


For safe use of this product, carefully read the following section of this manual
Precautions section of the instruction manual supplied with the PSP? (PlayStation®Pc
system before use. Retain both this software manual and the instruction manual for fute=
reference. -

Health precautions

¢ When operating the unit, play in a well-lit room and keep a safe distance from t
screen. * Avoid pralong se of the consale. Take a break of about 15 minutes during
avery hour of play. « Do not use the console when you are tired or short of sleep. » Wher
using headphones, do not turn the volume up & putting the headphones on. Also,
not listen at loud volume levels for extended periods of time. Stop using the conso
immediately if you experience any of the following symptoms. If the condition persists,
consult & doctor, * Lightheadedness, nausea, or a sensation similar 1o motion sicknass.
* Disgomiort or pain in the eyes, sars, hands, arms, or any other part of the body.

Use and handling precautions

« This disc is PSP® (PlayStation®Portable) format software and is intended for use with the
PSP systemn only. If the used with other devices, damage to the disc or to the davice
may result. ® This disc i patible for use with the PSP® system marked with FOR SALE

AND USE IN U5, ONLY. « Depending on the software, a Memory Stick™ Duo or Memory
S

tick™ PRO Duo (noth sold separately) may be required. Refer to the software manual for
letails. ® Do not use while driving or walking. Do not use in airplanes or medical facilities
where use is prohibited or restricted,  Set the PSP® system’s wireless network feature to
off when using the PSP™ on trains or in other crowded locations. If used near persons
pacemakers, the signal from the PSP system’s wireless netwaork feature could interfe
iith the proper operation of the pacemaker. » If paused images are displayed on the scre:
extended pericd of ime, a faint image may be left permanently on the screen. «
Store the disc in its case when not in use and keep in a place out of the reach of children

= 0isc s lelt oul this may result in warping or other damage 1o the disc, » Do not leave tf
c in direct sunlight, near a heat source, in a car or other places subject to high heat

the disc. * Do not block the opening with paper or tape. Also, do not write on the disc. « If ©
ening area doas get dirty, wipe gently with a soft ¢loth. « To clean
the disc, wipe the exterior surface gently with a soft cloth. = Do not
use solvents such as benzir e, commercial ly-available cleaners not
intended for CDs, or anti-si pray intended for vinyl LPs as these
may damage the disc. ® Do not use cracked or deformed discs or
discs that have been repzired with adhesives as these may cause
console damage or malfunction. ® SCE will not be held liable for
damage resulling from the misuse of discs.

Ejecting the disc

Press the right side of the disc until iTis in the position shown
in the drawing and then remove it. If excess force is applied
this may result in damage to the disc

Storing the disc

Insert the bottomn side of the disc and then press on the top
side until it clicks into place. If the disc is not stored praperly,
this may result in damage to the disc.

Recording surface

“PlayStation” and the "PS” Family logo are registered trademarks and “PSP” and “UMD" are
trademarks of Sony Computer Entertainment Inc. “Memory Stick Duo™ and “Memary Stick PRO
Duo™ are trademarks of Sony Corporation.

The communications function of this product includes software developed by the
Foundation, Inc. and its contributors. For a complete list of contributors p
hitp:/Awwwv.scei.co.jp/psp-license/pspnat.txt.
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GETTING STARTED

Right side view

A0XO
buttons
POWER/HOLD switch
Front view
Disc cover  DC OUT connectors
I =5 Jo st
IR port — USB L— OPEN latch

connector

Setup your PSP® (PlayStation®Portable) system according to the
instructions in the manual supplied with the system. Turn the system
on. The power indicator lights up in green and the home menu is
displayed. Press the OPEN latch to open the disc caver. INSERT
Scarface: Money. Power. Respect disc with the label facing away
slide until fully inserted and close the disc cover. From the PSP®
system's home menu, select the Game icon and then the UMD™ icon.
A thumbnail for the software is displayed. Select the thumbnail

and press the @button of the PSP® to start the software.

Follow the on-screen instructions and refer to this manual for
information on using the software.

NOTICE: Do not eject a UMD™ while it is playing.

Memory Stick Duo™

Warning! Keep Memory Stick Duo™ media out of reach of small children, as the
media could be swallowed by accident.

To save game settings and progress, insert a Memory Stick Duo™ into
the Memory Stick Duo™ slot of your PSP®. You can load saved game
data from the same memory stick or any Memory Stick Duo™ containing
previously saved games.

STARTING UP

PSP® (PlayStation®Portable) system configuration
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buttons
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MENU CONTROLS
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Additional Information [m]

MAP CONTROLS

Move (Turf) Analog stick, Directional buttons
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Back e}

Additional Information [m]

Power Move List A

Zoom R button

Statistics Screen L button

Pause START button
COMBAT CONTROLS
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DESCRIPTION OF GAME

Take control of Tony Montana and experience first hand the events that lead
him from a Cuban refugee to the most powerful Drug Lord in Miami. The
game features unique Single Player and Multiplayer modes that allow
players to strategically attempt to take over the Miami drug scene. In the
Single Player game, the player must complete a series of scenarios based
on scenes from the movie. This mode is story-based with a clear ending
and specific goals for the player to accomplish. The Cartel Challenge and
Multiplayer games center around four cartels trying to accomplish money
and power-based objectives. Multiplayer can be played with two to four
human players (ad hoc) and begins with a Land Grab where each cartel lays
claim to their share of 16 available Turfs in Miami. Then, turn-based
strategy and real-time action takes place. Each player fries to earn as
much money as possible by managing the production and selling of drugs
while building up enough strength to take over the Miami drug scene.

MAIN MENU
SINGLE PLAYER

Movie Scenarios:
Play as Tony Montana
through 10

different scenarios.

Cartel Challenges:
Select a cartel and
progress through
three different
game modes.

MULTIPLAYER
Host Game: Create a multiplayer game for 2-4 players.
Join Game: Join a game created by the host.

MOVIE SCENES:
View clips that have been unlocked by completing Movie Scenarios.

LOAD:
Load a Scarface saved game from the Memory Stick Duo™.

GAME MODES
(CARTEL CHALLENGE/MULTIPLAYER)

Race to a Fortune:
The player who

reaches the wealth :
limit first wins. “DRUG WAR

Drug War: The cartel BREETORTORING

worth the most
amount of money at
the conclusion of the
final round wins.

FIGHT T0 THE FIHISH

SSEEET  gyEacE

Fight to the Finish: The last cartel left in Miami wins.

WIRELESS MULTIPLAYER

If you have friends with PSP® (PlayStation@Portable) systems and
Scarface UMD™, you can play wireless games with as many as 4 players.

To play a wireless game: Switch on your WLAN switch and make sure the
Ad Hoc Mode on your PSP® system is set to Automatic or the same
channel as your friends.

Select Multiplayer from the main menu.

Host: Select Host to host a game, then choose the game type and rules
that you want to use.

Join: Select Join to join a multiplayer game, then choose from a list of
available games within range of your PSP® system. Note: If there are
multiple games being hosted within scan range, each game will be
identified by the host's unique PSP® system Nickname.

Once you join a game, you will see the names of each player (indicated by
their PSP system Nickname) on the Player Joined screen. The host can
start the game once one or more users have joined their game. On the
Cartel Select screen, you'll see the names of all the Cartels that can be
selected. As players select the Cartels, the player will be assigned a color
and player number.

Game Sharing: There is no game sharing in Scarface: Money. Power. Respect.

MULTIPLAYER OPTIONS

Timer (all modes): This option contrals a game feature that limits the
amount of time the last player gets to complete their move. This can be
set to 5, 10, 15 or 20 seconds, or No Limit.

Starting Money (Drug War/Fight to the Finish): The amount of starting
cash will greatly affect which strategies are best. This can be set
from $300K to $1M.

Number of Rounds (Drug War only): This option allows the player to
set the number of rounds that the Drug War competition lasts. This can be
set to any number between 1 and 12.

Winning Wealth (Fight to the Finish): This option allows the player to
set the amount of money that is needed to win the game.

Alliances (all modes): This option allows the player to set the alliance
feature to breakable or unbreakable.

CARTEL PROFILES

FRANK LOPEZ

The Lopez cartel is one of the least aggressive cartels when it comes
to expansion, and they will try to avoid combat wherever possible.
They'd rather use Power Moves such as Sniper attacks to weaken
their rivals before moving in for an easy takeover. Lopez likes to
invest heavily in Drug and Law Power Moves, and their drug of
choice is cocaine.

GASPAR GOMEZ
= The Gaspar Gomez cartel is the most evil cartel in the game, as they
will attack others early and often without provocation. They tend to
make brazen atiacks on turfs with Drug Labs as they attempt to
quickly expand their turf, They invest heavily in Combat and Drug
Power Moves, and they will usually have as many thugs as any cartel
in the game. Their drugs of choice are heroin and cocaine.




NACHO CONTRERAS

Nacho’s cartel is fueled by his greed. They make aggressive moves =
drug dealing and expansion, often employing more pushers than they
can protect and controlling more turf than they can defend. They
heavily in Drug and Combat Power Moves and have no drug of cho
as they prefer to sell them all equally.

DIAZ BROTHERS

3 5 The Diaz Brothers cartel prefers to maintain a smaller number of &=
with more pushers, so they will not try to expand as aggressively 2=
other cartels. They rarely attack another cartel's turf unless they ==
a huge advantage. They invest heavily in Combat and Law Power
Moves, and their drugs of choice are heroin and pot.

ECHEVIERRA BROTHERS

Ronnie and Miguel Echevierra run a very organized cartel, which =
fairly aggressive in taking new turf if they have even a slight
advantage. They invest heavily in Law Enforcement Payoffs and pesfi=
1o aitack other cartels after they've been weakened by fighting s
cartel. They tend to become more aggressive later in the game ==
they've earned multiple Power Moves.

MANNY RIBERA

The Ribera cartel represents one of the best opportunities for besidime
an alliance. They will remain loyal if another cartel helps them out.
They tend to react in haste when crossed, meaning they will pot=smizi
attack even when outnumbered. They invest heavily in Drug Powes
Moves, and their drugs of choice are cocaine and pot.

ALEJANDRO SOSA

Sosa's cartel could be described as the classiest cariel in the gam=
but it is also one of the most dangerous. They invest equally in 28
three Power Move categories, so they tend to be the most
well-rounded cartel. They are not very aggressive in expanding S=r
turfs, but they will not hesitate to attack a turf that is not well
defended and will always retaliate after being attacked. Cocaine =m
heroin are their drugs of choice.

e

TONY MONTANA (UN-LOCKABLE)

[r— Only players who have proven themselves by finishing Scenario Mug=
f‘;"’ can play as Tony in multiplayer games. In Cartel Challenge, Tomy =

uniocked when the player completes the three challenges for eacs o
the other cartels. The Montana moral code is evident—they will s==¢
revenge at all costs if another cartel crosses or attacks them wimms
provocation. They deal in all available drug types, but cocaine is Ser
focus. They invest heavily in all categories, meaning they will almes
always have Power Moves at their disposal.

HOW TO PLAY
HUD

In-Game Menu

RS 1 i
Crew Turf Buildings

Street Prices

Cartels Name of
Selected Turf

.

TURF GRAB (MULTIPLAYER/CARTEL CHALLENGE):
Before the game starts, players will have a chance to select their Turfs. An overlay will
e @isplayed that lists the order in which players will select their Turfs. The player order
i= selected randomly so that there are no unfair advantages in the Turf selection. The
sel=ctions will be turn-based until all the possible sections on the map are distributed.
Sach Turt will have a storehouse or drug lab and a different demand price for drugs.
= mformation can be used to maximize the strategic positioning of the player. After
s=iecting the Turf by pressing the & hutton, the color will change to match that

o e players.

BUY MENU

SNl DINGS:
‘Smeseuse: These buildings allow the player to store excess drugs during each round.

\Bacaime, Heroin and Pot Labs: Facilities that produce 5 units of drugs each round.

CREW-
Tmmss: The soldiers of the player’s operation; Thugs will attack and defend turfs
W 5 player’s command.

Pusiers: The salesman of the player’s operation; Pushers sell the player's drugs to the
Smmess on the street.

Sl Dwt Pushers: Place bail for the unfortunate crew members that have been
Smsi=d by the cops.

POWER MOVE:

Bamibat: These are moves that are used during or in preparation for the fight sequence.
Wsmm Combat Power Moves greatly increases the chances of winning.

Ssampile Using Sell Outs will convince 1-3 opponent thugs to switch to

e player's cartel.

Bewg: Advantages in drug dealing allow the player to alter the demand for drugs and
‘== more money for themself.

Ssampte- Using Coke Head will increase the demand for cocaine in all the turfs the
\peayer controls for one round.

s Advantages with law enforcement allow the player to sabotage their opponents
“Swsush special political moves and payoffs.

Ssmmple- Using Cease Fire will prevent an opponent from attacking for one round.
S 2nd Law Power Moves can only be used during the Buying or Dealing Phases.
T Power Move menu is accessed by pressing the & button.

OFFER ALLIANCE:

Zmances allow the player to offer a truce to an opposing cartel. The deal can be
sweetened by offering money along with the proposition. Alliances are a

sirategic feature that allows players to help ensure they will not be attacked by

2 cartel for a determined amount of rounds. This is not guaranteed, however, as

2n alliance can be broken.

When an Alliance is broken, the computer will react by attacking the player repeatedly
and aggressively. Also, word will get out and other Carte! leaders will be less likely to
offer or accept an Alliance.




DRUG DEALING: The dealing phase begins after the cartels have bought all their
needs for the round. The phase starts with an overlay that informs the player how
many drugs they have to sell.

These drugs can then be sold to any of the controlled turfs. Selling a lot of one drug
type in a turf will eventually drive demand down and will cause the price for the
narcotic to drop significantly. However, if a small amount of a drug is sold, then the
opposite effect will occur — the price will rise with the demand. People will become
addicted and be willing to pay more for the drug.

PRE-COMBAT PHASE: The combat phase starts by giving the player two
options. The player can choose to Attack another cartel or to Defend and move his thugs
into a hetter strategic position. Only one option can be chosen before the next round
begins. If the player chooses to move his thugs, they will get a defense bonus but then
the round will end.

ATTACK: Select an opposing cartel to attack. A player can only attack a turf that
borders a turf that he occupies.

DEFEND: This option allows the player to decide where he would like to move his
thugs. Thugs can only be moved between bordering turfs that the player occupies.

COMBAT PHASE: Once combat is initiated, the map will zoom into a turf and the
fighting will begin. During combat, the player will have access to several options.

COMBAT MENU

ATTACK: Al fire is focused on opposing thugs.
TARGET: All fire is focused on one thug.

HEALTH: Health meters are indicated by the circle at the base of each Thug. Each
circle is broken into four sections and represents 25% of the Thug's overall health. The
Power move “Heal Thugs” can be used to replenish the health of the Thugs.

POWER MOVE: Use combat Power Moves that have been purchased during the
Buying phase. The player can also choose to buy power moves, but they will be more
expensive than usual.

HIRE THUGS: Purchase more thugs to bring in during the fight sequence. Thugs
purchased at this point will cost more than those bought in the Buying phase.

FLEE: When attacking another turf and losing, Flee allows the player to keep his
remaining thugs by running away. This cannot be used when the player is defending
his own turf.

Sé.ﬁﬁ‘ﬂ hﬁi‘:"( i
& CONTINE

WEALTH SUMMARY: At the end of each round, a standings screen and
supporting summary screens are displayed to indicate the total wealth and
performance of each cartel. After the final round, this screen will announce the winner.

PAUSE MENU

Resume: Continue the game from where it was paused.

Goal: Get a recap of the current objectives (appears in Movie Scenario only).

Quit: Quit out of the current game and return to the Main Menu.

Autosave: Turn Auto-saving on or off.

Sound: Change Sound and Music volumes independently (Single Player mode only).

IN-GAME EVENTS

GETTING BUSTED: Each drug deal has a chance of getting busted, The
chances of getting busted increase with the amount of drugs that are sold within a
single turf. When a deal is busted, all of the pushers are sent to jail and all the drugs
and cash involved in the transaction are confiscated.

When a bust has been made, all players are notified of this before the Drug Sales
Results appears. This notification includes the Cartel, Turf, the number of Pushers
busted and Drugs Seized.

DRUG IMPORT BIDDING: The Drug Dealing Phase will sometimes
begin with a Drug Import Auction. Here players have the opportunity to buy a quantity
of drugs made available by an importer. When this event occurs, the type of drug and
the number of units for sale are announced. The drug units for sale begin at the
highest price for that drug and slowly count down until they reach the lowest price.
At any point in the count down, the first player that chooses o buy may purchase up
to the maximum number of available drug units. If they choose not fo purchase all of
the available drug units, then the price continues to drop until a second player
chooses to buy. This process continues until all available drug units are sold or the
price reaches zero.

MIAMI NEWS:

CLEAN STREETS CAMPAIGN
THE PEOPLE OF MIAMI HAVE EMBRACED A PLAN TO RID THE STREETS OF DRUGS -
DEMAND HAS DROPPED FOR ALL DRUGS.

BRE 1FOAMATION

REET =
S
Occasionally, random events will occur which affect the economy of the game for one
round. These events are displayed on screen in the form of a headline from the Miami
News. An example of this is the announcement of a “Clean Streets Campaign® which
lowers the value of all drugs for one round. This feature ensures that each game is

different from the last.
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CUSTOMER SUPPORT

Regtster yanr gafme omme cmd
you'llbe automaticaily entered into our drawing.
~ By registering you'll also get these: great benefits:

-« Stayinformed about the latest updates to your game

~ « Getour newsletberfeaturmg strategle; and sneakpeaks-
on the hottest upcoming games :

Get exclusive discounts at the Vivendi Games Store
- Don'twait! Register nowat
https /Ireg.vug mes.com/

Vivendi Games Customer Support can be
reached in the following ways:

Technical Support
Phone: (800) 630-0811, 10:00 AM-8:00 PM M-F EST

Online Support: http://support.vugames.com

Customer Service
Phone: (800) 757-7707, 10:00 AM-8:00 PM M-F EST

Mail

Vivendi Games

4247 Scouth Minnewawa Avenue
Fresno, CA 893725
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LICENSE AGREEMENT

This software program, any printed material, any onling or electronic documentation (the “Program”) are the
copyrighted work ot V Games, Inc. or its licensors. All use of the Program is governed by the terms of the End
User License Agreement which is provided below (*License”). The Program is solely for use by end users
according to the terms of ihe License Agreement. Any use, reproduction or redistribution of the Program not in
accordance with the terms of the License Agreemant is expressly prohibitad.

END USER LICENSE AGREEMENT

1.

Limited Use License. V Games, Inc. (*VG") herehy grants, and by utilizing the Program you thereby accept.
a limited, nonexclusive license and right to use one (1) copy of the Program for your use on a PSP®
(PlayStation@Portable) system

DOwnership. All title, ownership rights and inlellectual property rights in and to the Program and any and ail
copies thereof {including but not limited to any titles, computer code, themes, ohjects, characters, character
names, stories, text, dialog, catch phrases, locations, concepts, artwork, animations, sounds, musical
compositions, audiovisual effects, methods of operation, moral rights, any related documentation, and
“applats” incorporated into the Program) are ownad by VG or its licensors. The Program is protected by the
copyright laws of the United States, international copyright treaties and conventions and other laws. All rights
are reserved. The Pragram may contain certain licensed materials, and VG's licensors may act to protect their
rights in the event of any violation of this Agreement.

Responsihilities of End User.

A. Subject to the Limiled Use License as set forth above, you may not, in wholg or in part, copy, phatocapy,
reproduce, translate, reverse engineer, derive source code from, modify, disassemble, dzcompile, or
create derivative works based on the Pragram. or remove any proprietary notices or labels on the Program
without the prior consent, in writing, of VG.

B. You are entitled to use the Program for your own use, but you are not entitled to: sell, grant a security
interest in or transfer reproductions of the Program to other parties in any way, nor to rent, lease or licenss
the Program to others without the prior written consent of VG; or exploit the Program or any of its parts
for any commercial purpose.

Pragram Transfer. You may permanently transfer zll of vour rights under this License, provided the reciplent
agrees lo the lerms of this License.

NetBSD. The communications function of this preduct includes software developed by the NetBSD Foundation, Inc.
and its contributors. For a complete list of contributors please sze hitpfwww.scei.co.jp/psp-license/pspnat.ixl.

Termination. This License is effective until terminated. You may terminate the License at any time by
destroying the Program. VG may, at its discretion, terminate this License in the event that vou fail to comply
with the terms and conditions contained herein. In such event, you must immediately destroy the Program

Limited Warranty. VG EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE PROGRAM AND MANUAL(S).
THE PROGRAM AND MAMUAL(S) ARE PROVIDED “AS IS" WITHOUT WARRANTY OF ANY KIND, EITHER
EXPRESS OR IMPLIED, INCLUDING WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, OR INFRINGRMENT, ANY WARRANTY
AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMMERCIAL
CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED. The entirs risk
arising out of use or performance of the Program remains with you, however VG warranties the disc(s), on
which Pragram is furnished, to be free from defects in materials and workmanship, under normal use, for a
period af ninety (90) days from the date of delivery. VG's sole liability in the event of a defective disk shall
be to give you a replacement disk. Some states do not allow the exclusion or limitation or incidental or
consequential damanes, or allow limitations on how long an implied warranty lasts, so the above limitations
may not apply.

Limitation of Liability. NEITHER VG, ITS PARENT, SUBSIDIARIES, AFFILIATES NOR LICENSORS SHALL BE
LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF AMY KIND RESULTING FROM THE USE OF THE PROGRAM
INCLUDING. BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER FAILURE OR
IMALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. Some states do not allow
the exclusion or limitation of incidental or consequential damages, or allow limitations on how long an
implied warranty lasts, so the above limitations may not apply lo you.

Equitable Remedies. You heraby agree that VG would be irreparably damaged if the terms of this Licensz
weere not specifically enforced, and therefore you agres that VG shall be entitled. without bond, other security,
or praof of damages, to appropriate equitable remedies with respect to breaches of this License, in addition
to such other remedies as VG may otherwise have available to it under applicable laws. In the event any
liligation is brought by either party in connection with this License Agreement, the prevailing party in such
litigation shall be entitled to recover from the other party all the costs, attorneys' fees and other expenses
incurred by such prevailing party in the litigation,

. Miscellaneous. This License shall be deemed to have been made and executed in the State of California. and

any dispute ariging hereunder shall be resolved in accordance with the law of the State of California. This
License may be amended only by an instrument in writing execuied by both parties. This License constilutes
and contains the entire agreement between the parties with respect to the subject matter hereof and
supersedes any prior oral or written agreements.
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Bigger Guns, Bigoer Explosions,
Bigger Cojones

All-New Scarface Platinum Edition,
featuring entirely new sound effects and musie remix !

NOWAVAILABLEONDVD ..

com ©2006 Universal Studios. All Rights Reserved.
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“Scarface: Money, Power. Respect.” interactive game © 2006 Vivendi Games, Inc. Scarface Is a trademark
and copyright of Universal Studios. Licensed by Universal Studios Licensing LLLP. All Rights Reserved. Sierra
and the Sierra logo are registered trademarks or trademarks of Sierra Entertainment, Inc., in the U.S. and/or
other countries. The FarSight logo Is a trademark of FarSight Technologies, Inc. The ratings icon is a
registered trademark of the Enterfainment Software Association. All other trademarks are property of their
respective owpers.

A Note to Parents: Scarface is rated R. Consult www filmratings.com for further information 7255710



