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WARNING READ BEFORE USING YOUR PlayStation® GAME
CONSOLE

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® game 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 any-
one in your family, has an epileptic condition, consult your physician prior to playing. If you experi-
ence any of the following while playing a video game - dizziness, altered vision, eye or muscle twitch-
es, loss of awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY dis-
continue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS

Still pictures of images may cause permanent picture-tube damage or mark the phosphor of the
CRT. Avoid repeated or extended use of video games on large screen projection televisions. Refer to
your projection TV instruction manual for more details.

HANDLING YOUR PlayStation® DISC

This compagct disc is intended for use only with the PlayStation® game console.

e Do not bend it, crush it, or submerge it in liquids.

e Do not leave il in direcl sunlight or near a radiator or other heat source.
¢ Be sure to take a break during extended play.

L ]

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 it in straight lines
from the outer edge. Never use solvents or abrasives.
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INTRODUCITION

Rev your engines! It's time to burn some Looney Tunes™ rubber!

ACME™ Corporation, the corporate giant behind the ACME Disintegrator and the ACME
Portable Hole, is sponsoring six unique racing contests all over the known Universe. Anyone
who is anyone in Looney Tunes will be there, so how can you miss out?

What are the stakes? The winner will be crowned "Most Worthy Tune." In addition,
Smokey the Genie will give the lucky winner one wish-anything the winner's heart desires.
With rewards like those, how can you just sit here, reading this? Choose your favorite Looney
Tunes character - from Bugs Bunny® to Wile E. Coyote®, get behind the wheel of a super-fast
racing kart, and get ready for the thrill of your life!

GETHNG STARTED

Set up your Playstation® game console according to the instructions in the User's
Manual.

1. Check that the Console is OFF before inserting or removing a disc.
3. Insert the I.ooney Tunes Racing disc and close the Disc Cover.

4. Toload or save a new game, insert a Memory Card into Memory Card slot 1. Make
sure:yout have at least 1 free block available to save a new game.

5. Connect your Game Controller and turn the Console ON by using the POWER but-
ton. Do not connect or disconnect perlpherals or, Memory Cards while the Console
is turned on. :
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CONTROLLING JOUR KART
The default controls are shown on the diagram on this page. You can choose between
three different controller configurations from the Option Menu (see page 13 for more details

on how to do this.)
Note: Looney Tunes™ Racing supports the DUALSHOCK™ analog controller in ANALOG

mode. (Make sure the red LED is lit.)
PEFAVLT CONTROLS:

Directional Buttons /
Left Analog Stick:
Steer your kart

IEER: rover slide

@ Change Camera angle /
Return to previous
menu

@ Accelerate /
Make menu selection

START SELECT+
This will take you back
to the title screen and

@: Brake/Reverse

restart your game.

Right Analog Stick:
Accelerate / Brake

stagt: Pause Game/
In-Game Menu

MAIN IENU

Once you have selected the game language, watched the opening animation, and pressed
P> atthe Title Screen, you'll come to the Main Menu. Use directional buttons 1‘ and lv
to move between these menu items and press the €9 button to make your selection. If you
change your mind, the @ button will return you to the previous menu. Once you start a
game and select the appropriate language, you will move to the Main Menu;

Championship: Pick this mode to start racing in the Championship! (See page 6 for more
information.)

Single Race: You can practice your driving skills here. (Page 8 has further details.)

ACME Challenge: Help Smokey open the ACME Museum by recovering artifacts. (More infor-
mation is located on page 9.)

Multiplayer: Challenge one of your friends to a race in one of the three different
Mutliplayer modes! (See page 11.) AU

Options: Set your game options. (The options are described on page 13))

MATN MENT

CHAMPIONSHIP




CHAMPIONSHIP

In the Championship mode, you must place first overall in three different championships
before you can claim ultimate victory! The Championships are single-player only.

Each of the Championships consists of a certain number of races: four for the Rascal
Championship, five for the Stinker Championship, and six for the Despicable Championship.

When you select Championship for the first time; you will only have access to the ACME
Rascal Championship. When you win the Rascal Championship (read on a little farther for
details on how to do that), you'll unlock the Stinker Championship. When you win that cup,
you'll unlock the Despicable Championship for a true test of your driving skills.

You start a new Championship circuit by selecting Championship from the Main Menu.
(Supwise, supwise!) Use directional buttons 4 and  to select the Championship you
would like to compete in-and then press the €9 but-
ton to move on to the character selection screen. Use
directional buttons 4= and ™% to move between
the characters until you've found the Tune you'd like
to play. Press the €9 button to confirm your choice.
You'll be racing as the same Tune in all of the races on
that circuit, so make sure you-pick the right one for
you!

Once you've selected your Tune, you'll move to the track selection screen. You don't

actually get to select a track here; you'll just see the courses that make up that cup.
Press the € button to move on to the race!

Try to come in first! Once you've finished the race, you'll move to a race results screen that
will show you your place, your time for the race (as well your time for each of the laps.)
Press the €3 button to move to the next screen which will show you how many points you
earned for that race (remember that thing about winning the Championship Cup? You're
about to find out how to do just that!) Hit the €9 button one more time to see the stand-
ings for the Championship. When you are ready for the next race hit the €9 button one last
time.

You earn points for each race, depending on how well you finish:

Ist Place: 10 Points

Ind Place: 6 Points

5rd Place: 4 Points P :

If you finish in 4th, 5th, or 6th Place, you are eliminated from the Championship (although
you can retry the race if you have a Continue left; you start each Championship with three
continues). If you have the most points at the end of a Championship, you win and move on
to the next Championship! You'll also unlock bonus characters and tracks when you win the
Championships. : iy




SINCGLE TACE MUSEUM CHALLENGE

Select this mode for a quick, fun race (or just to practice) on any track you have unlocked Help Smokey the Genie get artifacts for the ACME™ Museum in the ACME™ Museum
in the Championship mode. (You don't have to have won a Championship Cup to have Challenge mode. You can choose from one of fifteen different Challenges on three different
unlocked a track; you unlock new tracks in single race mode as you open them in the floors. Each Challenge has its own goals (and you'll need a different bag of tricks to win each
Championship mode.) You won't earn any victory points towards a Championship in the onel). Once you've successfully completed all of the Challenges on the first floor, you'll be
Single Race mode, but it is an excellent way to have some fun and beef up your driving skills able to move on to the second floor. Once you've successfully completed the second floor,
on a specific track. Starting a race in the Single Race mode works just the same way as it does you can go to the third.
in the Championship mode. Each stage includes instructions for what you need to do. Successfully finishing a

The difference comes at the end of the race. You'll see your race results and times. Challenge will earn you a medal, and there are three grades of medals in each Challenge.
However, when you press the €3 button to move to the niext screen, you'll see a listing for Here they are , along with the requirements for earning them:
times for everyone in the race, but no points. Pressing the €3 button again will bring you to Bronze Medal: Complete your task and finish 3rd in the race, beating the mini-boss by
amenu that will allow you the option to retry the race, change your character and try that x seconds, or finishing x seconds inside the time limit.
track again, change the track, or quit back to the Main Menu. Use directional buttons 4 Silver Medal: Complete your task and finish 2nd in the race, beating the mini-boss by y

and J to move between the choices and press the @ button to make your selection. seconds, or y seconds inside the time limit.

Gold Medal: Complete your task and finish Ist in the race, beating the mini-boss by z
seconds, or z seconds inside the time limit.

You'll be able to move on to the next floor if you det at least a Bronze Medal for each of
the challenges on the previous floor. However, you will unlock extra secrets and bonuses if
you complete all of the challenges with Silver or Gold Medals!




Smokey describes each of your goals before you start the Challenge. But here are some
further instructions just to help you out!
"Tagging": Some of the challenges may require you to "Tag" your opponents a certain
number of times. This means that you must collect Tokens and use your Power-Ups
(see pages 16 - 17) to slow down your opponents. You must Tag your opponents
the required number of times and finish in.one of the top three places of the race
to complete this challenge.

Collect: You have a set time limit to collect a certain namber of objects. You won't have
any opponents on this stage; just grab the items as fast as you can.

Time Trial: Finish the required number of laps within the specified time to win this
challenge There are no other toons-on the track during a Time Trial.

BUGS Challenge: You must collect the letters B, U, G, and § in that order and finish in
the top three racers to complete this stage. If you hit a letter out of order,
you'll have to start from scratch so be careful!

One-On-One: Race against another Tune and come in first to claim your medal.
There are also variations on straight races where you may need to win the race without
hitting the walls, or where your brakes and powerslide won't work, etc. etc. etc. Make sure to

read the instructions carefully before starting a Challenge.
Good luck! Smokey is counting on you!

=

MULTTPIAYER

Ah, the toughest challenge in the world: testing your driving skills against one of your
friends! When you enter Multiplayer mode, you will have three options: 2 Player Vs, 2 Player,
Battle, and 2 Player Wacky. Each one is described in detail below:

2 PIAYER VS

Compete against your friend in a standard Looney Tunes race! Whoever comes in first
place, wins! The set-up is much like that of a single race; you'll need to select the difficulty
level (Rascal, Stinker, or Despicable. You need to win a Championship circuit in single player
to unlock the next level for Multiplayer.) and then choose your Tunes. Once those choices are
made, you will move on to the track selection screen.

After track selection, you'll come to the options screen. Here you can set the number of
laps for the race. When you've made your selections, the race will start, in split screen mode.
Player One plays on the top of the screen while Player Two plays on the bottom. Good luck!

2 PIAYER FATILE

The objective here s to Tag (see page 10) your opponent a certain number of times before
you get Tagged that many times! The set-up is like the 2 Player Vs, but your options are to
set the number of Tags needed to win. Whoever Tags the other player the required number
of times first will win! '

- 4



2 PLAYER WACKY OPTIONS

This is the wackiest mode of them all! Choose the number of stages, choose your drivers When you select Options from the Main Menu, you'll be able to make a selection from the
and then get ready for some Looney Tunes™ fun! You'll compete against your opponent in a the following choices. Use the directional buttons to move through the menus and the €9
series of randomly selected races and battles! All races will be three laps long; the battles are button to make your selections. Press the @ button.to return to the previous menu.
fought until someone scores three Tags. The player who wins the most stages will be victori-

AUDPIO OPTIONS:

_— " - You have four different Audio Options:
1 Player Wacky mode features four exclusive “Speedway” tracks that are nice and short Soniod Volmmes U2 directonalbattons e Tl 4 Bt il el e

for maximum action. You can only access these tracks in 2 Player Vs and 2 Player Wacky, sound effects.
so find a friend and get wacky! Music Volume: Directional buttons = nd = il chanqe the volume of the back-
‘ 7 ground music.
Stereo: Use directional buttons 4- and == to switch between Stereo and Mono settings.
Voice Over: Toggle this on and off with directional buttons Q" and -’

CONTROILER CONEIE: '
Player One/Player Two: Use directional buttons 4= and -P to ,m'tt(h hetween one of
three different controller configurations. Each player can set their own configuration.
Vibration: Use directional buttons '1- and = to turn the (ontroller vibration on and off.

ous!
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LOAD/SAVE:
See page 15 for more information on how to load and save your games.

MOVIES:

As you win Championships and finish Challenges, you'll see fun animated cut scenes show-
ing the progress of the story. Select unlocked movies to'Watch any of the cartoons you've
previously opened. Use the directional buttons to scroll between the different scenes; the
name of the cartoon will appear at the top of your screen. Press the 23 button to view your
selected cartoon, and the @ button to return to rhe'Optidns' Menu.

CREDITS:
A lot of great people poured their hearts and wuls mwmiunq this excltmq qarne Select
this option if you want to see the names of the peopfe hehmd it.

SAVING AND LOADING YOUR GAME

You can save your game (which will keep all of the tracks, challenges, championships, and
animated cut scenes that you've unlocked) from the Options Menu, as mentioned on page
14. Use directional buttons 4= and ™ to choose the Memory Card you'd like to save your
game on and then press the #29 button. You can only have one Looney Tunes™ Racing game
saved on a Memory Card. If you have a previously-saved game, you will be asked if you
would like to overwrite it. Again; use directional buttons 4= and = to select “YES" or
“NO" and press the €3 button.

Loading a previously-saved game works just fike saving a game does. Remember that
loading your saved game will overwrite any progress you've made since your last save. Your
saved game file will take up T block on your-Memory Card. If you have a saved game on your
Memory Card, itwil automatlcaﬂy load when you start up Looney Tunes Racing.

Waminq Never remove a Memory Card while saving or loading a game.




TPOWER-UPS

There's more to Looney Tunes™ Racing than just barreling around a track. In true cartoon
fashion, you'll have a chance to drop an anvil on an opponent or nail them with a Cream Pie
by using Power-Ups. To use a Power-Up, just press the @ button. But there's a little more to
it than that...

Before you can use a Power-Up, you need to collect Tokens. The number of
Tokens you have determines which Power-Up you can use. The Tokens come in
values of one, two, or three and you can pick themup by driving through them.
As you collect Tokens, your Power-up Meter will display which Power-up you can
currently use. You can only use the Power-up indicated on the meter. If you have
the highest Power-up lit, you can't accumulate any more Tokens. You can drive
through them and they'll vanish, but you won't get any credit for them.

Here's a list (and an explanation) of the various Power-Ups:

ACME™ Cream Pie (1 Token): Launch this conventional, unquided, cream-topped
ﬁ’ missile to slow an opponent. It takes careful aim to hit a Tune in the face with one
4l of these babies, but the results are worth it!

ACME™ Boom (2 Tokens): Drop these Booms behind you for anexplosively good time.
They'll stay on the track for a limited period of time, and any Tune who runs over
-one will be sorry! A Tune who gets ka-boomed will be slowed down for a short
while. As an extra nasty trick, you can bounce the Booms in front of your kart by

pressing button.
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as you press the

ACME™ Portable Rain Cloud (3 Tokens): Talk about raining on someone's parade!
P Use this Power-Up to launch a rain cloud at the nearest opponent in front of you.
L aill The cloud will stay over the kart, pouring down rain and making for hazardous
driving conditions. If the Tune doesn't shake the cloud in few seconds a bolt of

lighting will hit the kart, with predictably hazardous results.

ACME™ Homing Cream Pie (4 Tokens): This is a guided version of the standard
ACME™ Cream Pie. While it is easier {much easier!) to hit a Tune with this
Power-Up, you still need to take some care. It can't turn sharply, and may miss an
opponent if he drives around a corner or otherwise out-maneuvers the Homing
Pie.

ACME™ Anvil Storm (5 Tokens, Race Modes only): When you fire this Power-Up, a

23 hole will open above the Tunes in front of you and an anvil will drop out, crushing
#4 all of your opponents who are ahead of you flatter than pancakes. The effect only
lasts a few seconds, but it will really slow them down! This Power-Up is too power-
ful for Battle Mode, and can't be used when you're battling one of your friends.

ACME™ Invulnerability Dust (6 Tokens, Race Modes only): The ultimate in
PR Power-Ups, not only does this stuff keep you safe from the effects of all the other
*"58 Power-Ups and environmental damage (see page 18), but it also boosts your
speed! In addition, if you bump another kart, you'll squash ‘em flat! Unfortunately,
the dust only lasts for a little while, and then it is back to normal. This Power-Up
does not appear in Battle Mode (since it would be boring to be invulnerable when

you're battling a friend.)



THE TRACKS KRACING TIPS

 There are a few things you should know as you race around the tracks. You'llfind some Here's some useful advice, aimed at helping you finish your races first:
specia things to make your racing a lttle more exciting.. *  The best racers memorize the Speed Pad and Gag positions to take maximum
GAC-ACTIVATION ARCHES advantage of their environment.

You'll come across arches during your races. If you drive
through them, you'll trigger some kind of effect, (suchas
falling anvils, trains, rolling boulders) on the track in front of
you. Watch out for the big white X's, because that's where
these nasty things are going to-hit. The types of things that

«  Speed Pads are often “hidden"” on the inside edge of curves. Keep your eyes open
for any hint of green!

*  Learn how to powerslide! It gives you aslight speed advantage. And you'll want to
know how to get every extra bit of speed out of your kart as you're racing around

can happen vary from track to'track. Watch for opportuni- K8 the ek
ties to use the gags against your opponents; it's a great way * When you're using a non-quided pie, wait for a straight-away and line your shot up
to put the kibosh oft someone who is ahead of you. Just be careful that you don't get flat- carefully before letting it fly. :
tened! : '
*  Expert racers master the technique of throwing Booms in front of their kart in nar-
SFEED FADS row areas to maximize the damage. Just make sure you don't run over your own
Wheri you are driving, green means ‘go’, and that's just what will happen when you drive boom! P

over one of these little green patches on the road: you'll get a temporary boost in speed!
This'boost will only last a few-seconds, but it can really make a difference. Keep your eyes
open as you move around the track.

= -4

«  The Anvil Storm only works on racers in front of you, so wait for the stragglers to
catch up and pass you before crushing them!



THE TUNES

When you first start Looney Tunes Racing, you'll be able to pick from one of six different

Tunes listed on these pages. As you win Championship Cups and Museum Challenges, you'll
discover more characters to use!

BLUucs BUNNY®

Bugs blasts around the tracks in his specially designed, orange
vegetable-shaped kart that runs entirely on carrot juice!
Watch out for his sassy driving style!

o PAEEY DUucKe

Daffy had to foot a massive ‘bill’ for the
customization on his exclusive roadster. Fortunately,
9/ it takes to the road like a duck to water! He's a
wacky driver who's determined to win.

TASMANIAN DEVIL®

With a ferocious kart (which perfectly matches his tempera-
ment!), Taz's spiked wheel and aggressive driving style means
that you'd better stay out of his way if you want to finish
the race in one piece! Taz's unrestrained driving makes
him a difficult race to predict.

MARVIN THE MARTIAN®

> Marvin has invented the Ultimate Weapon to win his races
b and destroy the planet Earth. His rocket-shaped kart flies
around the track almost as well as his spaceship flies between
planets! His moves are planned and precise, and his mind is
set on winning at all costs!




WILE E. COYOTE®

As you might expect from a super-genius, Wile E. has adapted some of
ACME™'s technology for his own use. His rocket-car is
blazingly fast and has very little trouble steering. No,
really. He's a sneaky Tune who will grab the race
away from you in a second if you aren't careful.

LOo1IA BUNNY®

Lola's kart is curvy, suave, and vivacious - just like its driver!
But don't let her good looks fool you; she's a serious contender
for the championship! With her slinky style, she might just
blaze on by you.

=
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SPECIAL THANKS: BRUNO BONNELL, YVES
LEGRIS, MIKE HALLER, YVES BLEHAUT,
SCOTT WALKER, LISA CHENEY,
CATHERINE SIMON, KERRI ORDERS,
LARRY WINER LAURENCE, MAXENCE &
SAMUEL

WARNER BROS.
INTERACTIVE
ENTERTAINMENT

PRODUCER: BRETT SKOGEN

CREATIVE DIRECTOR: CHARLES CARNEY

ART DIRECTORS: ALLEN HELBIG, PETER
TUMMINELLD

ENGLISH VOICE ACTING

BUGS BUNNY, PEPE LE PEW, ELMER
FUDD: BILLY WEST

YOSEMITE SAM: MAURICE LAMARCHE

FOGHORN LEGHORN: BILL FARMER

PORKY PIG: BOB BERGEN

GRANNY: JUNE FORAY

DAFFY DUCK, SYLVESTER, GOSSAMER,
ROCKY, MARVIN THE MARTIAN,
TWEETY BIRD, SMOKEY THE GENIE,
EVIL SCIENTIST: JOE ALASKEY

LOLA BUNNY: KATH SOUCIE

TASMANIAN DEVIL: JIM CUMMINGS

SPECIAL THANKS: MICHAEL HARKAVY,
ROBSEBASTIAN, HEIDI BEHRENDT, SCOTT
E.JOHNSON, IM MOLINARO, ZACHARY
MONGE, LORRI BOND, COLLETTE
SUNDERMAN

END-USER LICENSE AGREEMENT

PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY

THE TERMS OF THIS END-USER LICENSE AGREEMENT ("LICENSE"). IF YOU DO NOT AGREE T0

THESE TERMS, DO NOT USE THE SOFTWARE AND PROMPTLY RETURN THE DISC OR CAR-

TRIDGE IN ITS ORIGINAL PACKAGING TO THE PLACE OF PURCHASE.

1. Grant of License. The software accompanying this license and related documentation (the
“Software") is licensed to you, not sold, by Infogrames North America; Inc. (“INA"), and its
use is subject to this license. INA grants to you a limited, personal, non-exclusive right to use
the Software in the manner described in the user documentation. If the Software is configured
for loading onto a hard drive, you may load the Seftware only onto the hard drive of a single
machine and run the Software from only that-hard drive. You may permanently transfer all
rights INA grants to you in this license, provided yousretain no copies; you transfer all of the
Software (including all component parts, the media and printed materials, and any upgrades),
and the recipient reads and-accepts this license. INA reserves all'rights not expressly granted
to you by this Agreement.

2. Restrictions. INA or its suppliers-own the title, copyright, and other intellectual property
rights in the Software. The Software contains copyrighted material, trade secrets and other
proprietary material. You may not delete the copyright notices or any other proprietary legends
on the original copy of the Software. You may not decompile, modify, reverse engineer, disas-
semble or otherwise reproduce the Software, You may not copy, rent; lease, sublicense or dis-
tribute the Software. You may not electranically transmit the Software from one computer, con-
sole/or other platform to another or over a network. Any attempt to transfer any of the rights,
duties or obligations hereunder is void. -

3. Termination. This License is effective until terminated. You may terminate this License at any
time by destroying the Software. This License will terminate immediately without notice from
INA if you fail to comply with-any provision of this license. Upon termination, you must
destroy the Software.

4. Disclaimer of Warranty on Software. You are aware and agree that use of the Software and
the media on which it is recorded is at your sole risk. The Software and the media are provid-
ed "AS IS." Unless otherwise provided by applicable law, INA warrants to the origi-
nal purchaser of this product that the Software storage medium will be free from



defects of materials and workmanship for ninety (90) days from the date of purchase. This
warranty is void if the defect has arisen through accident, abuse, neglect or misapplication.
INA EXPRESSLY DISCLAIMS ALL OTHER WARRANTIES, EXPRESS OR IMPLIED,
INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MER-
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. INA DOES NOT
WARRANT THAT THE FUNCTIONS CONTAINED IN‘THE SOFTWARE WILL MEET
YOUR REQUIREMENTS. NO ORAL OR WRITTEN INFORMATION OR ADVICE
GIVEN BY INA OR ANY INA-AUTHORIZED REPRESENTATIVE SHALL CREATE A
WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES,
SO THE ABOVE EXCLUSIONS MAY NOT APPLY.TO YOU.

5. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE,
SHALL INA BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL
DAMAGES IN CONNECTION WITH THE SOFTWARE, INCLUDING THOSE THAT
RESULT FROM THE USE OF OR INABILITY TO USE THE SOFTWARE, EVEN IF INA
HAS BEEN ADVISED OF THE POSSIBILITY OF THOSE DAMAGES. IN NO EVENT
SHALL INA’S TOTAL LIABILITY TO YOU FOR ALL DAMAGES, LOSSES AND CAUS-
ES OF ACTION (WHETHER IN CONTRACT, TORT OR OTHERWISE) EXCEED THE
AMOUNT PAID BY YOU FOR THE SOFTWARE. SOME JURISDICTIONS DO NOT
ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY
NOT APPLY TO YOU. '

6. Miscellaneous. This license shall be gaverned by and construed in accordance with the laws of
the State of California, USA, exclusive of its choice of law and/or conflicts of law jurisprudence;
and, in respect of any dispute which may.arise‘hereunder, you consent to the jurisdiction of the
federal and state courts of Santa Clara County, California. If any provision of this license is
unenforceable, the rest of it shall remain in effect. This license (including any addendum or
amendment to this license which is included with the Software) constitutes the entire agreement
between you and INA with respect to the use of the Software and the support services (if any)

and they supersede all prior or contemporaneous oral or written communications and repre-

I sentations with respect to the Software or any other subject matter covered by this license.

TECHNICAL, SUPPORT {US. &
CANADA)

ASSISTANCE ¥IA WORLD WIDE WEE

Get current technical information at the Infogrames, Inc., web-site at: http://www.info-
grames.com, 24/7 and access our FAQ documents, (Frequently Asked Questions), our
Hints/Cheat Codes if they're available, and an E-Mail area where you can get help and ask
questions.

HELPr ¥ia TELEPHONE

Call Infogrames, Inc.'s Tech Support at 425-951-7106. We have an Interactive Voice
Response and Faxback system that's available 24/7. We will have automated support, our
FAQ documents such as gameplay tips, information on Control Keys, possible cheat code
combination keys, instructions for finding secret screens and/or additional game levels if
they exist. Live support is available M-F, 8:00 AM until 6:00 PM (PT). We may be closed on
major holidays. You can send faxes to: (425) 806-0480, or write to the address below.

If you encounter what may be determined to be a defective product issue such as your
game freezing at the beginning or during gameplay, no display, etc., the automated system
will tell you our product return and replacement options.

=z



PRODUCT RETURN PROCEDURES

If you encounter a defective product issue, you must call Tech Support at 425-951-7106. If
we agree, we will issue you a Return Merchandise Authorization Number. Make sure you
include this RMA# , along with your full name, address and your phone number within your
return in case we need to call you. Any materials not containing this RMA# will be returned
to you. Your mail should be sent to:

Infogrames, Inc.

Attn: TS/CS Dept.

13110 NE 177th Place

Suite # BIOT, Box 180

Woodinville, WA 98072-9965

WARRANTY POLICY IN T m; UNI'I'ED
STATES & CANADA

If our technicians determine that the product storage medium is found to be defective
within ninety (90) days of original purchase, (unless otherwise provided by applicable law),
Infogrames, Inc. will replace the item free of charge, to the original purchaser, if the item is
accompanied by the original dated receipt and packaging. If you do not have the original
receipt, or if the warranty period has expired, Infogrames, Inc. will replace the product stor-
age medium for a nominal fee.

OTHER INFOGRAMES PRODUCTS
To order other fine products from Infogrames, call 1-800-245-7744 or visit our

2 web site, http://www.us.infogrames.com.

Copyright Notice

Looney Tunes, characters, names, and all related indicia are trademarks of Warner Bros. © 2000. ©2000 Infogrames, 5300
Stevens Creek Blvd., Suite 500, San Jose, CA 95128. All other trademarks and trade names are the properties of their respective
owners. All other trademarks and trade names are the properties of their respective owners.
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www.looneytunes-games.com

LOONEY TUNES, characters, names and all related indicia are trademarks of Warner Bros. © 2000.
Infogrames and the Infogrames logo are of Infog! En SA

Infogrames, Inc. 417 5th Avenue New York, NY 10016 www.us.infogrames.com

Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are
registered trademarks of Sany Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association
Manufactured and printed in the U.S.A. THIS SOFTWARE 1S COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C

® DESIGNATION. U.S. AND FOREIGN PATENTS PENDING



