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STH1 Green Hill Zone ~ Mega Drive version ~ 31, §TH2 Sky Chase Zone ~ Mega Drive version ~
STH1 Marble Zone -~ Maga Drive version ~ 32, 5TH2 Wing Fortress Zone ~ Mega Drive version ~
STH1 Spring Yard Zona ~ Maga Drive varsion ~ 33. STH2 Special Stage ~ Meaga Drive version ~
STH1 Labyrinth Zone ~ Mega Drive version ~ 34, STH2 Power Up ~ Maga Drive version -~
STH1 Star Light Zona ~ Mega Drive version ~ 35. STH2 Tithe = Mega Orive version =~

STH1 Scrap Brain Zone ~ Mega Drive version ~ 36, STH2 Al Clear ~ Mega Drive version ~

STH1 Final Zone ~ Mega Drive version ~ 37. 5TH2 Boss ~ Mega Drive version ~

5TH1 Special Stage ~ Mega Drive version ~ 38, 5TH2 Super Sonic ~ Mega Drive version =~
STH1 Power Up ~ Mega Drive version ~ 39. STH2 Option ~ Mega Drive version ~

. STH1 fup -~ Mega Drive version ~ 40, STH2 Etaff Roll ~ Mega Drive version =

. STH1 Title ~ Meaga Drive version ~ 41, 5TH2 Game Resulls ~ Mega Drive varsion ~

. STH1 All Clear ~ Mega Drive version - 42, 8TH2 Unused Song ~ Mega Drive version =~

. §TH1 Slage Clear ~ Mega Drive version ~

. 5TH1 Boss ~ Mega Drive version ~

. STH1 Game Over ~ Maga Drive version ~

. 8TH1 Continue ~ Mega Drive version ~

. §TH1 Staff Floll ~ Mega Drive version ~

. 8TH2 Emeraid Hill Zone ~ Mega Drive version ~

. 5TH2 Chemical Plant Zone =~ Mega Drive version -~

. 5TH2 Aquatic Ruin Zone ~ Mega Drive version ~

. §TH2 Casino Night Zone ~ Mega Drive version ~

. 5TH2 Hill Top Zone =~ Mega Drive version ~

. STH2 Mystic Cave Zone ~ Mega Drive versian ~

. 5TH2 Oil Dcean Zone =~ Mega Drive version ~

. §TH2 Metropolis Zone -~ Mega Drive version ~

. 5TH2 Mystic Cave Zone (2F) ~ Mega Drive version ~
. BTH2 Casing Night Zone (2P) ~ Mega Drive version ~
. 8TH2 Desath Egg Zons (Pan1) ~ Maga Drive version ~
. 5TH2 Death Egg Zone (Part2) ~ Maga Drive version ~
. 8TH2 Emerald Hill Zone (2F) ~ Mega Drive version -~



DISC?2

1. 8TH1 Green Hill Zone -~ Masa's Demo version =~

]

1. 5TH2 Special Stage ~ Masa's Damo varsion —

2. 8TH1 Marble Zone ~ Masa's Demo version ~ 32. 8TH2 All Clear ~ Masa's Demo version ~

3. 5TH1 Spring Yard Zone ~ Masa's Demo version ~ 33, STH2 Boss ~ Masa's Demo version ~

4. 8TH1 Labyrinth Zone ~ Masa's Demo version ~ 34, 5THE Super Sonic ~ Masa's Demo version -~
5. 5TH1 Star Light Zone -~ Masa's Demo version ~ 35. 5TH2 Oplion ~ Masa's Demo version ~

6. 5TH1 Scrap Brain Zone ~ Masa's Demo varsion —~ 36. STH2 Game Aesulls ~ Masa's Damo version ~
7. 5TH1 Final Zone -~ Masa's Demo version =~ 37. 5TH2 Unusad Song ~ Masa's Damo version ~
8. 5TH1 Spactal Stage -~ Masa's Damo version ~ 38, Theme ol SONIC THE HEDGEHOG Demo

8. STH1 1up ~ Masa's Demo version ~

10, STH1 Title ~ Masa's Damo vergion ~ Sourd Composs, Arangs & Manguials | MASATD NAKAMURA

11. 5TH1 All Clear ~ Masa's Demo version ~

12. 5TH1 Stage Clear ~ Masa's Demo version ~

13. 5TH1 Boss ~ Masa's Demo version ~

14, STH1 Game Over ~ Masa's Damo version —~

16. 5TH1 Continue ~ Masa's Demo varsion ~

16. STH2 Emerald Hill Zona ~ Masa's Damo version ~

17. §TH2Z Chemical Plant Zone ~ Masa's Damo version ~~
1B8. STH2 Aguatic Ruin Zone ~~ Masa's Demo version ~

18. §TH2 Casino Night Zone ~ Masa's Demo version =

20, STH2 Hill Top Zone ~ Masa's Dama version ~

21. STH2 Mystic Cave Zone ~ Masa's Dema version ~

22, STH2 Oil Ocean Zone ~ Masa's Demo version -

23. 5TH2 Metropolis Zone ~ Masa's Demo version ~

24, 5THZ Mystic Cave Zone (2F) ~ Masa's Demo version ~
25. 5TH2 Casino Night Zane (2P) ~ Masa's Demo version ~
26. 5THZ Death Egg Zone {Parti) ~ Masa's Demo version ~
27. 5TH2 Dwalh Egg Zone (Part2) - Masa's Demo version
28. 5TH2 Emerald Hill Zone (2P) ~ Masa's Demo version =~
28. §TH2 Sky Chase Zone -~ Masa's Demo version =~

30. 5TH2 Wing Fortress Zone ~ Masa's Demo version ~




DISC3

1. SWEET SWEET SWEET
(E1502 Epic Records Japan inc. Licensed by Epic Rscards Japan inc
Words | Miwa Yoshida / Music | Masato Nakamura [ Arangemant : Masato Makamira

Miwa Yoshida : Viocal, Vocal Arranpament & Backing Voeal
Massia Makamuea : Arrangamont, Programming. Bass Gustar & Backing Vocal
Takahiro Neshikawa : Keyboarcs, Manipulating & Backing Vocal
Maoya Hamada | Drums
Moeris Michas! - Gultar
Raul D'oliveka & Mastn Orower - Trumpat
HMick Perlelaw : Saxsphone
Pater Thams - Trambene
Skafa Kanga : Hamp
Franke : Addifions! Backing Vocal
Franke sppears courlesy of CHINA RECORDS

Produced by DREAMS COME TRUE
Produced, Racordsd & Miksd by Mika Pela
Aecorded by Masashi Goioh & Pata Frith
Mesiersd by Tim Yaung at The Hit Factary

2. SWEET DREAM
F11994 Eple Recards Japan inc. Liconsed by Epic Reconds Japan inc

Words : Miwa Yashida & Mike Pala / Music | Masato Nakamura | Arrangament : Masaio Mekamurs

Miwa Yoshida - Vocal, Vocal Asrengement & Backing Vooal
Masato Makamisra : Arrangement, Programming, Bass Gultar & Backing Yocal
Takahire Nishikawa : Keyboards, Manipulating & Backing Vocal
Magya Hamada : Drums
Mouris Michasl : Guitar
Faul Doivaira & Marin Draver © Trumget
Nick Pentalow | Saxophane
Pabar Thams : Trombons
Skaila Kanga : Harp
Franke | Acditional Backing Yocal
Franke sppears courtasy of CHINA RECORDS

Produced by DREAMS COME TRUE
Producad, Reconded & Mixad by Mike Pala
Aecorded by Masashi Galoh & Pate Frigh
Mastarad by Tim Young al The Hit Factary




3. SWEET SWEET SWEET - 06 AKON MIX -
Words ; Miwa Yoshida / Music : Masato Nakamura / Arangament - AKON

Miwa Yoshida : Vocal, Vocal Amangament & Backing Vooal
Masaic Nakamura : Backing Viocaks
AKON : Al Instruments Performance & Backing Viocals

Recorded & Mixod by Brian Sperber al STARCHILD STUDIO, Tokya
Masierad by Viado Maller 81 Sony Musse Stsdios, New Yaork

4. SWEET DREAM - 08 ARKOM MIX -

Words | Miwa Yoshida & Mike Pela / Musi ; Masaio Nakamaurs / Arrangament @ AKON

Miws Yoshida : Vocal, Wocal Arangement & Backing Vocal
Masato Nakamura : Backing Vocals
AKON ; All Instruments Performance & Backing Vacals

Fiecorded & Moced by Brian Sperber 81 STARCHILD STUDIC, Takyo
Masterad by Viada Meller at Sony Music Studios, New York
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Frior to the arrival of "Sonic the Hedgehog", Sega videogame consoles had not sold all that well, Upon pondering
whal we could do to drive sales of those consoles, we came to the conclusion from the onset of developing
"Sonic the Hedgehog® that we should proceed while being fully mindful of creating a title that would make
waves in the US and Europe sales-wize. The basis behind this was the general impression that Japanese
consumers flock 1o products with a label prodly proclaiming 'Mega-hit in the US! (an idea that still holds today).

For the game's visuals, we sought to create a look that fused an interpretation of America's West Coast with
a touch of the latest in videogame graphics technology. Upon handing Nakamura conceptiual lustrations for
tha game, | recall asking him to create tracks that suited those images and that, if possible, compelied players
to hum along. You can imagine, then, how thankful | am towards Nakamura for putting together such a mar-
velous soundirack despite me providing him with no real information besides that.

In the end, once "Sonic the Hedgehog" reached store shelves, it became a tremendous hit worldwide, and had
players around the globe humming along- the parfect outcome in my ayes.

When creating "Sonic the Hedgehog 2", | moved the site of development to San Francisco in order fo put togeth-
er a game that would enable even more peopla around the world to enjoy the world of Sanic. Meanwhile,
Makamura created the tracks for the sequel for us in between recording sessions in London. Looking back on
it now, it's quite a marvel that we were able o successfully pull off such a worldwide developmen! endeavor
as many as 20 years ago. | continue to be highly grateful for Nakamura's musical contributions despite him
being =0 busy.

On top of those conftributions, after finishing all of the tracks lor the sequel, Nakamura sant me a fax saying,
I've got a present for you. It's a surprize!' The other members of Sonic Team and | tried to figure out what it
might be, but we could never have guessed that Nakamura reworkad the ending theme that he provided
us lor "Sonic the Hedgehog 2" inlo a song entitled “SWEET SWEET SWEET " for inclusion on the DREAMS
COME TRUE album that he worked on in London. | remember how ecstatic and moved all of us on Sonic
Team were upon learning of our “present,”

That particular song remains a huge favorite of mine, and continues to hold very strong memaories lor me.
For that, 1 am truly grateful.



MASATO NAKAMURA INTERVIEW
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( : How much was the game actually dasigned whan you started on "Sonic the Hedgehog 1&2°7
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MAKAMURA : When | started writing the music, "Sonic the Hedgehog 1" was just still images. It wasn't moving.
S0, Sonic Team explained to me, It's going to be like this. it's going to be like that.' Afterwords, | started writing
songs for the game, but it was a really tough job for me, Being a totally new experience and all. And "Sonic
the Hedgehog 2" started off kind of the same. Just graphics.

B EM: (Yo tfronsSdmy 162 | S EMTIBRORBRMTLER?
0 : What challenges did you face when composing the music for "Sonic the Hedgehog 182" 7
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NAKAMURA : My first concepl was to treat 'Sonic the Hedgehog' not as a game, but as a film, That was
bacause the graphics ware graat, and tha game had a very strong story. So, my concept was a film sound-
track. At the time, MTV and films were very popular. In the late 80's or so, there were a bunch of hit songs,
like those from 'Top Gun,' ‘Flashdance,and 'Dirty Daneging.' 5o, | wanted to write songs like that for
'Sonic the Hedoehog' as a film.
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Q : When you're thinking about treating it like a film project, what influenced your style of composition?
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MAKAMURA : Because | wanted to treat "Sonic the Hedgehoa' as a film, my inspiration came from each

screanshot, or each stage. When | saw red colors, | wanted my music to be volcano-like. When | saw ice, |
wanted to create ice- like music.
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Q: When you composa "Sonic the Hedgehog 2°, had you seen any of "Sonic the Hedgehog 1°7 For example
had you seen the speed of the game, and did that influence you differently?
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NAKAMURA : The "Sonic the Hedgehog 2" project was of course basad on the experiences had with "Sonic
the Hadgehog 1". Technically, though, things had improved, including the sound iiself. So, | wanted to create
music that showed progress. Bul the concept was exactly the same. It was like the 'Indiana Jones' sequels.
Same concept, but with more fun and excitement. Because "Sonic the Hedgehog 1" was so successful, the
audience expacted maore. | therefore didn't wanl 1o make people to be disappainted with "Sonic the Hedgehog 2",
In that way, there was a lot of pressure on me.
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Q : How did you actually composed and specifically created the sound?
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NAKAMURA : In my band, DREAMS COME TRUE, my music is based on computer programming. Originally,
since | was a bass player, | couldn’t play piano, nor had | touched computers until | started my band. So, |
learned how to program music by computer. But, at that time, we didn't have any music computers. Just the
MC4 Roland, Very, very stone-age stuff. At the same time, the Mega Drive (Genesis in the United States)’s 5
sound system was very limited. We could use maybe about four to six sounds at the same time. So, it was i
realty, really tricky. But, those limitations inspired ma a lot, and forced me to be smarter. It was very exciting for me.

EEM: vy o -HenwPhe 182 |OREFRUSC M- . AorOMRL LA 24 MBS
BEFSTF PRRERBNELEDT

Q1 : Did you get any farm of brief when you sat down originally to work on either "Senic the Hedgehog 1" or
"Sonic the Hedgehog 2"7 Did the developers ever give you any suggestions?
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MAKAMURA : Of course, there weare some briefs and meetings for showing me the screens and graphics. '
Also, Sonic Team gave me some keywords, which were stage names. The volcano stage, the green stage,
and =so forth, Otherwise, they let me do as | pleasad, and gave ma the fraadom to create music. Thinking back
on it now, | was so lucky, bacause | had freadom and | could be a creator, or songwriler, rather than. a gama

—




music composer. That was very important, That's the reason why | was able to make such melodic tunes and
unusual rhythm patterns. At any rate, | was able be a musician.

A r—LOE—&i?
& : What were your first impressions of the gama?
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MAKAMURA : When | saw the completad game, | was so impressed becausa it had been such a big chalienge
for everybody, everything from the graphics and action to new hardware and software. | was very imprassad
that such a new craation began from such a high level. | thought that | was witnessing a miracle, or new history
in the making. The sales numbers show how great "Sonic the Hadgehog 1&2° were at that time. So, | was an
eyewilness 0 videogame history. | was very happy.

UM BETFLE L TERPSRERELLBLETY?
0 Why do you think that music and audia for a videogame Is 5o important?
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NAKAMURA : Entertainment has a certain DNA, whether it be music, visuals, films or shows. Even music needs
visuals ever since Michael Jackson made his great music videos, That is the most natural shape of entertainmeant,
The marriage between music and visuals is very, very natural, That's the reason why pecple love games with
music, or music with games, whichever. It's very simple. That is entertainment.
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PROF”_E OF MASATO NAKAMURA from DREAMS COME TRUE
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DREAMS COME TRUE ars

Miwa Yoshida (vocals) & Masato Nakamura (arrangement, programming and bass)

The first appearance of DREAMS COME TRUE on the professional music circuil came in 1985 with thelr single “Anata Ni Altakuta®™
and accompanying self-tited full-length albem. It wouldn't ba long undil the band followed this up with a string of nonstop hits, which
Included “"LOVE LOVE LOVE" "Yasashil Kiss Wo Shita” *Mando Demo” "Alshiteru No Sign: Watashitachl Mo Mirai Yosozu® As ol
this writing, the band has raleased 18 original albums and 50 singles, which have achieved a staggering tofal of 55 million CDs gold.
Such figures add even mane weight 1o the duo’s uncontestable reputation as a leading pop band that has served as one of the faces
of the Japanese music scans for multiple generations running.

While the duo's CD sabes speak for themselves, DREAMS COME TRUE also puts on an unforgsttable show with every concert,
with tickets for sach show consistently sold out the very day that they are releasad. In addilion to their album lours, the band's
concerl reparigire also includes their "DREAMS COME TRUE WONDERLAND: Shijo Saikyo Mo ido Yuenchl® a greatest-hits
performance held every four years in which the band selects theit song lis! based on Tan requests. Whataver thi ghow, the duo
never fails 1o disappoint with elaborate, never-belore-seen production values and alacirically-charged perlformances. With othar
15 million allendeas al thair lasd five shows combined, no list of mest popular concerts in Japan would be complete without DAEAMS
COME TRUE,

On March 21, 2000, DREAMS COME TRUE passed the 20-year mark since thals profassional debut. O that very day, [ha band
released thair 15th orignal Japanese-anguage atbum, anfiled “DCG YOU DREAMS COME TRUE?" lo commermorate thal auspicious
occasion. Directly aler its release, this album immediately occupled the lop slot upon its first appearance in the Orieon Album
Ranking for March 30, and successfully earmad the band the distinction of simultaneocusty dominating the three maln ranking categories
for albwms by a lamale vocalist band - namely, the number-one ranking album, the greatest tolal number of units sold, and the most
platinum-selling aibums. Adding to the album's already phenomenal momantum was a nationwide tour in Japan entitlad “20th Anni-
versary DREAMS COME TRUE CONCERT TOUR 20008 Dorshitermasu?”, which kicked off on the day of the album's release
and went on to attract 300,000 total attendees across 33 vanues n 13 citles,

On Mew Year's Eve 2009, the band capped off the yoar of the 201k anniversary of their debut with an appearance an ihe "601h
NHK Kohaku Uta Gassen,” a nationally-broadeas! music extravaganza thal divides participating music arlists into two compsting
taams, red and white, As the red team's finlshing acl, the Band turned in a brealhtaking pestormance thal, al its peak; boasted a
TV viewership rating of 50.1%,

Enter 2011, which marks the: holding of the nexi DREAMS COME TRUE WONDERLAND as il comes off of its traditional four-year
hiaius. Under the theme “All your love has been accepled,” DREAME COME TRLUE will channel the love it has to give into this

conceart to help energlze Japen once moral
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