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Set up your PSP® (PlayStation®Portable) system according to the instructions in the manual supplied with 
the system. The power indicator lights up in green and the home menu is displayed. Press the OPEN latch 
to open the disc cover. INSERT the Harvey Birdman, Attorney at Law™ disc with the label facing the system 
rear, slide until fully inserted and close the disc cover. From the PSP® system’s home menu, select the Game 
icon and then the UMD™ icon. A thumbnail for the software is displayed. Select the thumbnail and press 
X of the PSP® system to start the software. Follow the on-screen instructions and refer to this manual for 
information on using the software.

MEMORY STICK DUO™
Warning! Keep Memory Stick Duo media out of reach of small children, 
as the media could be swallowed by accident.

To save game settings and progress, insert a Memory Stick Duo™ or Memory Stick PRO Duo™ into the 
Memory Stick Duo™ slot of your PSP®. You can load saved game data from the same memory stick, or 
any Memory Stick Duo™ containing previously saved games. Note: A Memory Stick Duo™ or Memory 
Stick PRO Duo™ with at least 256 KB of free space is required for 

a “Save Game” file.

SAVING PROFILES AND SETTINGS
Harvey Birdman, Attorney at Law™saves data automatically at certain points. Do not remove the Memory 
Stick™ DUO or switch off the PSP® system when the Memory Stick™ DUO access indicator is flashing.

LOADING SAVED GAME SETTINGS
Once you’ve saved a game, your saved game settings and data are automatically loaded when the game 

is first booting up. 

RIGHT SIDE VIEW

FRONT VIEW

NOTICE: 
DO NOT EJECT 
A UMD WHILE 
IT IS PLAYING.

STARTING UP

WIRELESS (WLAN) FEATURES
Software titles that support Wi-Fi functionality allow you to communicate with other PSP® systems, down-
load data, and compete against other players via connection to a wireless local area network (WLAN). 
You can adjust the network settings to allow connection to a wireless local area network (WLAN). There 
are two WLAN modes: Ad Hoc and Infrastructure mode. Note: Harvey Birdman, Attorney at Law™ 
supports Ad Hoc mode and Game Sharing mode. Please see the Multiplayer section of this manual for 
further details.

Ad Hoc Mode: 
Ad Hoc mode is a wireless feature that allows two or more individual PSP® systems to communicate 
directly with each other.

Game Sharing: 
Game Sharing allows you to share a pre-determined portion of Harvey Birdman, Attorney at Law™ content 
with other PSP® system users. The other users do not need to have the Sonic Rivals™ 2 UMD™ in their 
PSP® system to use this feature. When another PSP® system user is nearby, select Game Sharing from the 
Main Menu. The other PSP® system owner must select Game Sharing from the Cross Media Bar onscreen 
display menu. Once this is done, Harvey Birdman, Attorney at Law™ game content can be sent and 
played via the PSP® system Wi-Fi functionality.

Note: Harvey Birdman, Attorney at Law™ supports Ad Hoc mode and Game Sharing mode. Please see 

the Multiplayer section of this manual for further details. 

PSP® (PlayStation®Portable) system configuration

GETTING STARTED GETTING STARTED



5

Quick Start
Getting Into the Game
We see how it is. You’re just so eager to play, you want to 

read one page or less for basic instructions and then use 

this manual for a coaster. So here’s your down and dirty law 

correspondence coursein a nutshell. There are two phases to 

solving each case:

Investigation: 
Before you go to court, you’ve got to gather evidence and 

collect testimony. Visit every available location and Examine 

every little cotton-pickin’ item you find. Talk with any char-

acter you come across, and, if you’re carrying an item you 

think might be connected to that character, Present that item 

to them to get more information. As you add evidence to your 

Inventory and meet folks to add to your Profiles, you open up 

new locations.

COURT:
Wow. Things get a bit tougher in this room. Surrounded by 

shrink rays, super villain litigators and a mind-taking judge, 

the jury can tell you’re up a creek from the get go. To prove 

your case, you’re going to have to carefully listen to each 

witness’ testimony and listen for inconsistencies to Press the 

witness about. You will also need to Present pieces of evi-

dence from your Inventory related to the testimony in order 

to prove your case.

In court, the Gravitas Meter on the right side of THE screen 

indicates how well you’re pleading your case. Present the 

wrong piece of evidence like a boob and you lose a Gravitas 

point. Lose all of your Gravitas points and you lose all cred-

ibility, the case is kaput.

That’s right, we said “boob”. Take a moment if you need one.

SAVE, LOAD, QUIT
During a movie, press the START button to Pause the game, 

then the X button to skip the movie or the START button  

to continue the movie.

At any other point, press the START button to Pause the game 

and bring up the Data menu and the options: Save, Resume, 
and Quit. Select “Save” to save the current game over a  

previous save, or “Quit” to return to the Start menu.
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CASE FILES
THE BIRD TEAM
Whether Harvey takes the role of Defense or Prosecution, 
the Bird Team always stands for truth and justice… even if 
the client is somehow linked to the burning down of Harvey’s 
humble abode or the pilfering 
of all of his office furniture. 

HARVEY BIRDMAN: 
With years of experience fighting for 

justice, both inside and out of the 
courtroom, Harvey Birdman is a semi-
familiar name you might have heard 
before…possibly. As part of the law 
firm of Sebben and Sebben, Birdman is 
a long way from his days as a lower-

level superhero that derives his power from the sun. Rest 
assured that these days, when you hire Harvey Birdman, you 
are dealing with a mid-to-lower-level attorney who derives his 
power from a crippling addiction to tanning crEME.

PEANUT:
Peanut is Harvey Birdman’s legal 

clerk and an important member of the 
Bird team. Unlike Harvey and Avenger, 
Peanut’s wings are not natural and 
are mechanical. Also, unlike Harvey 
and Avenger, Peanut never actually 
does any work. Peanut is just begin-
ning to develop his super powers 

and is still going through Superty (super hero puberty). But, 
Peanut can speak several languages and seems to know a lot 
about a bunch of different things that can kill you.

BIRDGIRL:
Birdgirl is Harvey’s newest and most 
eager addition to the Bird Team. Never 
afraid to get into the thick of the 
action, Birdgirl takes a very hands-on 
approach when it comes to justice. 
She is also a smokin’ hot redhead who 
wears very tiny skirts that turn the 
heads of just about everyone, espe-

cially Harvey’s boss, Phil Ken Sebben. Birdgirl’s secret identity 
is Judy Ken Sebben, daughter of Harvey’s boss, Phil Ken Seb-
ben. Let that sink in for a moment.

AVENGER:
Avenger and Harvey go way back and 

share a deep bond. Not quite deep 
enough that Harvey spares Avenger 
from doing his menial work, but pretty 
deep. Avenger often finds himself tak-
ing dictation or filing and is a valuable, 
if often overlooked, member of 
the Bird Team. 
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CASE FILES

THE OPPOSITION
These characters constantly try to thwart Harvey’s case by 
interjecting false evidence, surprise witnesses and plausible 
objections. freezing and shrinkage are also possible known 
courtroom tactics, so watch out. Of course, the bright side of 
finding yourself suddenly two inches tall is knowing that you 
must have the upper hand.

REDUCTO: 
Back off! 
Myron Reducto 
is an attorney 
at Freezoid, 
Zarog & Skon. 
Even though 
Reducto 
frequently 
opposes Bird-

man in the courtroom, they are fairly 
close friends. Reducto is obsessed 
with the teensy, tiny and will have no 
problem making you fun-size if you 
get in his way.

VULTURO:
Listen care-
fully and you 
might, just might get the jist of what 
Vulturo saying. Most likely not though. 
It doesn’t make it any easier that Vulturo 
is completely unaware of his speech 
impediment. Strangely, it hasn’t affected 
his success as an attorney. 

FREEZOID:
Stan is the Freezoid in “Freezoid, Zarog & 
Skon”. Reducto has referred to him as “ 
the best criminal defense guy in the busi-
ness”. This may be due to his scool headed 
approach to defense law or it may be be-
cause he has the ability to freeze anyone 
he wants to when he loses his temper. 

Scroll through Menu Options LEFT  RIGHT
and Testimony   analog stick 
    or directional  
    buttons

Select/Examine/Skip Movie X button

Replay Movie/Cancel  C button

open Evidence FILE  S button

Display Gravitas Meter/
Change Tabs   L1   R1 button

Pause/Data Screen  w button

CONTROLS

the control pad

i
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GAME MENUS

START MENU

PLAY:
Once the game has loaded, Select 

a blank slot to launch a new 

game or, to load a previous saved 

game, select from one of three 

saved game slots.

UNLOCKABLES:
VIEW UNLOCKED MOVIES.

OPTIONS:
This OptionS SCREEN SHOWS THE ADJUSTMENT OF THE SOUND 

EFFECTS AND MUSIC VOLUMES, AS WELL AS THE ACTIVATION OF 

SUBTITLES.

DATA MENU,
SAVING THE GAME
Press the w button to pause the 

game and bring up the data menu.

RESUME:
Play the game from the point at 

which you paused.

SAVE:
Save the game.

quit:
return to the load screen.

evidence FILE
Outside of court, select “Present” to pull up the Evidence 
FILE.  Use the L1 or R1 button to change between the tabs at 

the top of the screen: Inventory or Profiles. Select the 

“Inventory” tab to view the items you are carrying, or the 
“Profiles” tab to examine each of the people you’ve met who 

are important to your case.

LAW THEORY
Welcome, Justice Seeker, to the exciting world of criminal law! 

You may be serving in the role of Defense Attorney or you 

might find yourself sitting behind the Prosecutor’s desk. It 

really all depends on which client walks through your door 

and what you’ve got on your calendar at the time. No matter 

what, you’ll take the case!

INVESTIGATION
Once you’ve completed the first case, every case thereafter 

requires the keen eye of a shrewd detective. Since there 

aren’t any on hand, it’s up to you. Get out there and go places! 

See things! Do stuff! Get the things that people sent ya’, and 

so forth. You need to explore locations, talk to people and 

collect evidence in order to be victorious in court.

MOVE:
Select Move to bring up a list

of all available locations to visit and 

explore. Getting to the location you 

want to visit is as easy as selecting 

it. As you visit locations and talk to 

people, new locations become avail-

able.

examine:
Every location has items to exam-
ine, from potted plants to Death Ray Machines. Simply move 

the magnifying glass over each of the items for a detailed 

description and press the x button. If the item is important to 

your case, it is automatically added to your Inventory. 

TALK:
If someone is available to talk to 

at the location, select this option 

to have a chat. Talking directly to 

someone or about someone will add 

people to your Profiles. You can 

review your Profiles at any time 

by opening the Data screen and 

selecting the “Profiles” tab. 

PRESENT:
If you are chatting with someone and you want to question 

them about an item in your Inventory, open the Inventory 
screen, select the item and select “Present”. Follow these 

same steps in the courtroom when you’re ready to show the 

item to a witness and question  

them about it.
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COURT
This is where the real magic happens. It’s just you, the super 

villain opposing counsel, a judge from another planet, and a 

bunch of jurors with bizarre fashion sense. This is where the 

Evidence you’ve worked so hard to collect will come in handy.

As each Witness is called to the stand, you get a chance to 

listen to their story and ask questions. Everything they say ap-

pears at the bottom of the screen and you can scroll back and 

forth between each statement. 

PRESS:
If something the Witness said 

sounds fishy, you have the option 

to Press them about it. When their 

testimony appears at the bottom of 

the screen, scroll to the particular 

questionable piece of dialog and 

select “Press”.

PRESENT:
When someone on the stand gives testimony related to a piece 

of Evidence you’re carrying, scroll through the Witness’ dialog 

to the statement in question and select “Present”. You can 

then select the item in your Inventory to Present it to the 

Witness and the Court. 

CHOOSE:
In some cases, pressing the wit-

ness and, or the opposing lawyer’s 

objections gives you choices:

• If you’re asked a question relative 

to your avenue of pressing- An-

swering correctly with the infor-

mation collected so far aids your 

case. Answering incorrectly hurts 

the case.

• You may have to choose a topic to ask in hopes it will break 

or change the testimony.

• You may be asked a simple yes or no question. This

could be something basic like “do you want to object?”.

gravitas meter:
In court, the Gravitas Meter on the right side of screen 

indicates how well you’re pleading your case. Say the right 

thing or Present the right item at the right time and you’ll gain 

a Gravitas Point. Sound like a boob or Present a wrong piece 

of evidence and you lose a Gravitas point. Lose all of your 

Gravitas Points and you lose all credibility, the case is kaput. 

IMPORTANT-SOUNDING
LAW TERMINOLOGY
DEFENDANT:
The defendant is the person on trial. The Judge rules 
whether the defendant is guilty or not guilty.

defense attorney:
Argues against evidence and testimony offered by 

the prosecution to prove the defendant’s innocence. 
If the defendant is Harvey’s client, then Harvey must 
prove him innocent.

prosecutor:
Submits evidence and calls witnesses to testify in 
order to prove the defendant’s guilt. If Harvey is 
the prosecutor, he needs to prove the defendant 
guilty.

judge:
Controls the courtroom and makes final judgment 
based on cases presented by both defense attorney 
and prosecutor. Harvey deals mainly with Judge Migh-
tor and Judge Mentok.

TIPS 

OF THE 

TRADE!

• Try exploring different areas and 
    returning to previously visited
    locations.
• Examine every object closely.
• Listen to what people tell you 
    and try out different responses.
• Press witnesses with different  
    pieces of evidence.
• If you fi nd edible evidence, don’t 
    present it to Potamus. 
    We’re just sayin’.

OF THE 

TRADE!
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  Video Director
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Tom Martin 
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© 2007 Scaleform 
Corporation. All rights 
reserved.
Uses Bink Video. Copy-
right (C) 1997-2007 by 
RAD Game Tools, Inc.

CREATED BY
Michael Ouweleen
Erik Richter
 

DIRECTOR
Chelsea Faso
 

ASSISTANT 
PRODUCER
Phil Bolus

ART DIRECTOR
Jacob Escobedo
 

WRITER
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Executive Producer
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Executive Producer
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Technical Director for 
Turner Studios
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Intern

MARKETING 
Nique Fajors, Jack Symon, Tony Leung, Laili 
Bosma, Frank Filice, Philip Ser, and Brian Dunn.

CREATIVE SERVICES
Francis Mao, Jacqueline Truong, 
Kevin Converse, Christine Converse

PRODUCERS
Robert Hamiter
Robert Johnson

PRODUCT DEVELOPMENT
Scott Bayless, Adam Boyes, Rey Jimenez, Alben 
Pedroso, Gary Lake, and Kraig Kujawa

QUALITY ASSURANCE
Takashi Kubozono, John Arvay, Shawn Alonzo 
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90-DAY LIMITED WARRANTY
CAPCOM ENTERTAINMENT, INC. (“CAPCOM”) 
warrants to the original consumer that this 
DVD-ROM from 
CAPCOM shall be free from defects in material 
and workmanship for a period of 90 days from 
date of purchase. If a defect covered by this 
warranty occurs during this 90-day warranty 
period, CAPCOM will replace the DVD-ROM 
free of charge.
To receive this warranty service:

1.Notify the CAPCOM Consumer Service 
Department of the problem requiring warranty 
service by calling (650) 350-6700. Our Con-
sumer Service Department is in operation from 
8:30 a.m. to 5:00 p.m. Pacifi c Time, Monday 
through Friday.

2.If the CAPCOM service technician is unable to 
solve the problem by phone, he/she will instruct 
you to return the entire DVD-ROM to CAPCOM 
freight prepaid at your own risk of damage 
or delivery. We recommend sending your 
DVD-ROM certifi ed mail. Please include your 
sales slip or similar proof of purchase within  the 
90-day warranty period to:

CAPCOM
Consumer Service Department
800 Concar Drive, Suite 300, 
San Mateo, CA 94402

This warranty shall not apply if the DVD-ROM 
has been damaged by negligence, accident, 
unreasonable use, modifi cation, tampering  or 
by other causes unrelated to defective materials 
or workmanship.

REPAIRS AFTER EXPIRATION OF 
WARRANTY
If the DVD-ROM develops a problem after 
the 90-day warranty period, you may contact 
the CAPCOM Consumer Service Department 
at the phone number noted previously. If the 
CAPCOM service technician is unable to solve 
the problem by phone, he/she may instruct you 
to return the defective DVD-ROM  to CAPCOM 
freight prepaid at your own risk of damage or 
delivery, enclosing a check or money order for 
$20.00 (U.S. funds only) payable to CAPCOM. 
We recommend sending your DVD-ROM certi-
fi ed mail. CAPCOM will replace the DVD-ROM, 
subject to the conditions above. If replacement 
DVD-ROMs are not available, the defective 
product will be returned to you and the $20.00 
payment refunded.

WARRANTY LIMITATIONS
ANY EXPRESS OR IMPLIED WARRANTIES, 
INCLUDING WARRANTIES OF MERCHANT-
ABILITY AND FITNESS FOR  A PARTICULAR 
PURPOSE, ARE HEREBY DISCLAIMED. IN 
NO EVENT SHALL CAPCOM BE LIABLE FOR 
SPECIAL, INDIRECT, 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 and Canada only. Some states 
and provinces do not allow limitations on how 
long an implied warranty lasts or exclusions of 
consequential or incidental damages, so the 
above limitations and exclusions may not apply 
to you. This warranty gives you specifi c legal 
rights, and you may have other rights, which 
vary from state to state or province to province.

ESRB RATING
This product has been rated by the Entertain-
ment Software Rating Board. For information 
about the ESRB rating, or to comment about the 
appropriateness of the rating, please contact the 
ESRB at www.esrb.org.

CARTOON NETWORK, ADULT SWIM, the logos, 
HARVEY BIRDMAN, ATTORNEY AT LAW and all 
related characters and elements are trademarks 
of and © Cartoon Network. (S07)  

DISTRIBUTED BY CAPCOM ENTERTAINMENT, 
INC.  CAPCOM and the CAPCOM LOGO are 
registered trademarks of CAPCOM CO., LTD.  
Developed by High Voltage Software, Inc. High 
Voltage Software, Inc. and its logo are trade-
marks of High Voltage Software, Inc. Dolby, Pro 
Logic, and the double-D symbol are trademarks 
of Dolby Laboratories. All rights reserved.

“PlayStation”, PS Family Logo, and “PSP” 
are registered trademarks and “UMD” is a 
trademark of Sony Computer Entertainment Inc. 
“Memory Stick Duo” are trademarks of Sony 
Corporation.  




