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WARNING: READ BEFORE USING YOUR PLAYSTATION®2
COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to certain
patterns or backgrounds on a television screen or while playing video games,
including games played on the PlayStation 2 console, may induce an epileptic
seizure in these individuals. Certain conditions may induce previously
undetected epileptic symptoms even in persons who have no history of prior

seizures or epilepsy. If you, or anyone in your family, has an epileptic condition,

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

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

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

USE OF UNAUTHORIZED PRODUCT:

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

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

* This disc 1s intended for use only with PlayStation 2 consoles with the
NTSC U/C designation.

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

Be sure to take an occasional rest break during extended play.
Keep this compact disc clean. Always hold the disc by the edges and

keep It In its protective case when not in use. Clean the disc with a lint-

free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.

Do not leave it in direct sunlight or near a radiator or other source of heat.
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Sa%ur PlayStation®2 computer entertainment system according to the

instructions in its Instruction Manual. Make sure the MAIN POWER switch

(located on the back of the console) is turned ON. Press the RESET button.
When the power indicator lights up, press the OPEN button and the disc fray

will open. Place the Rule Of Rose disc on the disc tray with the label side

facing up. Press the OPEN button again and the dise-tray will close. Attach

game controllers and other peripherals, as appropriate. Follow on-screen

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

Memory Card (8MB)(for PlayStation®2)

To save game settings and progress, insert a memory card (8MB)

(for PlayStation®2) into MEMORY CARD slot 1 of your PlayStation®2
system. You can load saved game data from the same memory card or any
memory card (8MB)(for PlayStation®2) containing previously saved games.

When the opening movie ends, press the START button 1o view the Main Menu Screen.

New Game —> Select this option to start from the beginning of the game.

Load Game ~> Insert a memory card (8MB)(for PlayStation®2) into MEMORY
- CARD slet 1 and select this option-if-you want to resume from

a previous save. See P24 for more information on saving.
Qmiﬂn -ar Selecting this option will allow you to adjust the game’s settings.
Sound —> You can choose between “Stereo” and “Monaural”

BGM anume —> Here, you can set the volume of the bad<ground music.
SE Volume —> This option will let you adjust the volume of the sound eﬂBm

Brightness —> Here, you can set the screen brightness.

Noir Filter —> Here, you can adjust the graininess of the dlsplay
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Vibration —> This option allows you to turn the vibration function on/aﬁ




L1 buttun

directional
buttons
| — /\ button
- left analog stick "
(L3 button when pushed down) O __button
SELECT button X button
ANALOG mode button [] button
START button

right analog stick

(R3 button when pushed down)

O button

X buttc:rn

FAY butmn

button

R1 buttun

L2 button
I‘ R2 button

SELECT button

y left analog stick

B START button

ANALOG mode
button

Game Controls
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Select Item/Move (run)

Cancel, Come (command for the dﬂgJIC!mse Menu/Map

Cﬂnﬂrm Check Operate, Talk, Attack {Whrle holding the R1 [:}utln:::n}

Go/Find (command for the dog)

Stay (command for the doqg)

Reload (with revolver equipped)
Attack Stance

Change Camera Angle

Change Camera Angle

Open/Close Map
Move, Walk (tilt haifway] Run (tilt all the way)

Start Game/Open MEHUKCIGSE Menu

*i’

~ ANALOG mode cannot be turned on/off; it will always be on D T‘

(the mode mdtcamr will be on). For vibration settmgs 5ee P2.
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1930s England
Jennifer wanders unknowingly into an upside down world
a society not governed by rational adults, but misguided children.
Innocence can be the mindspring from which absurd rules
and cruel behaviors are born, as poor Jennifer soon discovers.
Having sworn to a pact by the red rose,
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the girls stray deeper and deeper into the realm
of the unthinkable...

"Welcome to our society..."
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_Whi'le riding on a bus down a moonlit country road, S
Jennifer encounters a mysterious boy. ‘ y
He gets off the bus right after handing her a storybook.
Jennifer gets off too, | f
but not knowing where she-is,

decides to follow the boy. _
Soon, she finds herself standing before an old,
lonely-looking mansion. g
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What was the boy trying to tell her?
Why did he give her a storybook
called The Little Princess?

To discover the answer _ﬁ" hese questions,
Jennifer enters the at andoned building...

ally, she finds"8 dog named Brown,
tirns out to be a loyal companion.
_t 9he deesn‘t uﬂ’erstand is

{ ected toward her by

%lha athe; ch dren.

*Wher{am 7" “Am 1.




Jennifer —
The Timid Girl

The main character of the game. An unlucky;,

helpless, and timid girl who's dragged into an
_alarming world. She’s doomed to face
unimaginable hardship with her companion
Brown. To find a way out of this nightmare,
she’s forced to obey the ridiculous rules of
the Aristocrats of the Red Crayon.

Bl'ollln ~ The Loyal Dog \

Jennifer's loyal companion.
After being rescued by her in the airship,
he'll obey her every command.
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The Aristocrats of the Red Crayon

The “Aristocrats of the Red Crayon” is the name of the girls’ make-believe society,
bound by the rules they've created. Monthly tributes are demanded, and if the
rules are defied, punishment will follow.

@ DA

D'ﬂnﬂ —
The Proud Leader

Leader of the Aristocrats of the Red Crayon,
she’s strong-willed, selfish, and most of all,
proud. She absnlutely hates grown-ups.

A

NS, WY e Intellectual’
She holtts tha sacﬂnd spot in the peckmg
“order. Intelligent, but inflexible, she considers

herself faultless and carries her notebook
with her everywhere. She invented numerous

devices for the airship.

Eleanor—
The Quiet One .

She is ranked No. 3 in the Aristocrats of the Red
Crayon. Nobody knows what’s on her mind,
because she’s so distant and cold. She carriesa '
bird cage in anticipation of finding a bird that will

bring her happiness.
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Wendy ~» v
The Kindhearted Girl

~ Though not very healthy, she is a kind and
admirable girl who takes care of the rabbits.
She’s the only one who's friendly to Jennifer.

.

ﬂll'lﬂl]da ~2> The Follower

Until Jennifer showed up, she was the
lowest ranked one in the children’s society.
She’s so happy not to be at the bottom
anymore that she works really hard to fulfill
her monthly tribute and maintain her new rank.
Her daily chores include sewing rags with a
sewing machine that has no thread.

i |

The Mysterious Man

He often checks on Jennifer and
the other children, but his intentions
are unknown. T'he children simply
think of him as the man who gives
them treats.
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Jennifer will meet various Kinds of enemies.
It is not always wise to fight them; sometimes,
it's better to just run away.
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The Horrible Imp

| ret,
This is the imp the children talk about IN S:i-s
and it's the first enemy Jennifer encounters.

‘ Watch out, because it will cling to her and
r not let go. It appears in every chapter.
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The Goat Imp

It lurches towards Jennifer in a
peculiar way,
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These are the locations making up the mysterious world
Jennifer is stranded in. " .
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The Orphanage —

The story begins at this mansion,
where Jennifer winds up when she
follows the boy she met on the bus.

<~ Ghost Rirship

Jénnifer is brought to the airship, which
drifts high in the sky. She experiences
many weird-things there.
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The following actions are available to

. Jennifer. Be sure to familiarize yourself R ey o
= with them before beginning the game. |

You can make Jennifer walk by tilting
the left analog stick haliway. By using
the directional buttons or titling the
left analog-stiek-al the way, you can
make her run,

X button —> Inspecit/Operate/Talk

LIk B By pressing the X button, youcan

' inspect or operate various things.in
your surroundings. This button is also
used to talk to someone, go up or
down atadder, and to open doors.

left analog stick ~> Shake

When an enemy grabs-hold of
Jennifer, move the left analog stick
quickly back and forth to free her.




R1 button —> Attack Stance

Press and hold the R1 button to have
Jennifer assume an attack position.
Fress the directional buttons or tilt the
left analog stick while holding the R1 button
to make Jennifer strafe. She cannot run
in this position.

R1 button / X button —> Attack

While holding the R1 button (staying in
the attack position), press the X bhutton
o attack. The attack will vary depending
on the weapon being used,

L1 button —> Reload

You can only reload when Jennifer has
both a revolver and bullets.

L2 / R2 button —> Change Camera Angle

Occasionally, Jennifer or BroWn may have a blind spot that you wish to eliminate.
In a situation like t¥s; change camera angles for a better view

Note: there are'some places where this cannot be done.
G W 4 b“é/f
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You can put Brown to work once he becomes
your companion. He’'ll obey the following orders.

Press the A button to have Brown
find a particular item (see pages 18-
19 for more details). This command
can be given even in the attack
position. If no item i1s selected, then
Brown will go find the nearest treats.

i/

O button —> Come

Press the O button to call Brown.
He'll return to Jennifer right away.
This command can, also be given
from the attack position.

button — Stay

Press the button to make Brown
stay. This is useful when Brown is
walking too fast, or if you don't want
to lose him. This command can also
be issued from the attack position.
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/\ button —> Threat

Press the A button to make Brown bark
at the nearest enemy. It will halt most,
but not all, enemies for a few seconds.

O button —>» Pet/Hug

Press the O button when Jennifer is
near Brown to have her pet and hug
him. This command can also be issued
from the attack position.

Items that will Restore Brown’s Health —>

o

D

Drumstick Bacon

There are other items as well.



When Brown is ordéeréd to find something, he'll ,
track it down using his keen sense of smell.

=
Select an ltem ~—> | P

Open up the Item Menu by pressing the
START button and place the cursor on an item
you would like Brown to smell.

V

Note the Target ltems ~> J

€ € €~ € ‘l(
If a list is displayed in the lower left-hand
corner of the screen, then Brown can track
down one-or more related items.
Note: not all items can be used with the
“Find’ command.

Y
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Begin the Search ~>

Press the X button once to confirm
your choice, and again while “Find"
IS highlighted to select that item.

-~ I/
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Follow Brown > o

Back an the game screen, press the A
button to make Brown go find the item. If
he doesn't go, then either there iIs no
item for him to sniff, or the target is too
far away. Try the command in a different
location and you may have better luck.

Find the Right Spot —»

When Brown reaches the item, he'll bark on the spot.
Keep in mind that some items won't be visible until
he's tracked them down.

Retrieve the Iltem —>

Press the X button to pick up
the item.

V
y

J




_“'1‘_ - : ¥
i - .-_

Many interesting and surprising events await Jennifer.
They can be triggered by talking to certain characters,
arriving at particular locations, etc.
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The contents of conversations will vary. -~
Talk to characters repeatedly to receive new clues.
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Jennifer will confront lots of enemies in the game.

Run, fight, or cooperate with Brown in order to survive;
do whatever it takes to persevere!

e

| 3

To attack, press the X button while holding down the R1 r F
button. But remember, Jennifer is a frail girl. It's not wise
to get into a fight without a weapon. Also, she'll move
significantly slower once she's been hurt, and her
physical strength will be reduced.
If Brown takes too much damage,
he won't be able to find items.
When this happens, give him a
restorative item. Remember, the
“Find” command will take priority
over threatening the enemy. If you
want Brown'’s help in battle, go
» back to the Menu Screen and
undo the “Find” command first.
Then, return to the game screen
) and press the A button.
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Various weapons will be available to you in the
game. [0 change which one you are using, go to
the Item Menu and select “Equip” or “Bemove.” .

Dessert Fork —

The first weapon Jennifer
will find. Unfortunately, it's
not. much better than
fighting with bare hands.

Paring Knife -~
Better than the dessert

fork, but still not very
effective In a fight.

Steel Pipe ~>

This weapon will enable
Jenniter to attack more
effectively with greater
range.

Revolver ~>»

This is the most powerful
weapon, and it's also good
for attacking from a
distance. You can reload it
by pressing the L1 button.
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Press the X button to talk to the Bucket Knight and save
your progress. He'll also give you useful hints and tips.
There are several locations where you can talk to him.

. T R o ERE.. T 000 TEER. 00 T T

Saving ~> Ask for Clueﬁ-—ar

Go to the Save Menu and insert a The Bucket Knight-can also give you
memory card (8MB)(for PlayStation®2)... clues about the game. These clues
with at least 237KB of free space will vary based on your progress.

into MEMORY CARD slot 1.

The maximum number of save files .

that can be created is 12, Save files LOﬂdIl‘lg 3

are differentiated by chapter and To load a previously saved game,
play time. select “Load” from the Title Screen.
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This screen indicates the current position of Jennifer. -

If Brown is with her, his location will be indicated too.
Each new area will require a new map.

Once you find a map for an area, you can view
it at any time by pressing the SELECT button.

Map Controls

directional buttons/

left analog stick

Scroll Map

L1/R1 button

Change Floors
A button
Center the Screen on SELECT button/
Jennifer O bUttﬁn
Zoom In/Out SELECT . "

Close Map Menu =

Pop 9

\ ° 95 9
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Press the START button to open the Item Menu.
Here, you can equip and use the items you've
acquired.

(1) Chapter

Jennifer's Life Meter, as well as Brown's. An icon will indicaté Brown’s status,
If he takes a lot of damage, he won't be able to move or find items. When this
happens, make sure you give him restorative items.

(3) Find Targets. See pages 18-19 for further details.
@ Item selection. The selected item’s name is listed below the chart.

(5) An equipped item ’
Action Menu

Find/Remove - .-+ Select or remove an item for Brown to sniff.

Use sovvvsven-. Use the selected item.
Equip =s-ssrss- Equip-the selected item. - — ——
LOOK s =+ v a-vesn View & larger picture of the selected item along with

a description.

Drop »» s sveenn -« [iscard the selected item, It will be stored in the Rubbish
Bin where it can be recovered later.,

@ Bropped storybooks and diaries can still be read by selecting "Eile.” :

— = == == _— e .
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Rubbish Bins are located in certain places. When
standing next to one, press the X button to open the
Stock Menu. The items you've thrown away are
stored inside. You can add or remove items, and the
changes will be reflected at any Rubbish Bin.

All #ecveveenvecenns. All tems will be displayed.

FOOO = ssvevssennvns Only restorative items for Jennifer will be shown.

EQUIP scsrrerennees Items that can be equipped will be listed.

Dog »-reevvvacnnn. Restorative items for Brown will be displayed.

Key «sssvsresnnnnas A list of keys can be viewed.

Filg sonevevrnvrnnen Storybooks and diaries will be shown.

Bl s an ey s s All other items will be listed./ )

. B\
Find Target s v e s v o v ltems related to the selected iterni'wﬂl be shown.




There are various kinds of items in the game.
Selecting the right item at the right time and place
can advance the story.

BiscuitTin —> (Find Target)
You can gel some biscuits by Biscuit
finding this. ’ ?‘;?,??
Biscuits —>» (Find Target)
These will restore Jennifer's el

physical strength.
There are other restoration
tems as well.

One-Leaf Key —>
The key to the One-Leaf Door.

Storybooks ~>

These are said to be written

by Stray Dog. You'll. get one in
each chapter of the game. |
They're really strange, because
they seem to describe the
events accurring around Jennifer.
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There will be times when you're unable to proceed
in the game no matter what you do-Use these

“++23 - -hints to help you.

| just don’t know what to do. ~>

Talk to the Bucket Knight or look at
your storybooks for clues,

When you are lost, his hints should
prove helpful, and the storybooks
you acquire may also show you
what needs to be done.

( | %.

| can’t go any further. —>

Are you sure you've found all the items you need?
Think-about the situation and-any unanswered
mysteries. Make Brown track down any unfound
items. Thc:rse items may lead you in a new direction.
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| can’t open certain doors. —»

Some doors can't be opened, and others
can only be opened with keys. Also, some
doors can only be opened at certain times.

| threw away an item | need. —»

Dropped items aren't completely lost; theyre
stored in a Rubbish Bin. You can always go
to a Rubbish Bin to get them back. The
number of items that Jenniter can carry is
limited, so drop any unwanted items. Any
storybooks or diaries you drop can be
viewed at any time by selecting “File” from
the ltem Menu.

| can’t defeat certain enemies. ~>»

You don’t have to fight every enemy you
encounter. Sometimes, it's better to run from
them, because if Jennifer takes too much
damage, her movement will be slowed.

Brown can’t reach the target item. —>

Sometimes, Brown follows the scent of an
item and runs into something blocking his
path such as a wall or closed door.

When this happens, refer to the map, take a
detour, and try again.
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LIMITED WARRANTY

ATLUS warrants the original purchaser of this ATLUS product that the
medium on which this software program is recorded is free from defects
In materials and workmanship.

ATLUS, at its sole option, will refund, repair or replace at no charge any
defective ATLUS products within ninety (90) days of purchase with proof
of purchase date, so long as the defect is not caused by misuse and
neglect of the purchaser. EXCEPT FOR THE FOREGOING LIMITED
WARRANTY, ALL EXPRESS, IMPLIED AND STATUTORY WARRANTIES,
INCLUDING WARRANTIES OF MERCHANTABILITY, FITNESS FOR A
PARTICULAR PURPOSE AND NON-INFRINGEMENT OF PROPRIETARY
RIGHTS, ARE EXPRESSLY DISCLAIMED. ATLUS SHALL NOT BE
LIABLE FOR ANY DIRECT, INDIRECT, INCIDENTAL, CONSEQUENTIAL
OR OTHER DAMAGES, EVEN IF DAMAGES RESULT FROM THE USE OF
ATLUS PRODUCTS IN ACCORDANCE WITH ATLUS manual instructions.
In some jurisdictions, some of the foregoing warranty disclaimers or
damage limitations may not apply.

You must call (949) 788-0353 to receive instructions to obtain
repair/replacement services.

Repair/Service After Expiration of Warranty

It your ATLUS product requires repair after expiration of the 90-day
Limited Warranty Period, you, may contact the Customer Service
Department at the number listed above. You will be advised of the
estimated cost of repair and the shipping instructions.

ATLUS Customer Service Department/Technical Support Line

(949) 788-0353

Call this number for help in installing or operating our products or for
general product questions. Representatives are available Monday - Friday,
9:00 am to 5:30 pm Pacific Time.
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