








NYC STREETS

Fast forward to one year later and Lucia von Bardas is back and seeking revenge in 
New York City. Reports of massive destruction on the streets of the city come in, 
and your team is assembled to answer the call.

NYC

1
ACT 1

RESCUE THE CIVILIANS

OBJECTIVE
There are several civilians located throughout the streets of New York City. Rescuing 
them nets you some bonus XP. Three are required and marked by red Xs on your Mini-
Map (or arrows as they are fairly far away at the start of the level). In addition to these 
three required civilian rescues there are three optional civilians to rescue.

Civilian #1 (Bonus): Located at the fi rst left on the street. This woman is found 
getting rolled by Latverian Goons. Run in and obliterate the enemies around her.

Civilian #2 (Required): Trapped under 
a pile of rubble, this civilian is located 
right next to the save point. You need a 
hero with Might to pull the rubble off.
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NYC TIMES SQUARE

von Bardas has set up a massive bomb in the heart of New York City: Times Square. 
You need to cut through her Latverian army and make it to the center of town in 
order to defuse the bomb.

TIMES SQUARE

Civilian #3 (Bonus): This woman is 
cowering next to a dumpster at the corner 
of one of the alleys on the main path. You 
can’t miss her.

Civilian #4 (Required): This civilian is 
trapped under a totaled bus about halfway 
through the level.

Civilian #5 (Required): A short distance 
away from Civilian #4, this poor guy is 
trapped under some metal wreckage.

Civilian #6 (Bonus): There is one last 
bonus civilian to be found at the end of 
the level. Look for a small alley just off of 
where the Elite Soldiers attack at the end 
of the level. The cowering citizen is in the 
back. Rescue him from his captors for a 
bit of XP and a Striking Upgrade.
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In the year since the secret 
Latverian op, von Bardas has a 
built a new type of soldier: the Tech 
Soldier. Utilizing cybernetic sword 
implants, these enemies can slice 
through your hero at melee range 
and can take an extra amount 
of damage.

These enemies are located 
throughout the level and are the 
leaders of small packs of soldiers. 
Each sergeant is signifi cantly larger 
than his compatriots, takes more 
damage, and has a special ability 
such as Altered Genetics 
or Regeneration.

LATVERIAN TECH SOLDIERS

LATVERIAN TECH SERGEANTS

DEFEAT THE ELITE SOLDIERS

OBJECTIVE
After rescuing the three civilians in dire circumstances, you can head to the end of the 
level for your fi nal task. As you enter the last area, a large group of elite enemies attacks 

your position. These enemies are beefed-
up versions of the Latverian soldiers you 
have already fought quite a bit. A second 
wave of enemies attacks when you repel 
the fi rst. Destroy them all with Fusion 
attacks to complete the level.

When you manage to arrive in Times Square, von Bardas’s plan is already initiated. 
You need to destroy the bomb within fi ve minutes in order to save the city.

STAGE 1 - ATTACK VON 
BARDAS

The fi rst step is to attack von Bardas. 
Her cyborg body hasn’t lent her 
many extraordinary abilities; she isn’t 
much stronger than a normal enemy. 
Unload into her with whichever Power 
you choose.

STAGE 2 - DESTROY THE SHIELD GENERATORS

When Lucia falls, she yells, “Protect the Generators!” That should be your cue to step 
in and destroy the generators. There are 
four shield generators, and you must 
destroy them in sequential order.

Use the red X on the map to locate the 
generator that is currently vulnerable to 
attack. When you fi nd it, use a close-
range area-effect Power to destroy it 
and any soldiers or robots defending it.

STAGE 3 - ATTACK THE BOMB!

Knocking out each generator only buys you about 20 seconds to attack the bomb. 
Unload with your most damaging Powers into the generator within the time window 
before the pink shield returns.

When the force fi eld is reinstated, bring the attack back to von Bardas. There are 
three more generators you must destroy before the protective shield on the bomb 
goes permanently down.

If you are having trouble effectively damaging the bomb, be sure you have fully 
allocated your Power Points into one high-damage Power. Additionally, don’t be 
afraid to use a Fusion Power since 
there’s no need to save it at this point.

When you manage to fully damage 
the bomb, Lucia’s plan is foiled, and 
New York is saved once again by 
its Super Heroes.

LUCIA VON 
BARDAS

Power Rating
Health
Damage Range 13 - 20
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IMPROPER USAGE: THE CODES LISTED IN THIS GUIDE ARE 
TO BE USED ONLY BY THOSE WILLING TO FOREGO THE 
EXPERIENCE OF ACTUALLY PLAYING THE GAME, WHICH IS 
NOT RECOMMENDED. IT IS OUR DESIRE THAT EVERYONE 
THOROUGHLY ENJOY THE GAME BEFORE EXPLOITING 
THE CODES LISTED HEREIN. THE FOLLOWING RULES 
APPLY TO THE INCLUDED CODES. THE FIRST NUMBER 
INDICATES WHICH PLATFORM THE CODE WORKS ON. 
“1” CODES WORK ON THE Wii™, PLAYSTATION®2, & 
PLAYSTATION®PORTABLE. “2” CODES WORK ON THE 
PLAYSTATION®3 & XBOX 360®. THE SECONDARY LETTER 
CORRELATION INDICATES WHERE THE CODE SHOULD BE 
ENTERED. “A” CODES ARE ENTERED AT ANY POINT. “B” 
CODES CAN BE USED AT THE TEAM SELECT MENU. “C” 
CODES SHOULD BE ENTERED AT THE HERO DETAILS MENU. 
“D” CODES CAN BE ENTERED WHILE USING THE BONUS 
MISSION SIMULATOR. “E” CODES ARE TO BE USED AT THE 
MAIN MENU. “G” CODES ARE IN-GAME CODES AND CAN 
BE USED WHILE ACTUALLY PLAYING. CODES PREFACED 
WITH “2” BE IMMEDIATELY FOLLOWED BY PRESSING THE 
“START” BUTTON TO ACTIVATE THE CODE. WARNING: 
ACTIVATING THESE CODES PROHIBITS FURTHER GAME 
SAVES WHILE THE CODE IS ACTIVE. YOU MUST RESTART 
THE GAME AND RELOAD A PREVIOUSLY SAVED GAME TO 
REGAIN THE SAVE FUNCTION.
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