games, if either player presses the ™ _hutton. the game will
pause and the Stats Screen will be displayed. The screen is divided vertically,
displaying stats for both Heroes. Both players can simultaneously make any
changes desired to the Heroes’ attributes in this screen.

* |In single-player games, you can only see one Hero’s stats at a time
on the Stats Screen.

POWERS

As your Heroes gain in levels, they accumulate skill points
that can be used to augment their existing superpowers
or even gain new ones. Use the left analog stick

or directional buttons to scroll up and down the Powers
Menu to see your options.

At the bottom of the screen, you'll see a description of what the highlighted
power does. For a more information about the power, press the IGKE button.
Press the €9 button to assign a skill point to a power.



BOOSTS

Boosts are tokens you collect that allow you to augment

a Hero's powers. They generally appear over the body
of a defeated enemy. Once collected, they can be viewed

and assigned in the Heroes™ Stats Screens. Assigning

a Boost to a power can make it more efficient, stronger,
faster or longer-lasting. The more powerful the Boost,
the more the superpower will be augmented.

To boost a Hero's power,
use the left analog stick
or directional buttons

to highlight the power
you want to enhance,
then press the @ button.

You are then taken to
the Boost Screen where you
can view all Boost details

for the selected superpower.
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Use the left analog stick or directional buttons to highlight the Boost you want
to slot, and press the €9 button to confirm. Once confirmed, the Boost will

increase that character’s superpower permanently. If you replace it with
a different Boost, the original is lost, and the new Boost takes effect.



The Boost system is designed to be flexible so that you can experiment and explore

various Boost configurations.

Note: Once you assign a Boost to a slot and confirm, the Boost is permanent.
You cannot then reassign that Boost to another slot. However, you can overwrite
Boost slots. For example, after assigning an Endurance Boost to a slot, you can
overwrite this Boost with a Damage Boost.

The Boost Stats Screen allows
you to manage your collected
Boosts before you assign them
to your Hero's superpowers.
From the Boost Stats Screen,
you can select a Boost and
choose to combine it with
other Boosts to make it more
powerful. (See Combining
Boosts on page 22 for details.)
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There are six types of Boosts, and each one affects a power in a different way.

The types are:

* Damage — Increases the damage inflicted by the Hero on an enemy.
* Efficiency — Decreases the power cost of each superpower.
* Range — Increases the range or area of effect of a Hero's power.

* Luck — Increases the probability of a critical hit (bonus damage) or, if assigned
to a defensive power, a greater chance to evade an attack.

* Speed — Decreases the recovery time needed between special powers.
* Duration — Increases the duration of the power or stun effect.

Boosts come in different qualities, from 1 to 7. In the beginning of the game, you will
only find lower quality Boosts. As you progress, you will find increasingly better
Boosts that you can use to upgrade your Hero by replacing existing Boosts.

Boost properties may change depending on the power into which you slot a Boost.
Pay close attention to the information displayed at the bottom of the screen when

slotting a new Boost.
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COMBINING BOOSTS EEESESE

800%TS

In the Boost Stats Screen, ¥ I & ¥ -2
you can combine three HoG 1 fou i —
Boosts to receive a new one, (@) Dworion Boost quanty 1 7

The resulting Boost will always o ¥

be one of the six main types

of Boosts. The highest quality |
Boost in the game is 7. . |
I Domoge Qudt I - |

2 El{xiency. qual |

47 O -

O swop X r.mn-:- . i.‘_?mﬂ 4 pone

o

To combine Boosts, use the left analog stick or directional buttons to highlight the
Boosts you want to combine, and press the €3 button to select them. Once you're
selected three Boosts, press the @ button to combine them into one new Boost.

Of the original three Boosts, the highest-quality Boost will determine the Boost
type of the newly combined unit.. If there is a tie for highest quality, the new
Boost's type will be randomly chosen from the Boosts of equal quality.

You can then assign the newly created Boost to the superpower you want
to enhance in the Powers Menu. (See Powers on page 19 for details.)

BIO

The Bio Screen provides information on stats, experience, level, health
and energy, as well as providing a bio on the selected Hero.

LOG

The Log provides details on items you collect throughout
the game. Specifically, you can view the number of shields
you've collected and use them to purchase unlockable
Heroes and costumes.




PUZZLES, POWER-UPS & BOOSTS

PUZZLES & DOORS

Scattered throughout the game are various

doors and puzzles that require you to push X PSR Ea =
a sequence of buttons in a certain order to : |

unlock or solve them. When the Hero gets near
one of these puzzles, a prompt will appear at the bottom
of the screen, asking you if you're ready to start. Press
the @ button to pop up a graphic showing the sequence
of buttons you must press in the order shown. You have
a limited time to enter the correct sequence, or you fail the puzzle.

EXPERIENCE ORBS, POWER-UPS & BOOSTS

Experience Orbs, Power-Ups and Boosts are collectible tokens that are generally
dropped by defeated enemies during combat. These help the Heroes gain strength
and remain healthy when the going gets tough.

EXPERIENCE ORBS

All enemies drop Experience Orbs when defeated. To gain experience,

the Heroes must gather these orbs before they fade away. Luckily, these orbs
have a slight magnetic quality that automatically attracts them to Heroes,
making it easy for the Heroes to sweep them up without much effort.

POWER-UPS
Power-Ups provide immediate boosts to a Hero's Heath or Power Meter.
 Health Power-Up — Heals the Hero's health to 100%.
* Energy Power-Up — Refills the Hero's energy to 100%.

* Dual Power-Up — Heals the Hero's health to 100% and refills
the Hero's energy to 100%.

BOOSTS

Boosts are items you can collect to increase a Hero's powers. Once collected
you can view and assign them in the Heroes’ Stats Screens. (See page 20
for more information on how to use Boosts.)
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CUSTOMER SERVILCE & TECHNICAL SUPPORT

TECHNICAL SUPPORT

Warranty and Service Information

In the unlikely event of a problem with your product (*Product”), you may only need simple instructions

to correct the problem. Please contact Warner Bros. Interactive Entertainment (*"WBIE") Customer Service
Department by calling us at (410) 568-3680, by emailling us at support@justiceleagueheroes.com or on the web
at www.justiceleagueheroes.com/support before returning the Product to a retailer. Please do not send any
Product to WBIE without contacting us first,

Limited Warranty

WBIE warrants to the best of WBIE's ability to the onginal consumer purchaser of the Product that the medium
on which the Product is recorded shall be free from defects in materials and workmanship for a period of ninety
(90) days from the original date of purchase. The Product is sold “as is" without express or implied warranty of
any kind, and WBIE is not responsible for any losses or damages of any kind resulting from use of this Product.
If a defect in materials or workmanship occurs during this ninety (90) day warranty pernod, WBIE will either repair
or replace, at WBIE's option, the Product free of charge. In the event that the Product is no longer available, WBIE
may, in its sole discrelion, replace the Product with a product of comparable value. The original purchaser is
entitied to this warranty only if the date of purchase is registered at point of sale or the consumer can
demonstrate (to WBIE's satisfaction) that the Product was purchased within the last ninety (90) days.

To receive warranty service:

Notify the WBIE Customer Service Department of the problem requiring warranty service by contacting
support@justiceleaguaheroes.com or on the web at www.justiceleagueheroes.com/support. If the WBIE service
technician is unable to solve the problem by phone or on the web via email, he will authorize you to retum

the Product, at your risk of damage, freight and insurance prepaid by you, together with your dated sales slip
or similar proof of purchase within the ninety (90) day warranty period to:

Wamer Bros. Customer Support
10720 Suite #2 Gilroy Road
Hunt Valley, Maryland 21031

WBIE is not responsible for unauthorized returns of Product and reserves the nght to send such unauthorized
returns back to the customer.

This warranty shall not be applicable and shall be void if: (a) the defect in the Product has ansen through abuse,
unreasonable use, mistreatment or neglect; (b) the Product is used with products not sold or licensed by Sony
Computer Entertainment America or WBIE (including but not limited to, non-licensed game enhancements and
copier devices, adapters and power supplies); (c) the Product is used for commercial purposes (including rental);
(d) the Product is modified or tampered with; or (e) the Product’s serial number has been altered, defaced or
removecl

Warranty Limitations

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND REPRESENTATIONS. NO OTHER WARRANTIES
OR REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE WBIE. ANY
OTHER IMPLIED WARRANTIES APPLICABLE TO THIS PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY (80) DAYS
FROM THE DATE OF ORIGINAL PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN
NO EVENT SHALL WBIE BE LIABLE FOR ANY DIRECT, SPECIAL, CONSEQUENTIAL OR INCIDENTAL DAMAGES
RESULTING FROM THE POSSESSION, USE OR MALFUNCTION OF THIS PRODUCT.

The provisions of this warranty are valid in the United States only. Some states do not allow limitations on how
long an implied warranty lasts or exclusion of consequential or incidental damages, so the above limitations and
exclusions may not apply to you This warranty gives you specific legal rights, and you may also have other
rights, which may vary from state to state.

JUSTICE LEAGUE HEROES Software © 2006 Warner Bros. Entertainment Inc. All other elements © 2006 DC
Comics. SNOWBLIND STUDIOS is a registered trademark of Snowblind Studios, Inc. The ratings icon is

a trademark of the Entertainment Software Association. All other trademarks and copyrights are the property
of their respective owners. All nghts reserved.

DC LOGO, JUSTICE LEAGUE HEROES and all related characters and elements are trademarks
of and @ DC Comics.

WB GAMES LOGO, WB SHIELD: ™ & @& Warner Bros. Entertainment Inc.

(s06)

Copying of this Product or any of its contents or elements is illegal and is prohibited by the United States and
international copyright laws. Back-up or archival copies of the Product or any of its contents or elements are not
authorized and are not necessary to protect your Product. United States and international copyright laws also
protect this manual and other printed matter accompanying this Product. Violators will be prosecuted.
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Go 1o sixflags.com. Enter the code
JLHEROES when you buy a season
pass and you'll bring a friend for FREE.

Offer only available online at sixflags.com. Discount not dvailable at main gate for purchase or other Six Flags ticke! locations
Cannotl be combined with .mﬁ,- other discount admission including: Single Day, Two-Day, Child, Multi Park or Evening Discount
Tickets. Not vahd at New Jersey Saftan, Water Parks or 3 Park Tickets [ll-m;{'m,-*'-i cannot be sold, bartered or redeemed tor cash.
Operating schedules may vary t"-, Park. Please visil sixfiags.com for a list of parks, operating schedules and to purchase hekets
Valid through May 31, 2007, Not valid at Water Parks. NLU 99834, SIX FL,ﬁu ~ dhﬂ all related indicia are trademarks of Six Flags
Theme Parks Inc, @, TM and © 2006, JUSTICE LEAGUE and all related characters and elements are trademarks of and © DC Comics.
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Sony Computer Entertainment America takes no responsibility lor this offer
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