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	Pawns Of Darkness: Parts I – VI
Issues: #1 - #6
By Alex Benavides (abenavides)
August 2002 – October 2003
* Justice League, JLA, and related characters are TM and ©, DC Comics. This is a free third-party add-on that claims no license to any of the likenesses contained herein.


	Issue 1 – Pawns of Darkness - Part I

	Setting/Map
	Robot Factory (modified to just show 3 rooms)

	Heroes
	Flash, Green Lantern

	Foes
	20 evil cops
Spawning in: Amazing Grace & 2 Acid Parademons 

	Notes
	Unknown artifact object, Recruit all 7 JLA members at end of mission


CUTSCENE 1:

INTRO: Use a JLA Intro NIF?
CAPTION: “A remote location, deep in the Alaska wilderness”
Camera shows Flash running in and Kyle flying in behind him
Line01

Flash: Beat ya again!
Line02

Green Lantern: Don’t you ever get tired of racing?

Line03

Flash (in a joking manner): I don’t get tired … of beating you!

Line04

Green Lantern (lands): So what exactly is this place?

Line05
Flash: STAR Labs – Division Omega. Some type of advanced R & D branch, but it’s been shut down for a while. Apparently, it’s top secret … I’d never heard of it until we got the alert just now.

Line06
Green Lantern: They must be pretty important for us to be linked directly into their security systems.

Line07
Flash: Well, Batman didn’t tell me much, but he looked pretty serious about us checking it out.

Line08
Green Lantern: Batman always looks serious … Well, let’s get it over with … probably some squirrel triggered the perimeter alarm.

	ACTION STARTS

OBJECTIVE 1: investigate what is happening at Division Omega 

· When you get near the large door, it will open

· When you get near the artifact, trigger Cutscene 2 (and complete objective 1)


CUTSCENE 2:

2 doors open - there are 10 evil cops behind each one. They rush in and attack.
Built-in Line
Evil Cop: HALT!

Line09

Flash: Uh oh, looks like we have company! 

	ACTION STARTS

OBJECTIVE 2: Defeat all the mind-controlled cops 

· Completing the objective will trigger Cutscene 3


CUTSCENE 3:

Flash and Green Lantern are looking at the unknown artifact
Line10
Flash: What happened to these guys? They’re all cops from the town nearby. What’s gotten into them?

Line11

Green Lantern: I don’t know, but those weren’t standard issue guns!

Line12
Flash: They seemed to be guarding this strange glowing thing. They went nuts as soon as we got near it.
 Spawn Amazing Grace and 2 Acid Parademons via Boom Tube, JLA Theme starts
Line13
Amazing Grace: Mortals! You are interfering with my master’s plans. Prepare to die!

	ACTION STARTS

OBJECTIVE 3: Defeat the Parademons

OBJECTIVE 4: Interrogate Amazing Grace


CUTSCENE 4:

Interrogating Amazing Grace
Line14

Green Lantern: Who are you and who is your master?

Line15

Amazing Grace: We are all pawns of my master!

· Amazing Grace teleports away via Boom Tube
· Recruit the 7 Justice Leaguers: Superman, Batman, Wonder Woman, Green Lantern, Flash, Aquaman, and Martian Manhunter
· Fade Out
	Issue 2 – Pawns of Darkness - Part II

	Setting/Map
	JLA Watchtower (Freedom Fortress map)

	Who
	Superman, Batman, Wonder Woman, Green Lantern, Flash, Aquaman, Martian Manhunter


MISSION BRIEFING:

Camera zooms around to Batman, who is already halfway through an explanation

Line01
Batman: Division Omega focused on the disposal and study of rare artifacts that normal human science cannot decipher. The objects are generally considered dangerous, but it was felt that, if the need arose, they could be used in the defense of the Earth.

Line02

Green Lantern: That’s great Bats, but what’s so important about THIS artifact? 

Line03
Superman: It was recovered from space recently by the United States when a strange energy signature was detected. The radiation has yet to be identified by the people in the labs. Obviously, someone knows something we don’t.

Line04
Batman: And probably wants to use it in some mad scheme. But what is the connection between this woman with mental powers and this strange object from space?

Line05

Flash: Beats me, I just work here.

An alert sounds. Everyone turns to face the screen.
Line06
Batman: Both Metropolis and Central City are under attack! The computer indicates strange teleportation devices in use. Their energy signatures resemble those generated by boom tubes.

Line07
Superman: Boom Tubes?! Alright everyone, we need to split up to defend the cities from this threat. I will take Aquaman and J'onn with me to Metropolis. Diana?

Line08

Wonder Woman: Yes? 

Line09
Superman: Take Green Lantern and Flash to Central City. Investigate and report back.

Line10
Batman: I’ll stay here and monitor the teleportation signatures to see if they appear anywhere else. I can also see if the energy signatures match those used by the Division Omega invader.

Line11

Superman: Good idea. J'onn will keep us in telepathic contact. Let’s move out!

	Setting/Map
	City

	Heroes
	Superman, Aquaman, Martian Manhunter

	Foes
	Kalibak, Kanto, 7 Energy Parademons, 7 Fire Parademons


CUTSCENE 1:

Show heroes flying in and landing (Aquaman runs in), then zoom to the foes lined up against them
Line12
Kanto: It appears we have company, my friend. Let’s give them a warm Apokolips welcome.

Line13

Kalibak: KILL SUPERMAN!!! Attack!

Line14

Kanto (in an evil manner): That’s the spirit!

	ACTION STARTS

OBJECTIVE 1: Stop Kalibak’s Rampage

OBJECTIVE 2: Knock out Kanto

OBJECTIVE 3: Defeat the Parademon army

OBJECTIVE 4: Keep civilians safe (5 or less hurt) [SECONDARY]

· Completing all objectives will trigger Cutscene 2


CUTSCENE 2:

Superman speaks to Aquaman and Martian Manhunter

Line15
Superman: This is worse than we thought. Kalibak and those parademons are from Apokolips. And that means that we’re up against… 

Darkseid teleports in via a Boom Tube. Camera spins to show him.
Line16

Darkseid: Yes, Kryptonian, you are meddling in the affairs of … DARKSEID!

· Darkseid teleports away via Boom Tube
· Add database entries for: Kanto, Kalibak, Fire Parademon, Energy Parademon
· Fade Out to the JLA Theme
	Issue 3 – Pawns of Darkness - Part III

	Setting/Map
	City

	Who
	Flash, 5 Parademons


MISSION BRIEFING:

Flash races across city (to his theme music) and finds a gang of parademons
Line01

Flash: I think I’ve figured out who teleported into Central City.

The parademons turn around to face Flash

Line02

Flash: Uh oh. Time to call in my backup!

He races off, the parademons in pursuit. Scene ends.
	Setting/Map
	City (different than in Issue 2)

	Heroes
	Wonder Woman, Flash, Green Lantern

	Foes
	Steppenwolf, Amazing Grace, 7 Frost  Parademons, 7 Acid Parademons


CUTSCENE 1:

Show heroes flying in and landing (Flash runs in first)

Line03
Amazing Grace: Look Steppenwolf! They are the ones who stopped me from carrying out my master’s bidding! 

Line04
Steppenwolf: I am disappointed in you, Amazing Grace. They are but children … who will soon learn not to interfere. Attack them, my parademons!

	ACTION STARTS

OBJECTIVE 1: Stop Steppenwolf
OBJECTIVE 2: Vanquish Amazing Grace
OBJECTIVE 3: Defeat the Parademon army

OBJECTIVE 4: Keep civilians safe (5 or less hurt) [SECONDARY]


CUTSCENE 2:

The Leaguers discuss the battle
Line05

Kyle: That was cake. Who’s next?

Line06
Wonder Woman: Do not be so arrogant, Green Lantern, these warriors were from Apokolips. And that means…

Line07 
Martian Manhunter (via telepathy): Wonder Woman, we have identified Darkseid behind these attacks. Hold your position; we will meet you there to plan our next move.
· Add database entries for: Amazing Grace, Steppenwolf, Acid Parademon, Frost Parademon
· Fade Out to the JLA Theme
· CAPTION: “To Be Continued ...”
	Issue 4 – Pawns of Darkness - Part IV

	Setting/Map
	JLA Watchtower (Freedom Fortress)

	Who
	Batman
Spawning in: Darkseid & 4 parademons (Acid, Frost, Fire, Energy)

	Notes
	Green Arrow actually gets recruited right before this scene opens


MISSION BRIEFING:

Batman is looking at one of the monitors when Superman contacts him telepathically.

Use Batman Theme music in background

Line01

Superman: Batman! Can you hear me?

Line02

Batman: Yes, Superman. What is the situation?

Line03
Superman: We have identified the invaders as parademon squadrons from Apokolips. Darkseid has made his involvement known.

Line04
Batman: So Darkseid is the one after the artifact. That means it IS a dangerous weapon! Let’s have everyone return to the Watchtower so we can plan an attack.

Suddenly, an alarm rings out. Batman turns to face screen.
Line05
Batman: Superman! A large force of creatures has just appeared in Washington! It’s DEFINITELY more troops from Apokolips. You’d better have everyone head for there instead. We might even need to call in some of our reserves.

Line06

Superman: Affirmative. We’re on our way to Washington.
Line07

Batman: Now let’s see who I can call in ... Hmm, it looks like a pretty large army …

A BOOM TUBE appears and out steps Darkseid! Batman turns around to look at him.
Line08
Darkseid: You are correct, mortal. My superior force will easily overwhelm the heroes and any puny resistance the norms here can muster.

Line09

Batman: DARKSEID! How did you get past our security?

Line10
Darkseid: I have had your “security” systems under analysis for some time now. Do not bother trying to contact your allies telepathically; I have … interrupted your connection. By now, you must know what I seek, so stand aside!

Line11

Batman: Computer! Initiate full alert protocol. Codeword: “Fortress”. Authorize!
Line12

JLA Computer: Batman voiceprint confirmed ... Initiating protocol … 

Batman throws explosive batarang at Darkseid (no effect) and then runs to a console.
Line13

Darkseid: You have shown courage, child, and for that, I will be merciful.

Darkseid zaps Batman. Batman goes down. Camera pans back to Darkseid, now near the artifact as 4 more parademons boom tube in

Line14

Darkseid: At long last, it is mine! HAHAHAHAHAHA ...
	Setting/Map
	City (at night)

	Heroes
	Green Arrow

Spawning in: Firestorm, Blue Beetle, Booster Gold

	Foes
	2 Thugs with Bats and 2 Thugs with Guns

Spawning in: 7 Energy Parademons. 
9 Electro Parademons

	Notes
	There is a boom tube generator that will teleport in a new Electro Parademon every 10 seconds. It is guarded by 3 Apokolips Death Turrets (like normal turrets except they have 360 vision and more hp)


CUTSCENE 1:

Camera starts at thugs but then pans to Green Arrow watching them
Line15

Green Arrow: Well … looks like it’s time to teach these crooks a lesson.

	ACTION STARTS

OBJECTIVE 1: Knock out the thugs (triggers Cutscene 2)


CUTSCENE 2:
Line16
Green Arrow: You know … they just don’t make thugs like they used to. I hardly broke a sweat on these creeps.

Camera sweeps over to show the 7 Energy Parademons coming in via boom tube

Line17

Green Arrow: And maybe I should learn to keep my mouth shut.

Camera swings over to show Firestorm, Blue Beetle, and Booster Gold 

Line18

Firestorm: Hey, Arrow, need a hand?

Line19

Green Arrow: What do you think, junior?

	ACTION STARTS

OBJECTIVE 2: Defeat all the Energy-Parademons (triggers Cutscene 3)


CUTSCENE 3:

Spawn in Boom Tube Generator and 9 Electro Parademons. Camera zooms in on our heroes reacting to all the new arrivals.
Line20
Firestorm: Look! That machine seems to be generating the portals that are bringing these creatures here.

Line21

Green Arrow: Then take it out already … before we’re knee-deep in these guys!
	ACTION STARTS

OBJECTIVE 3: Defeat all the Electro-Parademons

OBJECTIVE 4: Destroy the boom tube generator

· The Boom Tube generator will keep teleporting in a new Electro parademon every 10 seconds, as long as it is active
· Completing Objectives 3 and 4 will trigger the final Cutscene (#4)


CUTSCENE 4:

Our heroes discuss what the heck is going on. Background Music: “Heroes”
Line22

Green Arrow: Other than ugly, what are these things?

Line23
Firestorm: That’s why we were looking for you. The JLA’s put out a call to the reserves. Apokolips is invading and they need all the help they can get.

Line24
Green Arrow: Well, if those guys are calling … I guess it’s “save the world” time again!

· Recruit Green Arrow, Firestorm, Blue Beetle, Booster Gold

· Add database entries for: Electro Parademon, Apokolips Death Turret
· Fade Out to the JLA Theme

· CAPTION: “To Be Continued ...”
	Issue 5 – Pawns of Darkness - Part V

	Setting/Map
	City with Park

	Who
	Superman, Martian Manhunter, Hawkman, Plastic Man, Aquaman, Wonder Woman, Flash, Green Lantern, Blue Beetle, Green Arrow, Booster Gold, Firestorm
Granny Goodness, Virman Vundabar, Lashina, Stompa, Mad Harriet, a zillion parademons of all 5 types


MISSION BRIEFING:

Camera pulls back to show row after row of parademons, waiting to unleash hell. The Imperial March theme plays in the background. The Camera eventually switches to Virman Vundabar, addressing Granny Goodness

Line01

Vundabar: How long must we wait here, Granny Goodness?

Line02

Granny: Not much longer. The earth heroes should be attacking soon.

Line03
Vundabar: It cannot be soon enough. I long to unleash the wrath of Apokolips upon our enemies!
Line04
Granny (turns to face Vundabar): You will have your chance, Vundabar. Everyone will have their chance to make their Granny proud. Isn’t that right, my Furies?

Camera pans to show 3 Female Furies, awaiting orders: Lashina, Stompa, and Mad Harriet
Line05

Lashina: Yes, Granny! For Darkseid!

Line06

Vundabar: For Darkseid!

Camera fades in and out to reveal Superman looking at a statue. The Martian Manhunter runs over to him.
Line07

Martian Manhunter: Superman, the reserves have arrived.

Line08

Superman: Thanks J’onn, I guess it’s time.

Camera switches to follow Hawkman flying in and landing in front of Superman and J’onn
Line09

Superman: Hawkman! I didn’t expect to see you here.

Line10

Hawkman: I thought you could use some help.

Line11

Superman: And the rest of the Justice Society?

Line12
Hawkman: They’re defending New York from the invaders there. Listen Superman, I flew over the parademons on my way here. There’s a gigantic number here already!

Line13

Superman: I know … it’s good to have you here.
Camera fades in and out to show Plastic Man running in to speak with Aquaman 

Line14
Plastic Man: Excuse me ... what is going on? Hey ... what is the idea? I take a few days off and you all get together for a party behind my back!

Line15
Aquaman (turning to Plas): Plastic Man, the situation is grave and we have gathered to focus on the task at hand.

Line16
Plastic Man: Oh ... well, no need to worry any longer ... your buddy Plas is here now and I'll take care of ... uh ... well, who exactly are we beating up on today, hmm?

Line17

Aquaman: We face the hordes of Apokolips!

Line18
Plastic Man: Apokolips??? ... Really? ... Ah ... you know ... , I think I forgot to turn my oven off ... I'll be right back!

They walk over to where everyone is waiting

Line19
Superman: It’s good to see all of you again. I only wish the circumstances were better. We’re facing parademon armies from Apokolips, led by various members of Darkseid’s Elite.

Line20
Wonder Woman: This army has taken up positions at the other end of the city. We have not heard of any attacks on civilians yet.

Line21

Flash: uh … I don’t think we want to wait for them to start attacking.

Line22
Hawkman:  Do not worry, Flash. We will strike with everything we have and drive those demons back to Apokolips! 

Line23
Martian Manhunter: They are using boom tube generators to teleport in more troops. We will need to eliminate those as soon as possible. Unfortunately, they are heavily guarded by Apokolips Death Turrets.

Line24
Green Arrow: I know all about those things. Blue, Gold, and Flamehead helped me take one down in Seattle.

Line25

Superman: All of you know what to do. Let’s get in position.

	Setting/Map
	City with Park (same as in briefing scene)

	Heroes
	Superman
Spawning in: Flash, Martian Manhunter, Hawkman, Plastic Man, Aquaman, Wonder Woman, Green Lantern, Blue Beetle, Green Arrow, Booster Gold, Firestorm (Up to 4 of them will be under your control, the rest will be allies controlled by the AI)

	Foes
	4 Acid Parademons, 6 Electro Parademons, 4 Fire Parademons, 4 Energy Parademons, 4 Frost Parademons, Stompa, Mad Harriet, 14 Apokolips Death Turrets, Boom Tube Generator
Spawning in: Brimstone

	Notes
	There is a boom tube generator that will teleport in a new random Parademon (of any of the 5 types) every 10 seconds. A techno-seed is situated deep in the city. This is where Brimstone will spawn.
Using patented “EZ Danger Room technology”, I spawn all the heroes (except Superman) and set them with AI goals up so they will attack all the level’s foes on their own. I will make sure to place up to 4 under player control, based on what you selected in the squad setup screen.


CUTSCENE 1:

Flash is discussing the JLA distress signal he just received (initiated by Batman) with Superman. 
Line26
Flash: Superman, I’m receiving the old JLA distress signal on my headset. I think Batman’s in trouble.

Line27
Superman: It’s not like Batman to ask for help … I think we better treat this seriously. I’ll check out the Watchtower … catch up to me when you can.

Superman flies away – he is no longer usable in this mission. The Camera follows Flash as he runs over to where everyone is gathered (near the statue)
	ACTION STARTS

OBJECTIVE 1: Eliminate all Parademon warriors

OBJECTIVE 2: Destroy the Boom Tube Generator

OBJECTIVE 3: Destroy the Apokolips Death Turrets

OBJECTIVE 4: Defeat the Female Furies (Stompa and Mad Harriet)
· The Boom Tube generator will keep teleporting in a new random Parademon (any of the 5 types) every 10 seconds, as long as it is active

· After roughly 30 seconds, Cutscene 2 will trigger, momentarily interrupting the action


CUTSCENE 2:

We see the Plastic Man, Flash, and Virman Vundabar “talking heads”, while the camera scrolls to an intersection deep into the city, where the Techno-Seed is laying
Line28

Plastic Man: Some battle, eh, Flashie?

Line29

Flash: Well, at least the odds can’t get any worse.

Line30

Vundabar: The techno-seed is ready! Let loose the power of Brimstone!

Brimstone spawns in at the Techno-Seed (with an explosion)
Line31

Plastic Man: Y'know ... ain't it odd how those odds ... just got worse !!!

	ACTION STARTS

OBJECTIVE 5: Stop the rampaging Brimstone

· After completing all 5 objectives, the Cutscene 3 will trigger


CUTSCENE 3:

Camera focuses on Booster Gold looking over the wreckage
Line32
Booster Gold: What a battle, Ted! I guess Blue and Gold still have what it takes! … Right, Ted?

Camera pans around to show us Blue Beetle knocked out and laying on the ground

Line33

Booster Gold: Ted? …

Camera fades in and out to show Flash running over to Martian Manhunter
Line34
Flash: Superman’s not back! I think he’s going to need some backup at the Watchtower. 

Line35
Martian Manhunter: Some of us will need to remain here and watch the prisoners. Select a squad to go to Superman’s aid.

· Add database entries for: Brimstone, Stompa, Mad Harriet, Lashina, Granny Goodness, Virman Vundabar

· Fade Out to the JLA Theme

· CAPTION: “To Be Continued ...”
	Issue 6 – Pawns of Darkness - Part VI

	Setting/Map
	The Moon with the JLA Watchtower in the background (Ice Terrain)

	Who
	Superman
Spawning in: 4 Laser Cannons


MISSION BRIEFING:

Camera zooms in slowly across the lunar landscape towards the JLA Watchtower. Superman flies into the frame from above and speeds towards the HQ faster than the camera. The Superman Theme plays in the background. Auto-defenses fire (without effect)
Camera switches to a closer view of Superman landing near the Watchtower. Suddenly, two energy cannons appear and fire on him. Superman destroys them with heat vision.
Line01

Superman: Computer! Deactivate Watchtower defenses! Authorize!

Line02

JLA Computer: Voiceprint not authorized ... Initiating intruder scan ... 

2 more energy cannons appear and fire at Superman, he destroys them as well

Line03
JLA Computer: Intruder bio-scan indicates Kryptonian physiology. Countermeasures activated. 

3 Red-sun Laser Cannons spawn and blast Superman, he’s stunned
Line04
Superman: Red Sun Energy!?! ... Bruce, I knew I shouldn’t have let you design the security systems!

Superman falls. Scene fades.
	Setting/Map
	JLA Watchtower (Robot Factory with modifications)

	Heroes
	Batman

Spawning in: Atom, Superman

	Foes
	Darkseid, 5 Parademons
Spawning in: Lashina, Warhounds

	Notes
	Control Consoles and auto-defenses layed out on map


CUTSCENE 1: 

Camera shows Batman in a force field, Darkseid is talking to him, with his back turned

Line05
Darkseid: I’ve amplified your Watchtower’s defenses with my own technology ... your friends won’t be getting in.

Line06

Batman: Remind me to be impressed later.

Line07
Darkseid: You don’t even know what the artifact is, do you? ... How could you … it is not even from this universe! It is a cosmic joke that it ended up on your backwards planet. But now it is in the hands of someone who knows what to do with it!
Line08

Batman: So why haven’t you taken your glow rock and left yet?

Line09
Darkseid: Ever since I became aware of the Zetahedron’s entry into our universe, I have sought it out. It first appeared near Vega and I immediately sent my minions to retrieve it. 

Line10

Batman: It seems your minions took a detour on their way home.

Line11 
Darkseid: They were annihilated as soon as they activated their Boom Tube to return to me. You see, the Zetahedron’s other-dimensional energy must first be “altered” to safely teleport it.

Line12

Batman: And that’s what you’re doing now?

Line13
Darkseid: My scientists have engineered a process to perform this alteration, but it is time consuming. Do not worry ... I will be leaving soon. 

Darkseid boom tubes away (and is removed from the map)

Line14

Batman: This is Batman on subspace comlink. Over.
A brief pause, and then … 
Line15
Oracle: Oracle reading you loud and clear, Batman.
Line16
Batman: Good to hear you, Oracle. Are the Watchtower contingency subsystems now under your control?

Line17
Oracle: At the moment, yes. As soon as you activated the alert protocol with codeword “Fortress”, the JLA computer transferred control to me. It’s not going to last long, though. I estimate I can only maintain the linkup for another few minutes.

Line18
Batman: That should be long enough for me to get to the teleportation countermeasure and disable it manually … I need you to turn off the containment field in section D-18

Line19
Oracle: Shutting it down now.
The force field around Batman is shut off

Line20
Batman: Thanks Oracle. I’m heading for the countermeasure.
Line21
Oracle: Not sure how much longer this secure channel will be working - so good luck, Bruce. Oracle out.
	ACTION STARTS

OBJECTIVE 1: Use the console to deactivate the Teleportation Countermeasure
· There will be parademons patrolling. They can be avoided or attacked. 
· 1 console will activate defense rockets to help – trigger Line A & B, all others trigger Line C
· Cutscene 2 will be triggered when Batman shuts down teleport console (custom action)


Line A

JLA Computer: Rocket launchers enabled. Fire at will.

Line B

Batman: That should buy me some cover.

Line C

Batman: That’s not the right console!
CUTSCENE 2: 

Line22
Batman: The teleportation countermeasure has been deactivated, but it’s only going to stay down for about 2 seconds before the backup array kicks in. Hopefully, he got the signal …

A flash of light and The Atom teleports in, Batman turns to face him.

Line23
Atom: I was starting to think you weren’t going to let me in.

Line24
Batman: Had to clean out the place a bit first … but more Apokolips troopers are probably on the way already.
Line25
Atom: Then we’d better move! I can remap the security matrix at the subatomic level faster than you can say “quantum mechanics gone wild”!
	ACTION STARTS

OBJECTIVE 2: Atom and Batman must both reach the security matrix
OBJECTIVE 3: Atom must remap the security matrix from the inside
· Cutscene 3 will be triggered when Atom enters positional_004


CUTSCENE 3:
Camera pans to show memorial statues of fallen JLAers: Hal, Barry, and Ollie.
Line26
Atom: You know, we really should take down that statue of Ollie, he’s been back for a while.
Line 27

Batman: We’d better get to the security matrix or we’ll be the ones on display.
	ACTION STARTS

· Cutscene 4 will be triggered when Atom activates the matrix


CUTSCENE 4:
Line28
Atom: OK, the defense turrets are down. I’m going into the system to shut it down completely. Be back in a minute or two.
Atom goes subatomic and starts working on the console (disappears). Lashina enters behind Batman.
Line29
Lashina: Batman! I’ve been wanting to prove myself against you for a long time!
Line30

Batman (turning to face her): Ready when you are.

	ACTION STARTS

OBJECTIVE 4: Defeat Lashina
· Cutscene 5 will be triggered when you complete objective


CUTSCENE 5: 

Line31

Batman: These Apokolips kids pack a wallop, that’s for sure.
The Atom reappears 
Line32

Atom: That does it, Batman. The security matrix is off until further notice.

Line33

Batman: Good work, Ray.

Line34
Atom: I’ll go enable the rest of the teleportation chambers. The cavalry should be here soon.
Atom runs off (and disappears). Batman stops and turns to see 2 Apokolips Warhounds
Line35

Batman: I guess I’m not done yet.

	ACTION STARTS

OBJECTIVE 5: Defeat the Warhounds
· After 30 seconds, Cutscene 6 will be triggered


CUTSCENE 6: 

Superman flies in

Line36

Batman: Took you long enough.

Line37
Superman (jokingly): I thought you could use the exercise.
	ACTION STARTS

· After defeating all Warhounds, trigger Cutscene 6


CUTSCENE 7:

Line38
Superman: I take it The Atom made it in?

Line39
Batman: Yes, codeword “Fortress” went according to plan. 

Line40
Superman: It’s quite a coincidence that the one person who has the scientific know-how to shut-down the security matrix from the inside is also small enough to be beamed on the micro-teleporter you hid here.
Line41
Batman (smiling): If you believe in coincidence.
Line42
Batman (looking around): Darkseid’s still here somewhere; looking to escape with the artifact … The “Zetahedron”, he called it.

Line43

Superman (looking around): Shouldn’t take too long to find him.
Darkseid boom tubes in

Line44
Darkseid: Or perhaps he will find you! This game has gone on long enough! Prepare to kneel before Darkseid!

· Quick Fade Out to the JLA Theme
· CAPTION: “To Be Concluded … !”
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