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SAFETY INFORMATION
ABOUT PHOTOSENSITIVE SEIZURES

A very small percentage of people may experience a seizure when exposed to certain
visual images, including flashing lights or patterns that may appear in video games. Even
people who have no history of seizures or epilepsy may have an undiagnosed condition
that can cause these “photosensitive epileptic seizures” while watching video games.

These seizures may have a variety of symptoms, including lightheadedness, altered
vision, eye or face twitching, jerking or shaking of arms or legs, disorientation, confusion,
or momentary loss of awareness. Seizures may also cause loss of consciousness or
convulsions that can lead to injury from falling down or striking nearby objects.

Immediately stop playing and consult a doctor if you experience any of these symptoms.
Parents should watch for or ask their children about the above symptoms-children and
teenagers are more likely than adults to experience these seizures.

The risk of photosensitive epileptic seizures may be reduced by sitting farther from the
television screen, using a smaller television screen, playing in a well-lit room, and not
playing when you are drowsy or fatigued. If you or any of your relatives have a history of
seizures or epilepsy, consult a doctor before playing. Other Important Health and Safety
Information The Xbox Instruction Manual contains important health and safety
information that you should read and understand before using this software.

AVOID DAMAGE TO YOUR TELEVISION

Do not use with certain televisions. Some televisions, especially front- or rear- projection
types, can be damaged if any video games, including Xbox games, are played on them.
Static images presented during the normal course of game-play may “burn in” to the
screen, causing a permanent shadow of the static image to appear at all times, even
when video games are not being played. Similar damage may occur from static images
created when placing a videogame on hold or pause. Consult your television owner’s
manual to determine if video games can be played safely on your set. If you are unable to
find this information in the owner’s manual, contact your television dealer or the
manufacturer to determine if video games can be played safely on your set.

Unauthorized copying, reverse engineering, transmission, public performance, rental, pay
for play, or circumvention of copy protection is strictly prohibited.

This game is presented in Dolby Digital. Connect your Xbox to a sound system with Dolby
Digital technology using a digital optical cable with an Xbox Advanced A/V Pack or Xbox
High Definition A/V Pack. Select “Dolby Digital” in the Dashboard menu of the Xbox to
exberience the excitement of surround sound.
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USING THE XBOX" CONTROLLER

Expansion slot A Expansion slot B

Speed Burst

Move Player

Pause Game

On the Fly Coaching Total Control Dekes (Offense) /
Intense Contact Control (Defense)

For detailed control information, see p. 10

QUICK GAME

Quick Game lets you jump right into a game between the teams of
your choice. After you have chosen the 2 teams you select your
uniforms, play settings, and arena before starting the game.

SETUP - THE BASICS

* Move the left thumbstick left or right to select the away or home
team.

* Move the right thumbstick up or down to select a User Profile
(optional).

e Pull the left trigger or right trigger to change the team. When you
have the team you want Press A to move to uniform selection.

e After choosing a team, Pull the left trigger or right trigger to select
the uniform you want your team to wear and press A or START.

» At any point, if you want to back up to the previous step, press B.

¢ Once both teams have been selected and uniforms are chosen you
select the Game Options. These are set by default to whatever you
have selected in the main Options menu. A brief overview is
displayed for your review, if you wish to change anything Press the Y
button. When the options are to your liking Press A or START to
move to Arena Selection

¢ Pull the left trigger or right trigger to switch the arena. When you
have selected the desired arena Press A or START to load the game.

¢ Pressing start on the team select screen will instantly send you into
the game.

OTHER OPTIONS DURING QUICK GAME SETUP
* Press Y to randomly change the teams.

* Press Black to access Select Play Style overlay (see full description
below).

¢ Press White to access the Line Match-Up screen [see full
description below).

* Press X to view the Help Menu.



¢ To create a User Profile, Move the right thumbstick up or down to
highlight New Profile and press A or START. Enter a name on the
Virtual Keyboard and press START.

* To load a User Profile on the Load screen, highlight Load Profile
and press A or START.

PLAY STYLE AND STRATEGY (ACCESS BY PRESSING BLACK ON THE TEAM
"SELECT SCREEN)

You can edit your team’s strategies using this screen, also, if you
prefer a certain team'’s play style and would like to adapt it to any
other NHL team, use the Play Style overlay to do so. On the Play
Styles screen, move the left thumbstick up and down to highlight the
desired team'’s play style. A custom play style can be created by
selecting Customize from the Play Style list. This will take you to the
Play Styles screen and Strategy screen. Highlight Play Styles or
Strategies and press the A button to continue.

TO USE THE PLAY STYLE / STRATEGIES SCREENS:

¢ Pull the left trigger or right trigger to switch between Basic and
Advanced. (Advanced allows you to set your play style line by line).

¢ In Advanced, press White or Black to change the line you wish to
edit.

¢ Press B to back out to the team select screen and either save or
cancel changes made.

PLAY STYLE OPTIONS:

Play Style: If set to auto, the CPU will automatically select the best
values for your team or if switched to Manual you will have full
control of the settings.

Roughness: Determines how aggressively your players play. Set it
high, and players will check more on defense, and crash the net
more on offense. However, they may incur more penalties or over-
commit and get burned on defense. Set it low, and players will play
more conservatively.

Attack Style: This sets the basic attitude the Al will have when
playing offense. Balanced will focus on both offense and defense
equally, Conservative will protect your own zone first but sacrifice
some scoring chances, and Attack will focus on offense but leave
your own zone vulnerable.

Dump/Chase: Determines whether or not the Al will “dump” the
puck (hit it towards the opponent’s goal and recover it) or skate and
pass the puck down the ice.

STRATEGIES OPTIONS:

Points Remaining: Each Strategy category has a certain number of
points that can be assigned to the various options. This bar lets you
know how many points you have left for that category. You can get
more points by decreasing any of the values.

OFFENSE: OFFENSE IN THE OFFENSIVE ZONE

e Triangular: This intermediate system concentrates on maintaining
possession of the puck. The Forwards form a triangular formation
and cycle the puck between them. The objective is to create a 3-on-2
or 2-on-1 situation.

¢ Positional: This basic, conservative system has two Forwards
attack the net while one Forward and the Defensemen think
defensively in case the puck changes possession.

e Overload Slot: This basic system has the Forwards crowd the area
of the net. The Defensemen shoot the puck and the Forwards try to
get in position to score off of tip-ins, deflections and rebounds.

DEFENSE: DEFENSE IN THE DEFENSIVE ZONE

* 1-2: In this play, the Center aggressively checks in the zone, while
the 2 Defensemen and 2 Wings play back in a more defensive stance.

* Box + 1: This play is designed to completely try and shut down the
slot. However, this leaves the opposing team freedom to move
around the rest of the zone.

e Zone: This conservative system assigns each player an area of the ice.



BACK-CHECK: DEFENSE IN THE NEUTRAL ZONE

e 1-2-2: This conservative system calls for the Center to fore-check
aggressively to drive the play to the Wings on the outside. The
Defensemen hang back at the blue line.

¢ 1-1-3: This defense combines conservatism with aggressiveness.
The attack comes from the Center and the puck-side Wing. The off-
side Wing hangs back and shuts down the outside lane. This gives
the puck-side Defenseman the freedom to be more aggressive.

e 2-1-2: This aggressive system commits both Wings to apply
pressure to the puck. The Defensemen and the Center have to cover
more area to make up for them.

FORE-CHECK: DEFENSE IN THE OFFENSIVE ZONE

e 1-4: This conservative defense has the Wings and the Defensemen

form a wall across the blue line while the Center pressures the puck.

This defense essentially gives up the offensive zone.

¢ 1-1-3: This defense combines conservatism with aggressiveness.
The attack comes from the Center and the puck-side Wing. The off-
side Wing plays back in position to back-check and defend against 3-
on-2 breakouts. The Defensemen play normal positions.

¢ 2-1-2: This extremely aggressive defense calls for constant
pressure on the puck by two of the Forwards.

BREAKOUT: OFFENSE IN THE DEFENSIVE ZONE

e Board: This is a conservative system that is best suited to teams
with big strong Wings who dominate the battle for the puck on the
boards.

« Positional: This is a conservative system with a balanced approach
that uses all of the players and emphasizes high-percentage passes.

* Free Flowing: This flexible system relies on good skating and
skilled passing. Since it relies on flooding certain areas with skaters,
it is more vulnerable should a turnover occur.

MOVE-OUT: OFFENSE IN THE NEUTRAL ZONE

* Positional: This basic, conservative system stresses filling the
lanes and making high-percentage passes. It is especially useful for
teams with size and/or poor skating ability.

* Crisscross: This intermediate system is similar to the Positional
system, but allows two Forwards to move laterally to flood specific
areas, while the other Wing acts as a safety valve with defensive
responsibility in case the puck is turned over.

* Regroup: This advanced system allows the Forwards free
movement to attack openings. Advanced skating, passing, and stick-
handling are crucial for this system to be successfut.

POWER-PLAY:

* Funnel: This conservative system has the Defensemen shoot the
puck and the forwards in position to tip-in deflections and rebounds.
This system is beneficial for teams with big players who have a
knack for scoring from close range.

o V\(ings Offside: The Wings are the primary scorers in this system,
which seeks to set up the play on the strong side and pass to the
weak-side Wing.

e 2-2-1: This system is comprised of two sets of Forwards and one
Defenseman. The Defenseman is generally open for a shot on the
net, though a pass to any of the Forwards for a closer shot is
generally preferable.

PENALTY KILL:

* Box: This conservative system denies possession of the puck in
front of the net or the slot area. This system requires physical
players.

¢ Diamond: This intermediate system denies the offense the area in
front of the net while putting pressure on the puck.

* Triangular: This aggressive system keeps three defenders in front
of the net and a forth player rotates out to challenge the player in
possession of the puck.



Line Match-up (Access by pressing White on the Team Select screen)

This screen allows you to specifically match up you offensive and
defensive lines against your opponent’s lines.

PLAYING AS THE HOME TEAM:

¢ Press Black or White to assign a line to match-up with your
opponent’s line.

e Pull the right trigger to switch from a list of your offensive lines to
a list of your defensive lines.

e Pull the left trigger if necessary to switch back.

e Pull the teft or right trigger twice to cycle through the opponent’s
lines. [Note: You can assign an offensive line and a defensive line to
match-up with each of your opponent’s lines. Pulling right trigger
once toggles from your offensive lines to your defensive lines.
Pulling the right trigger a second time toggles to your offensive lines
versus your opponent’s second line. Pulling the right trigger a third
time toggles to your defensive lines versus your opponent’s second
line; and so on.)

* If you opt to have “No Line Assigned” for any of your opponent’s
lines, then there will be no preferred line match-up when that
particular line comes on the ice.

* When you've finished modifying your line match-ups, press START
to confirm them and return to the Team Select screen.

* Press B to cancel your changes and return to the Team Select
screen.

PLAYING AS THE AWAY TEAM:

o Pull the right or left trigger to assign a line to match-up with your
opponent’s line.

 Press Black to switch from a list of your offensive lines to a list of
your defensive lines. Press White if necessary to switch back.

¢ Press White or Black twice to cycle through the opponent’s lines.
(Note: For each of your opponent’s lines, you can assign an offensive

line and a defensive line to match-up with it. Pressing Black once
toggles from your offensive lines to your defensive lines.

Pressing Black a second time toggles to your offensive lines versus
your opponent’s second line. Pressing Black a third time toggles to
your defensive lines versus your opponent’s second line; and so on.)

* If you opt to have “No Line Assigned” for any of your opponent’s
lines, then there will be no preferred line match-up when that
particular line comes on the ice.

* When you've finished modifying your line match-ups, press START
to confirm them and return to the Team Select screen.

* Press B to cancel your changes and return to the Team Select
screen.
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CONTROL SUMMARY

Select the level of Control you want in the CONTROLLER SETTINGS
menu (found under the options menul).

CLASSIC CONTROLS

OFFENSE

FACE OFF

left thumbstick

A button

B button

X button

left trigger + A button

START button

OFFENSE WITH PUCK
left thumbstick
right thumbstick

+ left trigger

directional pad

left trigger
+ directional pad
right trigger

both triggers
+ directional pad

A button

Aim pass

Draw puck / Pass

Control skater facing-off
Switch user-controlled skater

Icon Player Switch [if this option is
turned ON)

Pause game

Move skater
Total Control Dekes

Goalie Dekes [Hold Lleft trigger to goalie
deke/release to shoot)

On-The-Fly coaching (Note: This works
only when On The Fly Coaching has been
set to ON in Options)

Protect puck
Line changes

Speed burst

Play Style Changes

Pass / Press and hold for a flip pass

B button
X button
Y button
+ left trigger
START button

OFFENSE WITHOUT PUCK
left thumstick

+ left trigger
(pull and hold)

right thumbstick
directional pad
left trigger

+ directional pad
right trigger

+ directional pad

B button
X button
Y button

left trigger
+ BLACK button

1"

Speed burst

Snap shot / Press and hold for a slap shot
Dump (Hold for longer dump)

Slap Dump

Pause game

Move skater

Skate backwards
Intense Contact
On-The-Fly coaching
Grab puck from the air
Change lines

Speed burst

Play style changes [Note: This works
manually only when Play Styles have been
set to Manual in Team Strategy)

Check / Hold for a speed burst
One-Timer / Hook

Deflection

Sidestep

BOARD PINNED (CLASSIC, INTERMEDIATE AND ADVANCED)

left thumbstick

Move skater
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A button
B button
X button

PENALTY SHOT
right thumbstick
+ left trigger

left thumbstick
left trigger
right trigger

B button

X button

DEFENSE
left thumbstick

left trigger
(press and hold)

right thumbstick

directional pad

left trigger
+ directional pad
right trigger

both triggers
+ directional pad

Change skaters
Elbow
Kick puck

Total Control Dekes

Goalie Dekes (Hold left trigger to goalie
deke/release to shoot)

Move Skater
Sidestep / Protect Puck (While Stationary)
Speed burst
Speed burst
Snap shot / Press and hold for a slap shot

Move skater

Skate backwards
Intense Contact

On-The-Fly coaching (Note: This works
only when On The Fly Coaching has been
set to ON in Options)

Grab puck from air
Line changes

Speed burst

Play Style Changes

A button
B button
X button

left trigger

+ click right thumbstick

Y button
BLACK button
START button

Change skaters / Hold to select goalie
Check / Push

Poke check / Hook (depending on the
situation)

Lay stick to ice
Block Shot/Dive

Sidestep

Pause game

GOALIE WITHOUT PUCK (CLASSIC AND INTERMEDIATE)

left thumbstick

directional pad

left trigger
+ directional pad

right trigger

both triggers
+ directional pad

A button
B button
X button
+ left trigger
Y button

Move goalie

On-The-Fly coaching [Note: This works
only when On The Fly Coaching has been
set to ON in Options)

Line changes

Position goalie

Play Style Changes
Change skaters

Press and hold for check
Poke check

Dive

Best stance

13



14

GOALIE WITH PUCK (CLASSIC, INTERMEDIATE AND ADVANCED)

left thumbstick Move goalie
A button Pass

B button Leave puck
X button Clear

Y button Cover

GOALIE HOLDING PUCK (CLASSIC, INTERMEDIATE AND ADVANCED)

left thumbstick Move goalie

A button Drop puck (Press again to pass)
B button Drop puck

X button Drop clear

Y button Cover

BOARD PIN (CLASSIC, INTERMEDIATE AND ADVANCED)

left thumbstick Move skater

A button Change Skaters

B button Elbow

X button Kick puck

Y button Cancel pin (Press Rapidly while pinned)

FIGHTING (CLASSIC, INTERMEDIATE AND ADVANCED)

A button Duck / Avoid
B button Block
X button Punch

Y button Uppercut
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right trigger Grab with right arm
BLACK button Fake punch

left trigger Grab with left arm
WHITE button Taunt

Per orm 7 special m ves with the righ  umbstick. Pul t e lef
Tig er ile ovingtheri t umbsic ~ agivendi ection nd
release the le rigger to pe orm the desi ed ac ion.

® UP-R GHT = Short deke ight

*UP-S o eke eft

* UP-RIGHT oRlI T=Lo gdekeri ht

e UP- E to LEFT = Long deke left

® RIGHT to DOWN- | HT =Side-step ig t
e LEFT © 0WN-L T =Side-step left

¢ UP to DOWN =F Ll stop

Note: The Long Dekes are for players with high puck-handling rating.

Note: Press and hold left trigger and move UP on the right
thumbstick for flip deke.

Note: A combination of ‘Up-Right’, would be moving at a 45 degree
angle in-between ‘Up’ and ‘Right’.

To ha geli es,youmust ha ge Home [0 Away) Line Cha ges o
Man a int eO tion en [selectSet p- Feaures.To han e
rug ess,youmus cha ge o e(orAway)Ply est Man a
Bo h op ions canb- foun: u de the Team Strateg /Plays es
Opion” he Pa se Menu.
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InN L2 , ou vemorecontol haneverwi hOnTheFy
Coaching. Ins antly cha ge yo rteam’s stra egyi real-tim

ad’ust for s ecial situa i ns. Use the di ectional pads during play in
t e o fensive or defensive zones.

ON OFFENSE

directional pad UP: Crash Net
directional pad DOWN: Pinch Defensemen
directional pad LEFT: Screen the goalie
directional pad RIGHT: Call for help

ON DEFENSE:

directional pad UP: Collapse

directional pad DOWN:  Release Forward for Breakaway
directional pad LEFT: Clear front of net

directional pad RIGHT:  Call for help

P o Control makes it easy to contro the p ck wit exact recision.
While on o fense use Pro Control to pass the puck to an exact player
and h ve ad ed control oyour p k handling.

TO USE PRO CONTROL:

e Click the right thumbstick to bring up the Pro Control overlay and
pass icons. The overlay will appear at the lower left of the screen
while the pass icons will appear under each player on your team.

¢ To pass to a specific player, press the button matching the button
icon under that player.
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TO UTILIZE ADDITIONAL PUCK CONTROLS

e right thumbstick down: Protect Puck

e right thumbstick left: Dump Left
e right thumbstick right: Dump Right

The e tire rink is fair game 'n NH hockey, incl ding the a ea

behi dthe et.You an attempt to ska e beh'nd the neta d exe ute
a lightning-quick sweep of the puck int the goa al the while
using the ne itselft protect he ck. To execute a wr p-around
shot, while behin the net, move you playertoei rside of the
net and press X o shoot the puck. You wi l automa ically attempt
wrap a oun .

A one-timer is when an of ensive pl yer catches a d shoots he
puck in one quick motion. The speed of the one-timer ca den the
goalie enough time to reac , making it e sier to score goal. To
perfor aone-t'mer when pas ing to a computer-controlled pl ye ,
press A to pass and immedia ely press X, before the other p ayer
receives the puck. During multiplayer games, to per orm a one-
timer when another player passes you the puck, press X before he
puck reaches you.



"INTERMEDIATE CONTROLS

FACE-OFF (SEE CLASSIC CONTROLS)

OFFENSE WITH PUCK
left thumbstick

+ left trigger
(pull and hold)

+ directional pad

right thumbstick
+ left trigger

directional pad
right trigger

both triggers
+ directional pad

A button
B button
X button
Y button
+ left trigger
START button

OFFENSE WITHOUT PUCK
left thumbstick

+ left trigger
{pull and hold)

Move skater

Skate backwards

Line changes (Note: This works manually
only when Home/Away line changes has
been set to Manual in Options)

Total Control Dekes (see Classic Controls)

Goalie Dekes (Hold left trigger to goalie
deke/release to shoot)

On-The-Fly coaching
Speed burst

Play Style Changes

Pass

Protect puck

Snap shot / Press and hold for a slap shot
Dump

Slap Dump

Pause game

Move skater

Skate backwards

directional pad

right trigger

both triggers
+ directional pad

A button

+ left trigger
B button

+ left trigger
X button

+ left trigger
Y button
BLACK button
+ left trigger
WHITE button
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On-The-Fly coaching (Note: This works
only when On The Fly Coaching has been
set to ON in Options)

Speed burst

Play Style Changes
Change skaters
Choose skater

Check

Hook

One-timer / Deflection
Poke dive

Poke check

Shot block / Knee drop
Select goalie

Pressure Control

BOARD PINNED (SEE CLASSIC CONTROLS)

PENALTY SHOT
right thumbstick
+ left trigger

left thumbstick
right trigger

B button

X button

Total Control Dekes (see Classic Controls)

Goalie Dekes (Hold left trigger to goalie
deke/release to shoot)

Move skater
Speed burst
Protect puck
Snap shot / Press and hold for a slap shot
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Y button
+ left trigger

DEFENSE
right thumbstick
left thumbstick

+ left trigger
(pull and hold)

directional pad
right trigger

both triggers
+ directional pad

A button

double tap A button
Y button

X button

+ left trigger

left trigger
+ click right thumbstick

B button

+ left trigger
BLACK button
+ left trigger
WHITE button

Dump
Slap Dump

Intense Contact

Move skater

Skate backwards
On-The-Fly coaching
Speed burst

Play Style Changes
Change skaters

Change to last man back
Poke Check

Shoot loose puck

Poke dive

Lay stick to ice

Check / Push / Pin
Hook

Shot block / Knee drop
Select goalie

Pressure Control
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GOALIE WITHOUT PUCK (SEE CLASSIC CONTROLS)
GOALIE WITH PUCK SEE CLASSIC CONTROLS
GOALIE HOLDING PUCK (SEE CLASSIC CONTROLS)
BOARD PIN SEE CLASSIC CONTROLS)

FIGHTING (SEE CLASSIC CONTROLS)

ADVANCED CONTROLS

OFFENSE

FACE-OFF (SEE CLASSIC CONTROLS)

OFFENSE WITH PUCK

left thumbstick
right thumbstick
+ left trigger

directional pad

left trigger
(pull and hold)

+ directional pad

right trigger
(press and hold)

both triggers
+ directional pad

A button
+ left trigger
B button
X button

Move skater
Total Control Dekes (see Classic Controls)

Goalie Dekes (Hold left trigger to goalie
deke/release to shoot)

On-The-Fly coaching

Skate backwards

Line changes
Speed burst

Play Style Changes
Pass

Flip pass

Protect puck

Wrist / Snap shot
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+ left trigger
Y button

+ left trigger
START button

OFFENSE WITHOUT PUCK
left thumbstick

+ left trigger
(pull and hold]

right thumbstick

directional pad

Right trigger

both triggers
+ directional pad

A button

double tap A button
B button

+ left trigger

X button

+ left trigger

Y button

BLACK button

+ left trigger
WHITE button

Slap Shot
Dump
Slap Dump

Pause game

Move skater

Skate backwards
Intense Contact

On-The-Fly coaching (Note: This works
only when On The Fly Coaching has been
turned ON in Options)

Speed burst

Play Style Changes
Change skaters

Change to last man back
Check

Hook

One-timer / Deflection
Poke dive

Poke check

Shot block / Knee drop
Select goalie

Grab puck from the air
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BOARD PINNED (SEE CLASSIC CONTROLS)

PENALTY SHOT
right thumbstick
+ left trigger

left thumbstick
right trigger

B button

X button

+ left trigger

Y button

+ left trigger

DEFENSE

left thumbstick

+ left trigger
(pull and hold)

right thumbstick
directional pad
right trigger

both triggers
+ directional pad

A button

double tap A button

B button

+ left trigger

Total Control Dekes (see Classic Controls)

Goalie Dekes (Hold left trigger to goalie
deke/release to shoot)

Move skater
Speed burst
Protect puck
Wrist / Snap shot
Slap shot

Dump

Slap Dump

Move skater

Skate backwards
Intense Contact
On-The-Fly coaching
Speed burst

Play Styte Changes
Change skaters

Change to last man back
Check / Push

Hook
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X button
+ left trigger
Y button

left trigger
+ click right thumbstick

BLACK button
+ left trigger

WHITE button

GOALIE WITHOUT PUCK
left thumbstick
right trigger

A button

+ left trigger

B button

+ left trigger

X button

+ left trigger

Y button

+ left trigger

Shoot loose puck
Poke dive
Poke check

Lay stick to ice
Shot block / Knee drop

Select goalie (w/ Goalie Control on
MANUAL)

Grab puck from the air

Move goalie

Position goalie

Change skaters

Stance down / Back sprawl
Slash / Press and hold for check
Stance up

Poke check

Dive poke

Save / Best stance

Stacked pads stance

GOALIE WITH PUCK (SEE CLASSIC CONTROLS)
GOALIE HOLDING PUCK (SEE CLASSIC CONTROLS)
BOARD PIN (SEE CLASSIC CONTROLS)

FIGHTING (SEE CLASSIC CONTROLS)
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Classic: The easiest to use but it offers limited player/team control.
Intermediate: More than the basics but not too complicated (Default).

Advanced: More complex than the others but you get total
player/team control.

After you have selected a controller level you can see pictures of the
Controller Layout (for a display of full button functionality) under the
CONTROLLER LAYOUT menu.

OTHER CONTROLS OPTIONS:

» Goalie Control - Select the level of involvement you want in
controlling your goalie

e Pass Aim Assist - This will adjust how forgiving the Al is when you
pass the puck. If the slider is all the way down you will need to direct
passes yourself with the Left Stick. If it is all the way up you can still
direct the pass but it is much more likely to go to a player if your aim
is not perfect.

= Shot Aiming - When set to Auto the Al will shoot the puck to the
best part of the net for you, if set to Manual you will have to aim the
puck with the left stick as you shoot.

¢ Auto Puck In Air Grab - When ON your players will automatically
try to grab any puck near them that is in the air.

» Player Lock Type - When set to Full Lock you will always be playing
whatever position you define in the Preferred Start Position setting.
Semi-Manual will always switch control to the player with the puck,
and Manual will let you switch to any player whenever you wish.

* Preferred Start Position - This is the position you wish to start the
game playing in.

» Puck Protection - When set to Auto the Al will automatically
protect the puck for you as you skate with it.

e lcon Switch - this turns ON or OFF the ability to use Icon Switch in
game.

Note: Pull the left trigger + A button to perform lcon Player Switch
{if this option is turned ON)
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¢ Vibration Feature - this turns ON or OFF the controller vibration.

¢ One Timer Passing - this turns ON or OFF the ability to perform
One timers.

e L Trigger + D Pad - Choose what this button combo does.

P or 7 wecialmoesw th r t umbstik.Pu t ele
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D W - toDO N-L = u sto

Note: The Long Dekes are for players with high puck-handling rating.

Note: Pull and hold the left trigger and move UP on right thumbstick
for flip deke.

Note: A combination of ‘Up-Right’, would be moving at a 45 degree
angle in-between ‘Up’ and ‘Right’.

* You can pause the game at any time to access the Pause Menu, or
to just take a break from the action.

* To pause the game, press START during gameplay, and the Pause
Menu will appear.

e To return to the game from the Pause Menu, simply press START again.
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REPLAY

Step in to the broadcast booth for a few moments to run the film on
the last play.

* Press White or Black to jump to the beginning or the end of the
replay.

* Press X to hide the Help overlay.

* Press START to exit replay.

e Pull the left trigger or right trigger to rewind or fast-forward.
* Press Y or B to zoom in or out.

e Move the left thumbstick to pan the camera.

e Move the right thumbstick or the directional pad to move the
camera focal point.

Press A to play & pause the replay.

STATS

e Team Stats - This screen compares the game stats of the two
teams facing one another.

e Player Stats - Pull the left trigger or right trigger to switch teams.
Press Black or White to switch between skaters and the goalie. Click
the left thumbstick to sort the players by the highlighted statistic.
Click the left thumbstick a second time to reverse the listing.

e Shot Chart - The Shot Chart shows the made and missed shots for
each team for each period. Pull the left trigger or right trigger to
cycle through the periods.

¢ Scoring Summary - Pull the left trigger or right trigger to switch
periods.

¢ Penalty Summary - Pull the left trigger or right trigger to switch
periods.

* Game Log - Here you can track the game’s progress [Face-offs
won, Shots on Goal, Stoppages of Play, and much more) by period.
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OPTIONS
* Setup - (see Setup section)

¢ Choose Sides - This screen allows you to switch teams or add
another user to the game. Altering Controller Settings will end
Challenge Mode for that game.

» Controller Settings - [see Control Summary section)
e Controller Layout - (see Control Summary section)
* Presentation - (see Setup section)

TEAM STRATEGY

* Strategies - This screen is the same as the Strategy screen. (see
Quick Game section)

¢ Edit Lines - Use this screen to control which of your players play
on which lines. Press Black or White to cycle through the different
lines. While viewing any line, highlight a player in your roster list and
press A to select them. Then, highlight the spot in the line you want
him to play and press A.

e Match-ups - This screen is the same as the Line Match-up screen.
(see Quick Game section)

e Call Timeout - Call timeout if you want to give your players a quick
rest. You can only call a timeout during a break in play (for example,
before a face-off).

* Pull Goalie / Replace Goalie - If you have the puck late in the
game, and you're losing, it may make sense for you to pull your
goalie and replace him with a skater to increase your chances of
scoring. Just keep in mind that, if the other team gets the puck, your
goal will be vulnerable. You can pull the goalie on the fly by pulling
left trigger and right trigger and pressing START.

CHALLENGE MODE

This screen shows what user challenges you’'ve accomplished. Pull
the left trigger or the right trigger to cycle through the following
lists: Level One, Level Two, and Level Three. Completed challenges
appear with a red check box.
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NEW FEATURES

This screen lists all the new features (and old ones) available to you
in NHL 2K7.

EXIT MENU

Don’t like how the game is going? You can restart the game here, or
simply quit out. Keep in mind that if you quit out before the end of the
game any unlocked Challenges and accumulated statistics will be
lost.

OPTIONS

Change the game’s options, customize your stadium music, and test
your audio setup!

SETUP:

Pull left trigger or right trigger to cycle through Rules, Penalties,
Features, Gameplay - Human, and Gameplay - CPU

Press white or black to cycle through Custom, Default, Sim, Arcade
and Physical.

Press left or right on the directional pad or left thumbstick to toggle
the highlighted options.

SETUP RULES

e Skill Level: Amateur (Default), Rookie, Pro, All-Star, or Hall of
Famer - Customize the game’s difficulty.

¢ Period Length: 5 minute(s) (Default) - Adjust the real time period
length from 1 to 20 minutes.

¢ Penalties: On (Default) or Off - Turns this option OFF and no
penalties will be called.

e Offside: Off, Regular, or Tag-Up (Default) - Tag-Up uses the new
NHL offside rules, while Regular uses the older classic NHL rules.
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¢ Icing: Auto (Default), Off, NHL, or International - In NHL rules, an
Icing infraction is called when a player behind the red line in his end
of the rink shoots a puck past the goal line in his offensive zone
when both teams are playing at equal strength or the offending team
is on a power play, and a player on the opposing team touches the
puck first. The teams then face-off at the face-off circle closest to
where the play occurred.

In INTERNATIONAL rules, it doesn’t matter who touches the puck first;
icing is called automatically after the puck crosses the goal line. Set
this option to AUTO, and the game will automatically switch the rules
from NHL to INTERNATIONAL depending on the Arena’s location. Turn
this option OFF, and teams will not be whistled for icing.

¢ Two-Line Pass: Off (Default), or On - When set to ON, a Two-Line
Pass infraction is called when a player passes to a teammate across
both the red line and a blue line. It carries the same penalty as
Offside: the two teams face-off at the location of the infraction. This
is so players can set up their NHL games to be in accordance with
classic rules.

e Overtime Type: There are a wealth of overtime options at your
disposal. They are: None (no overtime is used); Auto (Selects the
overtime type that applies to the situation, i.e. Postseason:
Continuous, 5 min, 5 on 5); Single 5 min, 4 on 4 (A single, 5-minute
sudden death overtime period, with four players on each team);
Continuous 20 min, 5 on 5 (Five players on each team, with unlimited
20 minute overtime periods until one team scores.); Single 10 min, 5
on 5, SO (A single 10 minute overtime period, with 5 players on each
team. If the game still isn’t decided after the 10 minute overtime
period, the game is decided by a Shootout.); Single 5 min, 5on 5 (A
single, 5-minute sudden death overtime period, with five players on
each team); Continuous 5 min, 4 on 4 [Five players on each team,
with unlimited 5 minute overtime periods until one team scores.};
Single 5 min, 4 on 4, SO (A single, 5-minute sudden death overtime
period, with four players on each team. If the game is tied after this
overtime period, the game is decided by a Shootout.}); Single 5 min, 4
on 4, 3-Man SO (Default, A single, 5-minute sudden death overtime
period, with four players on each team. If the game is tied after this
overtime period, the game is decided by a 3-Man Shootout.); Single 5
min, 5 on 5, SO (A single 5 minute overtime period, with 5 players on
each team. If the game still isn’t decided after the 5 minute overtime
period, the game is decided by a Shootout.); Shootout (Games tied at
the end of regulation are decided by a shootout. Five players on each
team take turns shooting on goal. The team with the most goals wins.)
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o Net Off Moorings: On {Default) or Off - The net can or cannot be
dislodged depending on this option’s setting.

» Game Clock: Accelerated (Default) or Real Time - ACCELERATED:
At the beginning of each period, the game clock will start at 20
minutes and may count down at an accelerated pace depending on
the Period Length (e.g. clock ticks twice as fast if the Period Length
is set to 10 minutes). REAL TIME - At the beginning of each period,
the game clock will start at the number of minutes selected on the
Period Length option (see General Options). Keep in mind that, in
Real Time, if you set the Period Length to less than 20 minutes, then
any penalties that remove a player from the ice for a given amount of
time (2 minutes or 5 minutes) will remove a the player for an
abnormally large proportion of the game.

e Clock Type: Auto (Default), NHL, International - AUTO: NHL Arenas
use NHL Clock and International Arenas use International Clock,
NHL: Clock counts down to 0:00, INTERNATIONAL: Clock counts up
from 0:00.

e Last Minute Real Time: No (Default) or Yes (Default) - With YES
selected, the last minute of every period will be played in Real time
instead of Accelerated time. Example: If you set the Period Length to
3 minutes with an Accelerated Game Clock, 2 real minutes will blow
down the countdown from 20:00 to 1:00, and the last minute is played
in Real Time. With this option OFF, in this example the 3 minutes will
countdown from 20:00 to 0:00.

* Freeze Puck Time: This slider adjusts how long a pinned player
has to hold on to the puck before the referee stops play and whistles
it frozen.

* Goalie Freeze Puck Time: Use this slider to adjust how long a
goalie has to hold on to the puck before the referee stops play and
whistles it frozen.

o Puck Friction: Use this slider to adjust how freely the puck slides
around the ice. Increasing puck friction will cause the puck to slow
more quickly.

e Ice Friction: Use this slider to adjust how much friction the ice
exerts on the puck and player’s skates.

* One-Timer Difficultly: Normal (Default) or Sim - Changes the level
of difficulty for one-timers.
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SETUP PENALTIES

* Goalie Outside Crease: Off or On (Default) - Turns on or off the
new NHL rule regarding goalies only being able to play the puck in
their crease or in the trapezoid behind the net.

e Custom Penalty Length: Off or On (Default) - Toggle custom
penalty times off and on.

e Penalty Length: Slider - Adjust penalty length to the desired amount

* Roughing: Slider - Adjusts the amount roughing will be called
during a game.

* Elbowing: Slider - Adjusts the amount elbowing will be called
during a game.

* Cross-checking: Slider - Adjusts the amount cross-checking will
be called during a game.

¢ Boarding: Slider - Adjusts the amount boarding will be called
during a game.

¢ Charging: Slider - Adjusts the amount charging will be called
during a game.

e Interference: Slider - Adjusts the amount interference will be
called during a game.

¢ Slashing: Slider - Adjusts the amount slashing will be called
during a game.

* Hooking: Slider - Adjusts the amount hooking will be called during
a game.

¢ Tripping: Slider - Adjusts the amount tripping will be called during
a game.

e Spearing: Slider - Adjusts the amount spearing will be called
during a game.

¢ Penalty Shots: Slider - Adjusts the amount penalty shots will be
called during a game.

SETUP FEATURES
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Cinemotion (Broadcast), or Broadcast - Decide between multiple
Cinemotion options for the cinematic thrill of hockey, or stick with a
more traditional gaming presentation.

e Game Speed: Use this slider to adjust the game’s speed.

e Home Line Change: Auto [Default), Semi-Auto, Off or Manual -
AUTO: The CPU automatically handles swapping lines for the home
team. SEMI-AUTO: Allows both the user and the CPU to make
changes to the home team’s lines. OFF: Doesn’t allow the user or the
CPU to change the lines, but players do not fatigue. MANUAL: Leaves
line swapping entirely in the hands of the user.

e Away Line Change: Same as the Home Line Change only it’s for the
away team.

¢ Pro Control: On (Default) or Off - Turning this feature OFF will
prevent you from using Pro Control.

* On The Fly Coaching: On (Default) or Off - Turn this OFF and you
will not be able to use On The Fly Coaching.

o Enforcers: On (Default) or Off - Turn Enforcers OFF and Enforcers
will play just as regular skaters.

« Intense Contact Control: Off or On (Default) -

e Wraparound: Off or On (Default) - Select if you want to have
Wraparounds active in your game or not.

* Pinning: On (Default) or Off - Turn this option OFF and players will
be unable to pin one another to the wall.

¢ Fighting: Use this slider to adjust how often fights occur.

» Players Who Fight: Decide who will be able to fight in a game, All
Human-Controlled will be any skater controlled by a person weather
they are a fighter or not. Fighters Only is just that, only players
designated as fighters will drop the gloves.

» Referee Collision: None (Default), Puck Only, Players Only, or All -
This option determines what objects will collide with the referees
when they come in contact.

e Glass Breaking Frequency: Use this slider to adjust how frequently
the glass breaks when hit by an errant slap shot.
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SETUP GAMEPLAY

Customize your gameplay experience by adjusting sliders to
determine players’ effectiveness at various game skills. You can set
each slider option for human-controlled or computer-controlled
(CPU) teams.

* Goalie Skill: This slider sets the skill level of the goalie when he’s
not under direct user control.

 Offense Skill: This slider sets the skill level of the offensive players
who are not under direct user control.

» Defense Skill: This slider sets the skill level of the defensive
players who are not under direct user control.

* Speed Burst Effect: Sets the amount of speed that is gained by
performing a speed burst.

¢ Speed Burst Time: Sets the length of time that a speed burst will
last.

* Speed Burst Recovery: Sets the length of time necessary for a
player to replenish his speed burst meter.

* Fatigue Effect: This slider determines how strongly fatigue affects
players’ performance.

 Fatigue Recovery: This slider determines how long it takes a
player to recover once he has become fatigued.

e Fatigue Time: This slider determines how long it takes a player to
become fatigued.

e Hitting Power: This slider determines the average strength of
players’ hits.

* Shot Accuracy: Sets the overall level of accuracy of players’ shots.

* Pass Accuracy: Sets the overall level of accuracy of players’
passes.

* Pass Speed: Sets the overall speed of players’ passes.

¢ Pass Interceptions: Sets the frequency and ease of pass
i terceptions.

* Rebound Distance: Sets the frequency that shots will rebound off
of the goalie.
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e Shot Blocking: Sets the frequency and ease with which defenders
block shots on goal.

¢ Puck Retention: Sets the overall ability of players to retain the
puck regardless of defensive harassment.

¢ Puck Control: Adjusts the players’ overall skill at puck control.

« Goalie Anticipation: Adjusts the goalie’s skill at anticipating where
the player/puck will be.

e Goalie Cover Depth: Adjusts how far out the goalie will play.

» Goalie Saves: Adjusts the goalie’s skill at making saves.

CONTROLS:
CONTROLS CONTROL SETTINGS

e Current Profile: Sets the User Profile to which these Controls will
be assigned.

« Controller: Classic, Intermediate {Default), or Advanced - Select
your desired Control Configuration.

» Goalie Control: Semi-Automatic [Default), Automatic, and Manual -
SEMI-AUTOMATIC: User controls the goalie when the goalie has the
puck. AUTOMATIC: The computer controls the goalie. MANUAL: User
controls the goalie when he has the puck, and can manually switch to
the goalie by pulling left trigger and pressing black simultaneously.

¢ Pass Aim Assist: With this slider empty, the user’s passes go
where they are aimed with the left thumbstick. The more the slider
is filled, the more help the user will get with aiming passes.

» Shot Aiming: Auto [Default) or Manual - MANUAL: The user
controls where his or her shot goes. AUTO: The computer handles
aiming shots for the user.

e Auto Puck In Air Grab: On (Default) or Off - ON: The user-
controlled player automatically grabs pucks shot up in the air. OFF:
The user must press white lin Intermediate and Advanced Controls}
or pull left trigger (in Classic Controls) to grab the puck from the air.

e Player Lock Type: Semi-Manual {Default], Manual, and Full Lock -
SEMI-MANUAL: You control the player with the puck. On defense, you
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can switch players by pressing A. MANUAL: Stay controlling one
player until you press A to switch. FULL LOCK: User always controls
one player, and cannot switch players at all (the Change Player
button ceases to function).

e Preferred Start Position: C (Default), LW, RW, LD, RD, G - Choose
the position that the user will start the game controlling.

e Icon Switch: On (Default) or Off - Turn this OFF, and you will be
unable to use the player icon switch feature.

* Puck Protection: Auto (Default) or Manual - MANUAL: When you
press and hold Y to protect the puck, you can move the puck around
with the left thumbstick. AUTO: When you press B to protect the
puck, the player automatically moves the puck for you to keep it
away from opponents.

e Vibration Feature: Off (Default) or On - When ON, the controller
will vibrate when your player is involved in a check.

¢ One Timer Passing: On (Default) or Off - Turn this OFF, and one-
touch passes will not occur in the game.

CONTROLS CONTROLLER LAYOUT

Learn the button commands for each situation or customize them to
your liking.

* Press black or white to cycle through the command scenarios.

¢ pull left trigger or right trigger to view the controls as modified by
left trigger or right trigger.

* To customize the face buttons (A, B, A, and Y) controls, press Y to
initiate Button Swap Mode. Press the first button you want to swap.
The button’s function will appear highlighted in red. Press the other
button whose functionality you wish to swap with the first button. The
buttons will swap and you will automatically exit Button Swap Mode.

PRESENTATION:
PRESENTATION CAMERA

» Camera: SIDE: This is a diagonal view from the side of the rink,
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similar to the 3/4 camera. 3/4: This is a diagonal camera view of the
action. It also tries to stay ahead of the action to allow you to see
what'’s going on around you better.

OVERHEAD: This is a top-down view from directly above the puck.
ACTION: This camera brings you the very closest to the action.
PARAMETRIC: (default) This is a cinematic view of the action.

e Camera Zoom: Adjusts the zoom of the in-game camera.

e Camera Direction: NORMAL: Default camera direction. During the
1st period the home team will have the top goal and the away team
will have the bottom goal. After each period they swap goals but the
camera perspective remains the same- in the case of the 2nd period
the away team will have the top goal and the home team will have
the bottom goal. HOME ALWAYS UP: Regardless of period, the home
team goal is located at the top of the screen. AWAY ALWAYS UP:
Regardless of period, the away team goal is located at the top of the
screen. REVERSED: Goal locations are opposite of default settings,
but the period change is still in effect.

PRESENTATION AUDIO

» Audio Presentation: Cinemotion (Default) or Custom - With
Cinemotion on, your audio levels will dynamically adjust in game to
the context of the cinematic and emotional action. Set to custom
allows you to adjust any of the volume sliders detailed bwlow.

¢ Volume Sliders: Adjust the volume of the Commentator,
Announcer, Crowd, their Chants, Arena Music, Sound FX, and Arena
Horn sound channels. - Move LEFT or RIGHT on the directional pad
or left thumbstick to increase or decrease the sliders.

 Fan Mail: On or Off (Default) - When this is ON you will hear fan
mail questions read by the commentators while the game is paused.

PRESENTATION VIDEO

* Show Enforcer Indicator: Off or On (Default) - Turn this OFF and
Enforcer Indicators under players will be removed.

« Intense Contact Bar: On or Off (Default) - When ON, a circular bar
(about 1/8th the size of the selection B) is displayed for all players.
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That bar fills with red relative to the number of Intense Contact moves
that individuat player connects an opposing player with.

» Puck Shadow: On (Default) or Off - When ON, a shaded circle
appears around the puck to make it easier to see.

¢ Player Name Indicator: Name and Position (Default), Name,
Position, None - Select the text that appears beneath each user’s
player.

» Challenge Mode Notification: On or Off (Default) - When ON, an
overlay will appear to notify you when you've accomplished one of
the game’s Challenges.

* Line Change Overlay: Adjusts the duration that the Line Change
Overlay stays on screen.

» Music Player Popup: On (Default) or Off - When ON the music
player overlay will appear when called up.

» OTF Coaching Overlay: On (Default) or Off - Turn this feature OFF
and the On the Fly Coaching overlays will not be displayed in game
(they will still be functional, just hidden).

MusIC:
MUSIC 2K BEATS
¢ Select which audio tracks you hear in the menus and in game.

e Check out the artist info for your favorite tracks by highlighting a
track and pressing Y.

ROSTERS: (SEE ROSTER SECTION)

ONLINE DESK:

This menu will give you access to different online features when you
are signed in.

MANAGE PROFILES:

The Manage Profile screen enables you to create a Profile, load a

Profile, remove a Profile as well as perform other profile related
actions.

e Pull Left trigger or Right trigger to switch between Profile Slots.
Move the left thumbstick to highlight the desired Profile Action.
Press A to use that profile action.

e Set as Active: Set the current profile as active.

e Edit Profile Name: Change the name of the current profile.

e View Stats Book: Allows you to view the stats for the active profile.

 View User Challenges: View the user challenges for the active
profile.

e View All-time Records: View any records that have been set.
» Favorite Team: Set the favorite team for the active profile.
¢ Unload Profile: Close the active profile.

¢ Save Profile: Save the active profile.

SAVE / LOAD:

Save / Load Load, (Settings, Profile, Franchise, Season, Tournament
etal.)

e Press Y to switch between the Xbox Hard Drive and the Xbox
Memory Unit.

¢ Press A to load the file.

Save / Load Save Settings, (Profile, Franchise, Season, Tournament
etal.)

e Press Y to switch between the Xbox Hard Drive and the Xbox
Memory Unit.

® Press A to select the save slot.
¢ Use the Virtual Keyboard to enter a name for the save.

* You can only save over existing files that are the same type of file
you are saving.
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SAVE / LOAD DELETE

* Press Y to switch between the Xbox Hard Drive and the Xbox
Memory Unit.

* Press A to Delete the selected file.

Saving: Profiles vs. Game Modes vs. Settings vs. Rosters

It's important to note that NHL 2K7 has multiple SAVE TYPES. Saving
one type of file will not save another type. So, for example, saving
your User Profile while in Franchise mode WILL NOT also save your
Franchise mode. The saves can generally be divided up as follows:

Game Modes - Saves for Franchise, Season, or Tournament. In order
to save your progress within one of these game modes, you MUST
make a save for the specific game mode. For example, to save a
Franchise, you must actually select “Save Franchise” from within the
Franchise menu.

Profiles — Save for User Profiles. Saving this will save everything that
is tied to your profile - overall statistics, personal bests, unlockables, etc.

Settings - A Settings save will save all of your modified options, such
as NHL rules, Presentation style, etc.

Rosters — Saving a Rosters file will save any rosters that you have
modified from the front end. In other words, you can’t save a roster
from within your Franchise, but any changes done from the Main
Menu can be saved and quickly loaded in the future.

To actually perform a save, select Options from any menu out of
gameplay and then Save/Load. You will see all applicable save types.
For example, Options = Save/lL.oad within Franchise will then show
you menu selections for both “Save Franchise” and “Save Profile.”

KBOX LIVE®

TAKE NHL 2K7 BEYOND THE BOX

Xbox Live is a high-speed or broadband Internet gaming community
where you can create a permanent gamer identity, setup a Friends
List with other players, see when they're online, invite them to play,

41

and talk in real-time as you play.
DOWNLOADABLE NHL 2K7 CONTENT

If you are an Xbox Live subscriber, you can download the very latest
NHL rosters to your Xbox console.

CONNECTING

Before you can use Xbox Live, you need to connect your Xbox console
to a high-speed or broadband Internet connection and sign up for the
Xbox Live service. To determine if Xbox Live is available in your
region and for information about connecting to Xbox Live, see
www.xbox.com/connect.

Select Xbox Live from the Main Menu once you have your Xbox Live
membership started. Sign-in and advance to the Online Menu at the
Online Sign In screen by selecting your gamertag and inputting you
password.

KXBOX LIVE® SIGN IN:
To use an existing user account:
* Press A to sign in with the default account.

¢ To sign in with a different account, press B then press A and select
the account you wish to use.

To create a new profile:

* Press Y and follow the prompts.

To recover a gamertag:
¢ Press A and follow the prompts.
To join as a guest:

o After the account holder has selected his account, highlight PLAY
AS GUEST and press A.
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QUICK MATCH:

Quick Match is the fastest way to challenge an opponent. It is intended
for players to easily find and enter a game. When you select Quick
Match, you will automatically challenge another user to a game. If
they accept the challenge, the Team Select screen will appear.

Use the following options to select an opponent

e Game Type: Ranked or Unranked.

* Host Rank: Top 900 to top 100.

* Host Feedback: Select the feedback rating for your opponent.
¢ Press the START button to find a match.

LOBBIES:

Lobbies are where you can challenge other users or chat. Once in the
Lobbies menu, select a specific game type to enter a lobby.

* Press the Y button to chat open the chat window.

* To perform a lobby related action, highlight a player name and
press the A button. The actions you can perform are Send Challenge
and Mute user.

¢ Move the right thumbstick DOWN, to see challenges from other
users.

LOBBY ACTIONS:

* Send Challenge: Use this screen to create a game with the options
you desire.

* Game Style: Default, Sim, Arcade, Physical - Pick the set of game
options to use.

¢ Game Type: Exhibition, Battle Mode, and Mini-Rink - Pick the game
type you wish to play.

* Ranked: Yes or No (Default) - Set whether the game you will play is
ranked or not.
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* Max players per team: 1-4.

« Difficulty: Amateur [Default), Rookie, Pro, All-Star, or Hall of
Famer - Set the difficulty for your Exhibition game.

e Period Length: 1 through 20 {5 is Default) - Set the period length
{in minutes) for your Exhibition game.

o Offside: Regular [default} Off and Tag-up

« Two Line Passing: On (Default) or Off

e Icing: NHL [Default) international, Auto or Off

» Game Speed: Use this slider to adjust the game’s speed.

* Penalties: On (Default) or Off

= Al Sliders: On or Off [Default) - Adjust the CPU’s playing skill.

« Sequence Type: [Battle Made only) Winner Pick (default) Random.
Decides if the winner gets to select the party game type of if the
game type is random.

= Game Count: (Battle Mode only] The amount of Battle Mode games
per session.

LEAGUES

You can set up Tournaments and Seasons that friends can participate
in without leaving home.

Create Season or Tournament: (You are the Admin)
First you must set your Tournament’s options.
¢ League Name: Type in the name of your league.

¢ League Password: Make a password for your league. Be sure to
send your friends the password so they can join. If you want to make
the league open to all players, do not set a password.

* Private: Yes or No (Default) - To make your tournament a private
league.
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* Number of Players: 8 (Default) - Choose from 4 to 30 players in the
league. You can only have an even number of players in this type of
league.

¢ Interval Between Rounds: 1-7 Days (Default) - Choose how many
days in-between rounds you want your regular season games to be
played.

e Series Length: 1 (Default) - Choose the length (number of games)
of your season.

* Trading: (On is Default) - ON allows players to trade during the
season.

JOIN SEASON OR JOIN TOURNAMENT

This screen allows you to browse through active Seasons or
Tournaments. Press A on the Season or Tournament to display the
users who are currently in that league, and press START if you want
to join.

My Leagues:

Enter into your Tournament or Season you've created or joined.
Press START on the Tournament or Season you participate in. You
cannot enter your league until it is full and a schedule has been
generated by the teague admin.

If you are the league admin you have the following options before the
league actually starts:

* Manage Players - Highlight an undesired player and press A to opt
to ban or drop them. [t is highly recommended that you Manage
Players before Generating a Schedule.

« Generate Schedule - You have to generate your schedule before
your league can begin. Press A to highlight a team, then move the
left thumbstick to highlight another team with whem you want to
swap placement. Repeat this until the schedules are what you
envisioned them to be. When you've finished changing match-ups,
press START to generate your League’s Schedule.

After your league is full and the admin has generated the schedule
you have the following options:
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* Lobby - Enter the lobby to accept or challenge your next opponent
as determined in the schedule. The lobby also displays the other
players in your league and their next game. Pressing A on your next
game will bring up an overlay filled with these options: Ready to
Play, Send Message (via 2K Sports Messaging), or Filing a Complaint.

¢ View Schedule or Tournament Tree - Here you and the players in
your league can see the schedule.

» Notifications - View all the news around the online league here.

» Trades - In the Trades screen you can trade the players on your
team by selecting CREATE and pressing A. You can also see the
Received, Sent, and Pending trades by moving your left thumbstick.
The player whom you’ve offered a trade has to accept the trade and
the Admin has to clear it before it can be completed.

» Stats - Standings - Displays the current standings for your league.
Team Stats - Displays the stats of the teams in your league.

Player Stats - Displays the stats of individual players of teams in
your league.

Player Leaders - Displays the stats of top players in your league.
* Edit Line - See [Edit lines) in the In Game Pause Menu.

* Roster - Scratch players or send players to minors using this
screen just like you would offline.

» View Options - View the leagues Settings and Options here.

» Administrator Options {available to the admin only) - Here the
admin can manage players and schedule. The admin can drop
players from the league in Manage Players. In the Manage Schedule
option you can simulate (select Determine Winner) a League game
instantly. This allows the current week to be finished and the next
week to begin in the case of tardiness.

ONLINE DESK:

¢ Leaderboards - The Leaderboards screen downloads the current
leaders from the server complete with their records and player
statistics.
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* News - Here you can check the latest news for up to date info on

2K SPORTS NHL 2K7.

* Downloads - The Downloadable Content screen will download the
latest NHL rosters to keep your game up to date with the pros.
Highlight an update and press A to download it.

e Online FAQ - This is where Frequently Asked Questions about
online play will be posted, oh and we’ll give the answers too.

e My Player Card - This screen gives you all the information for
Stats, Feedback and your current rankings on Xbox Live|REGI.

Returns you to the Main Menu.
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LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT

YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT [THE
“AGREEMENT") AND THE TERMS SET FORTH BELOW. THE "SOFTWARE" INCLUDES ALL SOFTWARE INCLUDED WITH THIS
AGREEMENT, THE ACCOMPANYING MANUAL (S), PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATERIALS
OR DOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOFTWARE AND ITS MATERIALS. BY OPENING THE SOFTWARE,
INSTALLING, AND/OR USING THE SOFTWARE AND ANY OTHER MATERIALS INCLUDED WITH THE SOFTWARE, YOU HEREBY
ACCEPT THE TERMS OF THIS LICENSE WITH 2K SPORTS. [“LICENSOR").

LICENSE. Subject to this Agreement and its terms and conditions, LICENSOR hereby grants you the non-exclusive, non-
transferable, limited right and license to use one copy of the Software for your personal use on a single console. The
Software is being licensed to you and you hereby acknowledge that no title or ownership in the Software is being transferred
or assigned and this Agreement should not be construed as a sale of any rights in the Software. All rights not specifically
granted under this Agreement are reserved by LICENSOR and, as applicable, its licensors.

OWNERSHIP. LICENSOR retains all right, title and interest to this Software, including, but not limited to, all copyrights,
trademarks, trade secrets, trade names, proprietary rights, patents, titles, computer codes, audiovisual effects, themes,
characters, character names, stories, dialog, settings, artwork, sounds effects, musical works, and moral rights. The
Software is protected by United States copyright law and applicable copyright laws and treaties throughout the world. The
Software may not be copied, reproduced or distributed in any manner or medium, in whole or in part, without prior written
consent from LICENSOR. Any persons copying, reproducing or distributing all or any portion of the Software in any manner
or medium, will be willfully violating the copyright laws and may be subject to civil and criminal penalties. Be advised that
Copyright violations are subject to penalties of up to $100,000 per violation. The Software ins certain Li d
materials and LICENSOR's licensors may protect their rights in the event of any violation of this Agreement.

LICENSE CONDITIONS

You agree not to:

(a) Commercially exploit the Software;

(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any copies of this Software, without
the express prior written consent of LICENSOR;

(c} Make copies of the Software or any part thereof;

(d) Except as otherwise specifically provided by the Software or this Agreement, use or install the Software (or permit others
to do same) on a network, for on-line use, or on more than one console at the same time;

(e) Copy the Software onto a hard drive or other storage device and must run the Software from the included CD-ROM
(although ]the Software may automatically copy a portion of itself onto your console during installation in order to run more
efficiently);

(f) use or copy the Software at a computer gaming center or any other location-based site; provided, that LICENSOR may
offer you a separate site license agreement to make the Software available for commercial use;.

(g) Reverse i , di ile, di or otherwise modify the Software, in whole or in part;

(h) Remove or modify any proprietary notices or labels contained on or within the Software; and

{il transport, export or re-export {directly or indirectly} into any country forbidden to receive such Software by any U.S.
export laws or accompanying regulations or otherwise violate such laws or r i that may be ded from time to
time.

THE SOFTWARE UTILITIES.

The Software may contain a level editor or other similar type tools, assets and other materials [the “Software Utilities”) that
permit you to construct or customize new game levels and other related game materials for personal use in connection with
the Software {“Customized Game Materials”).

In the event the Software contains such Software Utilities, the use of the Software Utilities is subject to the following
additional terms, conditions and restrictions:

(a) AUt Customized Game Materials created by you are exclusively owned by LICENSOR and/or its licensors (as the case may
bel and you hereby transfer, assign and convey to LICENSOR all right, title and interest in and to the Customized Game
Materials and LICENSOR and its permitted licensors may use any Customized Game Materials made publicly available to you
for any purpose whatsoever, including but not limited to for purposes of advertising and promoting the Software;

(b} You will not use or permit third parties to use the Software Utilities and the Customized Game Materials created by you
for any commercial purposes, including but not limited to distributing, leasing, licensing, renting, selling, or otherwise
exploiting, transferring or assigning the ownership of such Customized Game Materials;

(c) Customized Game Materials must be distributed solely for free; provided, that you may contact LICENSOR for a license to
commercially exploit the Customized Game Materials which LICENSOR may grant or deny in its sole discretion;

(d) Customized Game Materials shall not contain modifications to any other executable files;

(e} Customized Game Materials must be used alone and can be created if the Customized Game Materials will be used
exclusively in combination with the commercially released retail version of the Software.

(f) Customized Game Materials cannot contain libelous, defamatory or other illegal material, material that is scandalous or
invades the ri?hts of rrivacy or publicity of any third party, or contain any trademarks, copyright-protected work or other
property of third parties (without a valid license}; and

(g) All Customized Game Materials must contain the proper credits to the authors of the Customized Game Materials and
must indicate that LICENSOR is not the author of the Customized Game Materials with additional language that “THIS
MATERIAL IS NOT MADE, GUARANTEED OR SUPPORTED BY THE PUBLISHER OF THE SOFTWARE OR ITS AFFILIATES.”

LIMITED WARRANTY: LICENSOR warrants to you (if you are the initial and original purchaser of the Software] that the
original storage medium holding the Software is free from defects in material and workmanship under normal use and
service for 90 days from the date of purchase. If for any reason you find a defect in the storage medium during the warranty
period, LICENSOR agrees to replace, free of charge, any Software discovered to be defective within the warmntKl period as
long as the Software is currently being manufactured by LICENSOR. If the Software is no longer available, LICENSOR retains
the right to substitute a similar program of equal or greater value. This warranty is limited to the storage medium
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cantaining the Software as originally provided by LICENSOR and is not applicable to normal wear and tear. This warranty
shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied
warranties pfeg:rlbed by statute are expressly limited lo the 90-day period described above. Except as sel forth abava, this
warranty is in lieu of all other warranties, whether oral or written, express or implied, including any other warranty of
merchantability, fitness for a particular purpose or non-infri and no other repr ions or warranties of any
kind shall be binding on LICENSOR. When returning the Software subject to the limited warranty above, please send the
original Software only to the LICENSOR address specified below and include: your name and return address; a photocopy of
your dated sales receipt; and a brief note describing the defect and the system on which you are running the Software.

IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL DR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE, INCLUDING DAMAGES TO PROPERTY, LOSS OF GDODWILL,
COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL JNJURIES,
EVEN IF LICENSOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES, LICENSOR'S LIABILITY SHALL NOT
EXCEED THE ACTUAL PRICE PAID FOR USE OF THE SOFTWARE. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS
ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION DR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL BAMAGES, 50 THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT
APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS THAT VARY
FROM JURISDICTION TO JURISDICTION.

TERMINATION: This Agreemenl will lerminale automatically if you fail to comply with its terms and conditions. In such avent,
you must destroy all copies of the Software and all of its companant parts. You can also end this Agreement by destroying
the Softwara and all copies and reproductions of the Software and deleting and permanently purging the Software from any
client server or computer on which it has been installed.

U.5. GOVERNMENT RESTRICTED RIGHTS: The Software and documentation have been developed entirely at private expense
and are provided as “Commercial Computer Software” or "restricted computer software.” Use, duplicatian or disclosure hy
the U.S, Government or a U.S. Government subcontractor is subject to the restrictions set farth in subparagraph (e)(1](ii] of
the Rights in Technical Date and Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (cl{1)
and (2] of the Commercial Camputar Saftware Restricted Rights clauses at FAR 52.227-19, as applicable, The Contractor/
Manufacturer is the LICENSOR at the lacation listed below.

EQUITABLE REMEDIES: You hereby agree that if the terms of this Agreernent are not specifically enforced, LICENSOR will be
“rreparably damaged, and therefore you agree that LICENSOR shall be entitled, without bond, ather security, proof of
damages, to appropriate equitable remedies with respect any of this Agreement, in addition to any other available remedies.

NDEMNITY: You agree to indemnify, defend and hold LICENSOR, its partners, licensors, affiliates, cantractors, officers,
directars, employees and agents harmless from all damages, losses and expenses arising directly or indirectly fram your
acts and omissions to act in using the Software pursuant fo the terms of the Agreement.

MISCELLANEQUS: This Agreemenl represents the complete agreement concerning this license between the parties and
supersedes all prior agreements and representations between them. It may be amended only by a writing executed by both
parties. If any provisian of this Agreement is held ta be unenforceable for any reason, such provision shall be reformed only
to the extent necessary to make it enforceable and the r ining provisions of this Ag shall not be affectad. This
Agreement shall be construed under New York law as such law is applied to agreements between New York residents
entered into and to be performed within Naw York, except as governed by federal law and you consent to the exelusive
jurisdiction of the sate and federal courts in New York, New York.

IF YOU HAVE ANY QUESTIONS CONCERNING THIS LICENSE, YOU MAY CONTACT IN WRITING 2K SPO .
NEW YORK, NY 10012, RTS, 575 BROADWAY,

DBTAINING TECHNICAL SUPPORT/SERVICE

Ta receive additional support, including troubleshooting assistance, please contact:

* website .. hitp://2Ksperts.com/
+ e-mail . . customersarvice@2Ksports.co
etelephone .. ... ... ... 1-415-507-7750

Developed by Kush Games. ©2006 Take-Two Interactive Software and its subsidiaries. All rights reserved. 2K Sports, the 2K
Sports logo, and Take-Two Interactive Software are all trademarks and/or registered trademarks of Take-Two Interactive
Software, Inc. NHL and the NHL Shield are registered 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 writlen consent of NHL Enterprises, L.P. ©2006. All rights reserved. Officially Licensed Product of the
National Hockey League. @NHLPA. NHL 2K7 is an Officially Licensed Product of the NHLPA. NHLPA, National Hockey League
glaﬁrs A’ssoqatmn and the NHLPA loga are trademarks of the NHLPA and are used under license by Take-Two Interactive
oftware, Inc.

Microsoft, Xbox, Xbox Live, the Xbox logos, and the Xbox Live logo are either registered trademarks or trademarks of
Microssft Corporation in the U.S. and/or other countries.



