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Southwest Securities
Predicts a Bright Gaming Future

By Bryan Intihar
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17k t is pretty safe to say that for the majority of the interactive entertainment
9 58 I industry, the past year or so has not been the best financially. All sectors of the

industry have been hurt from what is popularly referred to as a “console tran-
sition.”

The first major console transition happened back in 1994-1995 with the indus-
try moving from 16-bit to 32-64-bit consoles. Many leading game companies suf-
fered financially during these times. Currently, we are in a 32-64-bit to 128-bit
console transition, and some companies are in trouble like in 1994-1995.
However, Southwest Securities, which describes itself as a “technology-driven
financial services company,” is reporting that the best days are ahead.

The main reason the firm has for this optimism is by taking a look at history.
After the console transition of 1994-1995, the industry bounced back tremen-
dously. Simply put, Southwest Securities believes that history will repeat itself.

The firm recently completed its “Fall 2000 Consumer Products Research
Report” concerning the interactive entertainment industry. Throughout its
pages, the analysts of Southwest Securities reported on such issues as the
future of the gaming industry, industry growth comparisons and changing gaming
trends. The intention of this report was to inform possible investors that this is
the most opportune time to invest in gaming companies because the firm
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(continued on page 3) * Source: The NPD Group Worldwide and SWS estimates

PlayStation 2 Game
Sales Impress

By Ben Rinaldi

THQ Ready for the Holiday
Season, Sets 2001 Groundwork

By Bryan Intihar

sumer electronics history is nothing more than a fad- the past few years to become one

ing memory, it’s time to evaluate PlayStation 2’s sales of the most successful publishers
performance during its first week of availability. If you've in the industry. The company is no
been following the reports in GameWEEK during the past longer considered the “Wrestling and
few months, then you know that trying to buy a PS2 on Rugrats™ publisher. Recently, THQ held
October 26 was about as likely as finding peace in the an event to discuss what it has in store
Middle East. Hungry gamers immediately scooped up all for this holiday season, as well as some
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Now that the most anticipated hardware launch in con- THQ Inc. has made major strides in

500,000 units allocated to the U.S., so it’s obvious that

(continued on page 3)
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of its projects for 2001.

No one can doubt how popular the
wrestling genre has become, and THQ
has made sure that it will continue to be
the top publisher in this category. On
the console/portable side, there will be
three game released: WWF Smackdown!

2: Know Your Role for the Sony
PlayStation and WWF No Mercy for the
Nintendo 64 and Game Boy Color.
Consumers will have no problem recog-
nizing these titles, as each will receive a
pretty hefty marketing campaign. More

(continued on page 4)
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PlayStation 2 Game Sales Impress

Which games lit up the cash registers at launch

hardware is having no problem selling.
History has taught us that it’s the games
that sell videogame consoles so what we
want to know is, which of the early launch
titles are consumers purchasing to play on
their shiny new console?

Early indications are positive for Sony
and its third-party publishers as two PS2
games were able to crack the top ten sales
charts according to NPD TRSTS data.
Miraculously, Madden NFL 2001 landed at
No. 5 and Tekken Tag Tournament made it
at No. 8 on the top ten selling videogame
console list for the week ending October
21 (that’s right-they made the list five days
before the system came out thanks to EA's
and Namco’s decision to release these
games a week early). This means PS2 buy-
ers are snapping up Madden 2001 and
Tekken Tag at an almost one to one ratio
with the hardware. To illustrate how
impressive a feat this is, consider that
Dreamcast games still have a hard time
cracking the top 20 sales list on a regular
basis, despite the console being around
for more than a year.

It's no surprise that Madden 2001 leads
the pack of PS2 games, but it is somewhat
of a shocker that small publishers like
Agetec with Armored Core 2 and Rockstar

Top Ten Best Selling PlayStation 2 Titles
Ranked on Units Sold, October 15 through 21, 2000

AVERAGE

RELEASE RETAIL
RANK  TITLE PUBLISHER DATE PRICE
1 MADDEN NFL 2001 ELECTRONIC ARTS OCT '00 $51
2 TEKKEN TAG TOURNAMENT NAMCO 0CT '00 $51
3 SSX ELECTRONIC ARTS 0CT '00 $52
4 ARMORED CORE 2 AGETEC 0CT '00 $52
5 SMUGGLER'S RUN ROCKSTAR GAMES OCT '00 $50
6 RIDGE RACER TYPE V NAMCO 0CT '00 351
7 DYNASTY WARRIORS 2 KOEl 0CT '00 $49
8 SILENT SCOPE KONAMI OCT '00 $51
9 MIDNIGHT CLUB ROCKSTAR GAMES 0CT '00 $50
10 ORPHEN ACTIVISION 0CT 00 $51

Games with Smuggler's Run and Midnight
Club are enjoying such early success. All
three of the aforementioned titles appear
in the top 10 best selling PS2 list.

Despite some early stumbles it appears
that PS2 is on the fast track to success.

* Source: NPD TRSTS Video Games Service
Kristin Barnett-Von Korff 516.625.2481

Once Sony irons out its hardware shortage
problems and the console’s installed base
grows, look for more and more PS2 titles
to monopolize the sales charts. GW

Continued From Cover

believes the interactive entertainment
industry is currently in an “up-cycle.”
Even better news is that the predictions
of Southwest Securities are higher than
what others are reporting.

In discussing growth expectations, the
firm’s analysts believe that the gaming
industry “is poised for revenue growth of
30% to 35% a year over the foreseeable
future, which is 50% to 75% higher than
the current expectations of 20% growth.
We believe the current market expecta-
tions are conservative and do not include
the growth in installed base resulting
from the introduction of Xbox, Nintendo’s
GameCube and Game Boy Advance plat-
forms. In addition, our model also
assumes the introduction of a new hand-
held platform in 2003. If we are correct
the higher than expected growth will
catch many by surprise.”

While the introduction of Xbox and
other consoles may spark tremendous

Southwest Securities Predicts a Bright Gaming Future

growth, Southwest Securities sees the
past as another link to future success for
the interactive entertainment industry. In
1998, the interactive entertainment indus-
try grew approximately 25%, which is
heads and tails above other industries
like film (9%), records (6%) and books
(6%). Southwest Securities does not see
this changing anytime in the future as the
gaming industry will continue to grow.
Another key component to the high
expectations that the analysts of
Southwest Securities have for this indus-
try is the changing user demographics.
Games are no longer just played by males
between the ages of eight and 17. Gaming
IS “Increasingly becoming mainstream.”
Here are some figures that the analysts
provided to help prove this point:
¢ Today, the average age of a computer
and video game player is 28.
* 60% of all Americans (ages six and
older) or about 145 million people,

say they play computer or videogames.

* 97% of all people who actually pur-
chase PC, and 87% of those who
purchase console games, are 18
years or older.

® (1% of those who play videogames
are 18 years or older.

e 43% of Americans who play computer
or videogames are female and 57%
are male.

e Top reasons why frequent game
players like to play games are: they
are challenging (78%), they relieve
stress (55%), for their entertainment
value (49%), they are a social activity
one can enjoy with friends (37%).

So if we go by what Southwest Securities
has to say, this may be the best time to
start thinking about investing in some
gaming companies. More importantly
however, it is a clear indication that the
best days are still to come for the interac-
tive entertainment industry.  GW

EDITORIAL

By Andy Eddy
GameWEEK West Coast Editor
andy@gameweek.com

Were You Ready?
Will You Be Ready?

likely firsthand-the craziness sur-

rounding the recent PlayStation 2
launch: People lined up for hours in
inclement weather; arguments, threats
and fights; theft; online auctions with
closing bids at upwards of three times
the shelf price; and more. All this for a
piece of hardware designed for game
playing.

Of course, we know better than to
think it's just a game system, and to
what extent people will go for something
they consider exclusive. The first wave
of buyers for a hot consumer-electronics
item such as PlayStation 2 always bor-
ders on fanatical, but it emphasizes
how seriously they take their entertain-
ment products. And a powerful “next-
generation” game system-especially
these days when they're enjoyed by all
members of the family-is that much
more in demand.

Were you ready?

It's said that hindsight is 20/20, and
in actuality you probably realized-after
the fact-that things could have been
done better. Certainly, there are limita-
tions on how you were able to handle
the PS2 rush, especially in light of lower
allocations. Sony’'s bombshell created a
weak-link situation, where no matter how
finely tuned your plans were going into
the October 26 launch, the number of
units hitting the market was something
that was totally out of your hands.

In the coming weeks, no one’s sure
how much better the flow of PS2s will
be, with Sony promising 100,000 new
units per week being introduced into the
channel through the holiday season.
While that seems like a big positive, if
Sony’s stated figures are accurate-it
claims to be selling PS2 in 20,000
storefronts-that only averages out to five
additional systems per store per week.
Not a big relief valve.

With that said, it looks like the con-
stant phone calls, the frustrated (hope-
ful) consumers and empty shelves will
continue for a while. However, it's also
important to look down the road and
prepare for similar situations in the next
year with the planned introductions of
Game Boy Advance, GameCube and
Xbox. Start thinking out what can be
done differently to make those launches
smoother than this one.

Will you be ready? GW

undoubtedly, you've already seen-and
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Continued from the Cover

THQ Ready for the Holiday Season, Sets 2001 Groundwork

importantly, all of the wrestling games are
on schedule to be released in time for the
holiday season (For those interested in
WWF No Mercy, check out the feature
review in the Retail Buyer’s Guide.)

It seems that every game publisher wants
to be part of the PlayStation 2 launch, and
THQ is no exception. With the release of
Summoner, this will be the first time that
THQ has had a software product ready for a
hardware launch. Developed by Volition, the
crew has made one of the only true role-
playing games available for the PS2 launch.
This also shows THQ’s emphasis on creat-
ing more original content. Even though the
company has had great success with many
of its licenses, THQ’s focus in the future is
to continue with those popular brands but
also generate new concepts for games.
Summoneris also in development for the PC

THQ’s

Red Faction
will be
released

on PC, Mac
(winter
2001)

and PS2
March

| 2001).

and Mac, with a release date set
some time in 2001. Unlike the PS2
version, PC and Mac owners will be
able to play Summoner over the
Internet.

With a growing need for original
content, THQ and Volition have cre-
ated yet another title for the
PlayStation 2 called Red Faction. As
one of the only second-generation
PS2 games announced, Red Faction

is a first-person shooter that intro-  wwr smackdown! 2: Know Your Role for PlayStation

duces new technology called the

“Geo-Mod” engine. According to the com-
pany, the “Geo-Mod™ engine is a “real-time,
arbitrary geometry modification capability
that drastically enhances realism and diver-
sity of gameplay.” What this means for play-
ers is that they are given a lot more flexibil-
ity with the gaming environment. They can
blast holes through walls, floors and ceil-
ings, and whatever is in that environment-
enemies, workers-will react to the changes.
For example, players can use the rocket
launcher to create a hole in the wall, and
then watch the enemies react to it, as they
can either duck for cover, run away, or retal-
iate with an attack. Like Mike Kulas of
Volition said, this “brings something new to
the first-person genre.” Just as Summoner,
Red Faction will be released for the PC and
Mac. The release date for the PS2 version is
March of 2001, while PC/Mac owners will
have to wait until the winter of 2001.

Some might say that on the console side
THQ is focusing on development for the
PS2. Yet, this is not entirely true as the com-
pany announced at the event its first Xbox

title, New Legends. Even though the footage
of the game that was shown at the event was
still quite early, it gave a clear indication the
potential of Xbox software. New Legends is a
one-player action game that is set in China,
where gamers assume the role of Sun Soo
who is trying to put a stop to the advances of
Xao Gon. Players have as part of their arse-
nal a plethora of martial arts moves and a
variety of defensive, ranged and melee
weapons. New Legends is being developed
by Infinite Machine, who previously were
employees of LucasArts and worked on pro-
jects like Star Wars: Jedi Knights. The game
is scheduled for a release that coincides
with the Xbox launch in the fall of 2001.
THQ will continue to grow its children’s
lineup with the Rugrats, Power Rangers and
Scooby-Doo brands. It has also acquired the
rights to publish all 7etris titles through 2004.
If THQ can keep creating strong sequels for
its established brands and develop more
original content like Summoner, Red Faction
and New Legends, then the next year or so
could be avery profitable one. GW

By Bryan Intihar

hoever thought that Nintendo’s
Pokémon series was losing popular-
ity is dead wrong.

Back on October 15, Nintendo released
Pokémon Gold and Silver for the Game Boy
Color. Even though many thought that the
games would sell very well, it was hard to
predict the following sales figures. In the
first week that both of these games were
available to consumers, approximately 1.4
million copies were sold. That obliterated
the old U.S. sales record that was also held
by Nintendo and another Pokémon title.
Last year, Nintendo sold over 600,000 units
of Pokemon Yellow in just one week.

Pokéemon Shatters Sales Records Again

Even with these impressive initial sales,
Nintendo expects alot more out these two
games in the near future. Peter Main,
executive vice president of sales and mar-
keting for Nintendo of America, said, “So
far in 2000 the best-selling game in
America for any home console is Pokémon
Stadium for the Nintendo 64 and the best-
selling game for any handheld videogame
system 1s Porémon Yellow for Game Boy
Color...but Pokemon Gold and Silver will
eclipse even those impressive sales
totals. We project sales of ten million
units total of these two games in less than
six months time.”

Pokémon Gold and Silver are not the only
Pokémon-related products that con-

sumers will want this holiday season. On
the same day that the two Game Boy Color
titles were released, Nintendo sent out
Pokemon Pikachu 2 GS, which acts as a vir-
tual pet. November 6 is the release date
for Hey You, Pikachu! for the Nintendo 64.
This is the first game for the console that
uses voice recognition technology where
children can chat with the most famous
Pokémon character, Pikachu. The Game
Boy Color will get another game on
December 4 in the form of Pokémon
Puzzle Challenge.

So what does this all tell us? Basically
that the Pokémon craze is still in full effect
and it could a long while before we see its
popularity diminish. GW
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Scuffle in the Interstellar Sand

Westwood reveals highly anticipated Dune game

By Suzanne Ashe

estwood Studios announced

last week the latest edition to

their acclaimed Dune series.
Emperor: Battle for Dune, due to ship
next year, breaks new ground in real-
time strategy by going fully 3D.

In the same vein as Dune, the game
that kicked off the RTS genre, players
choose from one of three houses.
Each house has a unique combat
style. The Atreides; a spiritual well-
organized society, has ruled Caladan
for 10 generations, the Harkonnens,
who hail from an industrial wasteland
of a planet called Giedi Prime; are
sloppy and brutish, the Ordos (a band
of aliens who did not appear in Frank
Herbert’s book series) are run by a
secretive cartel of the rich and power-
ful who specialize in trade and smug-
gling, they have no identifiable leader.

Players can form alliances with any
two of five sub-houses. Each sub-
house has it’s own fighting style,
strengths and weaknesses. The ambi-
tious Ix, for example, will exploit any
situation to make a profit. The Tleilaxu
are a band of religious zealots who
preach against the use of machines.
The Guild make a reappearance. They
have a current monopoly on the tech-
nology that allows instantaneous trav-
el across vast reaches of space. In
other words, they “fold” space by
using Navigators-humans mutated by
years of “spice gas,” consumption.

The new Dune will also be an RTS.

They can ferry players to other plan-
ets in massive cylindrical-shaped
ships called Heighliners.

Players select single-player mode
(against the computer) or link up with
each other in cooperative mode.
Emperor will be supported through
Westwood Online, the company’s free
Internet gaming service. In theory, the
service provides a “quick match” fea-
ture, which will assess your level and
pair you up with a player of compara-
ble skill.

“Players like unpredictability. They
like playing someone and not knowing
what is going to happen next,” said
Chris Longpre, producer of Emperor.
With non-linear play that allows infi-
nite possibilities on the battlefield,
Longpre said, the game defies writing
a strategy guide.

Players also have the ability to cre-
ate a customized army, tailored to
specific tactics and strategies. The
brief demo shown to journalists last
week revealed a sophisticated new
engine that will challenge fans of the
previous games. The biggest improve-
ment is the movable camera, which
allows you to get closer to the action
and feel more in control of your

troops. The graphics looked well
thought-out. Many of the locations
looked as if they were pulled directly
from the movie.

Although the game is about a year
away from completion, journalists got
a quick glimpse of video snippets that
push the storyline along. According to
dramatic assets director Joe Kucan
(who's bald head and scowl you may
recall as “Kane” from the Command
& Conguer series), the same quality
and care you would find in a
Hollywood production went into
shooting this film.

Filming, which wrapped up two
weeks ago, included such talents as
Michael Dorn, Lt. Commander Worf
from TV and motion pictures Star Trek
the Next Generation, Vincent
Schiavelli from Blade Runner, and
Musetta Vander reprises her role as
Lady Elara from Dune 2000.

Kucan shot most of the 24-hours of
videotape in Westwood’s in-house
studio. He did take advantage of the
Nevada desert by shooting some
scenes in the real sand, much to the
chagrin of the actors. A demo of the
game is bundled with C&C Red Alert 2,
which hit store shelves this week. GW

newsbits

Test Drive for PS2—Infogrames, Inc.
announced that it is developing Test
Drive Off-Road-Wide Open for the
PlayStation 2. The latest addition to the
Test Drive series will feature 16
licensed off-roading vehicles and more
than 30 wide open tracks. Test Drive
Off-Road-Wide Open is being devel-
oped by Angel Studios and is expected
to be available in the summer of 2001.
With the technical advancements
allowed by the PlayStation 2, this new
addition to the Test Drive Off-Road

family will go beyond what any off-road
game has accomplished before,” said
Chris Downend, director of product
development for racing titles at
Infogrames, Inc. “Players will have
room to roam in the “go anywhere”
environment. Racing freely through
expansive real-world locations that are
graphically magnificent and true-to-life
in some of the world's most desirable
off-road vehicles will make this one of
the first must-have racing games for
PlayStation 2.”

PS2 Memory Cards on the Way—
Some may find a PlayStation 2 memory
card harder to come by than the actual
unit. With Mad Catz's recent announce-
ment, that should somewhat change. The
company has signed a licensing agree-
ment with Sony Computer Entertainment
America to license memory cards for the
PS2. This is the first time that SCEA has
given its approval for a third-party product
with either the PS One or PlayStation 2.
The Mad Catz memory cards are current-
ly available in stores around the country.
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Get big air and pull off sick stunts as

- with real bike physics and real race
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motorcycle racing. From supercross to
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the bike's handling makes for the most
realistic riding experience. Take turns
just right, and it's like peanut butter to
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You have total control of the bike,
even when it's airborne, so you can
pull off all the nasty tricks, from
can-cans to superman. And TV quality
replays of the race will prove who's
tame and who's insane. Once you

get it in gear, compete in different
championship seasons, and you'll open
up new hidden levels if you win.
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falls and collisions are painfully
accurate. It's so life-like, you can
practically taste the mud.
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It Almest
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EBWorld.com Unveils Mac-only Game Store

Q&A With EBWorld.com’s Director of Business Development, Nathan Solomon

By Mike Dixon

e recently spoke with Nathan
WSolomon, Director of Business

Development at EBWorld.com, about
their Mac-only online store plans. Earlier
this year, EBWorld.com reduced the visibility
of the Macintosh games section on the main
site to make room for their “Collectibles”
section. After a small revamp that added a
second row of “tabs™ which once again
includes a “Macintosh” tab, sales have just
not recovered due to the lack of Mac game

exposure. Solomon plans to change that in a
big way.

GameWEEK: Why invest in a Mac-only
store?

Solomon: We see an untapped audience
of Mac users, and especially iMac owners,
who are not currently gamers, but who are
using these machines in a home environ-
ment where gameplay would add to the
leisure value of the machine. It’s fairly obvi-
ous that Mac users are under-represented in
the overall gaming audience, including that

of EBWorld.com, so we've set out to create a
beachhead in the Mac community.
EBWorld.com is partnering with key mem-
bers in the Mac community to create a new
online store dedicated to Mac gaming.

GW: Has Apple been helpful or respon-
sive to this Mac store plan?

Solomon: At the core of EBWorld.com’s
value in this endeavor is our flexibility in
working with partner publishers and manu-
facturers. In the case of the new Mac store,
our EB buyer’s relationship with Apple was
pivotal in driving this initiative forward. A great
strength of EBWorld.com lies in the expertise
and relationships of EB’s buyers and, in gen-
eral, we're able to quickly turn substantive
online development in support of them. For
EB as a whole, the product drives our actions,
and we're already seeing a trend toward sub-
stantially increased sales of Mac titles.

GW: Will there be some focus on content
rather than just sales at this new site?

Solomon: The new site will hold Mac-spe-
cific product descriptions and reviews from

MacGamer.com [formerly MacGamer’s
Ledge] and content aimed at initiating a new
gaming audience. We will work to introduce
these users to compatible software and
hardware, as well as breaking out introducto-
ry information on genres of gaming. If we
only appeal to Mac users who already play
games, we will have failed, because that
group is just too small. Our hunch is that the
new gaming audience will continue to grow,
and that we can be influential in expanding
the Mac gaming community.

GW: So what specifically must EB
World.com do to make sure this
becomes successful?

Solomon: In order to achieve our goals,
we need to approach sales of Mac titles dif-
ferently; one definite advantage is that iMac
owners are well qualified as potential pur-
chasers. While PCs exist in work and home
environments in a variety of configurations,
the iMac is quite similar to a console in that
we know its specs and we know that it’s
almost invariably sitting in someone’s home.
Moreover, all Macs, including iMacs, ship

Nathan Solomon
with all the hardware necessary for a rich
gaming experience.

Watch for the new EBWorld.com Mac game
store coming soon at macgamers.com, a
domain name that is currently owned by
Macgamer.com, but will be switched to
EBWorld’s Mac game store when the store
goes live. As of press time, the store was in

the final stages of database population, which
indicates opening might occur any day now. GW
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- U.K. Law Firm Creates New Resource for Game Industry

By Bryan Intihar

s the gaming community continues to
grow, legal advice is becoming more of a
necessity. Recognizing this, the UK. law
firm Osborne Clarke OWA has created a new

legal resource for companies in the interactive
entertainment industry. This resource is an
online venture called gamesbiz.net. The web-
site was created by the law firm’s Interactive
Entertainment Group. This group has worked
for many years “advising developers, publish-

ers and other organizations in interactive
entertainment creation, ownership and
exploitation.”

Paul Gardner, a partner of Osborne Clark
and head of its Interactive Entertainment
Group, said, “gamesbiz.net is very much about

For companies who wish to use gamesbiz.net,
here is the kind of information that the website
provides:

* Pre-production agreements

e Publishing agreements

e (onversion agreements

e Distribution agreements

e Agreements with console manufacturers

e Acquisition of content and merchandising rights
e Completion bonding

* Raising finance

e Dispute resolution

e Acquisition and disposals of companies

Osborne Clark OWA s instituting a subscription based e-business

model for those that want to use the services offered on games-
biz.net

helping businesses in the interactive enter-
tainment sector to gain access tovital informa-
tion and a legal framework that will help them
more effectively protect their intellectual
property and their commercial interests.... We
have become aware of numerous cases where
businesses in this sector...have lost important
opportunities simply on the back of either
poor advice, or contracts which are substan-
dard or unfairly weighted. Sometimes these
problems can lie dormant for years and only
come to light with the business owners decide
to sell or want to raise additional finance..We
believe that gamesbiz.net will provide an
important resource to the whole creative
community.” GW

FUTURE OF DVD

Expect MORE from the DVD Players you sell!

From now on, NUON' technology turns DVD Players into Total Interactive Entertainment Centers
offering the value your customers want. NUON makes movies better, brings music to the big screen and games to the DVD
Player. Realize added revenue and profit through sales of NUON-enhanced hardware with step-up features, interactive soft-
ware and after-market peripherals that you just don't get with other DVD Players.

Up and Up...

Advanced, yet easy to use features separate NUON-enhanced DVD Players from the rest.
Ultra-smooth scanning in both forward and reverse. The most powerful viewer-controlled selective zoom
with incredible clarity and effortless panning. Unique, on-screen Graphic User Interfaces (Menus)
for easy navigation and adjustment — all without missing a moment of the movie.

Capture the action with a multi-picture strobe or select just the right angle from a series of different shots
thumbnailed at the bottom of the screen. Bring dark scenes to light with a fine-tune feature that allows you
to see what's missed on basic DVD Players. A demonstration of these features makes it easy to sell your
customer up to the next generation of NUON-enhanced DVD Players.

On the Move

INDUSTRY PERSONNEL CHANGES

Golin/Harris

Julia Roether has departed Activision
where she served as senior manager
of corporate communications to accept
a new position with public relations
firm Golin Harris International. Roether
will be involved in working with
Nintendo of America, one of
Golin/Harris’ biggest clients.
Closer...Closer...
Disney Interactive

Shuji Utsumi, formally of Sega
Enterprises, has been named manag-
ing director for Disney Interactive Asia
Pacific. Utsumi will oversee all Disney
Interactive activities in the Asia Pacific
region, including Japan, with direct
responsibility for new business devel-
opment, sales and distribution, and
product development.

Close the sale with the likes of upcoming NUON-enhanced movies with extra content and features only
available through NUON-enhanced DVD Players, either right on disc or accessible on the Web.
Bring audio CDs to life on the TV screen with magical patterns of color and light. Play classic and family games
like Monopoly’, Tempest 3000" and Myst' right on a NUON-enhanced DVD Player.

It all comes down to making more money when you sell NUON-enhanced hardware, software and peripherals -
the closer you look the better it gets.
Call your Samsung and Toshiba reps today to get a closer look, or find out more at

WWW.NUON.TV

Sega of America

Sega of America has promoted three
key executives: Neal Robison has
been promoted to vice president of
technology development; Charles
Bellfield has been named vice presi-
dent of corporate and marketing com-
munications; and Kathy Schoback has
been elevated to director of third party
management. GW
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100,000 Sign Up for SegaNet in One Month

Company benefits from the decreased number of Sony’s PS2s.

By Bryan Intihar

getting much the press these days,

Sega of America still has a lot to be
excited about. First, the decreased num-
ber of PS2 units should help push more
consumers  toward  purchasing a
Dreamcast. Second, it has a massive num-
ber of great games being released for the
holiday season. Titles like Shenmue, Jet
Grind Radio, Half-Life and NBA 2KI are
sure to make many of the Dreamcast own-
ers quite happy this Christmas. However,
more importantly for Sega is the tremen-
dous consumer response to the compa-
ny’s online gaming service SegaNet.

Sega of America has announced that in
only one month of SegaNet being available,
over 100,000 users have signed up for the
service. Of course, this was aided by the
simultaneous release of NFL 2K/ on the
Dreamcast. Even though Chu Chu Rocket
was the first online Dreamcast game, NFL

Even with Sony and the PlayStation 2

2K1 is considered by most to be the true
test of online console gaming. This popu-
lar sports title has received rave reviews
from many consumer publications and
websites, and has even made the most
skeptical think about purchasing a
Dreamcast. The game continues to be the
number-one selling software product for
Sega’s 128-bit console.

Brad Huang, president and CEO of
Sega.com, said, “This incredible response
lends credence to what we have always
known-that gamers are ready for the
future, and the future is online...Initial
numbers such as these (100,000 users in
one month) prove the potential of the
online community. Given this tremendous
support, we will continue to provide
gamers with the best content available
online.”

SegaNet launched back on September 7,
and even though the first few days were
somewhat chaotic-according to Sega this
was partly due to the overwhelming num-

ber of people trying to play VFL 2K7 online-
the service is improving everyday. Sega’s
technical team is constantly tweaking the
servers to make sure that they are running
smoothly. Some may wonder whether the
service is going to be slowed down with
more online game releases, but that has
not been a problem yet. Recently, Sega
released Quake Il Arena and the online
experience has been just as enjoyable as
NFL 2K].

While part of the success of SegaNet is
determined by its technical abilities,
another essential piece is having quality
software. One glance at Sega’s lineup
shows that this should not be a problem.
The online sports genre grows in
November as NBA 2KI is released with
many of the gameplay problems fixed from
last year’s edition and the essential added
feature of online play. Just as Infogrames
did with the PS2, the company is currently
working on a Dreamcast port of Unreal
Tournament. Next year consumers can

Phantasy Star Online

expect the arcade-hit Daytona USA to be
converted to an online Dreamcast title,
along with Outtrigger and 18 Wheeler
American Pro Trucker. Yet, the crown jewel
for Sega and SegaNet may be Sonic Team’s
latest creation, Phantasy Star Online
(PSO). Based on the classic role-playing
series, PSO will be the first console title
where players from all over the world will
be able to communicate and play together.
The game is scheduled for release in
Japan on December 21, and a January 2001
release in the United States. GW
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@ Play with Mia or compete against her on one
of 31 international teams.
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team tournaments) modes

@ Play in 2 different views

@ Select from three difficulty levels

@Adjust your match times between 2, 5,
and 10 minutes

@ Choose your strategy (change player
formations)

@Load/continue tournaments that
are in progress

Mia Hamm
Soccer Shootout.

~_It's like having Mia in
~ the palm of your hand.
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Visit www.esrb.org
or call 1-800-771-3772
for more info.
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ACCESSORY MARKET

The Retailers Guide to Game-Related Peripherals

DSP-500 Digital Gaming

Multimedia Headset

Manufacturer: Plantronics

Contact: 800.544.4660
www.plantronics.com

System(s): PC « MSRP: $129.95
Availability: Now

Plantronics’ commitment to the providing
state-of-art computer headsets to PC
gamers continues with the introduction of
the DSP-500 digitally enhanced
gaming/multimedia headset. The head-
set's 32-bit Digital Signal Processor (DSP)
modifies and enhances the audio signal for full
range stereo sound and higher speech recognition accuracy. A quick test proved that the
superbly engineered DSP-500 are more than adequate for just about any multimedia applica-
tion including games, CD/MP3 music, speech recognition and voice applications. As an added
bonus, the headset comes packaged with Plantronics’ PerSono Audio Control Center Software,
in addition to leading speech and voice recognition applications.

ELSA Gladiac MX

Manufacturer: ELSA

Contact: 408.961.4600
www.elsa.com

System(s): PC » MSRP: $144.99

Availability: Now

ELSA is known for making solid and reli-
able cards based on Nvidia chipsets. The
Gladiac cards represent ELSA’s GeForce2

efforts, and so far they've been more than commendable. The same is true of the ELSA
Gladiac MX card, the newest (and cheapest) addition to its lineup. At a sub-$150 price
point, gamers will be shocked by how good this card is. The MX is a strong performer both
in its benchmarks and its visual quality, competing favorably with ELSA’s Erazor X2, which
features the GeForce DDR chipset. The Gladiac MX is also compatible with ELSA’s 3D
Revelator glasses and supports an optional video in/out board that can be preordered at
ELSA's website. ELSA even included a custom gaming bundle, which allows users to pur-
chase selected hot titles like MDK2 and Evolva.

Freedom Shock 2

Manufacturer: Pelican Accessories

Contact: 323.234.9911
www.pelicanacc.com

System(s): PlayStation 2

MSRP: $49.95

Availability: October 26

Wireless gaming for PlayStation 2 has arrived
in the form of Pelican’'s Freedom Shock 2

game pad. The Shock 2's powerful 900 MHz frequency gives gamers the power to com-
pete without the hassles of cumbersome cords and wires (works up to 30 feet away).
Resembling the PS2's Dual Shock controller in many ways, the wireless Shock 2 also fea-
tures fully analog pressure sensitive buttons, dual analog sticks, dual vibration motors, D-
pad and a program key for re-mapping buttons. For sheer convenience, gamers will love
the freedom that this controller offers them.

The Catapult

Manufacturer:

Slingshot Game Technology

Contact: 508.655.3232
www.soulride.com

System(s): PC « MSRP: $84.99

Availability: Now

The Catapult offers snowboard/skateboard game aficionados the chance to experience the real-
life thrill of carving down a mountain or the exhilaration of pulling off special skateboard tricks
ala Tony Hawk. The Catapult works by enabling gamers to steer via a tilt sensor while a one-
hand wired remote handles non-steering functions like jumping, grabs and other tricks. While
it’s sturdy, stylishly designed and comfortably sized, Catapult’s learning curve is both steep and
counterintuitive. Once you come to grips with the controls however, it became a blast to use.
The Catapult, only available through Slingshot's website for now, comes packaged with a beta
version of Soul Ride, a fun little snowboarding title that will be published by Gathering of
Developers later this year.

Multi-Player Adapter
Manufacturer: InterAct
Contact: 410.238.2424
www.interact-acc.com
System(s): PlayStation
MSRP: $29.99
Availability: October

Sony's perplexing decision to include only two controller ports on

PlayStation 2 has left the door wide open for third-party peripheral manufac-

turers to cash in by introducing multi-tap add-ons. The idea of a multi-tap is that more than two
people can compete against each other at one time if a game supports four players. InterAct
will introduce the Multi-Player Adapter at the system’s launch for use with games that have just
that in mind. Stylishly designed to match the PS2’s look, the versatile Multi-Player has four
memory card ports and also has a control switch to change between four and five-player sup-
port.

EverGlide Mouse Pads

Manufacturer: Blooming Tree Productions

Contact: 415.920.1960
www.everglide.com

System(s): PC ® MSRP: $14.95 to $16.95

Availability: Now

Unlike conventional mouse pads, which tend to
wear out quickly with extended use, the
EverGlide Mousing Pads are molded of high-
density resin and feature a unique surface that
allows for silky-smooth glide-movement. This is espe-

cially important for hard-core PC gamers trying to gain a

competitive edge in fasttwitch action games like Quake Ill Arena and Unreal Tournament.
Blooming Tree offers three different sized pads including the Original ($14.95), Large Attack
Pad ($16.95) and the Giganta ($18.95). As an added bonus, each pad can come embla-
zoned with logos for Quake I, Unreal Tournament or Half-Life.

ing decisions on.

GameWEEK Accessory Market is an overview of game peripherals for the home videogame and PC market. Accessory Market is meant to provide current information regarding the product and its potential at
the time of its release. It also represents the status of the product’s current marketability. Accessory Market is by no means final judgment on a product and should not be solely used by retailers to base buy-
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PERIPHERAL VISION

The Latest Ongoings in the World of Gaming Accessories

by Steve Traiman

Retailers Can Look for Hot Holiday Peripherals

Many new impulse buys & game enhancers for PS2, Game Boy, PC & N64

etailers have a lot to look forward to in hot peripherals for

the upcoming holiday season. From significant game

enhancement units to attractively priced impulse buys,
there's something for everyone-whether a PS2, Game Boy, N64
or PC gamer. Here's a sampling of some the best and most
innovative accessories available, with suggested retail price (SRP)
or estimated street price (ESP) noted.

ACT LABS

The Act Labs RS Shifter ($69.99 SRP) is an
add-on for either the Force RS or the RS
Wheels, providing a new level of realism to
racing sims with full free-shifting action. It
ships with a two-track version of Rally
Championship, six-speed and high-low
shifter plates, with special edition plates to
be made available as new games demand.
With the new legacy patch, it will work with
any Windows-based driving game, accord-
ing to spokesman Raymond Chow. The Act
Labs SGA Single Gun Arcade ($59.99 SRP)
utilizes the only PC light gun technology for
various shooting titles. Designed with rail
shooters in mind, the SGA for the first time
provides pixel-accurate light gun technolo-
gy to the PC and comes with a demo version
of Fox Interactive’s Die Hard Trilogy 2.

CASE LOGIC
Case Logic has
seen tremendous
success for its
original Gamecase
line since its intro-
duction late last
year, and has expanded
the line to offer gaming enthusiasts a
broader array of storage options, reports
Dana Blanchard, computer products man-
ager. The GCX-24 ($11.99 SRP) stores up to
24 CD-ROMs or 12 with instruction book-
lets, while the GCX-48 ($16.99 SRP) holds
up to 48 game CDs or 24 with instructions.
With a black nylon spine, a pearlized blue
body and a gray nylon edge binding, the
cases feature ProSleeve pockets to protect
game CDs and interior mesh pockets for

extra storage convenience. The wallets are
available at Best Buy, Circuit City, Sears,
Fry’s and Wherehouse nationwide.

CH PRODUCTS
The Flight Sim Yoke
USB and Pro Pedals
USB  from CH
Products are
designed to make a
difference in the
way gamers use or
play their favorite sim-
ulations or games, reports
spokesman Jon Michaels. Shattering the
four axes limitation of the standard IBM PC
gameport specifications, the new Flight
Sim Yoke USB ($149 ESP) and Pro Pedals
($109 ESP) effectively double the available
axes of control during game play. The Flight
Sim Yoke USB by itself has five axes of
control for the general aviation or combat
flight game including aileron, elevator,
propeller, throttle and mixture levers.
The Pro Pedals USB also breaks new
ground with three axes of control, which
include rudder, left brake and right brake.
Demos and details are available at
www.chproducts.com.

GUILLEMOT
Guillemot Industries
is  promoting the
ThrustMaster
FreeStyler Board
($69.99 SRP) as its
latest contribution
to PSX/PS2 consoles,
bringing a new realis-

9 )

tic dimension to skateboarding and snow-
boarding games, according to spokesper-
son Tali Fischer. A tilt sensor designed to
simulate left-to-right motion and a spe-
cially coated non-slip surface allows
gamers to carve turns with accuracy and
control. The unit is also equipped with two
programmable buttons on the board’s sur-
face and comes with a Dual Shock-compat-
ible hand-held controller designed for
one-hand use. The board features a PS
controller port that also allows players the
flexibility of using their original PS con-
troller. The USB-compatible ThrustMaster
Top Gun Fox 2 Pro at $39.99 SRP offers the
latest in PC joystick technology. The four-
button joystick includes a flip-over missile
fire button for realistic gameplay, offers a
uniquely designed twisting handle that
acts as a rudder and a modern grip
designed for added comfort.

GYRATION

GyroMouse Wireless Motion-Sensing
Mouse from Gyration Inc. ($89 SRP, $79-85
ESP) on the desktop operates like a stan-
dard ball-controlled mouse. Off the desk-
top, gamers simply wave the device
around in the air and the cursor follows
the movements of their hand, allowing
them to back away and
control their

action/adventure,

shooter or RPG
from a relaxed
position  without

sacrificing reliable
cursor control. The
patented GyroPoint
Technology is based on a
solid-state gyroscope sensor that detects
natural hand movements to precisely con-
trol the cursor on the screen, notes mar-
keting communications director Marc
Harris. GyroMouse also employs an
advanced radio frequency technology so
users can confidently roam up to 40 feet
from their PC with no line-of-sight
required, especially handy for gamers
who use dual-output graphics cards to
play games on a TV screen.

INTERACT
InterAct Accessories’
Shark MX trans-
forms a Game
Boy/GBC from a
basic gaming device

into an e-mailing, cal-
culating,  date-saving
powerhouse, notes spokesperson Laurie
Walchli. It allows Game Boy users to com-
pose, edit and read email offline, and then
send and receive messages through <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>