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WARNINGS Read Before Using Your Sega Dreamcast Video Game System
CAUTION I:

Anyone who uses the Sega 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 Sega 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 consciousness may occur even if the person has never had an epileptic seizui

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 the 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 muscle twitches, loss of consciousness/ disprientation, any involuntary movement or convulsion,

IMMEDIATELY DISCONTINUE USE AND CONSULT YOUR DOCTOR BEFORE RESUMING PLAY.

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

• Domotplay if you are;tired orhave not had much sleep. -

• Make sore that the room in which you are playing has all the lights on and is welMit.- >

• Stop, playing videogames for at leastten to twenty minutes per hour. This will rest your eyes, neck, armsand fingers

so that you can continue comfortably playing the game in the future. , ?

1
OPERATING PRECAUTIONS
To prevent personal injury, property damage or malfunction:

Before removing the disc, besure it has stopped spinning.

• The Sega Dreamcast GD-ROMrdisc is intended for use exclusively on the Sega Dreamcast video game system. Do noi

use this disc in anything other than a Sega Dreamcast console, especially not in a CD player.

,• Do nol allow fingerprints or dirt on either side of the disc.

• Avoid bonding the; disc. Do not touch, smudge or scratch its surface.

• Do not modHy or ©nlargethe 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.

Store the disc tefts.original case and do not expose it to high temperature and humidity.

7* Do not leavetMdlSC in direct sunlight or near a radiator or other source of heat.

Use lens cleaner and e.soft dry cloth to clean the disc, wiping gently from the center to the edge. Never use chemicals

such as benzene ahdppamt thinner to clean the disc.

PROJECTION TELEVISION WARNING
:StflTpiGtures or images maydauseppermanent picture tube damage or mark the phosphor of the CRT Avoidirepeated or

e:ktdpded use of video gamespdri'Targe-screen projection televisions. • -y :-;- s *

SEGA DREAMCAST VIDEO GAME USE /

TtijS/GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to play this^^pi^BOM on
any other CD player; doing so may damage the headphones and/or speakers. This game is licensed for h|!|hie;-play on Iks

the Sega Dreamcast video game system only. Unauthorized copying, reproduction, rental, or public performance of this

game:is a violation of applicable laws. The characters and events portrayed in this game are purely fictfPnalr Any
similarity to, other persons, living or dead, is purely coincidental.
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SEM DREAMCMSr

DISC DOOR

POWER BUTTON
This turns the unit

ON or OFF.

CONTROL PORTS
Use these ports to connect the Sega Dreamcasr controlier or other peripheral .

equipment. From ieft to right are Control Port A, Control Port B, Control Port C,

and Control Port D For ESPN the Games'" INTERNATIONAL TRACK & FIELD,

use each port to connect controllers for players 1 -4 respectively. (Buy additional

.

controllers, sold separately, to play with two or more people.)

ESPN the Games™ INTERNATIONAL TRACK & FIELD is a 1-to 4 piayer game
Before turning the Sega Dreamoast power ON, connect the Sega Dreamcast

controiler(s) or other peripheral equipment into the control ports.

OPEN BUTTON
Press to open the

Disc Door.

VISUAL MEMORY UNIT (VMU)
To save game settings and resuits and to continue

play on previously saved games, insert a Visual

Memory Unit (VMU) into an expansion socket of the

controller BEFORE turning on the Sega Dreamcast

This game requires 1 1 blocks to save game data.

Note: While saving a game file, never turn OFF
Directional

the Sega Dreamcast power, remove the VMU Button

or disconnect the controller. (o-Button)

SAVING GAME DATA
You can save game data from the Main Menu.

After setting your options (see page 1 3), or completing

an 'event, return to the Main Menu. Use the Directional

•; Button or Analog Thumb Pad to highlight the “Save”

option and press the A Button. Flighlight an expansion

socket containing a VMU, and press the A Button

to save.

LOADING GAME DATA
You can toad saved game data from the Main Menu.

Select the “Load" option and press the A Button.

Highlight an expansion socket containing a VMU
with ESPN the Games” INTERNATIONAL TRACK
& FIELD saved game data. Press the A Button

to load the data.



SEGA DREAMCAST CONTROLLER

Menu confirm

JUMP PACK
ESPN the Games'" INTERNATIONAL TRACK & FIELD supports

the Jump Pack vibration peripheral. When inserted into the Expans

Socket of a Sega Dreamcast controller or other compatible oeriDhi

equipment, the Jump Pack provides a vibration effect

considerably enhance the game play experience.

Note: When the Jump Pack is inserted into Expansion

Sega Dreamcast controller, the Jump Pack connects, but

If the oontrolter is jarred, the Jump Pack may fall out during game
or otherwise inhibit game operation.



CHOQSIHG A GAME MODE

Press START at the Title screen. If you’re just beginning

a session, you’ll see options to start a “New Game”
or to “Load Game.’’ Use on the Directional Button

or Analog Thumb Pad to highlight your selection,

and press the A Button to confirm. (If you’re loading

a previously saved game, see page 3.)

If you're starting a new game, you’ll see the Main Menu
with the following options, Use to highlight your

selection, and press the A Button to confirm.

• TRIAL MODE: Play through the events to practice

and learn the controls. See page 8 for more details

CHAMPIONSHIP MODE: Represent your favored

country and play through a random series of events

for high scores and standings. See page f 1

for more details,

• SAVE: Save game settings and results to a Visual

Memory Unit (VMU) inserted in any expansion socket

of any controller being used to play the game.

See page 3 for instructions.

• LOAD: Load a previously saved game from a VMU
inserted in any expansion socket of any controller

being used to play the game. See page 3

for instructions.

• OPTION: Reconfigure game settings and save

game data. See page 1 3 for details.
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PAUSING THE GAME
Press START during an event to pause the action

and display the Pause Menu.

Pause the game to see a quick reminder

of the event controls.

• Check the current World Record (WR)

on the Pause screen.

You can then use one of these options, using

to select and the A Button to confirm;

• CONTINUE: Return to the current event.

• RETRY: Restart the current event.

• GAME SELECT: Exit back to the Game Select screen.

WATCHING REPLAYS
After the completion of each event, the Replay screen

appears. Watch the replay as many times as you want,

to review your performance. Press START to end or skip

the replay.



tiummim.

Select “Trial Mode" from the Main Menu to play this mode.
The Game Select screen appears. Eight events are

available for selection at any time during Trial Mode.

You can play the events in any order, and repeat events

as often as you want. Four additional events can be
^

unlocked during Championship Mode.

Use f/s|(« to select an event, Press the R Trigger to toggle

between the Ranking roster and Game Data display for

the

M !H Ml

PLAYER ENTRY
Press the A Button to start your player entry.

For multiple player games, all players should press

their A Button to begin individual player entry.

After enabling your player, use the Directional Button

or Analog Thumb Pad to select a country, then press

the A Button to confirm.

Next, enter your player’s name. Use to select

a character. Change the cursor position by using 4*/^.

Press the A Button after each character selection

to set it and finally, to complete your name entry.

Once all players have completed name entry,

the event begins.

TUTORIAL
Before the starting horn, a Tutorial screen explains

;fe,,;svent controls. It’s to your advantage to pay

atteriion; to/Hoy/ the controls and gauges work

before entering the event. Press START if you want

:tp skip the Tutori^,

;feiote: Pause the game (press START) during the event

to see a quick control summan/.

9



VIEWING RESULTS
At the completion of each event, the Result screen is

displayed, showing the current rankings. Press START
to continue from this screen.

CONTINUE
Finally, the Event Completion screen is displayed.

Use f/sp to select an option and press the A Button;

• CONTINUE: Restart the last event played

from the beginning.

• GAME SELECT: Exit back to the Game Select screen

to choose another event.

• QUIT: Exit back to the Title screen.

SAVING IN TRIAL MODE
If you achieve a Top 3 Record and want to save your data,

' you must exit Trial Mode and return to the Main Menu.

Select “Save" to save the data. (See page 6.)

Caution; Any Personal Best records in the Top 5 will be

held in memory automatically; however, these records

will disappear when the power Is turned off. To save

Personal Best data, return to the Main Menu and select

“Save." (See page 6.)
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In Championship Mode, eight events are randomly

chosen. You play through these events in their

assigned order, competing against athletes from

other countries for top scores. Current points and

country standings are displayed at the completion

of each event .

PLAYER ENTRY
Enter players, countries and names in the same way
as for Trial Mode games (see page 9). After all players

are entered, the first three randomly selected events

are displayed, :

•

PLAYING A CHAMPIONSHIP EVENT
Press the A Button to start the game. (You must play

through the events in their assigned order; you cannot

selecfcevents or change their order.)

• A Tutorial appears before each event, explaining

• the event controls (see page 9). =

• At the completion of each event, a replay reviews

your performance. Press START to continue.

•
: Next, the Result screen displays the current game
::rankings and total points. Press START to continue.

• Finally, the Game Program screen displays the

name of the next event. Press the A Button to start

the event

• After each event, if you achieved No. 1 ranking,
'

you’ll hear the national anthem for your chosen
country (except for Russia and Kenya).

1



SAVING IN CHAMPIONSHIP MODE
The Total Result screen is displayed after ail eight

events have been completed. At this 'point, you can

save your Championship Record data by selecting

“Yes” and pressing the A Button,

Use on the Directional Button or Analog Thumb
Pad to select a menu item, and use to change
the settings.

• SOUND MODE: Select STEREO or MONO
depending on your speaker setup.

• RANKING; View the best times and point scores

for all events. Press the A Button to see the Ranking

screen. Use to cycle through the rankings

by event.

• VIBRATION: Toggle the Jump Pack vibration,

feature ON or OFF.

• EXIT:;Return to the Title screen.

13



EMENTS

RULES
Compete for the fastest time, running

a distance of 100m. if you start running

before the GO! signal, you will false start.

A player with two false starts will be
disqualified.

MULTI-PLAYER GAMES
Players compete simultaneously.

Power Gauge

Press START iuring an event to see the event centrals.

CONTROLS
At the GO! signal, repeatedly press the Power buttons to start your athlete

running.

• The faster you press the buttons, the higher the Power Gauge will rise

and the faster your athlete will run.

• During the event, arrows appear to designate the controlled runners,

e.g. “IP” designates Playenl's runner. ,

I i.
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To help us to continue making the hottest games tor Sega Dreamcast™,

please answer these questions about ESPN INTERNATIONAL TRACK &
FIELD. Mall the card to us, and you could win a tree KonamI video game

in our monthly drawing.

Name

Address

City State Zip

Birth Date L L Maie Femaie

Each card qualifi

primary user ot t

Konami of Amen
person. Winner \

void in Washing!

In Kansas a cash

be terminated wi

Phone _

1 . Date ESPN INTERNATIONAL TRACK & FIELD was purchased.

2. Who purchased the game?
1 . Mom 2. Dad 3. Game Player

4. Grandparent 5. Friend 5. Other

3. How did you hear about this game?
1 . Friend 2. TV 3. Magazine Review

4. Game Package In Store 5. Magazine Ad

6. Rented It 7. Played or Saw Demo In Store

4. What type of video games do you like?

1. Action/Arcade 2. Adventure/Role Play

3. Sports 4. Puzzle 5. Fighting

5. What are your favorite magazines?

1 . Next Generation 2. Game Pro

4. Ultra Game Players 5. Electronic Gaming Monthly

6. Die Flard Game Fan 7. Game Informer

8. PS Extreme 9. Nintendo Power

6. Do you own any other garni

1.Q Super NES 2. Sega

3. Game Boy 4. Game
5. Sega Saturn 6. PlayS

7. How many games do you p

in the next 12 months?
1.Q1-5 2. 06-10
4.0 21 -30 5.0 31 or more

8 .

1 .

3.

9.

1 .

3.

5.

Who else in the family pla^

O Brother(s) 2. O Sister(i

O Dad 4. 0 Mom

What are your favorite hob

O Team Sports 2. 0 Skate

O Rollerblading 4. OArcai

O Collecting

EMENTS



EME^TS

?s tor one monthly drawing. Please fill in all information about the

he Product, or include all information on a 3 x 5 card and mail to:

:a, Inc,, P.O. Box 318, Addison, 1160101-0318, One entry per

/ill be notified by mail within 30 days of drawing. This contest

on, Missouri, Florida, Ohio and other places where prohibited,

alternative in lieu of a prize may be requested. This contest may

thout notice. No purchase necessary.

3 systems?

Genesis

Gear

tation

Ian to purchase

3, all -20

rs the game?
i)
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lie Game Play

RULES
Build up speed in the run-up and compete
for the farthest jump distance. Crossing

the jumping line before you jump results

in a foul. The farthest jump out of three

attempts counts as your score,

MULTI-PLAYER GAMES
Players alternate one jump at a time.

CONTROLS
‘ jRepeBtedly press the Power buttons to start your athlete running.

(¥ou must start within 10 seconds or you will time out)

• The faster you press the buttons, the higher the Power Gauge will rise

and the faster your athlete will run.

• Press/hold an Action button as your athlete approaches the jump line

to increase the Angle Gauge.

• When the gauge reaches the desired angle, release the Action button

to complete the jump.



EVENTS

Piess START iluring an event to see the event cnntmis.

Timing Gauge

CONTROLS
• Press an Action button to start the event (You must start within 10 seconds

on you will be fouled.)

• Step 1: Areas on the Timing Gauge will light up at random. Press an Action

button when the marker is inside the lit area.

• Step 2; Commands appear on-screen. Use the Directional Button

or Analog Thumb Pad to enter the commands in the order shown::; .

within the time limit.

• Repeat steps 2 and 3 a total of 8 times.

• Your: athlete will automatically complete the landing.

RULES
Perform various twists and turns

on the horizontal bar, competing for points.

Points are judged on the skill and beauty

of the routine,

MULTI-PLAYER GAMES
Players alternate to complete their routines.

I
RULES
Build up speed in the run-up and use

the pole to clear the bar. Connpete to clear

the highest bar without knocking it off.

, ,
Knocking off the bar is a foul; three fouls

is a disqualification. Successfully clear

the bar to advance to the next height.

MULTI-PLAYER GAMES
, Players alternate one vault at a time.

Timing Gauge

Press START Anting an event tn see the event controls.

CONTROLS
Use to select the bar height, then press the A Button to set it.

•: Repeatedly press the Power buttons to start your athlete running.

(You must start within 10 seconds or you will time out.)

• The faster you press the buttons, the higher the Power Gauge will rise

and the faster your athlete will run.

• Press an Action button as the Timing Gauge approaches the red mark
to jump.

• Press/hold an Action button as the Recover Gauge approaches the yellow

mark to lift your athlete's legs and clear the bar.

Release the Action button to complete the jump. :•

EVENTS



EUENTS

RULES
Twirl around to build up power, then throw

the hammer, competing for the farthest

distance thrown. The hammer must land

between the two lines to be a vaiid throw.

MULTI-PLAYER GAMES
Players alternate one throw at a time.

Swing Gauge

Timing Gauge

Press START during nn event to see the event controls.

CONTROLS
• Repeatedly press the Power buttons to start the event (You must start

within 1 0 seconds or you will time outk

• The faster you press the buttons, the higher your Power Gauge will rise.

• The Timing Gauge will rotate five times. You must throw the hammer
before the gauge reaches “O" or you will be fouled.

• Press/hold an Action button when the Swing Gauge is facing in the direction

you want to throw (shown in white). : r

• When the gauge reaches the desired throw angle, release the Action button

to complete the throw.

ie

RULES
Compete for the fastest time running

the 1 1 0m hurdles. If you start running

before the GO! signal, you will false start,

A player with two false starts will be

disqualified.

MULTI-PLAYER GAMES
Players compete simultaneously.

Power Gauge

Press START during an event to see the event corrtrols.

CONTROLS
• At the GO! signal, repeatedly press the Power buttons to start your athlete

running.

The faster you press the buttons, the higher the Power Gauge will rise

and the faster your athlete will run.

• During the event, arrows appear to designate the controlled runners,;

e.g, "1P” designates Player 1's runner.

• Press an Action button as your athlete approaches the hurdles to jump.

• Watch your timing when jumping the hurdles. You need to jump sooner

than you think to clear the hurdles without knocking them over.

19
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EMENTS

RULES
Build up speed in the run-up and throw

the javelin, competing for the farthest

distance thrown. The javelin must land

between the two lines to be a valid throw.

MULTI-PLAYER GAMES
Players alternate one throw at a time.

Angle Gauge

Power Gauge

Press STMT ihiriiig an event la see the event controls.

CONTROLS
• Repeatedly press the Power buttons to start your athlete running.

(You must start within 1 0 seconds or you will time out)

• The faster you press the buttons, the higher the Power Gauge will rise

and the faster your athlete will run.

• Press/hold an Action button before crossing the throw tlne to setThe angle

of the throw. :•

• When the gauge reaches the desired angle, release the Action bu#on

to complete the throw.

20

RULES
Compete for the heaviest successful lift.

MULTI-PLAYER GAMES
Players alternate one lift at a time.

CONTROLS
•: Use to select the weight of the barbell, then press the A Button to set it.

'

• - Repeatedly press the Power buttons to build up the Power Gauge.

iv.Press an Action button when the purple gauge and sliding-marker are-both
' in the lighted OK Zone to complete the Clean.

• Again,' 'repeatedly press the Power buttons, then press an Action button

in-the OK Zone to complete the Jerk.

• Repeatedly press the Power buttons to keep the bar steady for three seconds

by keeping the Power Gauge in the OK Zone.

• Complete your lift before the Stamina Gauge falls to zero.

jHjBMMMjLi
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EMENTS

iiiimum

RULES
Build up speed in the run-up and then

jump, competing to clear the highest bar

without knocking it off. Knocking off the bar

is a foul; three fouls is a disqualification.

Successfully clear the bar to advance

to the next height.

MULTI-PLAYER GAMES
Players alternate one Jump at a time.

I
Angle Gauge

Power Gauge

Press START iliirittg sn eveitl to see the event coiittols.

CONTROLS
• Use to select the bar height, then press the A Button to set it.

• Repeatedly press the Power buttons- to start your athlete running. (You must

start within 10 sieconds or you will be fouled.)

• The faster you press, the higher the Power Gauge will rise and the faster

your athlete will run. '

s. , ,

• Press/hold an Action button when your athlete is in the red Jump Area

to set the angle of the jump. When the gauge reaches the desired angle, ^

release the button to jump.

22

RULES
Build up speed in the run-up and compete
for the longest jump distance. Crossing

the jumping line before you jump results

in a foul. The longest jump out of three

attempts counts as your score.

MULTI-PLAYER GAMES
Players alternate one jump at a time.

1
yfl

I
Timing Gauge

Power Gauge

CONTROLS
Repeatedly press the Power buttons to start your athlete running.

(lyao must start within 1 0 seconds or you will time out.)

• The faster you press the buttons, the higher the Power Gauge will rise

and the faster-your athlete will run.

• Press an Action button as your athlete approaches the Jump Line

to make the first jump.

• Press the Action button again when the Timing Gauge drops down
to the Timing Mark to make the second jump.

• Press the Action button a third time on the Timing Mark to make
the third Jump.

23
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EVENTS

RULES
Perform various twists and turns

on the vault, competing for points.

Points are judged on the skill and beauty

of the routine.

MULTI-PLAYER GAMES
Players alternate one routine at a time,

Power Gauge Timing Gauge

CONTROLS
• Repeatedly press the Power buttons to stadliybuftl^hlfte running.^:, .'4

(You must start within 1 0 seconds or you will be fouled.)

• The faster you press the buttons, the higher the Power Gauge will rise,

increasing the difficulty level of the vault

• Use the Directional Button or Analog ThUrhd Pad'fe enter the commands
that appear on'screen in the order shown within the time limit. , 6:,/,

• Press an Action button when the Timing Gauge drops down to the landing

Mark to land cleanly.

TRAP SHOOTING

RULES
Compete for the highest score by shooting

as many clay skeets as you can with

limited ammunition. The faster you shoot

the skeets, and the more skeets you hit,

the higher your score. Your final score is

the total of all points at the end of the event,

MULTI-PLAYER GAMES
Players alternate their turns at shooting.

CONTROLS
.»i|Use to seiect'either NORMAL orREVERSE controls:

;:":;;:NORMAL: Preps'^f^ to move the cursor UP, and to move the cursor DOWN.
- ^ ^REVERSE: Priss ^ to move the cursor DOWN, and 4"' to move the cursor UP.

• Press the A Button to release a clay skeet.

• Use the Analog Thumb Pad to move the cross-hairs over the target

:

- (The Directional Button does not move the cross-hairs.)

•
,
PrefsThe R Trigger to fire when the cross-hairs is on the target.

pn
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WARRAKTY
Konami of America, Inc. warrants to the original purchaser of this Konami software product that the medium on

which this computer program is recorded is free from defects in materials and workmanship for a period of ninety

(90) days from the date of purchase. This Konami product, is sold "as is," without express or implied warranty of

any kind, and Konami is not liable for any losses or damages of any kind resulting from use of this program.

Konami agrees for a period of ninety (90) dstys to either repair or replace, at its option, free of charge, any Konami

product, postage paid, with proof of date of purchase, at its Factory Service Center. This warranty is not applicable

to normal wear and tear. This warranty shall not be applicable and shall be void if the defect in the Konami

software product has arisen through abuse, unreasonable use,, mistreatment or neglect

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS

OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE KONAMI. ANY IMPLIED WARRANTIES APPLICABLE

TO THIS SOFTW,aT?E PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FQR A :

PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT

WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING h ,,

FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMLPRODUCT. a,

Some states do not allow limitations as to how long an,impli^::tyarranty l^ts and/pr exclusions p^nOmitafpfis^of.

incidental or consequential damages so the above linhitationsijahd/or exclusions,of naSjlity may not-apply teyou.,

This warranty gives you specific rights, and you may also haw^other rights which varyjlrom state-rta, state. , ,

• /

If you experience technical problems with your game, please call bur Warranty Services number (650) 654-5687,

Konami of America Inc.

1400 Bridge Parkway

Redwood City, CA 940B5

CONSUMER SUPPORT
If you feel stuck in the game, or just need a boost, don’t worry! You can call the Konami Game Hint & Tip Line

for help on this software and all the fine Konami products.

: Konami Game Hint & Tlf>:Une; 1-0OO-89G-HINT [4468)

@ 95$ per minute charge.

® $1 .25 per minute support from a game counselor.

ri^-Touch tone phone required.

® Minors must have parental permission before dialing.

Hints are available 24 hours a day, Live support Monday-Friday 9:00 am to 5:30 pm Pacific Time. Prices

and availability are subject to change, U.S. accessibility only.

ESRB RATING
This product has been rated by the Entertainment Software Rating board. For information aboutlhe ESRB ratingj'ocTO^comment

about the appropria teness of the rating, please contact the ESRB at l-800-77'l-3772, - -

Sega is registered in the US Patent and Trademark Office. Sega, Dreamcastandthe Dreamcast iogo are either registeiei'l iraclHmurks

or trademarks of SEGA Enterprises, LTD. All Rights Reserved. Made and printed in the USA.WA8N1NS: Operates only with NTSC lele-

visions and Sega Dreamcast systems purchased in North and South America (except Argentina, Paraguay and Uruguayj.Wifl not

'ii' rate with any other televisions or Sega Dreamcast systems. Product covered under one or more ofttie following U.S, Patents:

r),4&0,374; 5,525,770; 5,627,895; 5,688,173; 4,442,486, 4,454,594; 4,462,076; Re. 35,839; Japanese Patent No. 2870538, (Patents pending in

U.S. and other countries); Canada PalGiil No. 1,183,276. The ratings icon is a trademark of the Interactive Digital SoftwareA^ociation.

Segaof America Dreamcast, !iic., P.Q, Box 7639, San Francisco, CA 94120.


