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“Why did I survive?”

This thought has haunted Rei

ever since that day...

The day she lost her fiancé in a car
accident—while she was at the wheel.

One day, freelance photographer

Rei Kurosawa receives an assignment
to shoot pictures at an old Japanese
manor. Rumour has it that the manor,
situated deep in the mountains and
miles from anywhere, is haunted.

During her work that day, Rei sees
something unexplainable: her fiancé,
Yuu Asou. As far as she knows,
heis dead. Setting off in pursuit of
her dead lover, Rei finds herself
wandering deeper and deeper into
the ruins of the abandoned mansion.

At the end of a ecrumbling passageway
she turns a corner, and suddenly

the scene around her changes.

Snow is falling heavily, and reaching
out ahead of her are rows and rows

of countless gravestones.

The scene bears no resemblance to
the abandoned house where she has
been taking pictures.

"Where am I? What is this place...?"
Afraid and confused, Rei begins her
search for Yuu...
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Sereen Explanations 12
Saving and Loading 212
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Warranty Information 37

This game contains scenes of violence
and some disturbing language. This
gaine supports backup compatibility. A
memory card (8MB) (for PlayStation®2)
(sold separately) is required... to back up
data. Do not turn off the console or
remove/insert the memory card
(8MB)(for PlayStation®2) or controller
while saving/loading is in progress.

Copyright notice: "Project Zero 3: The Tormerited®is an original product developed by TECMO.
Copyright, industrial property rights, and all other rights remain the exclusive property of TECMO.

Disclaimer: In order to provide customers with a safer and more enjoyable gaming experience, TEGMO Ltd. is
always looking to improve its products. For this reason, products may vary slightly depending on the time of
purchase and the product soldk.mgy‘ occasionally vary in some respects from that shown in the printed manual.
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GETTING STABTED STARTING UD

ANALOG CONTROLLER (DUALSHOCK®2) CONFIGURATIONS

i & ! RESET bution
MEMORY CARD slot2
o | 1 indicat
MEMORY CARD slot 1 ‘ ’_ ( indicator
:
¥ e = TGTED
T TR = — _—].LE;‘ L2 bution |
=== =1 | ko
=

L\%‘!%ﬁ I ‘ L1 button .\L"‘ = r / : | = :EEM __ ‘ — Ri bution !

& indicator

‘¥ USB connector L contraller port 2 |

£ button
controller port 1
* Note: lllustration may not match all | SELECT bution
PlayStation®2 cansole types. For owners of e kil it
SCPH-70000 series PlayStation®2 systems, refer right directional button 7 —H s O butt
T 1 button

to the setup instructions supplied with your system.

I[ﬁl SON
Al 1 [ ptoaon [ | |
/ s s || M

— (& | R biion

up button

A bulian

Set up your PlayStation®2 computer entertainment system according to the instructions in its left dicectional buttan
Instruction Manual. Make sure the MAIN POWER switch (located on the back of the console) is down dirsctional butian
turned ON. Press the ())/RESET button. When the (1) indicator lights up, press the £ button e ‘

and the disc tray will open. Place the PROJECT ZERO 3: THE TORMENTED DISC on the disc tray i // N \\ E iRt
with the label side facing up. Press the £ button again and the disc tray will close. Attach Jeft analog stick r N \
game controllers and other accessories, as appropriate. Follow on-screen instructions and refer e )
to this manual for information on using the software.

) button

nght analog stick

R3 button

NOTE: It is advised that you do not insert or remove accessories once the power is on.

NOTE: Make sure there is enough free space on your memory card (8MB) (for PlayStation®2)
before commencing play.

NOTE: Select your preferred language from the in-game language selection screen on boot-up. |
| '

Memory eaid (8MB)(for PlayStation®2)

To save game seftings and progress, insert a memory card (8MB)(for PlayStation®2)
inio mémaﬁz card (8MB) (for PlayStation®2) slot 1 of your console. You can load saved '
game data from the same memory card or any memory card (8MB)(for PlayStation®2) il
containing previously saved games.




CONTROLS

rield mode

In this mode, Rei (the main playable character) is
visible on the screen. Use this mode to control the

movermnents of the playable character.

At some points in the game, playable characters other than

Rei appear on the screen. ) "
See p.11, "Playable Characters Other Than Rei Kurosawa

SELECT buttol TART button
Menu

Pause

Open Notebook>p.19

Equip camera

Press & button In front

of a Cat with Bending down:
Take an action o shoot a photo.

Directional buttons

reor AT ! s
Select menu pacs = Special player

abilities (Flash,
Sacred Stone, Hide)
Press O button in front of
@ Cat with Bending down;
Reach hand o the cal

Modeindicator ON
Red

Pick up item

Confirm
Press i button [n front
of a Cat: Bend cown tothe Cat

Move player character/ Cnntrql flashlight
Select menu direction

Run

* Controls listed in red are used in the Menu Screen.

NALOG CONTROLLER (DUALSHOCK®2). It can only
o change the Analog Mode Button ON and OFF.
a red light).

This soffware is for ra;se ang-’wfv 4
be used with controller port 1. You cannot ch
The analog mode is always set to ON (LED display shows

|

finder Mmode

This mode is used for equipping your camera, and
for taking pictures of ghosts and scenery. At the
start of the game you have a. normal camera that
cannot harm ghosts. When you acquire the special
"Camera Obscura’ you can inflict damage on ghosts.

ANALOG CONTROLLER (DUALSHOCK®2) CONFIGURATIONS

SELECT butto TART button

Pause Menu

Increase finder speed

(Move left analog switch
while holding down L2 buttn)

Use Upgraded lens

Put down camera
(Return to field mode)

Directional buttons
left and right

Change film

Player special abilities
(Fizsh, Sacred Stone)

Take picture/Evade

Mode indicator ON L3 button
| (press left analog stick)

Zoomin  Zoom out

Rt g ik

Move finder  Parallel movement
of player characters

Increase finder

speed
(Move left analog

stick while holding
down Square button)

* Controls written in blue can only be used once you have powered-up the
Camera Obscura or acquired various items.

—

You can switch the Vibration function ON and OFF in the Options Menu,

See p.20 "Options Screen."




HOW TO start a game

Press the START button or the X button to display the menu. Use the left
analog stick (or the directional buttons) to select the desired item from the
‘menu and then press the X button.

oad game

this to continue a game from a previously saved location.
.23 "Loading a game"

video mode
" 8elect this option to change video modes. To display this game in 60Hz (NTSC)
' video mode, a television set compatible with 60Hz (NTSC) is required. If the
' change is not confirmed within 15 seconds, the game will revert back to B50Hz

' (PAL) video mode.

Starfing a New game . a8 i
hﬁ\l

From the title screen, select “New Game.” Select game 1 7 W '

diffieulty (Easy/Normal) by moving the left analog ”'«"‘}(";&a !

stick (or the directional buttons) left and right, and S 1

press the X button. This will begin the opening
sequence. You can adjust various game
settings (including controller functions

in “Options” before you start a game.

See p.20 “Options Screen” ]

continul ng Qap I‘Clli()l‘l Sllll

saved game

You can continue a game from a saved location by
selecting "Load Game" from the Title Screen menu.
See p.23 "Loading a Game."




object of the game

| Ever since her traumatic loss, Rei Kurosawa, the game's i 3
pmta.gonist has wandered night after night through the E
ysterious manor that haunts her dreams. She begins to P
ice disturbing changes in her body when she awakens,

before long is in the grip of a "Curse" that threatens her life.

1 must guide Rei through the old manor and use the various means at your
posal to help her solve its mysteries.

exploring with the
camera obscura

Sume things inside the dream manor can only be
scovered when viewed or photographed with a
ecial camera called the Camera Obscura.
Whenavsr JOu come across somebhmg you thmk loaks suspicious, it is worth
'ta,lung a picture of it with the Camera Obscura.

Gghosts

eighting with spirits -

Ghosts will attack you as you explore the manor. i

If you have acquired the Camera Obscura, you can use it |
to fight back against them. =
See p.28 "Fighting with Ghosts"

messages from ghosts

Not all ghosts will attack. There is hidden

significance in the actions of some of the ghosts

that wander the manor. They might reveal their secrets
by the paths they follow and the rooms

they enter. The words they speak and the written items
they leave behind also contain a wealth of

clues about the message they want to get across. Listening carefully to
messages will help you to figure out the best way to proceed.



the real world

‘When you exit the manor or reach a certain
point in the game, you awake from the dream o
and return to the world of reality 1
(back in Rei Kurosawa's house).
When you return to the real world, your Health as
well as the number of film and any other consumable items are reset to their
base level.

~ (Special strength film stronger than Type-61, as well as the current
lev'ai and powered-up parts of the Camera Obscura, remain the same.)

] .’l‘(l]{i ne and I)(:Ut:l()[]i ntg' pictures
Some of the pictures you take during the dream state can be developed back in
the real world. Once you have developed these pictures, you can gather more
N information about them using the methods described below.

ash miku to carry out reseacch
. Miku ean carry out research on certain photos and find out more about what is
(R Siadlem.

,consult reference matrecials
‘Rei's fiancé Yuu was a keen student of history and old folk legends, and you
will sometimes be able to gather information about what your photos contain
“from the books on his shelves or the things left behind on his desk. It might be
‘a good idea to check back here whenever you obtain a new photo or piece of

, information.

resuming exploration of the Manor A¢ain
Checking the bed in Rel's room while it is night causes her to go to Sleep and
return to the nightmare manor.

[10]

About the Notebook

Parts of the mystery that you have already
solved and the thoughts of Rei Kurosawa herself
are entered into the notebook in real time as the
game proceeds.

A notice is displayed in the upper right portion of
the secreen when an entry has been made in the notebook.

You can open the latest entry at any time by pressing the L1 button.
Reading the notebook might help you find clues as the game unfolds.

player characters other than rer Kurosawa

4 L
i R

Miku Hinasaki

As the game progresses, other characters apart from Rei make their
appearance, wandering lost through the nightmare manor. All the

characters have their own special abilities to help them find their way through
the challenges the manor throws at them.

See p.30 "Special Character Abilities"

Game over

The game is over when the player character's Health is reduced to zero.

m




How to view the screen

During play, switch between "Field Mode" and "Finder Mode" according to
game conditions. Use the "Menu Screen" to view the map during play or to
use an item you have acquired.

field mode (Normal view)
Use this mode to control the player character and explore the manor.

filament

The filament on your camera glows in response to a ghost or a clue.
': Indicates there is a hostile ghost in front of you.

Blue: Indicates that there is an object emitting special force or a

place containing a clue in front of you.

This funection works differently when the player character is Kei.

See p.31 "Kei Amakura

nealth meter

sacred stone metrer

(miku Hinasaki onlg)
Shcws ema.ining in

elashes ncmmmng
(Bf‘l Kurosawa only)
Shows the number of strobe

sinder mode

Use this mode for equipping the Camera Obscura and taking pictures of ghosts

and background scenery. Pressing the A button while in Field Mode (with type

A button settings) will switch the screen display to Finder Mode.

Spirit Points Filament Charge Meter
| Shows the As in Field Mo Accumulates during|
accumulated number |ais L t]:? G Ddea fighting when you
of Spirit Points, |displag, the flament) | have an advers:
Yo sme mstee my i presonceofa | |loid inside your
| for using Upgrade apture e. The
(i lans:es‘ml | Capture Circle gnh"l“ or °1"T;'1' a:l?gar thecmh:gunt
OU ACCU | | ‘ dicates there on your ge
irit; Points ‘ny | Sh“r‘:;ég‘f}?% ture | ig a hostile ghost in Meter, the more
mtgmf.mg Camméra Obsaura. front of you. damage you will
on enel gh h Indicates that inflict. Once you
there is an object ‘have taken a photo,
emitting special %0 0
power or a place 0
acluein

con
| front of you.

¥
"
i g
/ N\
1 1 A ‘\é!
1 i T
\ L
Bs ’ !
| |
| |
Upgraded ‘
Lens
| Lo Health
HEIGeuga INUeFoaed JensesiE El=es Meter
ShowstheHealth  pooioinabeall | Tock Gircle | type of film e
of the ghost you vapious kinds Shows the centre| | _YOU are using player's
are. ! of effeat, on ofa ghost you |  a0d the nuimber
This is displayed ghosts, these have captured OOSEPOBLIR0E ealth.
once you have are displayed |  inyour Capture remaining. When the blue
acquired certain when eq ped Circle. Youcanchange  hap puns out,
{items and parts.| | vou naedg ihisiomeiot the game is
| R UL eg
Us;.}:ls wilis6 an buttons when in|

L Finder Mode.

I'Q




MEnu screen

Access the Menu Screen by pressing

the START button while in Field Mode.
- You can access Menu screen by also

pressing the START button while in

Finder Mode.

S MQID Menu

| This is the first screen displayed when you enter the menu. Choose the screen
' youwish to display from the menu on the left side of the screen and confirm by

pressing the X button.

Map
! _‘I‘he map shows the rooms and areas you have visited so far.

or unlocked state of any doors are displayed on the map.
The first map displayed shows the floor you are on at the moment;
- however you can switch to other floors.

BASIiC Map screen controls

Left analog stick/directional button Map Scrolling
X button Enlarge/Reduce Map Size
L1 and R1 buttons Change floor

(14]

o

' The player's present position, the position of any saved points, and the locked

HOW TO ViClU the m Qp screen

Present
Position and

Shows the name

of the room
highlighted by
the cursor
(centre of the
screen).

Lantern
Shows a save
point location.

tools

Door
Doors you can
open are shown
in blue.

M ap

Room colour
All the rooms you
have visited so
far are shown;
rooms you have
visited today are
marked with a
blue line.

Room display
The room
highlighted by
the cursor
position is
illuminated.

Displays a list of the items currently
possessed by the player character. Use the
left analog stick (or directional buttons) to
select the item you wish to use, and press 1

the ¥ button.

Exit
Shows a way out
of the manor
back to the real
world,

Tools?

[E]

Snap
Shows a photo
of the room
highlighted by

the cursor.

Light
Bhows the
player’s present
position and the
direction they
are facing.




camera Camera status

Use this screen to equip and upgrade the
CGamera Obscura. Film

Upgraded Lens

Equipment
Al Er 4

About cam era obscura parts
The performance of the Camera Obscura can be improved by
equipping it with various extra parts. You will find these
scattered throughout the manor as the game progresses.

upgraded Lens

These are special lenses that enable you to inflict various
kinds of effect on ghosts caught inside your capture circle.
Use your accumulated Spirit Points to use these lenses.

Equipment

These are special parts acquired in the course of the game
that allow you to add on various kinds of special functions to
the Camera Obscura. These functions do not use spirit points.
They become part of the Camera Obscura.

U

Fﬂ

This screen shows the current level and state of the Camera,
Obscura. This is where you can equip the camera with various
Upgrade lens and equipped functions.

film

Change the type of film currently installed. You can also do
this by using the right and left directional buttons while in
the Finder Mode.

up grud e Lens
These are parts you acquire during the game that enable you
to add on various special functions to the carnera,

Equipment
Here you can switch equipped functions ON and OFF.
Currently equipped functions are illuminated.

capabilities

he current level and the number of photo points needed to
power-up are shown on the right of each category.
See p.26 "Powering-up the Camera Obscura."

Max value
Shows the maximum amount you can charge your Spirit Power.

BQNge
Shows the size of the capture circle.

SensItivit

Shows the rate at which Spirit Power accumulates, and the
distance from which you can take pictures of ghosts,
depending on the charge.

special .
Hach player character has different special abilities.
See p.30, "Special Character Abilities."

raded Lens

isplays all the Upgrade lens you have acquired. As with
Basic Functions, the current level and the number of points
required for powering-up are shown on the right. Powering-up
increases the force of the shot or makes its effects last longer.

[17)




photos o
Use this screen to store and view photos & ik
taken during the game. Sort
Up to 16 photos can be stored at Eife
any one time; additional photos S

will be discarded, the oldest first.

eile e
Use this screen to look at any "Letters” and "Photos" . = 4

you have acquired during the game. ? A
The information contained in these can

provide you with useful hints and clues about the :
game, so it's a good idea to check back

here when you get stuck for ideas on how
= f r 1 to proceed.

Dpatra

protecr Read any reference materials you have acquired during the game.

You can secure a picture by selecting it and pressing the

X button. Secured photos are not discarded even when the
number of photos exceeds 16, and cannot be deleted. A white
mark is displayed around the frame of any secured photos.

You can save up to 15 photos at any one time. I ot I‘I er
Read any letters or notes you have acquired during the game.

TEXTS
Read any ancient tomes you have acquired during the game.

pelete ! photos
To delete a photo, select it and press the © button. : Here you can look at any photos you have picked up during
the game and view photos you have taken in which eerie
images have appeared.
Sort .
You can re-arrange your photos by pressing the O button. |
Photos can be arranged by time, score, and protect in | NoTes File
T L ! Here you can reference notes about places
and people that have come up during the course of

the game. Any content you have
not looked at yet is marked as “NEW” in

1 the display.

Ghost List
Certain ghosts are added to this list once you have taken photos of them. The
list will expand once you fulfil certain conditions.

m )



oph()ns screen
Use this screen to set up button configurations, screen brightness levels, music
settings, ete.

vibration
Turns vibrations On and Off.

subtitles
Turns subtitles On and Off.

sound output
Sets sound to Stereo or Monaural output

sound effects
Adjusts events noise volume

BG MUSIC
Adjusts background music volume

])l(ll'l(-‘,l‘ contro IS
Set player movement view to either third-person view or
first-person view.

change film
Select whether you want to change film using the directional
button or the left analog stick.

point of view
Choose from either normal or flip vertical view.

Analoo stick

Changes the functions of the left and right analog sticks.
You can choose from normal and FPS controls.

[E|

Adjusts the brightness level of the screen.

Select from a number of options for assigning functions to each
button on the controller.
Default Settings Type A

Replaces any changes with the default settings.

Saves settings and exits the option screen.

B



saving a game Save
You can acdess the Save Screen
during a game by pressing the o

X button by a blue lantern (Save Point)
or by the Camera Obscura
on the desk in Rei’s room.

4 »

SQve SCreen
You can carry out the following operations from this screen.

save
Save game data from the current game to a
memory card (8MB)(for PlayStation=g).

Album

Sawve photo data to a memory card (8MB)(for PlayStation®2).

See p.24 “Album Mode”

return to the game
Close Save Screen and return to the game.

@

Loadlng a game
Select “Load Game” from the Title Screen to open the Load Game Screen.
Select the game you wish to continue from the saved data.

HOW 10 View game pata
You can distinguish your game data from the following displayed
information:

Chapter at time of Save Image of Place where Saved
Save
No.l
< >
Difficulty Level of Save Duration of Play

23]



saumg Q hoTo
e

You can sa&

photos taken during the

game at a save point.

HOWw to save a photo

L.

2.

Select Album at Save Point

The Album Screen is displayed, which allows youto . .
save photos to an album.

* To save a photo to a new album, select “New.”
» To save to an already existing album,

select “Load.”

e
If creating a new album, select background.

Copy your photo to an album. T
1) From the “Photos Taken During Game” shown on
the screen, select the photo you wish to save to an
album, and press the X button.

R) Place the cursor over the position in the album to
which you wish to save the photo,

and press the X button.

3) The photo is copied to the album.

« >

Save album.

‘Your photo will not be saved unless you save the album.

1) Press the O button while the cursor is over the album to open
the menu. ;

R) Select Save from the menu.

3) Select the MEMORY CARD slot of the memory card (8MB) (for

PlayStation®2) you wish to use and choose the destination of the saved album.

(=4]

Select “ATbum” from the title screen to open the Album #
screen. Here you can view saved albums '53 ;

and copy photos to a different album. F d
preject uﬁ
¢ A

How to copy a photo Tioum

I. Select Album.
* To create a new album, select “New”
* To read from an album saved to a memory card
(8MB)(for PlayStation®*2),
select “Load”

v

Select a second album in the same way.

* To create a new album, select “New”

* To read from an album saved to a memory card (8MB)(for
PlayStation®®), select “Load”

3. Copy photos between the two albums you have opened or created.
(Instructions are the same as for “Saving a Photo” on p.24)

=l

4. Save album

The changes you have made to your album (such as "

any photos copied) will not be saved unless you save BN =
the alburm. ——

1) Press the & button while the cursor is over the
album to open the menu.

2) Select Save from the menu.
3) Select the MEMORY CARD slot of the memory card (8MB) (for

PlayStation®2) you wish to use and choose the destination of the saved
album data.



powering-up the camera obscura

This section contains information on powering-up the Camera Obscura
and some of the various power-up items you may acquire in the course
of the game.

what vou need Before vou can power-up

photo points
This is the total number of points you
hawe won by taking pictures of ghosts.
The better your camera skills, the more
points you can get.

power-up categories

capabilities
Improves the basic functions of the camera. In order to upgrade,
you need to acquire a certain number of points on each level.

Max value
Maximum Value: Shows the maximum amount you can charge your
spirit power. Range: Shows the range within which you can capture
a ghost.

Sensitivity: Shows the speed at which spirit power accumulates and
the distance from which you can take pictures of ghosts, depending
on the charge.

special

Each character has special abilities.
See p.30 “Special Character Abilities”

76)

Upgru(lt:(l LEeNs

There are several different types of special

lenses you can equip, each of which has a

different effect on ghosts when used. However, ‘ -
you cannot use them until you have
accumulated sufficient Spirit Points. The
number of Spirit Points used depends on the
type of lens. As with Basic Functions, you can
use your points to power-up the functions of your Upgraded lenses. The
following is an example of one type of Upgraded Lens.

slow

Slows down a ghost’s movements, making it easier to catch in the finder.
The Shutter Chance time is also increased by the same amount, making it
easier to hit the ghost during a Shutter Chance. Powering-up makes the
effects last longer.

equipment

These parts add new functions to the carmera

once you acquire and install them. Each S
function is assigned a one-word description. ‘ (" |
It is possible to cancel installation of these X
functions after they have been equipped.

The following is an example of one of the

Equipped Functions.

Alarm

A flashing red lamp and special sound notify you of a “Fatal Frame”,
the instant within a Shutter Chance that offers even better chances
of knocking a ghost back.

[;ﬂ



ﬁr:ighting with ghosts

section b

s you through a few of the basic techniques you will need

‘when you come into conflict with a ghost during the course of a game.
Refer to this section as part of your game strategy.

sasic Technigques

einding the ghost
The filament is highly responsive to the
presence of ghosts in the direction the player

character is facing. Look all around you to find

where the ghost is hiding. Listening for sound
can also be effective, since any noises will be

coming from the direction in which you will find the ghost.

(:harge up your Spictt power
Your Spirit Charge will continue to accumulate as
long as you have a ghost caught in your
Capture Circle. The bigger the charge you
accumulate, the more powerful the damage
you inflict when you press

the shutter.

wartch for a shutter chance
When you have caught a ghost, your capture
circle will sometimes turn red. Taking a
picture of the ghost at these times knocks the
ghost back and inflicts serious damage.

’l‘().l{lnlg' Q picrure

Timing is everything, When the moment is
right, press the shutter (X button or Rl
button) to take a picture. If you get it right,
you can inflict damage to the ghost.

@

more advanced Tech niques

5-

[)Uﬁl n tg‘ pown the camera (1[1(] HU(ISiOII:

The ghost will soon wear you down if you stay in

Finder Mode waiting for it to attack. (The controller

will shake violently when the ghost comes close).

Wait for a lull in the battle, then put down the ‘
viewfinder and put some distance between yourself
and the ghost. In this way, you may be able to
prevent the damage before it occurs.

using upgraded Lens:

Using the various functions offered by the Upgraded Lenses makes your
fighting ability much more effective. Some lenses may be more useful
than others, depending on the situation you are in.

slow

Useful in the following kinds of situations 5

+«When a ghost is moving quickly or unpredictably, and is hard to catch.

*«When you are struggling to take a picture during a Shutter Chance.

Effect: The ghost’s movements are slowed down, making it easier to catch in the
finder. Also, the Shutter Chance time is extended by the same amount, making it
easier to take a Shutter Chance shot.

slast

Useful in the following kinds of situations

+When you're surrounded by a number of ghosts.

+When you're facing an enemy with a large number of hit points.

Effect: Gives you the power to knock back your adversary, making this an effective
weapon when your back is up against the wall. Inflicts major damage if used during a
Shutter Chance moment, so that you may be able to reduce an adversary's hit points
to zero in one shot.

watch for a ratal ecame

Ocecasionally during a Shutter Chance, the réd lamp will flash on and off.
This signals a special moment of opportunity called the Fatal Frame. If
you take a picture at this instant, your adversary will be knocked right
back, sustaining massive damage and earning you a large number of
points. And if you can hit them with another Fatal Frame right away,
who knows what might happen? Certain kinds of Upgraded lens make it
easier to pick the right moment to shoot...

if vou ger caught sy A ghost

If a ghost catches you, move the left analog stick
back and forth as fast as you can. Doing this may
help you escape from the clutches of the ghost and

keep damage to a minimum.
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Spt}ci(ll character Abilities miliu Hinasalki

Each character has his or her own special abilities. This character has strong attack strength but a small capture circle,
J making it harder for her to attack effectively. She is also not as physically
I REI KUurosawa ! strong as the other characters. Because of her slight physique she is able
_.' j This character has a good balance between attack strength and movement to erawl under the floor and squeeze into areas that other characters
- speed. Her characteristic strength is her large Capture Circle, which makes cannot reach, enabling her to explore areas of the house inaccessible to
it easy for her to attack effectively. the other characters.

Miku cannot use any Upgraded Lenses.

| _ The sacred stone

!: 2 : By pressing the © button, you can slow down a ghost's movements.
The spirit stone meter decreases during use. (You can charge the
meter up by inflicting damage on ghosts.) Powering-up increases
the length of time this takes effect.

pouble :

If you keep the shutter button pressed down, you can charge your
Spirit Power level to a second level. Releasing the button and taking
a picture inflicts more damage at once.

kel Aamakura

Moves quickly, but is not very good at fighting ghosts. Press the © button
to malke this character erouch down. Use this ability to hide from ghosts.
Kei has good Health, which he can use to move objects and obstacles that
are too heavy for the other characters.

ack "
ing-up inereases the number of ti i HIC i(‘,
1 you return from the Manor of Sleep to the real ¢ Push the © button to make Kei crouch down. Hide from ghosts by
hes available is restored to maximum.) it crouching behind sereens and other pieces of furniture. Push the
©' button again to make him stand up. (Note that there are some
ghosts you cannot hide from.) Use the left analog stick while
crouching to move Kei's line of vision. You can tell whether you
have been detected by the ghost or not by looking at the filament.
The ghost has detected Kei, and is coming towards you.
Blue: The ghost has not found Kei yet, and is still looking for you.

store

The maximum amount of spirit power you can accumulate.
Powering-up increases the maximum number of spirit points,
and therefore the number of times you can use Upgraded Lens.




Environments

Every night, Rei returns to a strange,
nightmare manor. It is an old Japanese
manor house surrounded by heavy snowfall.
It is known as the Manor of Sleep. Built and
rebuilt countless times over the centuries,

it is like a maze inside. = &=

Rei’s home is a small house in the suburbs. < e - v
She was supposed to share the house with ¥

her fiancé, but the accident changed

everything,

Miku lives in the house now, working as Rei's agsistant. The storage room
has been turned into a piteh-black photography darkroom.

The house is a little too big for Rei, who spends most of her time
working anyway.

_'Pia.rts of the house are quite eerie, and seem to give off a mysterious,
otherworldly air.

characters

REl KUrosawa
The protagonist of the main story and freelance
photographer. Since losing her boyfriend in an
accident, Rei has found herself drawn into

the “Manor of Sleep” which she sees every
night in her dreams. She is desperately
trying to solve the mystery connecting the
Manor of Sleep to the Curse of the Tattoo.

H('}i Amaoakura
A non-fiction writer conducting research into folklore
and urban legends. Also drawn into the Manor of
Sleep, he is able to provide Rei with various

kinds of information. His Spirit Power is weak,

and he finds it difficult to fight off the ghosts that
attack him. Instead he relies on his wealth of
background knowledge and superior Health

to help him confront the Curse of the Tattoo

face to face.

miku ninasali
Lives in Rei's house, where she works as Rei's
assistant. Since being drawn into the Manor

of Sleep, she has regained her lost Spirit Powers,
She, too, is trapped inside the Manor of Sleep, lured
there by the vision of her dead brother. Her strong
Spirit Powers enable her to use the Camera Obscura
to the utmost of its abilities.
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Take-Two Interactive Software warrants to the purchaser only that the disc provided with this manual
and the software program coded on it will perform in accordance with the description in this manual
when used with the specified equipment, for a period of 90 days from the date of purchase.

Take-Two Interactive warrants that the original media holding the product is free from defects in
materials and workmanship under normal use and service for a period of ninety (90) days from the date
of purchase, as evidenced by a dated proof of purchase. If the media is found to be defective, you may
return the product and all accompanying materials to the place you obtained it for a replacement or
refund. This limited warranty does not apply if you have damaged the media by accident or abuse.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESSED OR
IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, IF APPLICABLE ARE LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF
PURCHASE OF THIS PRODUCT.

Take-Two shall not be liable for incidental and/or consequential damages for the breach of any express
or implied warranty including damage to property and, to the extent permitted by the law, damages for
personal injury, even if Take-Two has been advised of the possibility of such damages. Some
jurisdictions do not allow the exclusion or limitation of any incidental or consequential damages or
limitations on how long an implied warranty lasts, so the above limitations or exclusions may not apply
to you.

This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by
any national or European law, which cannot be pre-empted. This warranty gives you specific legal rights
and you may also have other rights, which may vary from jurisdiction to jurisdiction,

You may not reproduce, prepare derivative works based on, distribute copies of, offer for sale, sell,
transfer ownership of, rent, lease, or lend to others the Program or accompanying documentation, or any
portion or component of the Program or accompanying documentation; pravided, however, that you may
transfer the entire Program and accompanying documentation on a permanent basis as long as you
retain no copies (including archival or backup copies) of the Program, accompanying documentation, or
any partion or component of the Program or accompanying documentation, and the recipient agrees to
the terms of the Agreement. Further, you may not modify, reverse engineer, disassemble, decompile or
translate the Program or accompanying documentation, or any portion or component of the Program or
accompanying documentation, nor may you make any copies of the Program modules for use with other
programs. This program is intended for private use only.

I you are experiencing problems with the running of one of our titles, you may contact our Technical
Support staff in one of several ways: _ il

Before contacting Technical Support, please be prepared. In order to assist you as efficiently as
possible, please describe the circumstances, including any error messages, of your problem as clearly
as possible. :

Australia: 1902 262 606 calls charged at $2.48 +GST per minute

(higher from public phones and mabiles) .

New Zealand: 0900 54263 call cost $1.99+GST per minute.

Check with whomever pays the bill before calling.
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Customer Services Numbers
g

¢ Australia — 1300365911 ————————
‘\ Calls charged at local rate. Please call these Customer Service Numbers only for hardware support of PlayStation products
N

N
—————————— 082044 45 40 5

» Osterreich

% 0.116 Euro/Minute. Rufen Sie diese Kundendienstnummenn bitte nur an/wenn Sie Hardware-Suppart fiir PlayStation-Produkte bengtige \\

LN
« Belgique/Belgié/Belgien 011 516 406
Prix d'un appel local. Veuillez composer les numéros du service aprés-vente pour recevoir une assistance technique destinée uniquement aux produits PlayStation
« Danmark ——— 7012 70 13 e Tl W[
Man-Fredag 15:21; Lor Snr!dm 12:15. Ring uumuu km.m.|.“.m”.m| de hardwaresupport til PlayStation-produkter.
* Suomi — ——————— 0600-411911
17.00-21.00 ma-to, 0.79 Eurofiin. Tité asiakaspalvelunumeroa vo kiyltad vain Playstat teiden laitteistatukeen fiftyvissd kysymyks
A e — 0820 313233

Prix d'un appel local - ouvert du lundi au samedi. Veuillez composer les numéros du service aprés-vente pour fecevair une ajsists
Uniquement aux produits PlayStation.

technique destinée

 Deutschland 01805 766 977

0,12 E inute. Rufen Sie diese Kunds bitte nur an, wenn Sie Hardware-Support fiir PlayStation-frodukte bend!

= EAAGSa 00 32 106 782 000 e

EBvikt) XpEwon, MapakaAEioTe va MAEpuVETE oc autows Toug apilipods Tou Tumpatos EEunmpémone NeAatay pove yia Bejara unootnpl
UMOMIKOU Tww NPoiovTwy PlaySt

ation,

* Ireland - 0818 365065
All calls charged at National Rate. Please call these Customer Service Mumbers only for hardware support of PlayStation products
silsragl——="——— = U e e o
Please call these Customer Service Numbers only for hardware support of PlayStation products.
* Italia 199 116 266
Tariffa Nazionale. Chiamare questi numeri del Servizio Clienti solamente se si necessita di assistenza relativa all hardware del im.lam PlayStation

* Malta 23 436300 —
National Rate. Please call these Custamer Service Numbers only for hardware support of PlayStation products.

* Nederland = 0495 574 817 = —
Interlokale kosten, Bel deze Klantenservicenummers alleen bij i met PlayStation-producten.

* New Zealand 09 415 2447 - -

Natianal Rate. Please call these Customer Service Numbers only for hardware support of PlayStation urmlu(h

* Norge 815500 70 ——
Mon-Fre 15-21; Lor-Sondag-12-15. Veniiligst ring disse k e hare for maski bindelse med PlayStation-produkter.
* Portugal 707 23 23 10

Contacte-tos através destos nimeros de Assisténcia ao Cliente para obter asitEndia técnica (hardware) apenas para |1mdum< da PlayStation.

e Espana 902102102 —— s

Tarifa nacional. Al llamar a estos nimeros del Servicio de atencion al diente solo obtendra asistencia para los productos p\”vsy Mion.

* Sverige —— 08 587 822 25

Man-Fre 15-21, LorSondag-12-15. Ring endast dessa kundservicenummet for maskinvarnusupport av PlayStation:produkter

0848 840085 — ¥

o5 du servige aprés-vente pour recevoir une aImmn technique dosy
oi

'SUISSGISChWe[Z.fSVIZZEI‘B —
Tarif appel ndtional { Nationaer Tarit / Tarifia Nazionale. Vetillez

i unique

1t atx produits PlayStatic

I
* Ukffnetwork Gaming only) ——— 08702422299 & it TR
* UK {all other enquiries) 08705 99 88 77 .

'“""””3' rate. Calls may be recorded for training purposes. f

« call these Customer Service Numbers only for hardware support of PlayStation prodiscts




