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WARNING: READ BEFORE USING YOUR AABLE OF CONTENRS
COMPUTER ENTERTAINMENT SYSTEM.
A very small percentage of individ
to certain light patterns or flashing I Qﬂlﬁ T, e g e s g R 4
a television screen or while piaymg video | gamee_ &l e o e e 6
PlayStation 2 console, may induce an epileptic seizure
conditions may induce previously undetected epﬂepﬁcsymptems even !n pem who GOING Staptetl . . = Fo e s s b 8
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 e Game Basics .. ... 10
following symptoms while playing a video game — dizziness, altered vision, 8ye of musele
twitches, loss of awareness, disorientation, any involuntary movement, or convulalony Thng? dm;(?;éeen 12
IMMEDIATELY discontinue use and consult your physician befare resuming play. L

: T T e e e L 14
WARNING TO OWNERS OF PROJECTION TELEVISIONS: e | e S 19
Do not connect your PlayStation 2 console to a projection TV without first consuliing

Load and Save

the user manual for your projection TV, unless it is of the LCD type. Otherwisa, If iy

permanently damage your TV screen. o e TR SRR R 20
T R e S S S o 21
Loading Game Data ................ 22,
USE OF UNAUTHORIZED PRODUCT: Album ?Vlode ______________________ 03
The use of software or peripherals not authorized by Sony Computer e : ‘
Entertainment America may damage your console and/or invalidate  Playing Advice

your warranty. Only official or licensed peripherals should be used : . : R e R
in the controller ports or memory card slots. ;

it 1 4 1 A1 B il 111

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:
* This disc is intended for use only with PlayStatlon 2 consoies
with the NTSC U/C designation. e
« Do not bend it, crush it or submerge it in liguids. "~ P
« Do not leave it in direct sunlight ornear a radiator or other source of heat. 5 6
* Be sure to take an occasional rest break during extended play.
* Keep this compact disc clean. Always hold the mscby;:ﬁe 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.
Never use solvents or abrasive cleaners. 1

This game is at its best played through headphones.




GETTING STARTED

- .

MEMORY CARD slot 2 - _|
MEMORY CARD slot 1 ———° |

LY e tray
- RESET bution

- .'innlu*;}_.t‘»x‘!r;l.

USB connector — —[: |

“gbatrolier port 1 ———————e
controller port 2 ———————— *

.-h!& -

"h‘-l._

Set up your PlayStation®2 computer er;tertainment system according to the instructions in_lﬁ-
Instruction Manual, Make sure the MAIN POWER switch (Iocéted on the back of the cnnsole)‘_l-'
turned ON, Press the RESET button. When the power indicator lights up, press the OPEN buttof
and the display will open. Place the Fatal Frame™2: Crirﬁsnn Butterfly disc on the disc traj with
the label side facing up. Press the OPEN button again and the disc tray_ will close. Attach gami

controllers and other peripherals, as appropriate. Follow on-sereen instructions and refer tu.ﬂ'“.

manual for information on using the software.

STARTING UP |

DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

L2 button - | R2 button
L1 button R1 button

directional‘
buttons _-
Z\ button
left analog stick O button
(L3 button when pushed down) 3 .
SELECT butten X button
ANALOG mode button 0 button
START button :
right analog stick
(R3 button when pushed down) &



PROLOGUE

Mio and Mayu, twin sisters, are visiting their
childhood home. This spot, a secret hideaway
for the pair, is due to be swallowed by a
lake come the end of the summer.

Lost in her memories, Mio finally raises her ] -_
head to find that Mayu has vanished. RN ‘ THE GAME SETTING
Looking around, Mio spots her sister following i
a crimson butterfly deeper into the forest. : & The vanished village, All God's Village

Mayu runs through the forest, as'ihuugh led on by the .| T ] 0 : This village is said to have once stood in the forest, deep
fluttering insect. As she runs, her fleeting form beginsito - Awwr fi in the mountains. This forest is now due to be lost
be overlaid with that.of a woman dressed in white. \ i | ] ; with the creation of a new dam.

Chasing after her sister, Mio suddenly finds T - < g b 8 The story goes that, on the eve of a special festival,
herself alone on a foggy m@intain road. | Y Bl the village just suddenly vanished, leaving the
el | K forest wreathed in thick fog.

Many also say that, if you should happen to get lost in
this forest, you will be spirited away to this lost village.

The village where the crimson butterflies dance
The village held forever in the grip of a never-ending night.

Garrigilion the sadl song floats
ights thro

However, when the dense forest opens into a
clearing, it is Mayu who is standing there, alone,
surrounded by countless crimson butterflies.

"...Mayu?"
Responding to Mia's call, Mayu slowly turns. ‘ : ST i %
o ies : il o £
The crimson butterflies dance away, as one. 3 | : ks 1
"The Lost... village..." 25 ¢ 2 -

Spreading there before the twins, crouching in fog
and darkness, lays a mysterious village...




3O NTRO L S

‘You can choose from a number gf button configuratlonsS p19 (Options Screen)
The following description is based dpon the default settings.

Field Mode

In this mode, Mio (the*piayer) is
displayed on the screen, and yod
have direct control of her actions;

L]
START DUNON et e g
Pause | ] Open menu,
SELECT button S ! @ S O bution |
Map screen | l Look through
| camera.
e s S Rowtngsi =

Mode)

Search, pick tp

itern, use item,
1 confim
; |
|
Red | | @ button |
A | Run
| |
Left Analog Stick e s RIONt Analog Stick
Move characler, 3 Aim pocket

alke. manu ilashlight

s

aspond 4o the

Viewfinder Mode

In this mode, you look through the camera and
can take piciures of the scenery or ghosts *
You can only use the Viewfinder Mode after
you tiave found the Camera.

— s A1 button

Take photo,

o O button

Return to figtd
made *

Take phote, todge

Move: view
o -

Tum faster hokd

[ Lep e G | doun o on
| | while maving the
i f 3 lft aniog k)
Left Analog Stick il ?_.-,_m_.,, = Right Analog Stick
Mave view Move character

: ¥ This game wmust be played using a DUALSHOCK®Z analog controller,

Only Gontroller Povt 1 is'supported. .

* You. caniiot tum: the ANALOG Mode button ON or OFF. During the game, Analog
Mode is always ON (Mode indicator s red). -

" The vibration function can be turned ON or OFF on the Options screen. <> p19
{Opfions Screen.) ;

*‘During the game; pressing the START button, SELECT button, L1,£2R1 and R2
buttons at the same time, and holding them ati-for 2 secongds will reset the game
to the fitle sereen.




Atter correctly loading the gamg into the
PlayStation®2 - computer entertainment
system, the title screen will appear.

Pressing either ‘the START  button ‘or
€ button on the fitle screen will display
b the title screen menu. Use the left analog
stick to highlight a selection and pressthe
€3 button to confirm.it;

Press fhast Batiee

Start a new game from the beginning. Select this option when playing the
game for the first time. => p9 (A'New Game)

Load Game

Load and continue a previously saved game.
-> p22 (Loading Game Data)

View and ‘edit photos saved as Album Data, You can also copy data
_ between albums here. > 'p23 (Album Mode)

Alter various game opt‘f_ons, including controller configuration and screen
and sound settings => p19 (Options Screen)

First select [New Game] from the title screen
mend. s X
Then push the' Ieff. analog stick-left or right
to select a difficulty (Easy / Normal) and press the
& button: The game opening will then begin.'

FATAL ERAME I

Before starting the game, you may wish to first
alter controlier and other settings under [Options].
= p19 (Options Screen)

Continuing a Previous

s
Selecting [Load Game] from the fitle scréen-menu
will allow you to restart'from a previously saved
position. §

For more details on handling game data; see p20
{Load and Save). 5

j - A‘memory card {BMB) (for PlayStation®2) with at least 250KB of free space is

required. in order o save game data. Plehse start the dame with a;memory card
(BMB). (for PlayStation®2) inserted into MEMORY CARD slot 1.

% A memory card (BMB). (for PlayStation®2) with at least 970KB of free spactis
required in order fo save Afbum Data: Album data can be saved 1o gither
MEMORY CARD slot 1 or MEMORY GARD slot 2. :

Q3LYYLS ONILLID




AME BASI CS

The aim of the game is to takeycantrol of the main character, Mio; and along
with her sister Mayu eseape from the vanished village.
Take up the Camera Obscura, that has the power:to photograph ghosts, and
solve the mystery of this forbidding village. :

: Exploring the Village

In order to.escapg fram the-village, you
must search for glugs that will help
you solve-its dark ridele.

Pressing the @ button inside houses;
or in-various places in the village; will
allow you to search that location.

You: may-afse find hiddén items?

Using the Camera

There are some things you can enly

see through the camera's viewfinder;

or in a photo.

Sometimes, even if the filament is not

responding, there is still something to

find. Be aware of ‘the sounds ‘around
s you, and the vibrations in your hands;«

and take photos until you are satisfied

that you have missed nothingy

->p13 (Finder Mode)

14 films" ahd above
nited number.of tses, use

ihe: unlimited - Type-07 filmy when

SERICHINg an areq. :

* When the filament is reacting, or. you can hear some Kind of noise,
be sure to use the camera and take fots.of pictures. Theté are marny
things that cannot be found just by searching. :

; Fighting Ghosts

Some types of ghost will attack ypu, and others
will not. Zae 3
The filament willreact by tuming red if a violent
ghost draws near. You-must then use the camera
to fight the ghost. ay

> p26 {Strategies forFighting Ghosts)

Messages from Ghosts

Many of the actions taken by the ghosts who
wander the village contain some kind of meaning.
Investigate the houses or roads to which they lead. -
What is more, ‘the words that they speak or the
files lying around contain many useful messages.

If you lend your ears to ese messages; you may
well gather more clues on the best way to proceed. Mot all ahosts

Mayu's Actions

At most fimes; Mayu will follow Mio (the player)
around: However, she may stap if something
catches her attention, or call to Mio to come and
look. ‘At these times, there is likely to be a hint
located close to Mayu's position.

Mayu and Death

Mayu. cannot fight off a ghost’s attack on her.own.
If she is attacked for too fong then she will-dig, so
be sure to use the camera to save her from ghost
attacks.

Game Over

If Mia (the playef) runs:out of-health, or if Mayu is attadkéd by ghpsts foran extended
period of time and dies; the game s over. >




Viewfinder Mode

G A M E S C R E E N / Loek through the camera, and take pictures of ghosts and scenery.
¢ i iy Pressing the@ bufton during Field Mode will enter Viewfinder Mode.

" Advarice through the game, changing between Field: Mode and Viewfinder Capture Circle " Filament Film Type / Lock Circle
Mode as-circumstanices dictate. | This circle’ gis- The HP (iLpoints) ~ Responds . by Ne-Remaining  Indicates the joca;
Viewing.the map or using itéms during the game fakes place on the plays ihe aféa that -~ of enemy ghosts. " ‘glowing jn-the  The type of film tion of the center
Menu Screen. will be captured in 3 tocation “and . you are currently  of a ghost

a photo. 1t the praximity of ghosts © “using, - and the ./ This is displayed if

“ghost or hint that 2 o and hints: s +-number remaining. - -4 ghost or hint is

F i e l d M o d e Youwish to take & % : tedl - K vielent © You -can change . within the capture

“photo of is not - 7 ghost isn front of - #ilm .on “the  cicle. Use it as a

- < within thisicircle; it yau Camera gcieen.. guide when taking

T 58 i 3 5 5 will -not appear Sl - A non-vio- - ~-> p16 (Caniera} your pictures.
During this mode, you contral Mio directly and explore the village and its clearly, o & all, in Jerit ghost or & hint”
houses. i ‘a photo, The cap- 8 in front of you,
; fure circle will turn ; :
£ bive if a non-vio- * =

lent ghost or hint
“I5 within if, and
“ed if a wviolent *
ghiost Is within it.

" Acamera fungtion that respends by glowing Displays Mio's remaining heafth.
in-the location“and proximity of ghosts-and If:the blue bar runs out, the game is over,
hints.

“The color of the glow: will tell you fo vfhai it * Although not normally” displayed, this bar ! | |
i§ responding to " appears Jf you are attacked by a ghost or i e e S & A e PR B
Red ?A vio\egnf ghost is in front of vou;; =+ w?wfn your gemaimnq health is I!:Jw.g f Spirit Power . Power-Up Stocked Spirit . Spirit Wave Health meter
Blue - A non-violent ghost or afinfis i front : “ Stock Meter - Lens = Power - Gaupe Displays Mia‘s ™
of you: 3 Displays your spirit - The " -currently ~ Cusrentpumber”. Displays the .remaning health,

power, required  ‘equipped. Power- - of stocked spirlt *damage that will. - If the blue’bar auns,
" The filament. will only be: displayed after A ’ 10 use: Power-Un . Up Lens? powers., be caused” to an.  out, the game is
JolL nag: plckest ap fhe Gamera, & {enses. Will be fit when it The  number. of - enemy duting bat-s - over

; Ificreases” each’ can beused. /“bliie"spheras 15 tle. The higher this

“lime’ ¥ou -are’ Power-lp Lenses  the ‘number- <ol gauge, the: higher
attacked by @ “can be equipped  stocks you have ffie damage caused

- ¢ < 3 ahost, and when it —or vharibed on the Asing & Power-Up - p26 (Srrategies :
“Aills - up - yaur - camers sereen. <> Lens fequires spint - -1or Fighting Ghosts)
stocked “spirit . pi6iCameral " 7 power, 9

= ¢ power increases " - i, ; : -
! Dy-one.




On this screen you can power up your camera,
attach. parts'to give it new functions, and load
([

* Yowcan only view this screencafter yotthave

--obtairied the Camera.
i

Check the currem power up status of yourcamera and me curreﬂtly equipped F‘{!‘N&T U;J Lens
Press the button to'go to the pcwer Up screemn.

Upg,rad_es Screen

«  Basic Functions
{increase the: strength of ‘the |
| camera's basic functions. - i

4L__ e v e/ 1''s
The basic’ camera
 functions and Power-
“Up Lens all start at
level 0; ang’ can be
raised to'a maximum
of level 3, :

| Power-Up Lens i
| You' wil -obtain these special
| Lenses as you progress through |
{ the game. Trere are: numerous |
| types,~ and -gach will effect}

| ghosts in & differsiit way.-You |
| must empley stocked splrilg
| power in urder 1o use them.” = |

EC}UID Select a Power—Up Lens to equip.

If you find a certain part during the game; you will-be able 1o equip pto 3 Lenses 7

at once. 7 -
Add Spirit Dl'b Use of the Spirit Orb increases the level to whxchthe
camera's basic functions and Power- -Up Lénses can be raised o~/ i
You cannet select this option if you do not currently have a szrn Orb, They must be
collected during the game.

Power Up Functions: usethe: pomts abtained wheri you photagraph
ghosts to raise the level of the camera's basw functions gr of a Pawer-Up Lens

However, you can only raise the Ievei as high as the number of Spirit bes you have

used an the camera.
Also, you must have obtained enough paints to pay for the puwer up.

* See p25 "Functions to Power Up'! for more details.

a2 Film = '-']1.:

The ‘curently equipped f:lm is drsplayed Use eﬁ and nght on the left analog stick -
. {directional buttons) to change the equipped film. 7~

7

7 '.must select “Album? o the save screen = p21 (Album)

‘l Addltlonal Functions

The Additional Function Parts currently in your possession
will be displayed here. You enly have fo pick these parts up
and their functions are aﬁded {o the camera. ;
Use left and right an the left anaieg stn:k (directional buttons)
to move the’ GUISOr and readthe descnptmn of each part.

i

P :,Equipped Functions

The Equipped F__unctiuh Parts currently in your possession
will ne.QJ'spieiyeé.herE. These parts must be eqaipped in
order t6 add their functions to the camera. You can also
TEmove: currentiy equlpped parts.

Use left- and right an the left analog. stick 1d|rect:onai
biittons) to move te cursor, and press the @ button fo
equip the selected part* Pressing the, € button whengselecting a part that is already
equipped (its name will-be glowing} will remove that-part.

Here you can view-and keep or discard the
photos you have taken during the game. :
18 photos are saved, after which they will be
deleted in order of age as new photos are taken. *
Selecting a pheto. and pressing the £ button will
open the following menu.

Protect ‘Sefecting Protect from the ment will mean that this photo will not
be defeted, even if you take mare thari 16 new photos. A white mark on its border
indicates that the photo will be kept. ’ ;

You can selectto Fceep up to15 phatos. -

: DEiBtE Delefetha selected photo i

' Arrange Rearrange the order ln WhICh the phctns are displayed.

(Pmtec’( #Time / Pmnts}

L] Warmng 1 Sa\ung Photos
| Having takena photo does not mean that it is saved If you then stop playing the
"game alf photos you have taken will be lost. In order to'save a photo fnrever you




* ing ghosts.

Here you can look-at the messages, photos and
maps that you have.collected during the game.
This information will often provide vital hints as to
how {0 continue, so'if youl get stuck, check here'
for clues.” %

Files that yoi have mt yetlooked j
al are marked in.ted. % .

Notebook: VIE‘W the messages you have come across dlﬁ‘iﬂg the game

Scraps View the newspaper clippings and other scraps you have collecteﬁ
during the game. 7 i

Old BODkS: View the old hipoks you nave collécted during {'ha.game. 1

Photos: view the photos that you have cullected aﬁd the mystenous phtﬂos that
youhave taken during the game. Z

Maps: view the maps’you have collected during the game. .~ 8

Here, Mio will automaticafly make notes of impar- -
tant information learned during the course of the:
game. ¢
These memos may well offer some vital clues to.
better understanding the world into which you
have been thrown.

Check back here evary now and then Saife new
informatign may have been added. ; 7

| ¢ 1 R

You can find spirit stones, or get them by defeat—

* Selecting’ the charm stone  that Mayu
always carrigs will allow the radio to relay &
Mayu's voice. This voice will ‘undergo:
certain’ changes depending. upon ‘Mayu’s

circumstances... i

Options Screen

Selecting [Options] from the title sereen menu will
bring you to'the Options Screen. ’

Here you can alter various game options, including
the: controller setup screen and sotnd seftings.
The changed gettings will be saved when yoy save
the game, and thien remain in effect when you next
restart the garne

Control Options: change the contralier set up.
Movegient - Select Mio's mavement type, from
20 {subjactive) or 30 (objective). Default + 3D,
Look - Decide hew.up / down will be

“handled during Viewfinder Made, . %
Switch L/R Analog Stick ~ Switch the :
roles of the two analog sticks in Viewiinder Mode.
Button Configuration - - Select the-configuration of
tuut:ons Default Type A R

Vlbratlun Tum vibration oN or OFF Default GN ;
Brlgh_tﬂESS: Adjust the brightriess of the screen.

Subfities: um subtities during the game ON or OFF Default : OFF
SOliﬁd Output: select mono or stereo output, Default ; Stereo

Volume: Atter the volume of the sound during the game.

v

Hestore‘fjfo‘ Default: Return all oﬁﬁons to‘ their defaultéiaﬁings.

-
—
m
[
B>
=
m
w
o
=
m
m
=




o AD AND SAVE

- e

_Here you can save your game gnd photo data.

Save Screen

Pressing the € button in front of 4 red fantern’(Save Paint) during the
game will take you fo the Save Screen. : ;

Save the game in progress.
Use' the left"analag stick: (directional
huttons) to select the data you wish to
overwrite, and press the € button o7
save the game.

You'can save up to 5 games on a
single -memary < card  (8MB)  (for:
 PlayStation®2) i

* A memory card (8MB) (fok f’ia_ySlatinn@Z} willi at least 250KB of

free space is required in order to save game data.
Please start the game/with & memary’ card” (BMB) (Tor
PlayStation®2) inserted inta MEMORY CARD slot 1.

Save the photos you: have taken during the game
onto.a memary card (8MB) (for PlayStation®2).
Photos are saved in @ special file called Album
Data. P : ‘

Each Album: Data file ¢an fold up fo 16 photos,
and & single  memory card (BMB) (for
PlayStation®2) can hold up fo 5 Album Datd.

* A memory.card (BMB) Lft;r PlayStation@2) with 970KB of free space for each
Alhum Data file that you_wish to save is required.
Albunm Data can be saved to either MEMORY CARD slot 1 or MEMORY CARD
slot 2,

Saving Photos

-

1 Select [Album] at a Save Point.

2 The-album screen will appear. At the top.of the
SGreen are your current game photos, and at the
bottom are the spaces in the album data for photas
to be inserted. ;

Use the L1 and L2 butions to move the cursor
between these two areas.

if you want to-add to-a previous saved album, before copying any photos
across press the C) button in the fower half of the screen to open the menu,
select [Load]; and then the Album Data that you wish to use. /

3 In-the upper half, use the left analog stick
{directional buttons) to sefect the phota you wish to
save, and when the menu opens selest [Copyl-to
move the photo to the fower half.

4 Opening the menu on the lower half and selecting
[Save] will save your Album Data.

Return to Game

Leave the Save screen and retum to the game.

JAVS aNY av01




Loading Game Data

Selectingthe {Load Game] option from the title.
screen menu will take you to the load screen.
Select the MEMORY CARD slot that you. wish toz
load from, and then: use the feft analog sfick
{directional buttons) to select the data yoy wish tu
continue; and press the & button to confirm.

Save Data Information

£

“FileNo. ¢ Clear Np. . - Snapshot
The save data's file number. The number of times the game: A ghoto of the location in which
1% been cleared on that file: the game was saved,

“Chapter . . . Location : Play Time
The chapier in which the game The name of the location .in The léngth .of time for which
Was saved. - which the gsrrfe was saved. that file has been played.

Album Mode

Selecting the: [Album] uptlon from the title screen
menu will take you into the album mode.

Here, as well ag viewing your saved photos, you
can move and capy them among numerous Album
Data files.

FATAL FRATE I

o

Copying Photos

1 When you first enter aloum mode, the screen will be
split intotwo separate Album Data areas, both/of °
-which will start empty.
Use the L1 and L2 biuttons to moge the cursor
between these two areas.

2 “Use the - button fo open the:menu in each drea, and
select [Load] and then an “Album Daia" 1o load into
that area.
1f you wish to create a completely new Album Data
file, only load an albuim into one area and leave the
other one empty.

3 Use the left analog stick (directional buttons) to select the photo you wish to
- copy, and then. select [Copy] from the menu,
If you select a photo from the top area then you can copy it to the bottom; or
selecta photo from the bottom area and copy:it into the top.

4 You caﬁ save the Album Data in each area by opening the menu there and
selecting TS'zwe}.-- e v e

*1f you WISh to save the data i in bathr areas then you must open the menu and
select [Saue] in hoth areas, rather than in just one of them. ~

JAYS ANY aV01




7 . Functions to Power Up
< _ A Y I N G A D V I c E i Improve the basic functions of the camera. A fixed

amount of Holnts is' required to upcrade’ each
2 . o level, A :

Here is-some helpful advice for,those who are a little stuck, ar-who want o - & Range: “Increases the size - of | the

understand the game better. : : ~ camera's Capture Circle.
Accumutation: Increases the number of stacked spirit power you can have, and thus

N the maximum number of uses of Power-Up Lenses,
Powerin g U P X Sensitivity: - ‘Increases the camera's sensitivity to ghosts {= damage), as well as
1 increasing its range.

Using Spirit Orbs and points on the camera will power it up. 3 4 5 :

Take a look at the power up items you will find during the game, and the &

LA finctions s Cap DRTONCER ¢ 1 You will obtain these special Lenses as the game
» : progresses.

Items Flequired to Powér Up : m There- are- various types; and: by equipping and
{l

then using themrthey will affect ghosts in various

ways: However, they require stocked spirit power
Using a Spirit Orb, which ‘you. will

) in order to be used. S

i The amount of spirit:power reguired depends on -~ Power-
come across during the game, will E
raise the maximum potential level of

the type of Lens.
the camera.

5 -allow you fo.s
3 owy, or 10 ‘cduse
* massive damage

X Power-Up Lenses, just like the camera's: basic
functions, require Spirit Orbs and points ta be powered up.

Slow: Photographing ‘@ ghost with this Lens equipped will reduce its speed for

5 g ~a short time. :
* Even i you have enough points, you cannot raise a level without & Blast: ‘Allows you to take a powerful photo that will push a ghost away. Using this
having first used the corresponding number of Spirit Orbs. - = . Lens in conjunction with a shutter chance will cause even more damage.

i J

The function of these parts Is added to the camera just by picking‘lhem up. The effect

- Points are earned by photographing/
S g of each is represented by a single Kanji (Japanese) character.

ghosts.
The better you photograph, the more
points you will receive.

Indicator - Tﬁe flashing of a red lamp will -alert you to a Fatal Frame, that vital instant
hidden within a shutter chance.

Equipped Functions

The functions of these parts can be added 1o the camera by equipping them. The effect
of each is represented by a single letter. You can remove them‘again-after equipping
them. & s s

The. b
themo

Maasure - Wiﬂi'this ‘equipped you will be able to-see the health points of ghosts.

¥ % - 3
L] $ : g 3 : (]
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The following is an explanation for fighting ghosts.
First, take a look at the basics of camera combat.

"Advanceéed Strategy

1 Find a Ghost

The filament will react strungesi if a ghost: -

is in frant of Mio. Use the reaction of the
fifament o locate ghosts. *

You will also hear any noises made by the
ghost coming from the' direction in which
they are in, sg you can also use sound to
locate a ghost.

2 Observe
When you find a ghost, first watch its

movements. carefully,. looking for " the .

moment in which the Ghost Wave Gauge is
highest.

3 Aim for a Shutter Chance

A shutter:chance is when the Ghost Wave
Gauge turns red. Taking & photo now will
have the added ef\‘ect of pushlng the ghost
back.

4 Take Photo :
Then, you just need to take a photo!
A clean, well-timed photo will damage the
ghost.

near'

When the Ghost Wave Bauge turns red,
. shufter ehance! o

5 Lower :he'camefé and Run

If a ghost gets closa to you while you are:still in Viewfinder
Mode, you will quickly be overwlielmed.

When a ghost gets too close, the controller will vibrate
strongly, Lok for an ppening; lower the camera-and quickly

put some distance between you and the ghdst. This will help

you to avom taklng damage

6 tse PaweH!p Lenses

Put the vmuus features of the Power Up Lenses to good lise.

SlDW {Snme ghustt@gamst whlch
Slow is effective] :

* Ghosts: with tricky - movement

patterns, or that'move qmckly

* Ghosts on. which: you: just J;an_’t '

seem to get a shutter chance.

[Effect] Slows down the ghost's move-
ments and makes it easier to keep
them in the wewﬁnder Also, lengthens
the ghost's shutter chance time by the

same amount that they have: been

slowed, making a shutter chance
aasier to snap.

7 Aim for the Fatal Frame

During shutter chance, the red lamp will sometlmes come on.
[his ingtant is known as the Fatal Frame.

Ihe timing of the Fatal Frame is different for pach ghost. For
some, it only comes after they have missed an attack. = -

Blast = [Some ghosts against
- whichBlast is effective] .

. = When surrounded by numerous
ghosts.

ghosts, Blast can help create an
estape route if you are surraunded.
Also; if used in conjunction with a

shutter. chance you can cause:even

more damage. This is great for dealing
quickly with an enemy that has high HP.

If you take a phet& during this instant, the ghost will be
severely knacked back and you wifl receive a Iarge numbier of

points.

Also, -as_they-are bemg hlt batkwards you may find the
chance for a further Fatal Frame! A certain Power-Up Lens

will make -ﬂ.'l_ls -Ihstaﬁ_t ‘Basier fﬁ PO,

8 When arahﬁed by 2 Ghost

fa ghnst gels hnl:iiai you, wrigole the feft analng stick as fast as you can. This will
shake the ghost off fas&r and reduce the damage thqt you receive, i

© = Against powerful enemies with high °
“He
# [Effect] With the ability to-knack back
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ACTERS AND ITEMS

i

An intreduction to the characters and items that appear during the game.

Character Introductions

Miﬁ Amakura

The mam character =

that injured - Mayis wnen h
ware children. e
. By taking her hand, she can
) snmatimes seethe R
* “inbelievable® scenery that

tier. sister dnﬂs but pverall

the paranorimal as Mayu::

. tothe paranormal. she has. it
* resistance to it, and is: nﬂen
» used by ghnsm as a medium.

Mayu Amakura

Mot sieter

Feli from a mﬁun’(ain path when
plaaymg with Mo as a_ehﬂd S

. feaving her Jegs weak,
- Dueto this, she rarely runs,

Nﬂmugn she is very sensitive "
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ltems art{'hiquen in miln_y places: As well as-those in plain sight, search cupboards,
desks, and ahywhere that laoks stispicious! ! s

& S

An;_old camera that you will find during the
game.

It has the power to display the "impossi-
ble," and capture the lingering thoughts of
ghosts or seal them away. -

As well as being used to-fight ghosts, it will
also -help you find hints to aid your
B - progress. ..+

S

A slightly more éffective

*fn old film, ils-;surfag:ﬂ :
is weakened and it has film than the Type-07.

low effectiveness against Has a limit <an the

‘ghosts. Howeaver, it will

number of times it can

‘never fn out, no matter
~how much it's used.

Heral Medicine
0Old pills. 3

Using them will recover
a [ittle health.

XY This stone gives off a
strange light
1f you should die while

A your ﬂft-g just once.

‘holding it it will save .

be used.

Sacred Water

Purifying water,
Using it will restore your
health te the maximum.

¥

- Spirit Stone Radio
sEsseass ‘A radio that can hear

B the voices of various
ghosts.
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