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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER it i ; MEL Ll | il "'||"i [l
ENTERTAINMENT SYSTEM. [ i e
A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing lights. Exposure to certain patterns

or backgrounds on a television screen or while playing video games, including
games played on the PlayStation 2 console, may induce an epileptic seizure in
these individuals. Certain conditions may induce previously undetected epileptic
symptoms even in persons who have no history of prior seizures or epilepsy. If you,
or anyone in your family, has an epileptic condition, consult your physician prior

to playing. If you experience any of the following symptoms while playing a video
game — dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement, or convulsions — IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD typa,
Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer Entertalnmant
America may damage your console and/or invalidate your warranty. Only offiolal or
licensed peripherals should be used in the controller ports or memory card sloty,

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

* This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.

* Do not bend it, crush it or submerge it in liquids.

* Do not leave it in direct sunlight or near a radiator or other source of heat.

= Be sure to take an occasional rest break during extended play.

* Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-free,
soft, dry cloth, wiping in straight lines from center to outer edge. el
Never use solvents or abrasive cleaners. il i (e it "n” H}“ i
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5 tarting Up

Eettlng Started

' 3

MEMORY CARD siot 2 ——
MEMORY CARD siat 1
prpee |

DUALSHOCK2 ANALOG CONTROLLER CONFIGURATIONS

L2 button
L1 button

— R2 button
= R1 button

USE connector |

controlier port 1 ———— ‘ * Note: Mustration may not match ail
controler port 2 ——— PlayStation 2 console types. For owners of
SCPH-70000 series PlayStation 2 systems, refer

o the setup instructions supplied with your system.

directional
buttons

left analog stick
(L3 button when pushed down)
SELECT button
ANALOG mode button -
START button
right analog stick
(R3 button when pushed down)

To save game setfings and progress, inserf o memory ca | (BMB) for PloyStation®2)

- into MEMORY CARD slot 1 of the HuySluIinn‘? system. You can lond saved game dato

q from the same memory card (8MB)(for PlayStation®2), or from any memory cord
(8MB){for PlayStation®2) containing previously saved Karaoke Revolution® Party gomes.

While the song is playing, you can change rhe sound setfings with the DUALSHOCK®2 analog

controller. Use the following controls to mix the sound to your personal preference:

N\ © button (hold) + 4/ directonal buttons
1 @ hbution (hold) + 48/w directional buttons

@ button (hold) + 4a/® directional buttons

® button (hold) + 48/w diredtional buttons

NOTE: Karaoke Revolution® Party uses of least 240 KB of data fo save each gome.
Make sure there is enough free space on your memory card (8MB)(for PlayStation®2)
before starting play. Do not insert or remove o memory card (8MB)(for PlayStation®2)
while saving/loading games or you may corrupt your save game data.

Sing and Dance Mode Controls

. € button or ¥ directional butfon ... ... ....ooiiiiiiias Capture Down Arrow
W ' @ hutton or 4 directional buttan . ... ... Capture Left Arrow
—— | @ button or B directional button . .. ... Capture Right Arrow f“‘
b

@ button or # directional button . .. ... . ... Capture Up Arrow
£ t 4 Ak i o,
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Controls

Controls

: Using the PlayStation®2
Dance Dance Revaolution® Controller (Optional)

Using the PlayStation®2
Dance Dance Revolution® Controller (Optional)

CAUTIONS (PLEASE READ BEFORE PLAYING

Please read the manual included with the DDR Controller in addition to this manual before use,

The DDR Controller should be used with care to avoid injury. Konami will not be liable from injuries
resulting from improper use of the DDR Controller,

Bare feet should be used to operate the DDR Controller. Do not use with shoes or stockinged feet.

Persons with heart and respiratory problams, physical impai ts (such as, but not limited to, back,
joint, foot, musculature, and circulatory problems) that limit physical activity, are pregnant, or have
been advised by their physician to limit their physical activity should not use the DDR Controller.

Persons under the influence of alcohol, or drugs that could impair a person’s sense of balance, should
not use the DDR Controller.

The DR Controller should be used on a clean, flat surface. Do not use the DDR Controller on
concrete, rock or any surface with sharp or abrasive objects.

Remave furniture or other objects in proximity to the DDR Controller, and use it in an area with plenty
of space, away from walls or windows.

Keep the DDR Controller away from open flame and other heat sources.
Do not use the DDR Controller on a wet surface.

Small children should be monitored at all times when using the DDR Controller. l

T i . ll:'b e
NOTE: Some i muyhediffmdepending unlhamodeynuéi%plnyingfﬂ
the on-screen instructions or refer to the other sections in this instruction manual for more
information.
NOTE: The Sing and Dance mode supports one Dance Dance Revolution® Controller. This mode
can also be played with the standard DUALSHOCK®2 analog controller if you do not have a Dance
Dance Revolufion® Controller.

The cord for the DDR Controller should be placed properly to avoid risk of tripping persons. n

» |f two DDR Contrallers are being used, make sure the DDR Controllers are far enough apart to avoid
injury to players. i

= When the DDR Controller is not in use, it should be removed from the playing area and stored properly.

= The DDR Controller is a delicate piece of machinery. Do not di tie, modify, or intentionally abuse
the DDR Controller. Such actions can void your warranty.

= Audio and video disruptions may occur during game play due to floor vibrations. Adjust the location of
the DDR Controller to correct this problem.

Please do not play the game at times when the noise or vibrations may disturb your neighbors.




Introduction Main Menu TI

So, you can sing, and you can dance...but can you do both af the same time?
Karaoke Revolution® Party combines the quick reflexes and fiming of Dance Dance
Revolution® with the vocal challenges of the Karaoke Revolution® series, featuring an
all-new lineup of popular songs. Twa players can join fogether to sing duets, or battle
head-to-head in several different
gome modes.

| Karaoke Ilevwnrty

B OQuickplay

\ Jump in, select your favorite song, and
" start singing. Your performance will be
scored.,

Main Menu |

. One Mic Party | il
. These game modes are for multiple i "

players (110 8) sharing a single t
) PloyStation®2 microphone or heud;ﬂ., ..I L

allows you to use the )

|||||

t Medley — Zpluyars sing song clips i in mpid succession. (210 8 pla
* Knock Ovut — 2 players compete head-to-head o knock each other out. (2 players)
# Knock Out Medley — Same us Knock Out, but with o succession of song clps. (2 ployers)
© Sing OFf — 2 ployers sing alternating phrases to get the highes! score. (2 players)
* Minigames — Your voice hecomes the controller in these orcade-style games. (2 players) g

[udgmg and the game will become much more furgiving;éven if you hit some bad
notes. So don't be shy! Get o bunch of friends together, grab o microphone or two, i

. . I 1
and start singing! | ¢ KR Challenge — Play a variety of game modes to determine the ultimate Karaoke
\_ Revolution® champion. (2 to 8 players)

=130
=—=1



Main Menu 1 Prepare to Sing

H it

S—

Sing and Dance . Player Setup g

Plug in a PlayStation®2 microphone, add the Dance Dance Revolution® Controller, il When you begin a new game, you can [l

and you can sing and dance of the same fime! I'M cwstomize or create new characters. Jg’

{This mode also works with the standard DUALSHOCK® 2 analog controller.) | USERNAME 8
Select an exisfing name or enter a

Character Creator | new name. This is the name that will

(reate and fulhr wslomize

be listed in the game itself and on the
High Smri‘r#hhs. You can deleha
name in the list by pressing

il .,Bptlnns

|' Access the ll'lltmphnlle_: mt Sang 4 [ -
e € button 1o view a dﬂtqlled song ||51 Highlighi a song. ﬁﬂe 1o hear a sho
0 U can also press the @ button o select a luadom song on the list.

DDR E‘xtreme E Demo .
Try out a demo of the latest Dance Dance Ilmluimn“ game! When you start the demo, the
controller that is used fo navigate the menus will also be the acfive controller during the |
game. If you would like fo play with o dance pad, use the pad in the menus before loading
a song. When you are finished playing, hold the SELECT and START buttons together or | !
press the RESET button on your PlayStation®2 fo exit the demo. \ \

Sung Information:
Complexity — The nofe icons indicate the overall complexity of the song, from
easv [l note) fo medium (2 notes) to difficult [3 notes). -

- s s Song Length — Length of the song in

! 2 minutes:seconds for both Full and Short

I | & versions. :
| 5 L SR o e . Status — The high score for the song |
i e 8 sent o Ly = and the current vocal judging level that

i | was used when the high score was sef,

q i s iy

I
/ m




Select Venue

Press the €9 button fo view the Venue
list. Highlight o name to view o
picture of the Venue. Press the @
button 1o select a random Venue.

Venues with EyeToy® USB Camera
(for PlayStation® ionality wll

|udgmg levels, Ihs ume |
will recognize that you are singing 1 r notes, even if your pifch or fiming

is a little off. The Phrase Meter will be shorter and will fill up quickly, making it
easier to gef a high rating for the phrose. If you select a higher judging level, you
will need to sing much more closely to the original vocal track, and the Phrase Meter
will take longer to fill up.

Dance Difficulty - In Sing and Dance mode, select the Easy, Medium, Hard, or
Expert difficulty level. At higher dance difficulty levels, the judging remains the

| same, but you will be required to perform faster and more intricate dance patterns.

| Mic Gain - Adjust the Mic Gain, which is the input level of the microphone.

=

How to Play

GAME SCREEN
Scol

Phrase Meter

“aach note yw have to smg durhp Ihssenl, Fach word _
turrasgnndinu note tube. 1L, '

As Iho Lyrics scroll across the screen, sing the proper words and fry fo match ﬂn Note
Tubes s they reach the Now Bar. The Pitch Arrow will appear while you are singing;
this represents your current pitch. The Pitch Arrow will move away from the Note Tube
and tilt slightly up or down if you sing above or below the note. If the Pitch Arrow
flattens out and lines up with the Note Tube and green sparks appear, this means that
you are hitfing the note correctly.

In Sing and Dance mode, arrows will also be displayed under the Lyrics. When the
arrows move info the circle on the Now Bar, you will be required o step on the

corresponding direction on the dance pad.




How to Play {3

Phrases

A Phrase is considered to be one line of Lyrics within the song. The end of each Phrase
is designated by a Phrase Marker. When the Phrase Marker reaches the Now Bar, | f|'
you have completed that Phrase, and o new Phrase will begin. f I

As you sing the correct notes in the Phrase, the Phrase Meter will fill up and change
colors. Try fo hif as many notes as you can to fill the Phrase Meter. At the end of the
Phrase, your score will increase and you will rel:eure a performance rating of LOUSY,
POOR, OKAY, soub or sm’r il \

Crowd Meter

' _I!f you manage fo gel a “Good” nf ﬁrelﬂ‘ rating on three I’iuuses in u ru'd ynﬂl\ﬂil start
. a Combo. During the combo, you will recelve a score bonus for every Phrase. The number |

' of combos will appear next to the Phrase: Meter while the combo is in 8ffect. As the |
Combo number increases, the score bonus will increase as well. When you string together

u 5 Phrase Combo, you vill it maimm scoce bonus and *Combo: Max!” will be
displayed on the screen. Confinue fo score “Good"” or “Great” to keep the Combo going.

Perfect Combo

If you manage fo get a “Great” rating on every phrase in the entire song, you will
achieve o Perfect Combo. On o full song, this is worth 50,000 points and a Diamond
record. On o short song, this is worth 30,000 points. If you make o mistake ond receive
a phrase rating below “Great,” you will lose your Perfect Combo for the rest of the song.
You can still begin new combos, but a Perfect Combo requires o perfect performance!

e e

£

How to Play

Crowd Boost

During random Phrases within the song, green sparkling Note Tubes will appear on the
Music Staff. If you it the notes correctly and get o “Good" or “Great” rating, you will
receive a Crowd Boost. The Crowd Boost will send the Crowd Meter shooting upwards.
The Crowd Boost can be especially helpful when your Crowd Meter is really low.

Note: Crowd Boost phrases do not appear when the vocal judging is set to Expert,

Final Score
At the end. d&em the Final Scor Strng display your username and score with he 4
‘M.Mﬂ Dance mode, the singing ¢ :'_

at the top of the screen shows

If you score enough points, you il be awardsd o Gold'or Platindm Record. You can
even win a Diomond Record if you score 50,000 points with a Perfect Comba. Winning
Gold, Plotinum, and Diomond Records will unlock special items in the game.

20,000

qk
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How to Play

HINTS & TIPS

Microphone Placement — For best resulfs, it is imporfant to keep the headset
microphone positioned very close 1o the front of your mouth (1-3 cm) with the red dot
facing your mouth. If you are using a handheld microphone, try fo keep the microphone
ot the same distance from your mouth and sing direcily info the microphone. We
recommend that you access the Microphone Setup screen in Options to adjust the Mic Gain.

cludes the lead mulﬂ.
Oﬁlnﬂl vocal

: wanv "

e

Practice — Everymﬁu featured in 'Ilﬂ
the songs, you sha l;lntmd
u Praclice option as we :

In order o learn

ﬁ'wégﬂ!‘

\ #a

* IIoHing Illiigles The gum
For long notes that are heki,. .

Make sure fo hold each nntdur t[n

without any distortion in your voice.

——

L .
Vocal Judging - If you are having uuﬁ‘lﬁéﬁmg lhrongl:t a particular song, fry
selecting o lower vocal judging level or practice the song in Karaoke mode.

Unlocked Items — You will be able to unlock items during single player and
multiplayer games, and the items that you unlock will instantly become available in
all of the game modes for all of the players. The unlocked items will be automatically
saved 1o the memory card (8MB)(for PlayStation®2). View the Unlock Progress screen
in Extras to see what the requirements are for each of the unlockable items in the gome.

Loading Screens — There are additional fips available for you to read on the loading
screens in the game.

'l
s
!

f—

™

Game Modes

QUICKPLAY
Quickplay makes it easy to sing a song without having
10 enter a full gome mode. Choase your username
and character, select any available song and venue
from the list, select between a full, short, or pradice
version of the song, sef the vocal judging level, and
you'll be reod'f 1o sing!

—_——

a group of people who want fo o i
qu game. Sing one song, than

the plnyars, their cunk
round, and the overall points. Press the @ button to toggle the display between
points/rank in each rﬂ(d and points/rank overall. After the players have complefed all
of the rounds, the player with the highest point total is declared the winner. -

Medley

In Medley mode, you can customize and sing your own song medleys. Short clips from

each song that you select will play in rapid succession. You must sing through all of the

song clips o successfully complete the medley. |

On the Medley Setup screen, select the number of players (1-8) and set the number of
songs (3-5) you wish to include in the medley. If more than one person is playing, you
can also choose the number of rounds (1-5) and whether or not any of the songs will

Il

be selected at random. Each song you select will be displayed on the Ploylist at the ........
right side of the screen.




Game Modes

If you have selected a song by mistake, press the @ button o take that song off of the
Playlist. When you have selected all of the songs for your medley, the CONTINUE button
will be highlighted. Press the €3 button to start your medley.

I you want an extra challenge, press the @ bution fa fill all of the slots with random
songs. Try to sing each song as it comes up. Fortunately, we give you a little help; the
song fille is displayed on the screen when each song dip begins.

S5ing and Dance
(See o full explanation of Sing and Dance
In One Mic Parfy mode, multiple play
(NOTE: For o smgle plnyu glme select §

mda on pup 23)
e furns singing and

S o -
. total score s updated periodically. At ﬂw elhﬂ‘

ﬁlghes? score is declared the winner.

Mlnlgames

f | There are fwo minigames. nvmluhle in iham Mic Party mode. In both of them, pluvers
" use the microphone or headset to control the movement of on-screen theracters, Before
each minigame begins, you will have an opportunity to select'your vocal range. Scroll
through from low 1o high, sing along with the vocals and select the vocal range that you
are most comfortable singing. The lowest nofe in the scale represents the lowest note in
the game, and the highest note in the scale represents the highest note in the game.

BEACH VOLLEYBALL

You control the set of players on the left side of the screen. Sing or shout a low note to
move the players fowards the botiom. Sing or shout a higher note o move the players
towards the fop. By lining up your players with the projected course of the.ball, you'll be
able to volley it back across the net towards the CPU-controlled players. Listen for the
note that plays when your opponent hits the ball (that is the note you must sing to hit
the ball) and try to predict where the ball will land. Watch out for seagulls —if you hit

—— . ane, the ball will be deflected straight back towards you! The game ends when
 one player reaches 10 points.

|

| l\“..

Game Modes

YO! DUDE! ROCK!

Stage divers run across the stage from left to right. As they reach the edge of the stuge
(the area marked as the JUMP zone); you must sing or shout the appropriate nofe fo
execute the perfed stage dive. Sing too early or foo late, and the divers will execute o
face plant instead. You'll score 1,000 poinis for each successful dive.

At the beginning of the game, one of each character type will run out and shout the note
that you have fo sing lo trigger a jump for Ihul character. Take advantage of the practice
mode that follows to practice singing the required notes at the right fime. (Hint: the notes
correspond fo the words “Yo!”, “Dude!”, ang -."lo(kl ). A Pitch Arrow will point to one of .
the three nofe hoxes.on Ihsbwerlc& artof h mwhanywhrlthemrradm “lh
| ' w ish your previous note
i gmp off the stoge.
g ?,11 thy ':5

| ved [2‘51 Additional nphons |adurle

Random Songs - Choose “None! (select your own songs), “Losi” [song selacllnn is
random during the last round) or “All” (song selection is random on all rounds).
Minigames — Toggle this ON/OFF to include or remove minigames from the tournament
Dance mat — Toggle fhis ON/OFF fo indude or remove Sing and Dance mode from the fournament.
Advanced Events — You can put a “twist” on regular game modes in All rounds or the Lost
round. The random song modifiers included are: no lyrics, no note tubes, no lyrics or note
tubes, and secret medley (songs are chosen at random and no song titles are displayed).
When you proceed to the next screen, the name of the inifial challenge, and instructions
for that challenge, will be displayed on screen. Question marks will take the place of
subsequent challenges until you reach them. Each competing player takes turns performing
the current round’s challenge. Unless “Random Songs” was selected, each player geis to
choose his/her own songs for the challenge. At the end of each round, the nome, rank,
and overall points for each player are displayed. Press the @ button to toggle the
display between points/rank in each round and points/rank overall. After the
players have completed all of the rounds, the player with the highest poin
total is declared the winner.




Game Modes
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Game Modes

TWO MIC PARTY
These game modes are set for multiple players (2-8) and require two microphones or
headsefs.

Duets
In Duets, two players sing together as o team for a combined score. When a normal song is
selected, the two players sing the some melody of the same time. However, certain songs

within this mode llow the players to sing in harmony with separate vocal paris. These
special duet songs ar n‘hrkud with a star and the text "Trua Duet” o Ihe song seiedlon

Knock Out

In Knock Out mode, two players go head-to-head and sing the same song in order o
knockout their oppanent. In order fo score a knockout, o player must consistently receive beiter
phrase ratings than his/her opponent.

A Knock Out Meter tracks each player’s progress through o song. At the end of each
phrase, the Knack Out Mefer moves based wpon the difference hetween each ployer's
phrase rating. The player that scores the higher rating for that phrase will fill the Knock
Out Meter q]]h his/het color (blue or gold). When the meter is almost compleely full of
one color @ plmrar is in danger of bol iocked out, the meter and the staff will e |
flash raJ 0y % gy !

k Dut Medley
The Knock Out Medley mode is identicol to the Knock Out mode Ises nbmrn] empt Ihﬁt
players sing a succession of song lips rather than o full song. Select the total “best of”.
number of songs (1, 3, or 5), and the number of random rounds (nome, last, or all).

Sing Off

In Sing Off mode, two players try to ftop each other as they sing alternating phrases and
sing fogether during the chorus sections of the song. The objective of Sing Off mode is fo
outscore your opponent over the course of the entire song. When you begin a Sing OFf

 the song). You can also mckus‘l the:'} ;
 storting the: sung i

Duet Medley !

The Duet Medley mode is identical fo Ihe Duets mode (see ulaovel except that players sing
a succession of song clips rather than o full song. Choose the feams (1-4), the number of
song dlips [3-5), and, if more than one team is playing, the number of rounds (1-5) as well

as any tandom rounds (none, los, or o) \ \. game, you musi sl the "best of” number of rounds (1, 3, or 5), the song type (full or
Special duets with separate vocal ports are marked with a stor and the text “True Duet” on _ short), and the number of random rounds (none, lust, or all). Players can select the venue
the medley selection screen. Players can also choose which parts will be assigned to their ! and the song for each round except for the random rounds.

specific microphone for the entire medley (male/female ond lead/background). At theend At the end of the song, each player's score is displayed, and the player with the highest
of the song, each player's individual score is disployed seporately, and odded together for i score is declared the winner. NOTE: The Sing Off mode will end as soon as a player

a finol feam score. reaches the fotal “best of” number of rounds required to win, even if the total

number of rounds have not been completed.




Game Modes

Minigames
There ore three minigames available in the Two Mic Party mode. In each of them,
players use the microphone or headset fo control the movement of on-screen characters.
Before each minigame begins, both players will have an
opportunity to select their vocal range. Scroll through
from low to high and sing along with the vocals and
select the vocal range that you are most comfortable
singing. The lowest note in the scale represents the
lowest note in the game, ‘and the highest note in the
scale represents the highest nate in thn _

. BEACH VDI.I.EYMI.L

rfy mode version 0' “Yo! Blui w! f
mode version. The only difference i fhﬁﬁ& ployers com ultaneous
- Player Onﬁsmge divers are represented by blue word balloons nx‘lil fher pitch o

‘is on the left of the note boxes. Player Two's stage divers' mqmpr d by
“balloons and his/her pitch arrow is on the righ side. Keep an eye on your own divers and
sing or shout “Yol* “Dude!”, or “Rocki with the proper nofes to successfully launch your
divers off the stage. The winner s the pluygr__‘\‘\jﬂh the most points affer fime has expired.

FANFARE

You and a partner control a rock star scrambling fo pick up gifis thrown on stage from
his adoring fans. The tricky part is that each ployer controls only one axis of movement:
either left/right or up/down. Player One, represented by blue arrows, must sing o high
note fo move the character up and a low note to move the character down. Player Two,
represented by gold arcows, must sing o high note to move the character right and a low \
note 1o move the character left. Both players must work together 1o grab all of the items

that appear on stage. Each gift that you are able to collect will add points fo your total

score. There are 2 special items that can be collected in the game. The first is a clock ,
that adds 5 seconds to the game timer and extends your game. The second item is o '
circle of arrows that will switch the player's control axis. When this item is collected, the

player who controls up/down control will switch to left/right, and vice versa. See how

jmnn}r points you can earn before the fime runs out.

Game Modes

KR Challenge

Two to eight players play o wide variety of

game modes fo determine the ultimate Karaoke
Revalution® champion. If 2 players are selected,
you will compete against each other. If 4 or more
players are selected, you will team up with another
player and compete against other feoms. The rules & i J
and options are idenfical to the KR Challenge under the One Mic Party mode, except that
the patential challenges include two mic modes such s Sing Off, Battle, and Duet games.
Battle mode is only available in KR Chollenge and allows 2 plmls 1o compete on the same
song without a knockout mefer. Af und, the rank and overall points nl

i 1I|n rank and pq;qls af each playe

the rounds, the feam hehm sI
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Now B nh:ﬂ'va left side of the screen, you must stepnnnr press I'he corresponding director
on the controller. The double arrows that show Up/Down or Left/Right are known os Jump
Arrows. The Jump Arrows require you to jump with both feet to hit 2 arrows of the same fime.

On the song select screen, additional information is displayed for Sing and Dance songs:
Song Complexity (1-3 notes) represents the complexity of the vocals. BPM (Beats Per
Minute) is the speed of the song—a faster song with faster dance steps will have o
higher BPM number. Feet are disployed under Dance Difficulty ond represent the
complexity of dance patterns for each difficulty level. Status shows the high score for the
song af the highest dance difficulty level.

This mode also works with the standord DUALSHOCK®2 analog controller, but o dance
pad is highly recommended, If you decide fo use a DUALSHOCK®2 analog controller,
the directional arrows correspond to the directional buttons and the action buttons

{ @ is up, €3 is down, @ is left, and @ is right).

When you see o Jump Arrow you will need io use o combination of the acfion butions
and the directional buttons (% and @, for instance) or two action butions simultaneously

(@ and @, for example). You will not be able to press two opposite directions | 1
on the directional buttons at the same time. _




Game Modes

Your score in the Sing and Dance mode is based upon both the vocal and dancing
performance. You will receive o performance rating based upon how accurately you hit each
directional arrow af the right time with the beat of the music:

GREAT - The arrow turns info a green star to indicate o perfect dance sfep.
GOOD - The arrow furns green fo let you know that your timing was good.
OKAY - The arrow furns gold meaning that your timing was a little off.
POOR - The arrow turns orange 1o lef you know you almost missed it.
LOUSY - Tha u:mf turns info o red X’ vrhen you mmpletely miss.

1 you vmlﬂtl like to ed't i
it Character - Physical thumﬂmlsll;ioi all of the |
. default charaters, and most of the unlnd;ubj, characters,
" con be edited: 1
i Head: Switch heads between :hmnars whlch will uiso
chonge skin color; change hairstyles and color; add or
eliminate facial hair and color.

Body: Change the weight, proportions and body type
of your character by moving the left analog stick.
Clothing: Try on new shirts, pants, shoes and

change their color; don a unique full body costume.
Accessories: Add a hat, sunglasses, wristbands, or
other accessories.

Use the MESIN ond IGEM buttons fo rotate your character. When you have finished edifing

your character, save it to o memory card (8MB)(for PlayStation®2) or discard the changes.

Game Modes

EyeToy: Cameo™ - Eyeloy: Cameo™ (powered by Digimask technology) is u separate
program that you can use fo create o 3D model of your own head. Selecting this option
will require you o exit out of the game fo access the EyeToy: Comeo™ program.

For best results with head creation:

1) Make sure that there is adequate lighting in the room and your faca is evenly lit.

2) Pull your hair buck away from your eyes and face.

3) Line your face up with the outline shown on-screen, and then look directly af the
EyeToy® USB Camera (for PlayStation®2).

4) Keep your | fute 05 tlose as possible fo the EyeToy® Camera while keeping your
entire face anes; 6l i
5) When you hegin rec ding, mm front ?g:l; face, and Ilmn slowlv turn ynur

characes : areate |
new enter the Head menu, und seled B;aToy Come yuqr:
hea the list of heads available, |

You tﬂ.d&o be able fo use your EyeToy: Cameo™ head in other games that suppmﬂis Eulure.

Create New Character - If you wish to create your own character complefely from
scraich, choose Create New Character. Select Male or Female, adjust fhe look of the head
ond hudy, choose the dathing and accessories, and save your creation fo a memory card
(BMB)(for PlayStation®2).

KARAOKE

Karaoke mode is comparable 1o a normal karaoke machine. The lyrics of the song are
displayed on-screen without the Music Staff or Note Tubes, and there is no scoring involved.
The color of the lyrics will turn from white fo green when you are supposed o sing. If you
select Two Singers, each player picks his or her own character, and duet songs have o
separate line of lyrics for each player.

In Karaoke mode, there is an additional “Full Screen Lyrics” venue available on the Select
Venue screen. This venue will display stationary lyrics on the entire screen, just like
standard karaoke. o

(NOTE: Full Screen Lyrics s not available with Two Singers). | t 25)
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| Extras i
Training - In Training mode, we teach you the basics of the game including the i

interface, and we'll take you through a few interactive examples. We recommend you go

through Training mode to get a better handle on how the game works before playing the

other game modes.

| High Scores - While playing the game, high scores vill automatically be

| saved for Full songs, Short'songs, Duets, and Sing and Dance. You can check all of your
. high scores here. A high score is lﬁsplnved for every song ot each vocal judging level

(Sing and Dance sw are listed h)g‘ D ce dlﬂlf,lllly level). ﬁuma statistics are

g alsuu‘isaluyed .;{I i’ LT i

~

Options

Microphone Setup - If your
microphone sounds distorted, or foo quiet, you
can adjust the input level of the microphone here.
Sound Setup - Aihough these seffings
can he changed using the controller while o gome is
in progress, you ¢an dlso adjust the following sound
levels prior fo playing:

msu 'o‘nlume level of the butkgmund
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R Credits

Music Credits
Music licensing services provided by Eckhardt Consulting, Inc.

(1'VE HAD) THE TIME OF MY LIFE
| (Fronke Previte, John De Nicola, Donold Markowitz)

Published by EMI April Music Im:, Knackout Music,RU Cyrivs Publishing, WorldSong Inc. (ASCAP)
ond Sony/ATV Tunes LLC (ASCAP!
j: ALL RIGNTS RESERVED: USED BY PERMISSION.
i I‘fﬂl.l MKE ﬂl FEEL LIKE) A NATURAL WOMAN
Wexler}

Corole King, §
mﬂﬁ« Screen Gﬂ:g EH.IWM
ALL RIGHTS RESEl\ED USED BY PEIMISS‘II]IL

AINT NOTHING
A{Velerie Simpson and

(Slma }rl« Joe Perry, Desmond Child)
EMI April Music Inc. ALL RIGHTS RESERVED. USED BY PERMISSION.

| (!Iuv IN LOVE
| uiem Record, Iq;ruu Knowles, Richard Harrison, Sean Carter)
| ©UNICHAPPELL MU! {BMI), EMI BLACKWOOD MUSIC INC_ (BMI),
DAM RICH MUSIC (BM1), MUSIC OF WINDSWEPT 0/8/0 BEYONCE PUBLISHING {&SQPL HITCO SOUT“ Nuﬂ.
EMI APRIL MUSIC INC. usuﬂ AND CARTER BOYS PUBLISHING (ASCAP) (CONTAINS SAMPLE OF “A
WOMAN?" (EUGENE RECORD), UNICHAPPELL MUSIC INC. (BMI) ALL RIGHTS ﬁﬁ[lﬁn USED BY FERH.ISSIUH

| s e
l o
i .ﬂ' EMI Virgin Music Inc. ﬁﬁh%HTngSBMD USED BY PERMISSION.

DRIVE
(Branden Buyl Michael Eiuirn Mlex Katunich, Jose Posillas 1, Chris Kilmore)
Published by EMI April Music Inc. ALL RIGHTS RESERVED. USED BY PERMISSION.

DUST IN 'ﬂll WIND

(Kar
Elumlv EMI Blackwaod Music Inc.
ALL RIGHTS RESERVED. USED BY PERMISSION.
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Credlts

ENDLESS LOVE

(Lionel Richie)

1981 PGP MUSIC (ASCAP) & BROCKMAN MUSIC (ASCAP)

ALL RIGHTS ON BEHALF OF PGP MUSIC (ASCAP) & BROCKMAN MUSIC (ASCAP)

ADMINISTERED BY INTERSONG-USA, INC. (ASCAP) ALL RIGHTS RESERVED, USED BY PERMISSION.

EVERY LITTLE THING SHE DOES IS MAGIC

(
) ed by EMI Blockwood Music Inc.
ALL RIGHTS RESERVED. USED BY PERMISSION.

ﬁ?l%‘l?ﬂ‘;m“ 'I'Oi'lg:l };HE wlonl.n
an Stankey, Orzobol ughes|
Published by, EM|

(Christoy ||ur Brown, Simon d%n:y Peter Chorell)
©2002 W,B.M. MUSIC CORP. {SESAC) AND TRAPTISM (SESAC)
ALL RIGHTS ADMINISTERED BY W.B.M. MUSIC CORP. ALL RIGHTS RESERVED. USED BY PERMISSION.

HERE | GO AGAIN
(Bernie Marsdan, David Coverdale)
@1982 €L SUHGS LD, ﬂ’lsl AND SHBIEE{E MUSIC LTD. (PRS)
ALL RIGHTS ON BEHALF OF C.C. SONGS LT
ADMINISTERED BY WB MUSIC CORP.

by EMI Virgin Songs Inc. d/b/a EMI Longitude Music Inc.
ALL RIGHTS RESERVED. USED BY PERMISSION.

| DON'T WANT TO BE

(Gavin DeGraw)

(©2003 WARNER: ‘IAMIIIU.HE PI.I!I.ISHII!G CORP. (BMI)

AND G, DEGRAW MUSIC, INC. (BMI)

ALL RIGHTS ADMINISTERED BY WARNER-TAMERLANE PUBLISHING CORP.
ALL RIGHTS RESERVED. USED BY PERMISSION.

1| LEFT MY HEART IN SAN FRANCISCO
m“im Cary, Jr., Dougloss Cross)
I:oiglm EMI Music Inc. ALL RIGHTS RESERVED. USED BY PERMISSION.

i

bbb bbdbibabbbebibitdiisil




Credits

| LOVE ROCK AND lﬂll.
Ulh Hookes, Alan Merr
Fin(ﬁln Musit (u

M.l. lIGHTS RESERV PEIIHSSIIN

l 'Il'll.l ALWAYS LOVE YOU

)
019;& renewed 2001, Velvel Apple Music (BMI)
ALL RIGHTS RESERVED. ' USED 8Y PERMISSION.

IF YOU COULD OMLY SEE
(Emarson Hort)

0/8/
ALL RIGHTS RESERVED. USED BY mml
'Ll‘f TH.AT Il.lﬂl\' Music

@I !?6 Bﬂu Music o division of Sweet City Records Inc. o/b/o and as administrator of RWP Music.
RESERVED. USED BY mls!m‘r

START ME Up
'.'Wd: Jagger, Keith IHerisI

&em sic Inc
.il.l. RIGHTS RE I.ISED !1' PERMISSION.

SUPERSTITION

(Stevie Wonder)

Published by Johate Music Co. Inc. and Block Bull Music
ALL RIGHTS RESERVED. USED BY PERMISSION.

SWEET CAROLINE
{Neil Diomond)
Published by Stonebridge Music ALL RIGHTS RESERVED, USED BY PERMISSION.

TAKE ON ME

MMIM Morten Horket, Pol Wooktaar)
by Sony,/ATV Songs LLE (BMI), ALL RIGHTS RESERVED. USED BY PEMISSIOH
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TAKIN' CARE Ol II.ISI!SS

(Randy Bachman,
H ed by Son f‘.lﬂ Songs LLC (BMI)
ALL RIGHTS RESERVED. USED BY PERMISSION,

THAT’S A
(Horr m‘:ﬁ-‘l Brooks)

1953 Pubiied rolon (ASCAP) ond Four Joys Music Publishing (ASCAP
T A e itrbnftiri e

THE GAME OF LOVE

(Alex Ander, Rick Nowels)

KEEPIN IT REAL HOW lour mu MUSIC (BMI) AND EMI APRIL IUSIC INC. (ASCAP)
RIGHTS ON BEHALF li N IT REAL Htm' BO SIC ADMIN ﬂmpf' WARNER-TAMERLANE

0

'WAITING FOR A GIRL LIKE ?_10“

(Mick lones, Lou Gramm)

Published by Somerset Publishing, Int.
ALL RIGHTS RESERVED. USED BY PERMISSION.
'WHAT | LIKE ABOUT YOU

(Wolter Palomarchuk, lmos Mulinos, Mike Skill)
Published by EMI April Musi

ALL RIGHTS RESERVED. USEII B'I' PERMISSION.

WHO CAN IT BE NOW?

(Colin ley

Published by EMI Blockwood Music Inc.

ALL RIGHTS RESERVED. USED BY PERMISSION.

YOU'RE MY BEST FRIEND
(John Deacon)

Published by Glenwood Music Corp.

ALL RIGHTS RESERVED. USED BY PERMISSION,
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Logitech

SING ALONG

with

The Logitech: USB Karaoke Microphone

* High-quality voice input with USB
* Reliable, high quality design

* Designed for karaoke games

* 15 foot cable

WARRANTY

Konami Digital Entertainment - America warrants to the original purchaser of this Konami
software product that the medium on which this computer program is recorded is free from
defects in materials and workmanship for a period of ninety (90) days from the date of
purchase.. This Konami product is sold "as is,” without express or implied warranty of any
kind, and Konami is not liable for any losses or damages of any kind resulting from use of this
program. Konami agrees for a period of ninety (90) days to either repair or replace; at its
option, free of charge, any Konami product, postage paid, with proof of date of purchase, at
its Factory Service Center. This warranty is not applicable to normal wear and tear. This
warranty shall not be applicable and shall be void if the defect in the Konami software product
has arisen through abuse, unreasonable use, mistreatment, or neglect.

[HIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER
HEPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT,
INGLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
I"URPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO
FVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL

DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI
PRODUCT

Home states do not allow limitations as to how long an implied warranty lasts and/or
wxelusions or limitations of incidental or consequential damages so the above limitations
inil/or exclusions of liability may not apply to you. This warranty gives you specific rights,
i you may also have other rights which vary from state to state

Il you experience technical problems with your game, please call our Warranty Services
mber at (650) 654-5687.

Konami Digital Entertainment - America

1AM} Bridge Parkway

Nodwood City, CA 94065

CONSUMER SUPPORT

| you feel stuck in the game, or just need a boost, don't worry! You can call the Konami
{iame Hint & Tip Line for help on many Konami games.

Konami Game Hint & Tip Line: 1-650-801-0465

Hints are available 24 hours a day. Availability is subject to change.

Become 2 (IO LW W | Y
)afvi"'(’{?

Go to www .konami.com/gs to register your KONAMI games
and get exciting news and information from KONAMI.

When you register your game you will be automatically
entered into monthly drawings to win FREE games!

For warranty information regarding Logitech microphones and headsets,
please contact 702-269-3614



