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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 played 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:

e This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/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.

e Keep this compact 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.
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GETTING STARTED

MEMORY CARD slot 2
MEMORY CARD slot 1 —

S— disc tray

m e— - RESET button

OPEN button

USB connector

controller port 1 -

controller port 2 -

* Note: lllustration may not match all
PlayStation 2 console types. For owners of
SCPH-70000 series PlayStation 2 systems, refer
to the setup instructions supplied with your system.

Setting Up Your PlayStation®2 System

Set up your PlayStation®2 game console according to the instructions in its Instruction
Manual. Make sure the power is off before inserting or removing a compact disc. Insert
the Constantine disc and close the disc cover. Insert one game controller then turn on

the PlayStation®2 game console. Follow on-screen instructions to start a game.

Memory Card

To save game settings and progress, insert a Memory card (8MB) (for PlayStation®2) into
MEMORY CARD slot 1 of the PlayStation®2 game console before starting play. You can

load your saved game from the same card, or from any memory card containing

previously saved Constantine games. To read about how to save games, turn to page 5.

For information on loading saved games, please see page 5.



STARTING UP

DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS

L2 button R2 hutton
L1 button . . R1 button

directional
buttons
/\ button
left analog stick O button
(L3 button when pushed down)
SELECT button X button
ANALOG mode button 2 button
START button

right analog stick
(R3 button when pushed down)

R1 button = Fire Primary Artifact

L1 button = Fire Secondary Artifact

Left Analog Stick = Move character

[3 = 180° turn

Right Analog Stick = Look

R3 - Ower the Shoulder view toggle

3 button - Action/Melee (if no action
highlighted)

@ button = True Sight

M Hutron - [nitiate Spell Casting

® button - Flask of Enlightenment

R2 button = Change Primary Artifact

[.2 button - Change Secondary Artifact

1' = Zoom Camera

‘ - Draw/Holster Weapon

- = Previous Spell

= - Next Spell

:.E;r " Pause Menu

- - Journal
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INTRODUCTION

You are John Costantine, a tough, supernatural, working-class mage, sometime exorcist and all-
round occulttroubleshooter. You must travel through Hell and Earth and battle against the most
evil of Hellspawn to thwart their mission on the Earthly plane.

Use your arsenal of magical and occult weaponry, such as the Holy Shotgun and the Dragon’s
Breath flamethrower to overcome the hordes of Hell. Only your fluency with the dark arts and

vour deathly incantations will quell the dark masses in their bid to bring about Hell on Earth.



MAIN MENU

Highlight an option by using the directional buttons, or by moving the left analog stick 4 or 3.

Select the option by pressing the €9 button.

Start Game Set up a new profile or load an existing profile for Constantine.
Settings Select Audio and Video options.
Credits View the game credits.

OPTIONS MENU

Controls

Config Press the Directional button 4= or ™ 1o switch between the different control
Setrings.

Invert Y Axis ~ This will invert the up and down movement of the camera.

Vibration Allows you to turn the vibration off or on.

Camera Centering This option turns the auto camera centering off or on.

Pitch Sensitivity  Move the slider to adjust the speed that the camera moves up and down.
Turning Sensitivity Move the slider to adjust the speed that the camera moves left and right.

Auto Target Seleet this option to set Auto Targeting off or on.

Audio

In-Game Music ~ Move the slider to adjust the volume of the in-game music.
In-Game Voice ~ Move the slider to adjust the volume of the in-game voices.

SFX Move the slider to adjust the volume of the in-game sound.
Video

Subrtitles Select to turn dialogue subtitles on or off.

Brightness Use to adjust the brightness of the game on-screen.

PAUSE MENU

Pressing = will pause the game.

Resume Game This will return you to the game in progress.

Options Select to gain access to the Controls, Audio and Video settings.
Save Press to save the game from the last checkpoint.

Restart Level This allows you to restart the level from the beginning.

Quit Select to quit the game.
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JOURNAL

*Note: The controls shown are for the detault controller setting.
Press the 551 button to display John's Journal (and pause the game).

This log shows any details regarding your current objective along with other useful information you may

have collected about your environment, Demons, artifacts, and spells.

Whenever a new objective or piece of information becomes available, an icon will appear at the top of

the screen to show that the Journal has been updated.

QOLOLG

ARTIFACT SPELL DEMON OBJECTIVE

NAVIGATING THE ENVIRONMENT

Witch's Curse

John’s movements are controlled with the left and right analog sticks. Use the left analog stick to make
John navigate the world. He will walk (or run, if more pressure is applied) forwards, sideways or
backwards depending on the direction of the stick. The right analog stick controls which direction he

is facing.

Note: When John has a weapon equipped, he will continuously face forward; disarm to move him

around freely.



Jumps

John will automatically jump over gaps when he is
running, facing the gap, and there is an adequate place
to land. If the gap is too large, he will jump down to the

next horizontal level.

Ladders

Push inte ladders and pipes with the left analog stick to
make John grab hold and start to climb. Push up on the
left analog stick to climb higher, and push down on the
left analog stick to climb down.

Climb

John can climb (clamber) up onto flattopped objects
like dumpsters and crates. Push into them using the left
analog stick and John will climb automarically.

Crouch

John will automatically crouch to get through small gaps

and under objects.

™ |



Push/Pull

Back to Wall

John can climb both up and across wire fences. Push the
left thumbstick toward the mesh to make John grab
hold. Once he is attached, push up to climb up to the
top of the fence, and he will automatically cross over the
fence and drop to the other side. Fences topped by

barbed wire cannot be climbed over.

John can push and pull certain items in his world. The
Action Icon burton appears when John is close to and
facing a moveable object. Press the Action button to
make John grab hold, and then use the left thumbstick
to push or pull it. Pressing the Action button again will
make John let go of the object.

John can. move along narrow ledges and squeeze through
tight spots by pressing his back to a wall and sidling
along it to the left or right. When the Action Icon
button prompt appears, press the Action button to hug
the wall, then move John with the left thumbstick. Press
the Action button again to remove John from the wall.

HUD (HEADS UP DISPLAY)

Life Force Bar

Flask of

Enlichtenment Bar
Journal Icons
Secondary Item Icon

Holy Artifact [con

Spell Casting
Button Prompt

Magic Reserve
Bar

Aiming Reticle
Auru 511\-‘{;‘ lcon

Selected Spell
lcon



This icon appears whenever you pass a checkpoint in the game. Dying in the
game returns you to the last checkpoint you passed. Saved games will restart
from the last saved checkpoint.

Note: Checkpoints are only temporary and are lost when the game is turned off. You must Save

the game from the Pause menu to preserve your progress.

LIFE FORCE & USING THE FLASK OF
ENLIGHTENMENT

The Life Force bar displays the status of John's health. Every time John takes a hit, this bar is
depleted. John can rejuvenate his Life Force with water which is found in bottles, drinking
fountains, and sinks throughout the levels. Refill the Flask of Enlightenment by facing the water
source and pressing the Action button.

John can also carry water in the Flask of Enlichtenment, a small platinum flask blessed by five
Tibetan Monks. Press and hold the @ button to have John drink from the Flask. As John drinks,

the Flask of Enlightenment bar will appear to indicate how much water is left. John can refill the
Flask from sinks and water fountains.

USING HOLY ARTIFACTS

John always has access to two Holy Artifacts to defend himself against the forces of Hell: a Primary
and a Secondary weapon.

Draw and fire your Primary weapon with the R1 button. Re-holster by using 4 on the
directional pad. Cycle through your available Holy Artifacts by using the R2 button.
John's currently selected Holy Artifact is shown in the HUD's Holy Artifact lcon.

Secondary weapons are used by pushing the L1 button. To cycle through and change
support items, use the L2 button. The currently selected item is shown in the HUD's

Secondary Item lcon.

9
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MELEE ATTACKS

[f no other conflicting action is shown, pressing the €3 button will trigger John's
Melee attack. If John is armed, he will use his weapon as a bludgeon. If John has no
weapon at hand, he will automatically use the Holy Knuckledusters.

Up to three Melee attack moves can be chained together by pressing the &3 button twice after the
initial attack has been launched.

If a Demon has managed to grab John, pressing the €9 button quickly and repeatedly will help to
dislodge them and inflict some damage.

USING SPELLS

Select spells by pressing left or right on the Directional pad. The selected Spell is displayed in
the HUD Spell icon.

Pressing @ initiates the spell casting sequence. Each spell has its own unique button combination
- once the spell is initiated, button prompts will appear at the top of the screen. Press the buttons
on the controller as the prompts appear, before the timer bar runs down, to cast the spell. If John
moves, is interrupted, or the incorrect button is pressed, the spell will fail to be cast. Some spells
attack individual enemies while others target multiple threats.

As you cast the spell, a blue, glowing target ring will appear around the feet of any affected
enemies. Most spells cannot be cast when there are no enemies present.

Casting a spell costs Magic Power, reflected in the HUD. If John does not have the necessary magic
power for a particular spell, that spell icon will be greyed out. Magic power can be replenished by
vanquishing Demons and absorbing the energy they leave behind, or it slowly returns naturally.

GOING T HELL...

Water is the universal conduit between Hell and Earth, so John is able to use any large pool of
water to create a portal between the planes. Once John is standing in water, a "Gateway” spell that
allows John to cross into Hell becomes selectable in the spell HUD. Once the incantation is
complete, John is transported to the Hell counterpart of his Earth location.



...AND BACK

Water is scarce in Hell, so John makes use of Water
Ampoules to allow him to return to Earth without using
the Gateway Spell. Picking up an Ampoule
automatically triggers the spell. Note that Water
Ampoules re-generate, should you need to travel

between Earth and Hell repeatedly.

USING TRUE SIGHT

Since he was a child, John has been able to see the true
nature of the world around him - a world full of occult
dangers and mysteries. This “True Sight” gives John the
edge in his fight against Demons. It allows him to tell
Half-Breeds from ordinary humans, locate hidden clue
symbols intended only for Demons (which may help
locate hidden clues), and find secret areas.

True Sight also allows John to see in the dark, locate hard-to-find objects, and spot the weak points

of Demons.

Press @) to toggle True Sight vision on and off.

EXPLORATION

While exploring the levels, you will find not only Holy Artifacts, but also Upgrades to Artifacts,

Charms, Relics, Voodoo Dolls, and Tarot Cards.

Upgrades

Some Artifacts can be upgraded to dispatch even more devastating attacks. Finding an upgrade

automatically adds it to the relevant Artefact.

Charms

Charms are ancient occult scrolls decorated with arcane symbols that,
when collected, tattoo themselves onto John's body, increasing his Life
Force. John's body is covered with these ornate tattoos, and each new
symbol that he acquires permanently increases the maximum amount

of his Life Force Bar.

11




Relics

John can increase the maximum capacity of his Magic Reserve bar by
finding Relics, enabling him to pull off even more devastating magic
;I”;!L']-{.'-i.

Voodoo Dolls

ashioned by a Voodoo High Priestess to collect the magic of a
Fasl | by a Voodoo High Priestess t llect tl f

powerful Loa spirit, these Dolls increase the amount of occult energy
r]ulm can ;111:-'.-.11'|1 I'n}m x'nm]lliﬁht‘mi Demons. SL‘.L‘i-i t]‘u:m Oour 1o imprm'c

the strength of John's Spell Casting Bar.

Finding a Tarot Card allows you to unlock extra bonus content
accessible from the main menu.

HOLY ARTIFACTS

These weapons allow John to dispatch Demons with ever-increasing force. Some are weapons of
destruction, others of disruption or protection. John will need all the firepower and spells at his
disposal to battle Hell's forces.

WEAPON ARTIFACTS

Witch’s Curse

This large-barrelled pistol was made in 1845 for one purpose only - to
kill Demons. Legend has it that there were originally a pair of these
weapons cast from religious relics for the use of a 19th-century Demon
Hunter.




Crucitier

The Crucifier is an ancient Artifact fashioned by a tribe from the lost
continent of Atlantis. Its hollow interior magnifies energy, sending any
metallic objects placed within it barrelling out at great speeds. But
beware: prolonged use can lead to overheating. The Crucifier is used
to rapid-fire Martyr’s Nails, six-inch iron nails pulled from the flesh of

dead martvrs. The nails can be reclaimed once they have been fired.

Dragon’s Breath

The Dragon’s Breath is no ordinary flamethrower. Loaded with
pressurized copper chambers which contain the fire of dragons, it
shoots out a continuous jet of mystical flame and is very effective

against groups of weaker enemies.

John must find the three separate parts of the Holy Shotgun. Once all
of the pieces have been located, they automatically slot together to
create a powerful weapon which fires shells made from blessed metals
imbued with magic power. The Shotgun is deadly at close range, and
makes it possible to hit multiple enemies in one shot- but the reload
time is fairly slow when compared to other Artifacts.

A mechanically-operated, powerful crossbow created by the death god
Crom Culach, the Purger fires iron-tipped bodkins which are very
effective at long range. Bodkins may be reclaimed and reused once they
have been fired.

SECONDARY SUPPORT ARTIFACTS
Holy Water Bombs

A glass container filled with Holy Water which shatters on impact and
splashes the water in a wide radius as it breaks. Holy Water Bombs are
very effective against Half-Breeds, as they strip away a Demon’s outer

protection (their human body), making them easier to combat.
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Amityville Screech Beetle

A small black beetle from Amityville encased in a matchbox, the
Screech Beetle is a sonic grenade for the Demonic hordes. When the
matchbox is thrown, the Screech Beetle emits a frequency that causes
immense pain to any Demons within range. All Demon attacks cease
while the sound is in effect. The Beetle can be retrieved and used
repeatedly, as John can only carry one Beetle at a time. True Sight will

help locate it again once thrown.

The Moses Shroud is part of the cloth that was used to wrap the body
of the Prophet Moses. When lit, the Shroud explodes with a violent
bright light that engulfs Demons in a shock wave of death. This item

is extremely rare, but is also extremely powerful.

SPELLS/INCANTATIONS

Stormcrow

The Stormcrow incantation summons multiple bolts of
occult lightning to strike down any targeted enemies,
who freeze in place as the spell drains them of their
power. The spell can last up to a few seconds if John is
standing still, buewill be cut short if John is attacked or
moves while it is in effect. The longer John holds this
spell before releasing it, the more damage it will cause.

Exorcise

This spell is useful for killing the Bile-Riz Demons who occupy dead human hosts, as it prevents

a Bile-Riz Demon from abandoning its current body and burrowing into another one.

Protection

The "Protection” incantation encases John in a magical shield that deflects demonic projectile
attacks for a limited amount of time.

Hunger

A powerful spell that engulfs any targeted enemies in a swarm of dark, hungry insects who devour

their victim whole. “"Hunger” is lethal against smaller enemies, and good for distracting larger

Ones.
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Contusion

This incantation makes a targeted enemy appear to be John Constantine to any Demons in the
vicinity. Any enemies within range of the illusion will immediately attack the false target. Targets
are automatically togeled.

Gargoyle

This stun spell freezes all enemies in range for a limited period of time. Frozen enemies take no
damage trom the spell itself, but while frozen a single hit from a projectile weapon will shatter
them as if they were breaking glass. However, once the spell effect is over, any non-shattered

enemies will return to full power.

Demon Leech

The “Demon Leech” spell bounces any damage from Demon attacks back at the attacking Demon.
For a few seconds after the spell is cast, attacking Demons will take all the damage, while John
takes none.

ENEMIES

Vermin
These demonic rats will swarm to attack victims en
Masse.

Hosts and Bile-Riz

Hosts are the bodies of the recently deceased
who are inhabited by Bile-Riz Demons. The
possessed Hosts are incredibly strong, and can
inflict immense damage. The Bile-Riz
themselves are only vulnerable when separated

from their Hosts. Once expelled, they will crawl

quickly, dragging their spinal cord, to inhabit
the nearest dead body they can find. The

Exorcism spell will destroy Bile-Riz in one attack.



Half-Breeds

Qutwardly normallooking, Half-Breeds are actually Demons
masquerading as full human beings. In human form they wield earthly
weapons such as guns, and have a very strong grab attack. Once stripped

of their human appearance, they will use long range magic attacks.

Scavenger Scouts

The smallest of the Scavenger Demon caste, these
are the damned that have spent the least amount of
time in Hell, and thus the least deformed. Able to
scuttle around on both floor and ceiling, they will
try and grab hold of John at close range and use a
spit attack at long range.

Scavenger Soldiers

Soldiers are the standard infantry Demon of Hell, stronger and
larger than Scouts: Soldiers attack in groups to overwhelm
their prey with close-range, battering attacks.

Scavenger Warriors

The strongest and largest of the Scavengers, these Demons
have been in Hell for an eternity. Over time they have become
twisted and deformed, their skin has hardened to an armor-
like shell, and their nails have sharpened into claws able to rip

through flesh - which they use to slash at their victims.

| 6



Seplavites

Swift and deadly, these flying Demons can summon up
Hell plasma to throw at their victims from above. When
defeated, they launch a last-ditch death-dive into their

Opponents.

Cleavers

Warped by their eternal suffering in Hell, Cleavers have been
twisted by hate, their right arms evolving into huge blades. In
addition to swiping this deadly blade at their targets, they can also
spin it to deflect ammunition and are equipped with a long range
spike attack.

Bastados

The result of two humans dying horrifically together and now fused
into one gestalt entity, this Demon launches salvos of green Hell fire in
a deadly long range barrage. They can also dematerialize, only to

materialize in a new location at will, but they can't stay hidden from
John's True Sight.

Impalers

People who have committed suicide by jumping from high

buildings or throwing themselves in front of cars or trains are
eternally doomed to suffer the pain of death from the broken
shards of bone that impale their skin like knives. Over time, the
flesh and bone of these Demons hardens into a fossil-like
substance over most of the surface of their bodies. Impalers lash

out at victims in a deadly charge attack. Note that once they begin

moving, they find it difficult to change direction.
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REGISTERE

ONLINE AT www.thq.com

Go to the MY THQ link at
www.thg.com to win games and
other great prizes. Plus...

& Personalize your online experience with MY THQ
to receive game alerts, exclusive screens, videos
and wallpapers

&» Get the latest THQ newsletters

Access the Career Zone, Forum and online games
Download the latest demos and patches

Easy to use site for all THQ gaming information
Quick links to search by title or platform

&3 Be considered for beta testing and help shape the
THQ games of the future




WARRANTY

Warranty and Service Information

In the unlikely event of a problem wath your product (Product’), you may only need simple instructions to correct the problem. Please contact the THQ Inc.
("THO") Customer Service Department at (818) B80-0456 or on the web at http//www thq.com before returning the Product to a retailer. Live Customer
Service Representatives are available to help you Monday through Friday 9am to Spm PST or you can use our automated systems by phone or on the web
24 hours a day, 7 days a week. Please do not send any Product to THO wathout contacting us first. Your 5 digit Product Code is #8063. Please use this code
to identify your Product when contacting us.

Limited Warranty

THO warrants to the best of THQ'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
imphied warranty of any kind, and THQ is not responsible for any losses or damages of any kind resulting from use of this Product. If a defect occurs duning
this ninety (90) day warranty period, THQ will either repair or replace, at THQ's option, the Product free of charge. In the event that the Product is no longer
available, THQ may, in its sole discretion, replace the Product with a Product of comparable value. The original purchaser is entitled to this warranty only if
the date of purchase is registered at point of sale or the consumer can demonstrate, to THQ's satisfaction, that the product was purchased within the last
ninety (30 days.

To receive warranty service:

Notify the THQ Customer Service Department of the problem requiring warranty service by calling (818) 880-0456 or on the web at hitp/www.thg.com. If
the THQ service technician is unable to solve the problem by phone or on the web via e-mail, he will authorize you to return 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 (30) day warranty period to:

THQ Inc.

CUSTOMER SERVICE DEPARTMENT
27001 Agoura Road, Suite 270
Calabasas Hills, CA 91301

THQ is not responsible for unauthorzed returns of Product and reserves the right to send such unauthonzed returns back to customers.

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

Repairs after Expiration of Warranty

After the ninety (90) day warranty period, defective Product may be replaced in the United States and Canada for USS25.00. The original purchaser is
entitlied to the replacement of defective Product for a fee, only if proof of purchase is provided to THOD. Make checks payable to THQ Inc. and retumn the
product along with the onginal proof of purchase to the address listed above. :

Warranty Lmitations

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 THO. ANY APPLICABLE IMPLIED WARRANTIES OR REPRESENTATIONS, INCLUDING WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF PURCHASE AND

ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN, IN NO EVENT SHALL THQ BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES
RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES.

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.

Warning

Copying of this Product or any of its contents or elements is illegal and is prohibited by United States and international copynight laws. Back-up or archival
copies of this 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 wall be prosecuted.

COMSTANTINE Software © 2005 SCi Games Ltd. and Bits Studios Ltd. Developed by Bits Studios Ltd.

" i VERTIGO, JOHN CONSTANTINE, HELLBLAZER and all related character
l ‘ l | h' ' names and elements are trademarks of and © DC Comics.

l bk 4 CONSTANTINE movie logo, WBIE LOGO, WB SHIELD: TM & © Warner Bros. Entertainment Inc.
b C $ {s05)

Dolby, Pro Logic, and the double-D symbol are trademarks of Dolby Laboratories. All nights reserved.
Uses Bink Video. Copyright © 1997-2005 by RAD Game Tools, Inc. BIIN
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THO INC. 27007 Agoura Rd.. Suite 270. Calabasas Hills. CA 91301
@ VERTIGOD. JOHN CONSTANTINE. HELLBLAZER and all related character names and elements are trademarks of and © DC Comics

CONSTANTINE movie logo. WBIE LOGO. WB SHIELD TM & © Warner Bros. Entertainment Inc
(s05)

CONSTANTINE Software © 2005 SCi Games Ltd. and Bits Studios Ltd. Developed by Bits Studios Lta. SCi and the SCi logo are trademarks of SCi Games Ltd. All nghts
reserved. Published in North Amenica exclusively by THQ Inc.. in partnership with [or by agreement with] SCi Games Ltd  THQ and the THQ logo are trademarks and/or
registered trademarks of THQ Inc. All other trademarks, copynghts and logos are property of ther respechive owners




