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WARNINGS Read Before Using Your Sega Dreamcast Video Game System
CAUTION

Anyone who uses the Dreamcast should read the operating manual for the software and console before operating them. A responsible adult
should read these manuals together with any minors who will use the Dreamcast before the minor uses it.

HEALTH AND EPILEPSY WARNING

Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights or light
patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or loss of conscious-
ness may occur even if the person has never had an epileptic seizure.

If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior to using
Sega Dreamcast.

In all cases, parents should monitor the use of video games by their children. If any player experiences dizziness, blurred vision, eye or mus-
cle twitches, loss of consciousness, disarientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USE AND CON-
SULT YOUR DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using Dreamcast:
e Sit a minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable.

Do not play if you are tired or have not had much sleep.
* Make sure that the room in which you are playing has all the lights on and is well lit.

* Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and fingers so that you can
continue comfortably playing the game in the future.

OPERATING PRECAUTIONS

To prevent personal injury, property damage or malfunction:
* Before removing disc, be sure it has stopped spinning.

* The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this disc in any
thing other than a Dreamcast console, especially not in a CD player.

* Do not allow fingerprints or dirt on either side of the disc.

* Avoid bending the disc. Do not touch, smudge or scratch its surface.

* Do not modify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape.
* Do not write on or apply anything to either side of the disc.

e Store the disc in its original case and do not expose it to high temperature and humidity.

e Do not leave the disc in direct sunlight or near a radiator or other source of heat.

* Use lens cleaner and a soft dry cloth to clean disc, wiping gently from the center to the edge. Never use chemicals such as benzene and
paint thinner to clean disc.

PROJECTION TELEVISION WARNING

Still pictures or 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.

SEGA DREAMCAST VIDEO GAME USE

This GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to play this GD-ROM on any other CD player;
doing so may damage the headphones and/or speakers. This game is licensed for home play on the Sega Dreamcast video game system
only. Unauthorized copying, reproduction, rental, public performance of this game is a violation of applicable laws. The characters and
events portrayed in this game are purely fictional. Any similarity to other persons, living or dead, is purely coincidental.
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. [1:5 "tiﬁne to lace up your skates and head back' to the ice ar*l’anal.-_' :
~ NHL 2K2 explodes onto the Sega Dreamcast to complete the
~ phenomenal series of 2K2 spmrts games And thkey has

~ never been this gcu::-d | .

. Al the hltS all the speed, all the shr::lts and all of the saves -
L 'é'basmally evmythmg that you've come tr_l expect fmm Sega. Al
;_'”f:ﬁ‘f_"*uf the realism, ct}ntmls and amazing gl"Elph]BS are waltlrlg for

. yau inside. y e
- EJD yc:u want to play a full season’r’ HDW abuut a half season'?’ Just the playuffs'?’ G{" what
_ about a tournament with your friends? It's all there Spy the puck car‘mer* along the boards
. '_ and deliver a bone crunchmg check or hit the DF_’)E['] man wmh a beautlful pass fur a perfect
CIFIE-tIITIEP . 5 .. EEi : : : : BER e
80 what are you waiting fcn"‘? All DF the gr*eat hackey maﬁch ups are mght there at y{:lur

"“_sfmgertlps Lace up your, skates and get your game face Dn Thls |s huckey and thlS S
NHL EKE . | . . . - .
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i;:NDTE Sega Sports™ NHL EKE is a one tu fmur‘ player game Before turnmg the Dreamcast

i Power ON, connect the Cnntmller[s] or other peripheral eqmpment into the f:mntml pclrts ::nc

o the Dreamcaat To return to the title screen at any point during gameplay, mmultanec:usly
press and hold the A, B, X, Y, and STAF!T butl:c:ns T|‘|IS W[” t:ause the Dreamcast to saﬁ:

reset the snﬁ:war‘e and display t;he title scr*een




L/FI Triggers

Keybnard

It's Easy to use. Slmply
plug into a Dreamcast
cuntruller port.

'-Key spacing, size and
~ tactile feedback same
~ as the finest--kéybuard's

i _Eumpanhle with Dreamcas
“internet hrnwser.

- thua!Memury Unit

 Directional —
~ Pad (DPad)

—LCD _.S_l_:r-i'-sé‘.n'

[i-----r-- B Butr.un o

Expansion Thumb Pad
Socket 1 : '

Expansion Directional —
Socket 2  Pad [D-Pad)

UL

Analag

l
o=

M—\

——— Unique shape.

Ho—Ful keyboard
functionality.

—Connector

: :' S'I:éep Button
—Mode Button

o T e
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. and press the A buttan. If you

d hockey player with Advanced Controls.
' 'Aha_lijg";_Stic:I{ [DPD»-F’ad] .

t menus and screens,

~ press the Y button for Command help.
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game. Go to Settings -> Controller to view and c_unfig_ure
have quest

: the controller setup. There are Basic controls for the
Analog Stick (or D-pad) in the direction of the menu

F
3
i
i
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~ The SEGA Dreamcast analog controls provide a fuller
. range of mation and add to the overall depth of the

NHL E-KE"ES. de’SiQhed wit_h analng-functitjnali
' To highlight and select specific menu items, press the

~ new player but added flexibility
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Here's a break -dnwh of the standard controls when you or one of your teammates has the
puck and you are on offense. Use the Deke, Speed Burst and Sidestep to elude the defend—
ers and put the shot on net. One of your best chances to score is the One-Timer. Get the
pass to your teammate and shoot it as soon as you get the puck The mISdIPEGtI[JFI can get
the goalie Gut of position for an Dpen ook at the net.

'BASIC OFFENSE . _ .
;foensme Mmres u'.nth the Puck - L (jffensiue Moves without the Puck .
:_'Buttun ~ Action ' . Button ~ Action .

Y | ' ._'Déke /-D'L;rﬂp o Y ~ Deflection
5 . Shoot, | e o _: X ~ OneTimer / Hook

B speedBuse 8 4 Speed / Checki
'- A F‘ass -r' b _ A ~ Change Players

"I___'_TI_“_;i_ggér*' f; Prutect / Sldestep o L Tfigger ' Sidestep

Hockey isn't played one on five - it's a team game so use the rest of your
players. Crisp passing will help you find the man with the best look at the

| goalig, and the best chance of putting the biscuit in the basket.




When you get the puck in the offensive end of the arena, shoot the puck. Wrist shots,
slap shots, wrap-arounds, and one-timers; the more shots you put on goal the better

your chances are of scoring.
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Aduanc:ed foense
ii'Bffenslue Mcmes with the Puck

'- ;Buttun o "-'_:Actmn

Y s L Triggeﬁ', :. . -'_':Deke L L
X _ ..W!"IBt Shcﬁ: / Sﬂap Shnt
X + L Trigger b Slap Shr:lt

- .B . | F‘mtect F’uck

B LTrigger i :--"':j:;';:-;_--_:Slde Step

A _%.:-I_?_,'Trigger | '-?':35:{F1|p F’ass |

" R Trigger -._'__'--?Speed Burst

A A

L Trigger o Madn‘y Eiuttuns




Direct your shot by using the analog stick while shooting the puck. Look
where the goalie is setting up and use it to your advantage. If he has
flopped onto the ice, press up on the analog stick while shooting to
send the puck high. If he's still on his feet, you can try going five hole

(between his legs) by pressing down on the stick while shooting.   '. .
.Offeﬁs_iirg. Ml;iues wn:huut thePuck L ] .

Button  Action
Y Deﬂectlﬂﬂ
X+LTigger  One-Timer
B Chﬁ‘ﬂk
. BilTrigger | Sidestep
;3, ChangESkaters

You've got a teammate flying down the right wing and you make the pass but
when he touches the puck, the referee whistles the play dead. You have to
be careful when you make long passes in the NHL. If the puck crosses a blue
line and the red center line without being touched by another player, It is con-
sidered a two line pass. (When you do this the play will stop and you will have
to face-off where the twao line pass originated).
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. You have to play a strong defense to win at hmckey Check.ﬁ_?:_:::'
o ;tha other team's skaters early and often. The other tearn --
- can't score if you keep them out of youp zone. ‘

'BASIC DEFENSE |
~ Button Action .

Y  Block Shot / Dive
o i '"'_Pnke Check / Hook
= L SIIJE.‘E‘C[ Burst / Check

| A Change Players

When your players are in need of a
line change and are having trouble
L | getting the puck out of their zone, or
~ Button Acl:mn L | if you are trying to keep the puck in
Ly Blmck Durnp / Knee the opposing team’s zone, utilize the
u . | Advance controls to take advantage
| 4L Trigger Block Shot / _D_'VE of the “dump” and “dump block” fea-
- nge Check . tures. On offense, you can dump the
. X+ . Tfi.gger Hooke “ 0 =] puck by pressing the Y button once
R - -_ | you gain control of the puck in your
B Check | zone. On defense, with a defender
B+ Lﬁ'T""i"QQEr wiSide Stép a8 | near the boards, pressing the Y but-
S - | ton will cause your defender to snug
N _ | up against the boards to block the
- A+LTrigger Goale | opposition’s dump attempt.

ADVANCED DEFENSE
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GOALIE CONTROLS




Il make the

Initial save, but the puck will ricochet

e wi

the hands of the attackers and

the second shot sneaks past the

off his pads. The puck invariably ends
up in

goalie. When you're on offense make
sure you follow your shot in to the
goal to try for that second chance.
When you're on defense, check the
shooter and get to the rebound as
quickly as you can.

A lot of times the goal
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.'_:_”.-"Wlth all uf the physmai ptay, |1: is understandable that tempers ﬂare ff\s the game get:s
'f-'more phys:c:al the chances af a flght lncrease When they da dmp the glmves the players

'.'??:.:_3.t;hr:|ugh both piayer‘s W|El ieave the u:e Wlth asd minute majﬂr* pena[ty

| B““"’“ L ., Ar:t:lun
“ . Duck/Avald

o iy o e i A m e e RS T e

When you see this icon on screen, don't bother try-
ing to change lines, aggressiveness or face-off forma-
-1 tion. This icon indicates you are locked out. The home
=~ | team is allowed the last change before a face-off. See
| page 13 for Coaching Strategies controls.
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Ther‘e ar‘e seuer*al game mndes you can play in NHL EKE @umk St:ar't E}(hlbltIDI"l Season
F’Iayﬂffs and Tournament Here are aII of your DptlDﬂB fr‘c:um the maln menu |

i F’lck any twcz teams and gm at it Dne on one. This is a great way tc} practlce befure '
-'_headlng mtu:l ymur seaaon or When you re playmg agalnst a fmend .

: , 'fSeasun _ Ly R Wy
i _-_:“Get r*eady fcw either a fuII 82 game or half 42 game saasan Guu::le yuur team o
. -thmugh the r‘egular season and then on to tha playaﬁs |f ymur t:eam is gﬂod enmugh

_ }-;_._;_IIJG yuu want the exciting chase of the Stanley Cup but wzthout tha gr*uehng regular
. season? Then select playoﬁs plck yaur team and see |f you can Iead them tm the
L Champmnshlp SEPIEE e . o

Tournament .
v Setup a 4, B, or ’IB team taur*nament
. Credits Ty .
{iew the niames 6f the pemple that . When ygur' team makes a mistake anf:i
Greated NHL 2K2 s | gets whistled for a penalty, the offending
L ;o ual 5;-‘5:2{5-’;.-'5;:'..;-_ | player will get sent to the penalty box.
; ;'__Guu:k Start L | | With player(s) in the penalty box, you'll
. dump right into the actu:m . have to play one or two men down. Your
. _--__-'.;:jgnsteps | R ;':':':;ii.fi"_:ff}j_'-f' objective during a penalty killing situation
_'_'f';Trade players from tearn to team ol is to keep the puck out of your zone.
 adjust your favorite team s mster L | Don't worry about trying to score - just
I getcontrol of the puck and dump it
down the ice. You're trying to kill time so

i you can get back to full strength.

fEninel :.':_':REGDI’E]S : gt
“3"-.'-_r_f_;.:_";'\fiew yuur user created r‘ecords

a 2 o
g A, i g e B R e o b e i it e B e i e T
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pr‘EWDUS Play

 Action

| team. Use the L and R triggers to cycle through the tesms and

 select your team. Push the analog stick left to choose the Away
- :_-;thergj_"p:r;‘_e_ss:th'e_--STAHT'btjt_:_t'ph to make your _sel_eg:}t:;_iftgn'.

bEbr‘DughttD a screen like this one. This is where you get to
# team, or push right on the analog stick to choose the Home
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OFFENSE
L ;;j‘Breaknut [puck is l" ‘Iﬂ“" znne] ; - -
:f'-':ﬁ;'_-'_;;'::Boar*d __Gr:rud fDP defeatmg a team that is aggresswely faracheckmg
L :-'__-'.:?--,:F‘omtmnal Use this when your skaters aren’t as skilled as the defense

7‘".-'.5'_"_;:-:_'51:Fr‘ee FIEJW Use thIS when you haua good skaters mn the IGE and the defense =
o ot puttmg ﬂh a |Dt Df pressure L .

' -=:'f".::55_ii:i_?_":;?_.*_:'Mwe Dut [pur:k is in the neutrai znnel
:_-"_jl";—".;{'égr'?dup - -?: Take a mnment BEJ reset ynur offense

Criss Cross Get ymur skaters r*unmng acmss u::e tm bulld up speed

f_f';:_f-foensiue Zone :_ .

| :_.:...E.;P:@Sitignal The Fc}rwards WIIE come str‘aight acrmss the IGE',

'_:_;'s;-‘f;T;-hiiéjmgle The Forwards wﬂl be on the same mde of the net cycltng the puck
e looking for the mpen shnt . -

Bverlead _ Get a p[ayer in fmnl: mf the net if yau ve gr:at big. players stand Dne of :%f"@%'?
oy . your blg men up |n frmnt of the gﬂaile to plc:k up the rebaunds .




DEFENSE o L
| Furecheck [puck is in the nppunents zune] - i
1 4 LA c:onservatwe atl:ack where Unly the center i furecheckmg
221 - :-' Thza is an aggresswe at!:ack a gcu::d p[ay fur blg teams

113 QUSE the Zane forecheck tEl sluw down faster tearns

Neutral Znne L - _ e
’! ’I 3 L _ThIS aggresswe attaf.:k WI" Peally preas for turnover‘s .
Wl E -y ’"'-Z-Thls conservative attack s best used to slow dDWf‘l faster teams.{ff:v.'f._fl,'-"iz--?:.??:" |

91_2 A z0ne tr‘ap is an advanced defenswe technlque des igned to force the _
... - ".-.:_'.f'{'-'Duc:k to the Uutsu:ie oy . -

"':','__.Defensme Zune

o :__-’;'-:':'--Znne K ThlS is a safe t:lefense to cali except when yau are Uutmanned in a
o penalty kl[llng smuatmn . i e

o _ff-,;:f;_f..f_fBax and 1 Another zmne defense thls ﬂne I(eeps a man in the slot.

1 2 2 ThIS |s a G{mematlﬂn Df zane and man cnverage




FAG E-DFFS

Z_;:_: -.-,:E}ffenswe | ““*-LEileS f::ur the mmedlate shat fo the br'eak |
? DP an tmmedlate break dﬂwn the | |ce '

j Efenswe The defenseman wﬂl drc:p back and
‘ L cover the nEt Ur'l thE-‘ bPE!E]k 1

. E-?3’:-f:-ffj'f.arasclm. TEAMS
_. 'ﬁ"',P"WE" ""’V T o o
g0 -5.;. -A balanced attaa:k when y‘au haua a man advantage

Funnel ':;Players attack the net a gmmd affense tu pu:k up Ic:mg slap shmts
_;and Pebnunds e | - -

| WingOff Side This, attar:.k Iaoks for the one-t|mer~

L Bodl
Y as pﬂssmie

- -;";-:f[glamond . This mﬁers mnre protec:tmn mght up the mlddle

{'_;:_;Tpgangular A gomd ciafense when yc;au have twm men ln the penalty bnx
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. -'--_;-_._The !Dnger ynur p!ayers are on the ice, e more fatlgued ﬁhey bemamew *;."_ﬁﬁur‘ best chanc:e at .
}f_,;wmnrng the game comes when ynu keep your p[ayers fresh, Use the cantmls Elsted be ow to
~get new players out onto the ice. Don't call for a line change when the mther* team is attackﬂ- o

B ingyour goal. Wait for your playera to cross center u:e then Eiump the puck mtm t:he. Uffenﬂ':-~-_f:f"-:_::f_'.-'__;;
B sive zone and swmch out ymur piayers | . o=

' But:t;nn At:tmn e

Wkl {0 N Offensive Line

._ _:";F% ngger + [3 Pad Llp ' -".f"PPemDus Dﬁansw& Llne
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NDTE Wlth Puwer Play or F’enalty Kﬂl !mes l:lrt the ice, pr‘essmg
up or down on the D-Pad will change the entlr*e line [8 4 ar 5
players dependmg on the mtuat:on] o e

Wi%*ﬁf%“ R e L

Be careful when you pass the puck. Try to avoid passing it from one side of
the ice to the other. When you make a long cross ice pass, the chances of
a defender skating in between and picking it off are high. This is how a lot of
breakaway opportunities happen.
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F‘r*ess the STAHT button dur‘mg the game tcu bmng up the F’ause Menu me here yuu Gan}f: ,:;f_'
selec:t fmm ane of the follnwmg nptlt}ns | L

o Replay

and much mare

1 ﬁzll..i'nel.:'-s:

Time Out:

| :::‘nuit:

i __:G.ﬁﬁilerfa:

~ Pull Goalie:

| canublier:

 Settings:

Review the prem{aus play agaln and agam

Break the game dﬂwn with ail caf the numbers shnts saves hats

~ Edit your lines 1:0 mlx up your piayer comblnatmns Get the hf}i; gﬂal
: scmrer up onto your number Eii“lE Ilne to maxlmlze hls playmg ttme

' Yau dont see man\; 1:|me uuts in huckey but [f ynur team needs a
br‘eak you can call one. It is the perfect way to get your best player‘s'_ﬁ'
a little breather at the end Df a pammd wmhout hawng to sm them for .
a Shlf‘t .. .. .

Leaue the game and gu back tm the main menu The game WI]J ask
you to cnnﬁrm that you r‘eally Want tc: qu:t befﬂr‘e ieawng the game

Select fmm Dne Df the many camera angles 8VE]I|EIb|E‘, m the game,
Select the Dne that gwes you the best vrew of the game i

You can always pull ymur’ gDahe tm ges an extra skater Uut cm the L
ice. Do this when you are dDWﬂ a guaf and the face off is H’l ymur :_.5*{f-i:;-;::’.:}_
Uppanents end nf the !ce i - -

-_Change WhIEh team ymu are cuntmlllng

See page 22 frJr the detalls Df thlS sub menu
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-Want to see that beaumful one-timer agaln’?’ Then bmng up the Heplay featura nf NHL EKE
from the pause menu to view it again and again. Change the angle zoom in or zuom out

~ and you can see the shot sneak past the gDalle Its Ilke you re in char'ge uf ynur an high~ -
| Ilght reel. - mw. L _ L

_ Buttun_ ! '.ﬂt:til:l-l;l o _
o 700 Dut .
ZDUm In
Fieplay F’anel ON / DFF" :

. LTr:gger | . _B_ewmd.[analog]

_H-Tl"igge'l.*" \_ '} ,..;-:_:_EEaStJfDr‘@ar“d (analog)
b Pad . Moves aim indicator
':5'-3Analug Stmk Up . -P-an'High

1'-;_.:_f.-.:.f"_._;‘-‘slrlalrag St[c:k Duwn. L F’an Low
~ Analog Stick Left  Pan Left
- _fﬂnalmg Stmk thht _ '_ Pan Right

';.{,:,:'-NEJTE Whrle mnwng the a|m mdlcatﬂr ynu c:an alsu IDGK on” tr:x any player tu fnllnw them
:'thraughnut the entire replayy To do so, srmply mﬂve the aim mdmatnr dlrec:tly r.ln tDp t:af
whatever target ynu WISh tr.} track '
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‘When yau select SEtlslngs from the Pause Menu you will gr:: to thlS sub menu me here
you can ad|ust the fﬂlluwmg . o

'_":'_I?rés_enta_tian: Bhange all fthe audio and wsual cues in the game Yau GE]FI
e adjust piayer indicators, turn the offside indicator on and Elff
change the sound, volume and in game Dammentar'y Gustmmlze

your NHL 2](2 playmg expemence to best sun: yaur Ilkmg

 Contraller: . Take a quu:k Icmk at the current cmntmiler‘ conﬁguratlcm .
' [which buttons dn what] AISU toggle between Baenc: and

Advancecl Contmls

Options: 1 .Vsew the Dptmns Menu See F’age 28

'Exit Settings:  Return tm the [ZIPE':VIE]LIE menu

Icing occurs when a team passes, shoots, or deflects the puck across the
red center line and then past the red goal line in that team'’s offensive
zone without being touched by another member of that team. VWith NHL
lcing rules, the penalty is not called until the defensive team touches the
puck after it crosses the red goal line. If the offensive team touches the
puck before the defensive team, icing is not called. With International lcing
rules, the penalty is called as soon as it crosses the red goal line.
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*THIS LIMITED WARRANTY IS VALID FOR U.S. AND CANADIAN SEGA DREAMCAST SOFTWARE MANUFAC-
TURED FOR SALE IN AND PURCHASED AND OPERATED IN THE UNITED STATES AND CANADA, ONLY!

Limited Warranty

Sega of America, Inc. warrants to the original consumer purchaser that the Sega Dreamcast GD-ROM shall be free from defects in mate-
rial and workmanship for a period of 90-days from the date of purchase. If a defect covered by this limited warranty occurs during this 90-
day warranty period, the defective GD-ROM or component will be replaced free of charge. This limited warranty does not apply if the
defects have been caused by negligence, accident, unreasonable use, modification, tampering or any other causes not related to defec-
tive materials or workmanship. Please retain the original or a photocopy of your dated sales receipt to establish the date of purchase for
in-warranty replacement. For replacement, return the disc, with its original packaging and receipt, to the retailer from which the software
was originally purchased. In the event that you cannot obtain a replacement from the retailer, please contact Sega to obtain support.

Obtaining technical support/service

To receive additional support, including troubleshooting assistance, please contact Sega at
e web site (http://www.sega.com/customer_service)

° g-mail (support@sega.com)

e 800 number (1-800-USA-SEGA)

* Instructions en frangais, téléphoner au (1-800-872-7342).

LIMITATIONS ON WARRANTY

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR-
POSE, ARE HEREBY LIMITED TO 90-DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN.
IN NO EVENT SHALL SEGA OF AMERICA, INC., BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE
BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. THE PROVISIONS OF THIS LIMITED WARRANTY ARE VALID IN THE UNITED .
STATES ONLY. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, OR EXCLUSION OF CONSE-
QUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. THIS WARRANTY PRO-
VIDES YOU WITH SPECIFIC LEGAL RIGHTS. YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

ESRB RATING

This product has been rated by the Entertainment Software Rating Board. For information about the ESRB rating, or to comment about the
appropriateness of the rating, please contact the ESRB at 1-800-771-3772.

Sega is registered in the US Patent and Trademark Office. Sega, Dreamcast, the Dreamcast logo, and Sega Sports are either registered trademarks or trademarks of
Sega Corporation. © SEGA CORPORATION, 2002. All Rights Reserved. www.sega.com. NHL, National Hockey League, the NHL Shield and the Stanley Cup are regis-
tered trademarks of the National Hockey League. All NHL logos and marks and team logos and marks depicted herein are the property of the NHL and the respective
teams and may not be reproduced without the prior written consent of NHL Enterprises, L.P. © 2002 NHL. All rights reserved. Officially Licensed Product of the
National Hockey League. Officially Licensed Product of the NHLPA. NHLPA, National Hockey League Players' Association and the NHLPA logo are trademarks of the
NHLPA and are used under license by Sega. © NHLPA. Made and printed in the USA. WARNING: Operates only with NTSC televisions and Sega Dreamcast systems
purchased in North and South America {except Argentina, Paraguay and Uruguay). Will not operate with any other televisions or Sega Dreamcast systems. Product
covered under one or more of the following U.S. Patents: 5,460,374; 5,627,895, 5,688,173; 4,442,486; 4,454,594; 4,462,076; 6,102,800; Re. 35,839; Japanese Patent
No.2870538, (Patents pending in U.S. and other countries); Canada Patent No. 1,183,276. The ratings icon is a trademark of the Interactive Digital Software
Association. Sega of America Dreamcast, Inc, P.0. Box 7639, San Francisco, CA 94120,

"GET READY FOR THIS (INSTRUMENTAL)"
Words and Music by JEAN PAUL DE COSTER, FILIP DE WILDE & SIMON HARRIS © UNIVERSAL-MCA MUSIC LIMITED/LEOSONG COPYRIGHT SERVICE LIMITED,
ALL RIGHTS OWNED OR ADMINISTERED IN THE UNITED STATES AND CANADA BY SONGS OF UNIVERSAL, INC/BMI

"ROCK AND ROLL PART 2"
Words and Music by GARY GLITTER & MIKE LEANDER © 1972 UNIVERSAL/MCA MUSIC LIMITED, ALL RIGHTS OWNED OR ADMINISTERED BY SONGS OF
UNIVERSAL INC/BMI



EVERYONE

= I Seqa is registered in the U.S. Patent and Trademark Office. Sega, Dreamcast, the Dreamcast logo, and Sega Sports
s M e are either registered trademarks or trademarks of Sega Corporation © SEGA CORPORATION, 2002, All Rights | GGNveaT ateoey
IESRB

S

Pty

S Fhaisiiaian SR Reserved. www.sega.com

—rr—




