Get on the mic and put yourself
spotlight with the SingStare cpllection.
With 5 discs to choose fromignd 150
original tracks, it's the pe excuse
to get your mates over and belt out
some great tunes!
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Precautions

= This disc contains software for the PlayStation®2 computer entertainment system. Never use this disc on any other system, as it could
damage it. « This disc conforms to PlayStation®2 specifications for the PAL market only, It cannot be wsed on other
specification versions of PlayStation®2. » Read the PlayStation®2 Instruction Manual carefully to ensure correct usage. » When
inserting this disc in the PlayStation®2 always place it with the required playback side facing down. « When handling the disc, do not
touch the surface. Hold it by the edge. « Keep the disc clean and free of scratches. Should the surface become dirty, wipe it
gently with a soft dry coth. « Do not leave the disc near heat sources or in direct sunlight or excessive moisture. » Do not use an
iregularly shaped disc, a cracked or warped disc, or one that has been repaired with adhesives, as it could lead to malfunction. J

Health Warning

For your health, be sure to take a break of about 15 minutes during every hour of play. Avoid playing when tired o suffering from lack
of sleep. Always play in a well-lit room, sitting as far from the screen as the cord will allow. Some people experience epileptic seizures
when viewing flashing lights or patterns in our daily environment. These people may experience seizures while watching TV pictures or
playing video games. Even players who have never had any seizures may nonetheless have an undetected epileptic condition. Consult

your doctor before playing video games if you have an epileptic condition or diately should you e any of the followin
q yo p y g

symptoms during play: dizziness, altered vision, muscle twitching, other involuntary loss of ; 55 of your il
mental confusion, and [ or convulsions.

PIRACY

The unauthorised reproduction of all or any game part of this product and the
constitute a criminal offence. PIRACY harms C as well as legitimate Developers, f
game product is an unauthorised copy, or have any other information about pirate product, please call your local Customer Service
number given at the back of this Manual
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1 - 8 Players * Memary Card (8MB) (for PlayStation2): 570KB minimum  EyeToys USB Camera {for PlayStation=2) Compatible
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You can taste the anticipation in the air... and then the lights come up
and th_e crowd erupts. As the bass begins to rumble and the drums come
to life, one thing is certain — they’re here to see you, and you alone!

Get ready to go on tour and perform some of the coolest rock hits around.

No need for stage-fright here - just let loose and go for it, and before
you know it you’ll have the audience demanding an encore.

But this doesn’t have to be a solo performance - with loads of team
contests and head-to-head battles, you may find yourself with a lot
of competition for the headline slot! So what are you waiting for?
Get your mates around, grab a mic and get on with the show!

Set up your PlayStatione2 computer entertainment system
according to the instructions in its instruction manual.
Check that the 1/() indicator on the front of the console is lit up red.
Press the I/()/RESET button and the I/() indicator will light up green.

Press the £ button on the front of the console to open the disc cover
and place the SingStar@ Rocks! disc in the disc holder with the label
side facing upwards. Press lightly until the disc clicks into place.
Close the disc cover by pressing firmly until you hear a click.
SingStare Rocks! will then commence loading. It is advised that you
do not insert or remove accessories once the power is on.

Owners of SCPH-30000 and SCPH-50000 series consoles should
refer to the setup instructions supplied with the console.

Before commencing play, it is recommended that you select your
preferred language from the console’s System Configuration menu. .

Throughout this manual, the term “EyeToye Camera” is used - -
to describe the EyeToye USB Camera (for PlayStatione2).

PLEASE NOTE: The information in this manual was correct
at the time of going to print, but some minor changes may have been

made late in the product development. All screenshots for this manual -

have been taken from the English version of this product, and some

screenshots might have been taken from pre-completion screens - -

that differ slightly from those in the finished product..” . -




Plug the SingStar® USB Converter into one of the
USB connectors on the front of the console.

Plug the microphones into the red and blue
sockets on the front of the SingStare USB
Converter. A ‘click’ sound will confirm that
each connector is inserted correctly.

Once the game has loaded, a bright blue light on
the top of the SingStare USB Converter will
indicate that it is inserted correctly and working.

When singing hold the microphone approximately
3-5 centimetres (1-2 inches) from your mouth.
Sing directly into the top of the microphone.

Keep some distance between yourself and the
TV. If the microphone gets too close to the TV,
you will get feedback - a loud, high-pitched
sound - ouch!

Just Sing!

NOTE: Only the official SingStar® red and blue microphones can be used
to play SingStare Rocks!. Ordinary microphones cannot be inserted properly
into the SingStare USB Converter and will therefore not be picked up by
the game. If the SingStare USB Converter is connected, but with incompatible
microphones inserted, the game will still appear to run, but players’ singing
will not be detected, nor will their voice be drawn on-screen.

PLEASE NOTE: Throughout this manual, the term “Memory Card”
is used to describe the Memory Card (8MB) (for PlayStationa2) -
(product code SCPH-10020 E). Memory Cards
(product code SCPH-1020 E) designed for use with PlayStationa
(PS onee) format software are not compatible with this game.

To save game settings and progress, insert a Memory Card into
MEMORY CARD slot 1. Make sure there is enough free space on your
Memory Card before commencing play. On start-up, any saved
SingStare Rocks! options data present on the Memory Card will autoload.

WARNING: This title uses an autosave feature. Insertion of a Memory Card
after start-up may result in data being overwritten.

In this manual, 4, ¥, €=, = etc. are used to denote the direction " - .=
of the directional buttons on the Analog Controller (DUALSHOCK®&2),- .~ |
Analog Controller (DUALSHOCK®) or Digital Controller. .

In SingStare Rocks!, microphones are used to play each game mode: Your
vocal performance is transferred into on-screen data, allowing you to score
points and see how well you are singing, whilst also being emitted from your
TV’s speakers. In this game the only thing you need to control is your voice!

In order to navigate through menu screens and adjust vaolume. levels
in-game you will need to insert an Analog Controller (DUALSHOCK®2 _
into controller port 1 before commencing play: iy

IEN-Button
EEN-Button

- @-Button

Directional @‘B_uﬂon
Buttons ®-Button

& -Button

Right Analog
Stick {@ Button)
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Stick (@® Button)

= _Button
Analog Mode Button



td == Highlight Option/Select Song

& button Confirm/Continue

@ button Back/Cancel

P putton Pause

button Increase Player Volume
button Decrease Player Volume

Following a short cinematic sequence, the Title Screen will be displayed.
Press the €3 button to access the Choose Mode Screen.

Press 4= or = to highlight one
of the following options and E
press the € button to confirm. skihe plagir sk a v o ) o ot

TOTAT T Y
+ Q) (If

Sing Solo Sing a whole song or part of a duet
Party Kick off your party with the ultimate multiplayer
and team singing games
Freestyle Practise your singing with no scoring involved
Charts Check out the highest scores for each song and the
overall top 10
Options Alter the game settings to your liking

NOTE: Details on each of the individual modes
can be found later in this manual.

All you have to do to play SingStar® Rocks! is pick
a game mode, hold the mic and... SING!

Each of the different modes have various set up options to help you
configure the game you are about to play. These options include things
like choosing a song, organising teams in Party mode or selecting
whether to perform a full song or a short version, and are adjusted
by following a screen-by-screen series of simple instructions.

When the game begins and you start to sing into one of the microphones,
SingStare technology recognises your pitch, tone and rhythm and is therefore
able to give you a score depending on how well you perform.

Player 1 always uses the blue microphone and their vocal performance
is drawn in blue on screen. In multiplayer games, Player 2 uses the
red microphone and their performance is drawn in red on screen.

NOTE: In a Pass the Mic game, the Red Team might sometimes
use the blue mic and the Blue Team might use the red mic,
for example, in a Duet round. There will be on-screen instructions’
telling you when you need to use the other coloured mic.

This is the game screen for Duet mode. Other game screens :
may differ slightly depending on the mode you are playing,
the number of players, specific competition rules and so on.

Playhead

Performance Meter

Player 1 Score Player 2 Séore :

Your

Performance Pitch and

- - Timing

Indicators
Golden Notes
Lyrics

As you score points the score indicators
at the top of the game screen will rise.

These grey bars show the pitch of the note you should:be singing
in a similar way to a musical stave (the parallel horizontal lines on which:
musical notes are written). The higher the note, the further up the
screen it will appear. The bars also indicate the sustain and ~ @,
timing of the note, telling you when to sing and how ;
long to hold a note for.




As you progress through a song the notes that you sing will be displayed in
relation to the notes you should be singing. Your vocal performance is colour
coded and the bars that are displayed on-screen will be either blue or red,
depending on the game mode, number of players and microphone you are
using. By comparing your performance with the pitch and timing indicators,
you can quickly tell if you are singing flat or sharp, are out of time or are
simply not holding on to the notes for long enough. If you are singing well,
the notes you sing will be drawn over the pitch and timing indicators,
fitting perfectly over the top, and you will begin to rack up points.

In each game mode, the lyrics for the current song will appear on-screen
just before you are required to sing them into the microphone - sing
in time by watching the words and singing as they fill up with colour.

When following the lyrics, you will notice that certain words are broken up
with dashes. These dashes indicate that there are extra notes to sing during
that word. The number of dashes corresponds to the number of notes.

The performance meter is an indicator of how well you are doing
overall at any point in the song. Keep your meter in the Bonus Zone
to get extra bonus points for a consistently good performance.

At the end of each sentence, you will receive a ranking
to let you know how well you sang on that line.

This device lets you see how far through the song you are.

Every song has special golden notes — often, these are the particularly high
or long notes. Hit these golden notes to accumulate more points.

In SingStare Rocks! up to 20 player names and photos can be stored
on a Memory Card. When setting up your games, you can scroll through
all of these “player profiles” and assign players to each team.

The maximum number of people who can play SingStar@ Rocks!
at any one time is eight, so you can assign eight of the 20 player
profiles (two teams of four) when playing an eight-player game.

When setting up your teams, select a player slot and press the
@ button. You can then press the 4= or = directional buttons
to scroll through the saved player profiles, or select
“New Player” to enter a new name using the virtual keyboard.

When in Pass the Mic, if eight player profiles are displayed on-screen in the
player slots, press the ® button to randomly assign players to each team.

Once you have inserted 20 player names, any new player who
is added will replace the player who has played least recently.
Alternatively you can manually delete the player of your choosing
by highlighting their name and pressing the ® button.

NOTE: Please see the “Using The Virtual Keyboard” section
of this manual for instructions on how to input player names.

The songs available for you to perform are displayed on a carousel.
Press 4= or = o scroll through the available songs and to hear
a sample of each one; you can speed up the carousel by pressing
and holding the IGEE button. When you have decided which one
you want to sing, select it and press the € button to confirm.
You can select a song randomly by pressing the @ button.

When playing Sing Solo, Battle, Duet or Freestyle,.
you can quickly access more tracks by inserting other
SingStare discs, which will allow you to sing more. songs.

When the song seiec‘hon carousel is displayed in any of these game. medes, .
press the .M putton and follow the on-screen instructlons . *

You can move freely between the above game modes and most e e
of the option screens with any other SingStare disc inserted, however, .
in certain cases, such as if you want to play Pass the:-Mic, you
will have to re-insert the “master” SingStare Rocks! disc to centinue...
Helpful on-screen instructions will appear: to tell-you. what to do

NOTE: The SingStare disc which you originally loaded is referred
to as the “master” disc. This means that if you originally loaded :
SingStare Rocks! and you are instructed to insert the master disc, -~

you must re-insert the original SmgStar@ Hoeks‘ dlsc :

Duets are sung by two players together, or smgie
players can choose to sing with the original amsl

Once you've selected a duet song and the destred song Iength you can .'
also specify which part of the duet each player will sing. Press 4 or
to switch between the vocal parts and press the & button'to confirm.




In a Pass the Mic game, SingStar® Rocks! keeps things fair by randomly
picking songs for you and your opponents to perform. If you land on
a track that you really don't want to sing, press the @ button to use a
Shuffle Token and the game will automatically select a new track for you.

If members from both teams are to sing at the same time,
then you will be asked which team’s Shuffle Token should be used.
Highlight the team and press the & button and they will use one
of their Shuffle Tokens. If it is a round where the teams are singing solo,
then simply press the ® button and the game will automatically select
an alternative track for the team who are about to sing; but remember -
each team only has a limited supply of tokens, so use them wisely!

You can choose to perform the full song by selecting
“Normal”, or select “Short” to sing an edited version.
Press the € button to confirm after making your choice.

Medley mode provides a fun alternative to singing complete tracks - instead,
you sing a succession of choruses from different songs. Get straight to the
best bits of your favourite hits, and prove you're not a one-hit wonder!

As well as being dedicated rounds in Pass the Mic mode, medleys will
appear on the song carousel in Sing Solo, Battle and Freestyle mode.

Micro-medleys are only featured in Pass the Mic and are similar in
structure to medleys. Instead of singing a whole chorus, however,
you sing only a key phrase from a song before moving on to a new track.
These phrases are approximately two to four lines in length.

NOTE: You cannot include tracks from the
discs of other SingStara titles in medleys.

This is your chance to go solo or sing
part of a duet, where you will be
accompanied by the song’s original
artist. When you sing a duet with the
original artist you can choose which
vocal part to perform and the artist
will take the part of the second singer.

Set up your game by entering your name; you can also select “Take Photo”
to pose for a photo, provided that you have an EyeToy® Camera inserted.
Then select a difficulty level and pick a track to perform.

The difficulty level will determine how well you have to sing 1o score points.
The higher the difficulty level, the closer to the exact note you
must be to score points. Before the song begins you can also
choose whether to sing the normal or-short song length.

NOTE: You can sing an octave higher or lower than the original artist
on the recording - as long as you are in tune, you will still score.

During the performance the lyrics for the song'will be
displayed on-screen, as well as pitch and timing indicators.
and a score to let you know how well.you are doing_.

Sometimes, lyrics might be displayed in italics to signify that you can sing

along if you want to, but you will not be scored for singing that part of the

song. An example of when this would happen'is in Sing Solo - if you have
selected a duet, the lyrics of the other vocalist will appear in italics.

When the song finishes, your final scores will be displayed
and you'll be awarded a ranking. If your score is -good.enough, -
you can enter your name on the high score table - :
can you make it into the top five scores achieved for that song?

NOTE: If a Memory Card is inserted into MEMORY-CARD slot 1,
these scores will automatically be saved to your SingStare Rocks! save file.



There really is no better way to prove
that you've got what it takes than to
take part in a little Party mode action.
Who deserves their place under the
stage lights alongside you, and who
really should be pursuing a solo
career? There's only one way to

find out — choose your teams,

grab your mics and get singing!

You can sing against a friend or in teams of up to four people;
scores are awarded for each performance and an overall
score is calculated after the final round.

There are three Party game modes: Pass the Mic, Battle and Duet.

Pass the Mic is a party game for two to eight players.
Each game is made up of a series of rounds where
you are presented with different singing challenges.

Atfter choosing to play a Pass the Mic game, set up your teams
by specifying a number of players for each side, then select
the relevant player profiles or enter new player names.

If you have an EyeToye Camera inserted then you can take photos for
any new participants. This process is described later on in this manual.

Once the teams are set up, select a difficulty level for the
competition and whether the songs to be performed
throughout are of “normal” length, or the “short” versions.

In SingStare Rocks! you can choose to play whatever rounds you want in
whatever order you want. Before the game begins the default rounds will be
displayed on-screen. To change the number of rounds and the type of game
played in each round, select “Customise” and press the & button to confirm.
Highlight “Rounds” and press the 4= or = directional buttons to select how

many rounds you want to play. To change the type of game played in a round,
highlight the round and press the 4= or = directional buttons.

Before each round begins, SingStare Rocks! will select the players
who will take centre stage in this part of the game; the rules will also
be displayed on screen. Read the rules carefully and then press the
€3 button to begin the sing-off! Each round features a different
challenge and everyone will get the chance to play.

With the exception of the Duet game, all rounds are played with the
teams “facing off” at the same time. In duets, two players from the
same team perform, followed by two players from the other team.

Two opposing players sing the same song (either the whole song
or part of a duet) at the same time. They are scored individually
and the player with the highest score at the end of the round wins.

Battle it out through a medley of songs. Players simultaneously perform
either a pre-set medley or a random medley and the highest score wins.

Go head-to-head in a sing-off where the first person to rack up
5000 points is the winner. During a First to the Post round, an additional
meter is displayed on screen; this lets you know which player is in the lead,
and which player needs to liven up to make it to that finish line first!

Two players from the same team sing together and are awarded a combined
score for their joint effort. A double act from the other team then has-the
opportunity to lay down an even better score and win the round.

To stay in the game, players have to keep the performance bar above
a certain level, which is shown with a line marker. The difficulty will
increase as the song goes on and if you fall below the marker,
it's game over for you! If both players complete the song, it's a draw.

In these rounds players simultaneously perform a micro-mediey
which is selected at random. The highest score wins.

Both teams face off in a battle, with each team member singing a designated-
section from the track and then passing the mic to the next player,
meaning that each player contributes to an overall team score.

The team with the highest score at the end wins the round.

If there's only one player on one or both of the teams in a Pass the Mic game,
you will not be able to select either the Duet round or the Pass the Mic round
as they require at least one teammate to sing along with.

At the end of each round the scores for that game will be displayed,
followed by the total competition score up to that point in'the game.
Two points are awarded for a win, one point for both teams for
a draw and zero points for losing. Points for each round are totted
up as you go and the winning team will be unveiled at the end.



-

Go head-to-head against a friend in a vocal showdown —
whichever one of you earns the most points wins the battle.

Before the game can begin, each player has the opportunity to select
their profile or enter a name as a new player. If you have an EyeToy®
Camera new players can also choose to have their photo taken -
select “Take Photo", adopt that rockstar pose you've been perfecting
and press the € button to take a snap shot. You then just need
to pick a difficulty level, select a track and choose whether
to play the normal or short version. Let the battle commence!

At the end of the game, your scores will be presented, followed by the top
five scores for that particular song at the difficulty level you performed at.

NOTE: The “Take Photo” Screen is only
displayed if an EyeToy® Camera is connected.

In this mode, ydu sing with a partner for a joint score — so if you want to
make it on to the “top five” board you'd better choose your partner carefully!

In Duet mode, each vocal part is scored out of a total of 5000 points. Both
players’ scores are added together for a combined duet score out of 10000.

To set up a duet, follow the instructions for setting up
a two player battle, as outlined earlier in this manual.

In Duet Mode, each song will be separated into different vocal
parts for the blue and red player to sing. The lyric and performance
displays will indicate if it is the blue player’s turn to sing,
the red player’s turn, or if both players are to sing at the same time.

Freestyle mode gives you the opportunity to sing it your way!
This mode is ideal for practising your solos and perfecting those duets
with a partner as you don't have to worry about scoring points.
Also, if you're new to SingStar® Rocks!, this non-competitive
environment might be a good place for you to make your debut.

To start a game, all you need to do is select the
number of players, pick a track and song length,
then choose a duet part, where applicable. Get freestyling!

Let your creativity run wild as you sing - by default there will
be no pitch guide lines displayed on-screen so you can sing
whatever you like; if you'd prefer to use the guide lines,
press the = button to pause the game and turn the Pitch Display ON.

After every performance you will be able to choose whether or not to
Playback your effort (so you can save it and mess about with some cool
sound effects), replay the same song or continue with the game.

If you have an EyeToy® Camera connected and have EyeToy®
Video set to ON, you can also choose to “View EyeToy®
Golden Moments”, where you will see a short replay for all
of the golden notes that you hit during your performance.

NOTE: More information on Playback features can
be found in the Playback section of this manual.

To change game settings and
preferences, select “Options” from
the Choose Mode Screen and press
the € button to confirm.

Press £, §, = or = to highlight
one of the following options,

then press the € button again:

Press £, ¥, = and = to reposition the game screen on your TV. Press -
the & button to confirm when you are happy with the screen position.

Access Playback files previously saved to Me.r'nory Card.

Insert an EyeToye Camera into one of the USB connectors
to enjoy an alternative SingStare Rocks! experience -
watch yourself perform on TV instead of watching the original video!

You can toggle between EyeToy® Photos ON/OFF,
EyeToye Video ON/OFF and Effects ON/OFF. - .

EyeToy® Photos refers to the pictures taken when you enter
your name before starting a game mode, or when you achieve
the top score for any song, as described in the “Charts”

section of this manual. This option will default-to ON. .~



When you have EyeToye Video ON, your image will replace
the original video and when you hit Golden Notes you will have
the chance to watch them after the performance by selecting
“View EyeToye Golden Moments". This option will default to OFF.

, If you have EyeToy@ Video ON, then you can also choose to have Effects

i| ON or OFF. This refers to special effects and colours which will decorate

| the screen as you perform. If you choose to have them OFF,

| then no special effects will be displayed. This option will default to ON,
but will only be activated when EyeToye Video is set to ON.

NOTE: Please refer to the “Using the EyeToye Camera” section later
in this manual for instructions on how to set up your EyeToye Camera.

Choose to load previously saved game data or save your current game.
The autosave function can also be toggled on or off if you do not
wish to automatically save your score and options data.

Check out the team credits for SingStare Rocks!.

You can view the top five scores for every song at each difficulty
level and you can view the top 10 scores overall (although
only one entry per song will make it into the top 10 charts).

If you achieve a top score for a song and you have the EyeToye Camera
connected and set to EyeToy@ Photos ON, you will be able to pose for
a celebratory picture which will be displayed at the top of the charts.

If your score is subsequently knocked off the top spot,
your photo will disappear, which should make you
all the more determined to get back to number 1!

Press the ® button during a song to pause your
| performance and access the Pause Menu. While the song
is paused, you can select from the following options:

Resume Return to the current song
Restart Restart the current song from the beginning
(you can’t do this in Pass the Mic games)

. End Song End the current song and move to the Results Screen
Quit Game Return directly to the Title Screen

Are your diehard fans down at the front screaming for more? Then make
sure you relive your greatest performances on the Playback Screen!

Song Title
Timer

Playback
Options

Cue the song back to the beginning

Rewind the song

Play or pause the song

Fast forward the song

w

Q0800060

FX Add sound effects

Exit the Playback Screen

Save the Playback data to Memory Card 3

NOTE: You can also adjust the vocal volume
by pressing the button and the button.

. Select “SFX" to experiment with a variety of different sound effects. :

Press 4= or = to highlight an effect and then press ¢ to activate the -
highlighted effect. A bar will appear above the effect showing different levels -
of intensity. Subsequent presses of  will increase the intensity. of the:effect,

which is indicated by the colour within the bar. To turn the effect off,

press 4 until the bar is empty. You can also activate several effects
at once. To do this, press 4= or = to highlight a new effect and :

press . You can mix and match different effects to ¢reate weird @;
and wonderful sounds, so don't be afraid to experlment S ’?

-




N%Zﬁéﬁ:::: ee;:-le;stsngta Phgzzzf::i;%zour The EyeToy® Camera'’s ability to detect movement depends upon there being
: : a significant difference in lighting between you and your background. Ideally,

you should be lit from the front, as evenly as possible. If your image looks too

dark on the screen, switch on all available lighting in the room and point them
at you. The red LED on the EyeToy® Camera will flash if the room is too dark.

Press 1, §, 4= or = to select a character on the keyboard and press If your on-screen image looks too bright, draw the curtains and
the & button to enter it; you can delete a character by pressing use artificial light instead. Where artificial light is the primary source
the @ button and enter a space by pressing the @ button. You can of illumination, concentrate all available light on you. If possible,
also access a variety of other characters by selecting the “*" key. ' avoid low-energy bulbs and fluorescent tubes as these tend to flicker,
which may be detected as movement by the EyeToye Camera.

—

Do not set up the EyeToye Camera so that it is pointing
! directly towards a strong light source. Even with daylight providing
the primary light source, the introduction of any extra artificial
light directed at you, will always be beneficial.

Once a player's name has been entered correctly, select “Enter” to continue.

What about all those fans stuck right at the back of the arena,
desperate for a glimpse of their idol? Get your face up on the
big screen and everyone will go home happy; all'you need

to do is connect an EyeToy@ Camera to your console. o
Anyone can do this; you don’t need to hire a vocal coach,

be able to read music or even sing in tune to have fun. However,

With the EyeToy® Camera connected you can take photos of the people
on your team which will then be posted alongside_ hig|_1 scores. if your serious “inner artiste” is coming to the fore, -
Also, whenever you hit a golden note dun_'ing 20Ny, it's time to pose you might want to check out the following techmcéh{les
for the photographers — an EyeToy® logo will also be displayed on-screen, With all those gigs to perform, photos to sign and shopping ¢ eritres
to open, you'll never have time to learn about them later... :

so strike a pose and relive those glory moments at the end.
|

Set up the EyeToye Camera by following these instructions: _
Holding the USB connector for the EyeToy® Camera with the USB The pitch of the note deteq‘nines how in tune your voice i_s with _the_- song
and ultimately determines the quality of the vocal performance.. -

mark facin , securely insert the EyeToy® Camera's USB connector
in:z) eitgliwelr gl;g con:ect);rl'non the frorz(tecf ¥he console. The LED power Q SingStare Rocks! monitors the pitch of the notes you sing ahd compares - .
indicator (blue) on the front of the EyeToy® Camera should light up blue to _. this data with the correct note on the original record, -allowing.it to-calculate
indicate that the EyeToy® Camera is now ready to use. If you encounter how many perfect notes you are hitting or bum notes you let slip through: -
i If you find yourself struggling to achieve perfect pitch, try'adjusting -
the difficulty setting to the Easy or Medium settings.. - - :

difficulties, refer to the instruction manual for the EyeToy@ Camera.

Place the EyeToy® Camera on top of, or inmediately below your television
Rotate the manual focus ring to focus the camera lens. ol e dat 2 heth v o F ; S St
If your TV is positioned on the floor, simply tilt the EyeToy® Camera Sufanng Ceteimines Wuother oF ot a nolte S e singat me . -
for extra elevation. Alternatively, swivel the camera base around to reposition correct point during a song. SingStare Rocks! constantly.checks'your
the EyeToy® Camera. Do not move the whole EyeToye Camera, timing and the data collected will be reflected in your score. -
just tilt it gently. Ensure you have enough room to play. Consider the space : :

around you - watch out for shelves, doors, walls, pets and other people This is simply how long the note is held. SingStar@ R@éks! c.orl.ip'arés" 3

Once the EyeToy® Camera has been set up correctly, choose the correct sustain times taken from the original recordlng_mt_h
EyeToye USB Camera from the Game Options Screen, and then select your sustain and awards or subtracts points .grcc:or'chrtgl.yj iy
“EyeToye Video ON/OFF" to toggle EyeToye features on or off. : :




Don’t hold the mic too close — about 3-5 centimetres (1-2 inches)
from your mouth will pick up your voice most effectively.

Practice makes perfect - singing a tune helps you improve your timing. When
you're just starting out, pick songs that you know well and find easy to sing.

Good breathing is vitally important — check the performance
display for any long notes and take a deep breath!

The hardest thing for many newcomers is to stand up and perform for the
first time. It gets easier after you've done it once, so get up and sing!

If you are unfamiliar with a song it is possible to hum your way through as you
learn the lyrics, but the true SingStar will always try to sing the right words.

Pay attention to the lyric display. The blue P1 indicator
and the red P2 indicator will let you know when it's your
turn to sing alone and when you'll sing together.

The note display lets you know if you're pitching your lines correctly.
Take care when singing duets as you may have to sing a harmony part.

When the lyrics appear in italics,
you can sing along, but you won't be scored for it.

Most importantly of all, enjoy yourself!

oo

—

Song 2

1985

Speed Of Sound
Smoke On The Water
April Sun In Cuba

Oh Yeah

Do You Want To
Sounds Of Then (This Is Australia)
Hard Act To Follow

What You Waiting For?

Celebrity Skin

Never Tear Us Apart

Are You Gonna Be My Girl

| Am :
Down Under _
Come As You Are _I -
These Days : S
(Baby I've Got You) On My Mind "~
Dakota . - L
My FavoﬁTit_e .Géme- e

The Unguarded Momér_{t : A
Why Does.Love Do This To Me" - i
Somebody Told Me " = " ..
Self-Esteem '

Paint It, Black

Wind Of Change

Better :

Counting The Beat -

4ever St P2 U
The Boys Aré.Bégx' In Town -



Richard Bates Will Cowling,

Arthur Yarwood

Paulina Bozek
Lauri Sarkka, Charu Gupta, Antonio Garcia
Tim Dann, Vince Diesi, Sebastien Rubens

Jenny Whittle Miki Grahame Jim Fowler,
Matyas Hettmann Arran Green Alex Townsend
Nicky Place Nigal Raymond Gary Newman

Kevin Mason Charlie Hasdell, Eric Matthews Jim Fowler

Jim Fowler, Dan Bardino, Alastair Lindsay

Dan Bardino Sergio Pimentel
Grace Ep Martin Hewett

Richard Jacques Dave Ranyard
Alex Townsend Nigal Raymond

Umesh Mistry, Alex Townsend, Gary Newman, Nicky Place
Phil Harrison
Jamie Macdonald
Eric Matthews

Mike Haigh
Andrew Quinn

Nancy Gatehouse
James Lilley
Mark Hardy
Charlotte Panther, Hayley
Kate Bargent-Morrish v
Hogarth Andall, Denise Carroll,
Geoff Rens
Dave Bennett

Simon Rutter
Carly Wickham
Shield

Natasha King
Alex Pavey
Richard Guest, Stacey Fowler, Albert Marshall,
Carolina Pittol, Marian Toole, Charlotte McConnell
Dave Parkinson
Gary Spencer Alan McArdle, Matthew Osborne
Jonathan Georgious, Mark Halsall, Nick Wilkie, Raghavan Sriharan, Craig Dunwoody,
Stephen Wignall, Mark Godwin, Steven Denman, Robert English, David Schumacher
Paul French John Hale, Chris Atkinson
Michael Kennedy, Kevin McCormack, Daniel Giles, Martin Houghton, David Hill,
Daniel McCreadie, Greg Munt, Lee Champion Andrew Kennington,
Phil Webster Nadine Martin
Yolanda Akil Pauline Brisoux, Cedric Gerard, Harouna Camara,
William Kandot, Paolo Parrucci, Gianni Bianchini, Daniele Tacconi, Cesare Sivo,
Katharina Tropf, Matthias Pokorny, Julia Aigner, Silvia Ferrero, José M Flores,
Alberto Pérez, Rafael Deogracias Vanessa Wood
Planning and Localisation Co-ordinator Jennifer Rees
Nadége Josa TBWA, Rogue Films and Director Ron Scalpello
Mike Haigh, Richard Bates, Paulina Bozek, Namtai, Omnivision,
PTI Indomachine

Kate Acland, Lesley Randall, Hiromi Churchard, Kieren Mayers,
Mike MNabarro, Solo Gadjali, Margie Lee, Hasan Gdjali, lan Montandon, Carole Wright,
Andrew Mancey, Kerry McKay, Shyamal Patel, Mahesh Patil, Sam Bagley, Kauser and Bilal,
Richard Lee, Adam and Adelin, Natasha King, Francis O'Brien, Mary Tristram,
Ronan McCormack, Stefan Nickel, Arne Mundelius, Espen Tollefsen, Klaus Odegaard,
Morton Christoffersson, Hans Reinarz, Sophie Docx, Ralph Champeau, Maciej Kmiolek,
Tomislav Jankovic, Hal Bame, Jorge Huguet, Antonio Ruiz, Juan Jimenez, Patrick Lagana,
Scott Saxton, Adrian Christie, Teresa Wong, Alessandro De Leo, Eivind Aamodt, Alexandra
Roessler, Namtai, Omnivision, Automatic Television, Susana Thompson, Bethan Hopewell.

Ed Daly Angela Fenge
Adrian Flack Anna Morris Matyas Hettmann,
Ela Southgate, Laura Bishop, Jamsheed Master Emanuele Bellini, Oliver Hayes
Richard Adams Jonathan Newth,
lan Baverstock.

Composer(s) Ron Stryker / Lyrics and Music by Colin Hay /
Publisher(s) EMI Songs Australia Pty Ltd / © 1981 SONY BMG MUSIC ENTERTAINMENT /
Licensed courtesy of SONY BMG MUSIC ENTERTAINMENT (AUSTRALIA) PTY LIMITED.
Writer - Burford / © 2004, EMI Music Publishing Ltd. / Licensed
courtesy of EMI Records Ltd. Words and Music
by Stephen Kilbey / Michelle Parker. / Published by Sony/ATV Music Publishing / Licensed
courtesy of EM| Records Ltd. Words
and Music by Mark Callaghan / Bailey / Bee / Bidstrup / James / Stapleton / Recorded by
GANGgajang / Published by Sony/ATV Music Publishing / © Gajang Productions.
(Woseen/Walmsley/Gleeson/Lara/Heaney) / PolyGram Music
Publishing / Universal Music Publishing Pty Ltd / ® 1991 BMG Australia Limited / Licensed
courtesy of SONY BMG MUSIC ENTERTAINMENT (AUSTRALIA) PTY LIMITED.
Writers: Hooper / Hooper / Warren Jenkin / Adam Pedretti / Lukas Burton /
Publisher(s) EMI Music Publishing Australia Pty. Limited/Reverb Music Ltd - Mushroom
Music Publishing / © 2004 The Music Catalogue Co. Pty Limited / Licensed courtesy of
SONY BMG MUSIC ENTERTAINMENT (AUSTRALIA) PTY LIMITED. 1 :
Written by Phil Judd/Mark Hough/Wayne Stevens / Published by -
Mushroom Music Publishing / ® Mushroom Records / Licensed courtesy of Warner -
Music Australia Pty Limited. (MARC. HUNTER/PAUL
HEWSON) / Publisher(s) Essex Music of Australia Pty Ltd / EMI Songs Australia Piy'Lt[:i Vil
© Sony Music Productions Pty Limited Australia / Licensed courtesy of SONY BMG MUSIC
ENTERTAINMENT (AUSTRALIA) PTY LIMITED. Words. &
Music by Jamieson/Davern / © 2004, EMI Music Publishing Ltd, London WC2H oQy/
Courtesy of Universal Music Australia Ltd / Licensed by kind per‘mlssmn from the Film &
TV licensing division / Part of the Universal Music Group. seve s Written: .
by Max Martin / Lukasz Gottwald / (Lukasz "Dr Luke" Gottwald ./ Max Mart_in) ©:2005 -
Maratone AB administered by Kobalt Music Group worldwide (ASCAP) /- ® 2005 WEA .
International Inc. / Licensed courtesy of Warner Muslc Australia Pt).lr lelted :
Words and Music By Jordan Luck /.
Published by Sony/ATV Music Publishing / Courtesy of Universal Music Ltd {New Zealand)
/ Licensed by kind permission from the Film & TV licensing division'/ Part of the Universal
Music Group. Written by. Bernard Fanmnngarren'
Middleton/lan Haug/John Collins/Jon Coghill / Performed by Powderfingér / Published by
Egg The Nest Songs Pty Ltd/Mushroom Music Publishing / Courtesy of Universal Music

Australia Ltd / Licensed by kind permission from the FI]m & W licensing: division'/ Part of

the Universal Music Group. Written by. -
Bernard Fanning/Darren Middleton/lan Haug/John Collins/Jen Coghill '/ Performed by *
Powderfinger / Published by Egg The Nest Songs Pty Ltd/Mushreom Music- Publishing / -
Courtesy of Universal Music Australia Ltd / Licensed by kind permission from the Film &
TV licensing division / Part of the Universal Music Group. "
Composed by Andrew Farriss and Michael Hutchence / © XL Publishing Pty Ltd /
Chardonnay Investments Ltd / By kind permission of Warnerz‘ChappeH Music Limited
/Courtesy of Mercury Records (London) Ltd /Licensed by kind permission from the Film & -+
TV licensing division / Part of the Universal Music Group.

(Written by Klaus Meine) / Published by: PolyGram International Pubhshmg, Inc. Cmmesy ,
of Universal Music Publishing Ltd. / Courtesy of Island Def Jam Music' Group /-Mercury".

Records (London) Ltd / Licensed by kind permission from the Film & TV licensing division . -

/ Part of the Universal Music Group. (Courtney. Love, Eric Erlandson,
Billy Corgan) / ©® 1998 Mother May | Music (BMI) / (Admin. by Wixen N_Iusnc Publishing, "
Inc.)/Echo / Echo Tunes (BMI) / Universal /MCA Music Ltd / Courtesy of Geffen Records/ -



Polydor UK Ltd / Licensed by kind permission from the Film & TV licensing division /
Part of the Universal Music Group. Words and
Music by Jon Lord, Ritchie Blackmore, lan Gillan, Roger Glover and lan Paice © 1972,
B Feldman & Co Ltd trading as Hec Music, London WC2H OQY / Courtesy of Warner Bros.
Records Inc. / By arrangement with Warner Music Group Video Game Licensing / ® 1972
Warner Bros. Records Inc. / Licensed courtesy of EMI Records Ltd.
Written by Kapranos & McCarthy / Published by Universal Music
Publishing Ltd / ® 2005 Domino Recording Co LTD.
Written by N. Cester / C. Muncey / Published by Get-Jet Music Inc/Famous Music
Corporation / Courtesy of Rhino UK. Written by Mick
Jagger and Keith Richards / © 1966 ABKCO Music, Inc. / Used by permission. All rights
reserved. / Photographs supplied for the video montage from: Gered Mankowitz/ABKCO
Records / ABKCO Records, gentile concessione di "Ciao Amici" / David Bailey /ABKCO
Records. Words and Music by Kurt Cobain / © 1991, EMI
Virgin Songs Inc / The End Of Music, USA / EMI Virgin Music Ltd, London WC2H 0QY /
Courtesy of Geffen Records / Polydor UK Ltd / Licensed by kind permission from the Film
& TV licensing division / Part of the Universal Music Group.
Words & Music by SCHERR / ALLEN / © 2004, EMI Music Publishing Ltd, London WC2H
0QY / ® 2004 Zomba Recording Corporation Inc. / Licensed courtesy of SONG BMG
Commercial Markets (UK). Words & Music by ALBARN / JAMES / COXON /
ROWNTREE / © 1996, EMI Music Publishing Ltd. / London WC2H 0QY / Licensed courtesy
of EMI Records Ltd. (Flowers/Keuning/Stoermer/
Vannuceci) / Published by Universal Music Publishing Ltd Courtesy of Island Def Jam Music
Group / Mercury Records (London) Ltd / Licensed by kind permission from the Film & TV
licensing division / Part of the Universal Music Group.
Written By B. K. Holland / © Gamete Music Inc administered by Kobalt Music Group /
ISRC: USEP40312208 / ® + © 1994 Epitaph / Taken from the album: Smash.
Written by G. Berryman / W. Champion / C. Martin / J. Buckland /
Published by BMG Music Publishing Ltd / Licensed courtesy of EMI Records Ltd.
Written By G. Stefani, L. Perry / © Harajuku Lover Music
administered by Kobalt Music Group / Stuck In The Throat Music/Famous Music
Corporation / Courtesy of Interscope Records / Polydor UK Ltd / Licensed by kind
permission from the Film & TV licensing division / Part of the Universal Music Group.
(Lynott) Published by Universal Music Publishing
Ltd / Courtesy of Mercury Records (London) Ltd / Licensed by kind permission from the
Film & TV licensing division / Part of the Universal Music Group.
Written by Kelly Jones / Published by Universal Music Publishing Ltd / Copyright V2
Music Limited. (Persson/ Svensson) Published by
Universal Music Publishing Ltd / Courtesy of Universal Records Sweden / Licensed by kind
permission from the Film & TV licensing division / Part of the Universal Music Group.

Gary Downing and Louise Barnham @ Warner Chappell, Michelle Powell @
Warner Music Australia, Nicole McCarthy @ SonyBMG Entertainment Australia, Gary Seeger
@ Mushroom Music Australia, Michelle Stoddart and Jemma Skidmore @ Kobalt Music
Publishing, Greg Turner and Paul Veitch @ Universal Music, Ross Pelling and Denise Fraser
@ Universal Music Publishing, Fatima Abass-Allie @ Sony/ATV Music Publishing, Maggi
Hickman and Rob Adamson @ Reverb Publishing, Meredith Fannin, Mark Bevan and Becky
Scott @ aamic, Chris Bailey, Daniel Ogden and Suzi Scott @ Chrysalis Music Publishing.

Lua 5.0 licence

Copyright @ 1994-2005 Lua.org, PUC-Rio.

| Permission is hereby granted, free of charge, to any person obtaining a copy of this software and associated

documentation files {the "Software”), to deal in the Software without restriction, including without limitation the

| rights to use, copy, modify, merge, publish, distribute, sublicense, and/or sell copies of the Software, and to

permit persons to whom the Software is furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all copies or substantial portions
of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR IMPLIED,
INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR
PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THEAUTHORS OR COPYRIGHT HOLDERS BE
LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT

| OR OTHERWISE, ARISING FROM,OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR

OTHER DEALINGS IN THE SOFTWARE.

Copyright @ 2002, Xiph.org Foundation

Redistribution and use in source and binary forms, with or without modification, are perrnntted prowdad that _.

the following conditions are met:

- Redistributions of source code must retain the above copyright notice, this list ot_ -qnnd_itib_ns and the--
following disclaimer. i il

- Redistributions in binary form must reproduce the above copyright notice, this Iisi_ of .éui'lciil'ipn's and
the following disclai in the dc n and/or other materials provided witly the distn'b'utiun'

- Neither the name of the Xiph.org Foundation nor the names of its comrlbutors may be used lo er'rdorse or I

promote products derived from this software without specific prior written nerrmss:nrr

THIS SOFTWARE IS PROVIDED BY THE COPYRIGHT HOLDERS AND C_ONTHEB_QTOF!S_,"A_S_. ]5}"‘ AND ANY: :
EXPRESS OR IMPLIED WARRANTIES, INCLUDING, BUT NOT LIMITED" :I‘O THE IMPLIED, 'WARRANTIES OF

MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE! DI-SCLAIMED IN NO EVENT SHALL .

THE REGENTS OR CONTRIBUTORS BE LIABLE FOR ANY DIRECT; INDlHECT INCIDENTAL SF‘ECJAL '

EXEMPLARY, OR CONSEQUENTIAL DAMAGES {INCLUDING, BUT NOT LIMITED TG PRDCUHEMENT oF i [ =

SUBSTITUTE GOODS OR SERVICES; LOSS OF USE, DATA, OR PROFITS; OR BUSINESS INTERRUPTION).
HOWEVER CAUSED AND ON ANY THEORY OF LIABILITY, WHETHER.IN CdNTﬁACT STRIET LmB!L'ﬂ"l‘ OR~

| TORT (INCLUDING NEGLIGENCE OR OTHERWISE) ARISING IN ANY WAY OUT OF. THE USE CIF THIS

SOFTWARE, EVEN IF ADVISED OF THE POSSIBILITY OF SUCH DAMAGE
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Customer Service Numbers

POWERLINE

FOR GAME HELP

® Australia——
*(Calls charged at local rate.)

1300 365 911* -

— (No longer available.)

Customer Service Numbers

| POWERUINE

FOR GAME HELP

+ New Zealand
National Rate

—— 094152447 —

—— 0900 97669*
*{Bafore you call this numbes, please seek the permission of the person
responsible for paying the bl Call cost $1.50 (+ GST) per minute).

————— 0820 44 45 40**

**{0,116 Euro/Minute.)

o Osterreich —

— 0900 24 12 50*
*(0,676Euro/Minute )

011 516 406

Tarif appel local / Lokale kosten

= Belgique/Belgié/Belgien

Le numéro n'est plus en service/Niet langer verkrijgbaar
{No lenger available.)

« Norge —————— 815509 70
0,55 NOK | startavgift og deretter 0.39 NOK pr. Minutt
support@nao.playstation.com

Man-fredag 15-21; Lor-sondag 12-15

81550970
0.55 NOK i startavgift og deretter 0.39 NOK pe, Minutt
support@no.playstation.com

Man-fredag 15-21; Lorsendag 12-15

» Ceska republika—— ———— 222 864 111
Po - Pa 9:00 - 17:00 Sony Czech.

Tarifovana die platneych telefonnich sazeb.

Pro dalsi informace a pfipadnou dalsi pomoc

jte prosim i ion.sony.cz

nebo velejte talefonni Cislo +420 222 864 111,

— 283 871 637
Po - Pa 10:00 - 18:00 Help Line
Tarifovine die platneych telefonnich sazeb,

* Portugal —— 707 23 23 10** — 707 23 23 10*
**Servico die Atendimento ao Consumidor/ Custo de Chamada Local

Servigo Técnico, *Servigo de Ajuda para Jogos

* Espana —— 902 102 102 902 102 102
Tarifa nacional Tarifa nacional

* PoccuA —— +7 (095) 238-3632
= Sverige - 08 587 822 25 08 587 822 25
support@se.playstation.com support@se playstation.com

Man-Fre 15-21, Lor-sondag 12-15

Man-Fre 15:21, Lor<ondag 12-15

* Suisse/Schweiz/Svizzera — 0848 84 00 85*

Tarif appel national / Mationaler Tarif / Taritfa Nazionale

0900 55 20 55*

*(CHF 3.20 -/Minute}, [CHF 3.20 -/minute), (CHF 3.20/minuto,)

* Danmark 70127013 70127013
support@di playstation.com support@di. playstation.com

Man-fredag 18-21; Lor-sondag 18-21 Man-fredag 18-21; Lor-sondag 18-21

* Suomi — 0600 411911 ——————— 0600-411911
0.79 Euro/min + pvm 0.79 Euro/min + pvm

fi-hotline@nordiskfilm.com fi-hotline@nordiskfilm.com

maanantai - perjantai 15-21 maanantai - perjantai 15-21

* France —————— GIEITD 0820 31 32 33 = 08 92 68 22 02*

0,12 Euro TTC/MN

*{0,34 Euro/minute)

e UK 08705 99 88 77

National rate. Calls may be recorded for training purposes

(Mo longer available.)

01805 766 977**
**(0,12 Eurofminute)

* Deutschland —

0190 578 578*
*(0,62 Eura/minute. Kinder und Jugendliche soliten vor dem
Anrufen der PlayStation-FowerLine die Eltern/
Erziehungsberechtigen um Eraubais fragen.)

* EANGBa 00 32 106 782 000** (Mo longer available.)
“*EBvid) Xpéton
+ lreland - 0818 365065 (No longer available)
All calls charged at National Rate.
* ltalia = 199 116 266 Non pid dispanit
Lun/Ven 8:00 - 18:30 & Sab 8:00 - 13:00: (Mo longer available.}
11,88 centesimi di euro « IVA al minuto
Festivi: 4,75 centesimi di euro + IVA al minuto
Telefoni cellulari secando il piano tariffario prescelto
* Malta 23 436300 ~ 23 436300
Local Rate, Local Rate.

0495 574 817

Interiokale kosten.

* Nederland —

= MNiet langer verkrijgbaar,
(No longer available.)

Please call these C Service N

only for Play

Support. Details of call costs apply

only to Powerline Game Help numbers. For Game Help, please call your local Powerline number.

Please call these Ci Service Numbers only for Play

d Support. Details of call costs apply

only to Powerline Game Help numbers. For Game Help, please call your local PowerLine number.




