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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

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 game 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,
l0ss 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 game 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 UNOFFICIAL PRODUCT:

The use of unofficial products and peripherials may damage your PlayStation game console and
invalidate your console warranty.

HANDLING YOUR PLAYSTATION DISC:

* This compact disc is intended for use only with the PlayStation game console.

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

* Do not leave it in direct sunlight or near a radiator or other source of heat.

* 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.
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ha is reality...?

~ Reality is just a series of events and players acting out

what you believe is real.
When we accept that fact, then our world becomes “reality.”

Now. entertain this thought...and imagine this reality..

Where darkness covered the land...

was devastated... "
Where you watched your best friend die in front of you...

Now, imagine if 1t never happened,

What is reality, besides a mirror of our thoughts
and expectations?

But, what if this reality was not a mirror of us,
but another reahity on the Other Side.

What if you started remembering things that had happened
n that reality, but not yours?

Déja vu, if you will. Now, what if you met
someone from that reality? -

What if the two started to mix and the'holl'nﬁ[-.ies
began to erumble? )

Would you be prepared to look thrmmh Ih&.!mrrnf?

Th‘IS story deals with just sueh an m}ent A boy mmﬁﬂ
T'nswa hfw returned from that Otber Side

On theWther Side was an hnne sern}l killer called the Jol

There was a group called the uerade who atulﬂ people’s
hopes andNeeams.
- There was also an 1ncmd1hlqevﬂ famed Nvar]athutep who
; mﬂmpu’l’ltem R
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~ Tatsuya and his friends Jun, Eikichi, Lisa, and Maya
fought against these evils. Sadly, at the end of this
struggle, one of Tatsuya's friends lost their hife...

A bargain was struck with Philemon, a deity of
immense power, to resurrect the one who had fallen.

But, such things come at a heavy price and in
exchange the group had to give up all their memories.
For the sake of their friend, everyone agreed...

or s0 they thought.

At the time of the resurrection, reality was essentially
resetl. Forever locked away i another side, as if it

was the backside of a mirror. However, Tatsuya
committed a grievous sin when he refused to forget.
His will was so strong that somehow his memory
remained intact after the reset.

When Tatsuya broke the deal, he caused a paradox n

a world of eternal punishment came into existence.

Tatsuya will learn that few things have changed, and
history has a horrible habit of repeating itself...

this new reality. So, from such an innocent sin as this,




Enter Maya Amano, an up and cummg Edﬁéﬁ pdlnﬂql‘
senmagazine. This has been her dream for as long as she can
pher... Everything was going great, until a young man

*Fumshmen t?

e day, she is assigned to collect information on thé rumor _n*": g ; J'I;' | ' n.*:i .ot
of the Joker Curse and their connection to the recent spree of o 99 Q- , e : 4
‘ g . . . . - , '
serial mukders that have rocked the city. Her investigations . .., £ HEgSRR T o~ L

- g

eventually lead her to Seven Sisters High School, and whatlg?
waiting for her is an ambush by the rumored devi 1, &
murderer, Joker, & reunion with the "Deja Vu Boy” who s
her, and the aris)

: of different personalities called Bef
“Remember the 0&&"

..Chasing the shadows of the Joker who disappeared after
leaving these mysterious words behind. Remembering The *
Deja Vu Boy who told you to forget everything, the wheels of
fate begin turning ance again.

Knows everything....
No, doesn’'t know anything..?

What lies at the other end of this tangled weh of memory 1s..
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*Ulala Serizawa *age 24
“Ulala is a priss who enjoys telling
fortunes. She has aiwaw lfaﬂ 7 75
bad luck with men. She has be een
. Maya’s best friend since high
v 4 scimﬂf*They are insepa .
| remain rnummam '“Alﬂmunh sha
is huttempered, h m very _
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rom the Joker
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*Age?? "L
Baofu is a reclusive person
who works as a Tap Buster
and manages a wehpage that yi
collects rumors. "







Right Stick

Directional
Buttons
&4 Button
® Button
) N Button
.+ (®Butten
. . LI Button |
L2 Button )
R1 Button = :_‘E_ _ Directional
GRS L S Area name | _ Buttons
Hﬂ Left Stick | rf'“i‘“_ﬁi ' £ Button
1 STUTE T O Not used ® Burton ncel/Run (+Directiona
PR >\ Button Tunrﬂn )t Automay -
< Jﬁ"!r..ﬁ ®Button ¥ mﬂﬁmmfﬂancaihll
H;‘ JE L1 Button ow
) Diranmnal L2 Button
» Buttons s o Rl Button
DO Select/Enter building/ Talk ' R2 Button
3 OL: "/ Cancel/Run (+Directional Buttons) ' Left Stick
ALTTES Location name . | Right Stick
(8\Button Command Screen/ Cancel All | _
BT Location name
L2 Button Location name
R1 Button Location name
R2 Button Location name
Left Stick Move player symbol

Not used
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' Power Indicator ,
Disc Cover B
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' ‘ MEMORY CARD Slot 2
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'_‘_ | 4#"1‘: ri" . Controller Port 1

e - —
. 10 Controller Port 2 &£
- Set up your PlayStation game console according to the instructions in its Instruction Manual. Make sure the power is off before inserting

or removing a compact disc. Insert the Persona 2: Eternal Punishment disc and close the Disc Cover. Insert game controllers and tum on

e

the PlayStation game console. Follow on-screen instructions to start a game. Select an item by pressing the €9 button.

JlART

Starts a new game.

RESTART

This screen will appear when data is
saved after the game is completed.
Data collected on fusion spells, Demons
and Personas from the first game can be
used in this new game.




w Directional
Buttons

flnputs the aalamd lg;w

5 | Gannul*h -
| ﬁ: es the \nhratmn fumlmht;n OI\: at o © Button ) !Eg Ij ““
"~ This selectionis not available unlessa
L WMDI‘IFK“' analog cnntrnllar is ' 'IL_ L2 Button _Prewam character |

_ R2 Button Next character

‘ START Button Sets cursor to “end”




3 free blocks are needed to
T0 save game data. A waming
258 will appear if there are less

i] gt B than 3 free blocks available,
After selecting a Memory Card  telling you that you will not
slot, the load screen will ~ be able to save your game. To
appear. Then, select the ﬁld‘ to free up space on the Memory
be loaded and press the €3 Card, you will need to delete. .
button. “data from the Memery Card.

i 1 I.
i g o

Lot et becuiss MEOATY

CARD dues ot haos emngdh ofen
blocks (e D blacks per sorw
==t & MEYRY (8K0 with open
hlocks, ot detets umrerezzary data
frogh thi MEYEY CARD scrmet

*Waming' If you select a file that
already contains data, it will be
overwntten. Also, there are certamn
events that occur duning the game when
you won't be able to Save your game.
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From the Iari?re map, each close-up map can be  Select a location in the upper-left window and

accessed. Different locations will hecome press the €9 button. This will take you to the
accessible as the story progresses. close-up map. The names of the locations can
gtll]isplaved by pressing the L1, R1, L2, R2, or
utton.
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Mose-up Map | o5

*will appear when you near it

-
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G (lose-up Map B 3 (lose-up Map

Mtar selectmg a location on The blue symbol represents thef F.xn" will appear if you try g
the large map, a close-up map people who live in that town. leave the map. Pressing the
will ar. On the closeup When you encounter one of button will allow you to return
map, the main characters will them, the option “talk” will to the large map.

be visible as green symbols. appear. You can talk to them
Accessible locations will be by pressing the €3 button.
indicated when you near them,

and can be entered hnpmssma

the button w

a pears The name of the

places can be viewed by

pressing the L1, R1, L2, R2, or

& hutton.




When a character enters a location in the
close-up map, the 3D map will appear. The
character can run by pressing the @ button
while moving with the directional buttons. If
there is a person on the map, you can talk to
them by pressing the €3 button when near
them. The €3 button is also used to examine
suspicious areas.

gy, T B... .r-'z', lmu—-—* :

From the 3D Field map, pressing the @ button
will display an automap. The automap
automatically records your progress through
the map. The L1 and R1 buttons will switch
floors, and the L2 and B2 buttons will zoom in
and out. Pressing the ® button while in a
magnified view will turn the cursor back into
the player character. In a reduced view, the €3
button will magnify the area within the limits
of the cursor. The map can be scrolled quickly
by pressing the ® button with the directional
buttons. To return to the 3D field, press the &
button again.




Character
Statuﬁ '

.[mmnand Menu Money I

Provides a list of helpful commands. Shows the party’s money on hand.
The cnrrency isin Japanese Yen.

Lharacter Status tlapsed Time

Displays each character’'s HP and SP. Displays the total time of game play.

To show more information, refer to
Character Status from the Command Menu.

16




~ Displays the party’s nems. SEIect an lt&l’[[ iy pressing the |
When the selected item is to be used for a spe | €
that character after the item has been chosen. The pages can he|
quickly scrolled through with the L1 and R1 buttons. f

B T i;;*r‘wr "F-
el o

If the @ button is pressed in the Item screen, the menu will cha —

to the Event Items screen. These are obtained from events and can e |

very ll'ﬂ ortant, but are not usable here. A description of the item will §

be disp ?d when the item is hlghhhghtad The pages can be quickly § o7
scrnlled through with the L1 and R1 buttons.
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ne, HP. and SP.

» ) Displays

= . ——

6 Dlsplaﬁﬂcter s level, experience points,

and experience needed for next level.

ns and protective accessories

currently eqilipped by the character.
These affect attack and defense strength.

Strength, affects direct attack strength.

Vitality, affects defense strength and rate of HP
increase B o oD

Technique, affects attack and defense of spells, and the
‘rate of SP increase.

Agility, affects dodging and attack order.

Luck, affects various things.

s

| ﬂ r Effectiveness of physical attacks.

DF Defense against physical attacks.

5” z' ‘ Effectiveness of spell attacks.

SDF [ Resistance to spell attacks.
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a ‘5. changel ent, select the item to be changed with
e €3 bufton. Select tﬁe new item from the list. The

statistic changes from the new item will be displayed. -

Mﬁ‘ the new item hy pressing the €3 button agam

WD W

iuﬁ;ﬁﬂ;[{:-}-.-ﬁﬂimw .
Ak If recommendation is sulected the strongest item for

FK Frost *attack and defense will be equipped automatically.
Ai:ﬂesm:ﬂes are not equipped with the recommendation
comma

The Tarot, Persona, Material, Spell, and Incense cards can be
displayed. After selecting Card List, select the card type to be
examined. For Persona cards, detailed information can be

viewed by pressing the €3 button when the list is displayed. The
ages can be guickly scrolled through with the L1 and Rl
uttons.




A list of Fusion Spells leamed will be
displayed. Select the Fusion Spell to be
examined and its prerequisites will be
displayed. On this screen, the settings for

'mem“nhemmm

o’  p.38 for more information on |
i"- .f-*" | |

St 8 Nevr apell

1 ]
A bty datoel L an ereuy
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Analog Controller (DUALSHOCK) on and off. 2 A O e

Map Rotation * —

The L1, L2 R1 and R2 buttons can be set to the el T e
player’s prefemnm. W Ve e

| g

(ursor Memory B

Toggles this feature on and off. When on, the
cursor will default to the last used command on

a menu.

Wallpaper Setting

Selects backgrounds for message windows and
menus.




w it | 2H Slash
Huzunoha Agency
Aosa [andida gatomi Tadashi
Latten Sushi Haori
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SO i Masn TV

Position your character in front of the employee or the counter, and press the -
&3 button. Select Sell from the Shop Command menu that appears. N s

“ieretts YN
w ks
R Gloy
“HE s fay

e G

A list of items will be displayed. Select from the items with the up and down
directional buttons and the gquantity with the left and right directional buttons.
Press the €9 button to confirm your sale.

The pages can be guickly scrolled through with the L1 and R1 buttons.
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... Others
Places other than the nnas introduced, such as the Kuzunoha Detective Agency (refer to p.25) and the Velvet

Room (refer to p. 26) will appear. As the game progresses, places that modify weapons and protection will
become available, as wlll places that affect encounter rate and contacts.
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Sumaru City, whm the atuﬁr takes place, is in the
midst of lﬁnﬁ 18 very stmnnﬁhappm Rumors have
this habit of coming true. There are many types of

ou’'ve come to know. manipulation of
ave a dramatic eﬂec!mreaﬁtym

1 Spreading Rumors

rumors that will change the fabric of the city that _ B
se rumors |

3=

. o W .
First, look for rumors that you want to spread. The -
rumormongers are the origin of ramors. When you
talk to them, they will mention new rumors in

exchange for the rumors that you know. Be aware

that some rumors may sound similar, hut may
differ ever so slighty.

.

c Spreading Rumors

After an original rumor is obtained, go to the
Kuzunoha Detective Agency on Aoba Drive and
request to have the rumor spread. A list of rumors
will appear while talking to Chief Todoroki. Select
the rumor to be spread by pressing the €3 button.
Next, select the details of the rumor and pay the
fee for your request. This rumor will spread
through town and become reality.

Kumarmonger Chunky

[ | - -
CITMMIM. SUre

Would You tall me Your stary :
T0U have to give me a {resh one though

Chief Todoroki

. AT
50 You're here

What do You need todaVv?

' Some rumors are only slightly different.

70 ﬁ Think of what's really necessary to spread rumors.

l'-'-.
i &

yeares
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JVelvet Room fﬁﬂ!fm ;t“ '

She is a singer who has shut out all A pianist who had his eyes sealed
worldly sounds in order to sing a shut so he can play music that
song that mnthas the hearts of the opens up the hearts of the Persona
- N On spe ee  Persona users. e users.
8- Tarott:ards andtumﬂmmmtnany L -
tarot card you wish. (LT

n S

A medium who uses tarot cards to
summon the Persona fmm deep
within the hearts of his su jects.

He is a mysterious man w nut

a past, who seems to be

servant to someone. -
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mmﬂal [ afﬂ A card necessary to sumnmn special Pﬂnna

Spell [ard | Pcardused while summoning that allows the Persona to

learn a new spell.

Iﬂ[EﬂSE [ ard IA’E':I‘:::I :saegt :::l;:lemsumuwmng that increases the

When negotiating with a contracted demon, a special card called a Free Tarot is received along
with the regular tarot card. When given to the Demon Artist, he will paint whatever card you
want. Some tarot cards can only be acquired in this way.




. Summorting 1
T g Personas
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Depending on the Persona, the type and quantity of tarot cards necessary |
will differ. Try to collect the appropnate tarot cards for the desired Persona, |

from tha list. The Persnna names in ?ray
b v oyt er the main character's level is too
: “?" 'walmadyheanwmnmd Some Pe

s, e =il
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Next, select the Spell and Incense Cards to bhe used. To summon certain
Personas, a unique, specific Material Card is required. Spell and Incense Cards
are not raqulmd to summon Personas. -

A new Persona is summoned after Igor performs a séance. A summoned
Persona turns into a Persona Card and goes into the party's inventory. Aside
from the party’s inventory, Igor has the ability to store up to 24 Personas. If
there are no available spaces, summoning will not be available.
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i Summnnmg

The Persona can be activated from the Persona chan Press the @
button in the individual data to bring up the Persona I:ha men Select a
Persona to be activated from the list of Personas.

'

Once a Persona has been activated, it can be invoked at ann time during battle

(refer to p.35). If you have a Persona Card, the Persona to be activated can he
changed.
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. Persona ~
£FSOagy s

fatus can be soen from the

status i ;'._ _ B Change . and ana # |
A .f‘-"-'*":". “f,, ;ﬂ.‘ ,..‘f:ﬁ.
e e e o
4@* - - ) " Status Persona
Fersana Status Em =2 m 53 %

MG 31 ren 1 24 S 67 | B

— - ___
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= |

™

0 Persona rank and réquiraments for next rank
o Bonus at next level
ePemna 's Arcana 0 Persona’'s defense compatibility

€ sP needed to invoke () Persona’s statistics

ePersona's level @Spell inventory, personality/comments section



Effects of hﬂttiuaﬁnn % T
| ""* I-':?,.:.:_ et J‘T\*ﬁwfﬁ“w QF“ L ’ | 17 R . ——

| Inuoksing a Persona |
Once a Persona is invoked, sng spell used will expend

the same amount of SP. value is set for each
Persona and will not change with level or rank.

This may differ depending on their compatibility with
the character.

i P |
Faynhiht G ,'.J" g ln‘ ol
| ' SiauUNa. I_Ef_,- ;J.:: '-*-t—'-,:;:ﬂ!'ﬁ--#-w. “- 'f"'—.*-.‘ nange s .,t!.]._h_.:. | |_' . 1hey are UGI{LJ Fl
S e SR AT [RP L GRS T Do Py S, L i o o=t Sy e h..-_ﬁ'{u. .-_,-1."3", ' Tie )
their st '“HEM";%H? . that are added to t tatisti Weak vs WA
L i, A 2 :
)~ CIRE vuniipgalion

ampa tibilty with Fersana

 and M?@mm should be com

When incompatible, the SP cost of i
Persona increases, in some cases it is not avan

possible to activate them. Conversely, the SP cost of
mvoking a Persona decreases when they're
compatible.

When compatibility is high, the Persona may exhibit
special powers.
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{ More tarot cards can he gained by
¥ contacting higher-level demons.
Many cards are needed in order to
summon higher-level Personas.
e e e TR ol
Select a card

Tarut/Requitred for sumstioning
Priestess-LyYDe Personas ' : ‘
lfi . 2 o A small bor 3 SR ." B“ fmmﬂpmm '
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Encoun,“ters

I I. ,'-.-.i: *Mtf “Ll - . " m l..l. "]i“ ’ﬁ
L__ ‘1 I;".Ii:.‘..'ﬂ;Jl _h‘.h ”E—
Streen Eunlanatmn F o SEIEf:t actmn
3 SRR 3¢ Battle
aiigid B | Strategy %
. [:GT."’I’&Ct N &‘
Anaiyze "; |
Config ‘
Ketreat

"fL"_ 1

(o Hattle [ommands

Y w‘ﬁhlurmcttham ISINC
' #w mmndt. Select theﬂdwre

Tji;meu | Startshatﬂewit'ht.l;;setsﬁim”i": o g —
. ——— Battle Field '-

gtrategy | Sets each character’s battle action =

“Maya | wiala [Ratsuya | Baofu
= S S e S
= 22 sG] ss] NG e

*

’ N Tll:;s lstwhera the p arl"’and :I';Ia-mrm“::;i fight. Tﬂe
[lantarct Begins negotiating with demons. .:m':ﬁn?fim' mﬂ":.n«.&';“e O T
Analyze Examines the encountered demon’s data. _

: Party 5tatus
{onfig Adjusts the game environment.

This box displays each character’s current HP

and SP. This box will also provide messages
Retreat Flees from hattle. e ol 4
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When battle mode is set to single, the battle commands must be

| re-entered each turn. THes, MBbi.  BLera [Mhatn
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%1 itton is pressed du bﬂttle thar.haral:tmb’ actions mbe
mte: : : hattle comm: mm‘ '
Thumhwtulleal injuries or 1o change the ‘mm
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& Battle ends when either side has been eliminated. If the party wins, =% s -
gxperience points, money and the occasional item will he awa et '

nesSind




an usinn an action from the list — e - '} re [

Haofy Setert action
strateay
Ections | Bagfu
T it ack
It
. ¥ Chantie
. | i Status
e | W Deferd
_ be sel ﬁ \en this.
' ‘ igl‘md 0 I . _—
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X 4
Attacks wuh the aqmpped % %Eﬁ! a target. . i
” - —r-—. -
Invokes Parsnna Select an action and a target. AR

Item Uses an item. Salawtm’imnl‘mmthelfi:l!tlmlautllrsl'll‘t-_=L

- fg;:gga The ammftd;?‘whm uc'l:m I: a Persona Card other than those activated are
atatus Displays the status of the selected character and their Persona in stand-by.
Defend

Defends from enemy attacks.
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ate the fusion spells can be chosen
it, and N/A. Refer to p.38 for details.
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The battle mode can be set or nhaﬁﬁ'éﬂ etween 2 types; Normal or Single.
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It is possible to talk to and negotiate with demons
that you encounter. Refer to p.42 for details.
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The battle will be ered, and your party will retreat. Retreat is not
always suecessful, eat 15 unsuccessful, the ha‘ﬂa mmmand

L
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screen mllm Iitafﬁq‘ilumv attar.k&
GLame ﬂuer

When a character's HP When all party members
reaches 0 during battle, are  Unconscious, the
they are considered game is over. You will be
Unconscious. They will SRS 'cturned to the Title
not he able to continue | : Screen. The game can
g:rtlnlpatlng in that then be started from the
et le. After combat, make last saved data.

s I e e sure to heal them because
they will come back with
only 1 HP. The character
can be revived durin
battle by using a specia

item or spell.




A
e i

tions are met  When the combination and
lwliﬂn mﬂ will activation of the fusion

I is
mhﬁ nized, the characters
W.lm! set to \\*m, a
message will appear before casting.

e order of the fusion spe
nbination. When it 1s the tum of
~the fusion spell is to be activated on
demand, set the action settings and o

last character's action in_ 1#
of the battle command the same as the

nbination, the fusion
activation condition of the fusion spell

~ be activated.
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Specify the fusion spell, and arrange the conditions for the fusion spell — )
| activation. Beginning Fusion spell

When the conditions of a hlﬁlﬂn spell are met, activation occurs Hlﬂﬂl'l'lﬂ'tll:ﬂ“]r. UEiI'I!] the foll HW"I[I sp ells in this

When the mdltmns of a fnmn spell are met, the plnvef is prompted tn ”mf” can activate ﬂ pnwerfql )
activate the mpell fusion spell called “Stone Rise”;

o~ 1.Maya "Aqua” = 2 Katsuya
The fusion spell is not nmuﬂad even if the conditions are met. “Agi” = 3.Ulala "Magna"
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Personas that are in stand-by can grow by
ranking up. Each time a Persona is used, its
skill increases and its rank will increase
when it reaches a certain point. When the
Persona ranks up, new spells can he
learned, and its statistics will increase.
There are a total of 8 ranks, and the skills
necessary for each rank will differ
according to the Persona,

'lmttnn to dis

Ir tional b

statistic to be ﬂmased and then press the 4= button or @
button. In addition to the statistic increase as a level up bonus, the

Famﬁdn nwd—hv will have an additional stansm: increased.

i A
«

L|
avel, a level up sm}l ,

-I; ect th mism to increase with the up and
s, and the right Directional button or &3
“paints. To cancel the change, select the

-
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-
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Unconscigus
When a character's HP reaches 0, they fall
unconscious and cease fighting in hanle
After battle, they will reawaken but with

only 1 HP. But, revival with items or spells
can be done even during battles.

R

Fassessed

Possession occurs when an enemy demon
takes a hold of a character. When the
possessed character activates a Persona,
there is a high probability that the possessing
demon will attack instead. This continues
even after battle, but it can be removed with
an item or spell.



- Include the muted character cannot be cast either.
- The character may regain their voice during battle.

- Poisoned
Eanhtﬂ"ﬂm poisoned character loses 1/16 of their

maximum HP. This will continue even after battle,
unless cured with an item or spell.

Sleep

A character falls asleep and cannot act. There is a
chance each turn that the character will wake up.
Items, spells, and the end of battle will awaken the
sleeping character.

;;j -" = : 1‘ e Ay v s . 1 B & : :

i ¥ ‘a4 l“i J.‘

} properties of lightning. During
lectrified character may not act. ~

| can be used to relieve this =~

character will recover after the .

.
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When you encounter an enemy, select Contact from the Battle
L ¥ mmands Next, selet:t the enemy to contact.

imgﬂm Repeating this same process can select a J28=
of 3 characters to negotiate. Select Confirm once you ve
selmed the characters that are geing to negotiate.

Each character has a unique way of dealing with enemies. When there are several
characters involved. each combination will have their own umique approach as well.

Even if the same characters are combined, the negotiation will change depending on
who the contact leader is.

| 1 ittanh B e T

Each character has a degree of compatibility with the different demons during negotiation. A proschie At 2 Too stenes

The secret to a successful contact is to recognize whose conversation is compatible with
which demon’'s personality,
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When a character is selected, a demen will re : to that character’s
interaction. The demon will respond with various 1ons. |
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A demon has 4 emotions; they are interest, joy, anger, and fear. Each r:u'n@'f
will increase any one, and many in some cases, of these emotions one level As
a reaction to a contact, a demon may speak, move, or make noises.

B B :- = = - '
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Depending on the progress of the negotiation, a demon may ask questions.
When they do, a number of responses will be displayed. Try your best to select
an appropnate response.

— = I - B 1 —
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. ' - — A e e . il

When any one of the 4 emotions increases 3 levels, the outcome of the contact
will be determined. Consider the negotiation successful if you receive tarot
cards. It's a good idea to try to lead the demons into a successful contact by
watching their reactions.
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Result émotion | Aesult ; Emotion
fObtain [ards Interest W 5 tatt_'i Interest + Fear
lontract or Rumor house Enemy Bad Status
lat time of contract) Joy Fury and Breach of [antract nterest + Anger
lemon Hees and Fea Unable to (ontact An
Breach of contract ' . | Londition and Breach of (ontract g ger
Item, Information, or Other Interest + Joy | Attaclks frst and Breach of [ontract Anger
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S} * toins at the cashier. Money can ﬁmﬂd*
“cannot be cashed :

"l_ v
th T L
.

E Aftﬂrmimmbanght,mdmfrmtufagammnmumne and! -
press the €3 button. The game will start; fulluwﬂied‘i'runtmnn |

play the games.

3 Coins can be traded in at the cashier for prizeg. s | | . :
[ashing Out

When a rumor 1s spread, a store manager
will appear at the counter. Talk to the
manager, and select Prize. A list of prizes
will appear. Select a prize with the

. button. Prizes in gm¥hare not available:

nsu

either because of i cient coins or they
are out of stock.
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“or inserting 10 coins. Pressing
the L1 or L2 hutton from the title
screen will stop the game,
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’laying Foker
o L

Wa according to the odds on

[
L- i

. R — -

. ! B
B 5 cards will be dealt. One
dealt, select the cards to he
held by pressing one of the @,
9 O or ® buttons. Once the
cards to be held have been
selected, press the Rl or R2
button. The unwanted cards will

be exchanged.

o

I

player is
ca

Once the hand has been
made, the payoff will be

3

e table to the right.
T

Coins won can be added to
the bet for the next hand.
After a hand, you will be asked if
you want the coins to be added
to the next bet. Press the @
button to add the coins to the
next het and the @ bhutton to
decline.




. llame
; Royal Flush
Wild Royal Flush
5 of a Kind
| Straight Flush*
| 4 of a Kind

Odds
x 500 or Jackpot
x 100
x 50
x 30
x 10
X7
x5
X3

Full House

i Flush

-6 consecutive c_artls‘_ any sui

3 of a Kind gards X2 .r o
’Ifﬂ ' o p
_'-"' 2 Pair 2 pairs of 2 card: "‘ "‘ ‘-.1' : J‘J‘ x 1 y
. | . 'j" .?h;ﬁshm.mmumhmﬂ'ul.

ke B Jadspot

The Joker is a wild card. It can be used to The jackpot is won when a Royal Flush is made

i substitute for a card of any suit or number. The  with 10 coins wagered. The jackpot increases as

number of times a Joker can be used consecutively
is marked on the card. The maximum is 9. E::“;L“:::;m g:‘::;l:z” increase even

*Jokers are automatically held, and cannot he
exchanged.
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2 Millala " 1 R h
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are as follows:

TGTAL wm .
* When the first 2 cards dealt are an Ace and 10 - K (Blackjack)
Prtﬂthl.lnrl.zwttnntnqmtﬂnm * When cards tofal 21

* Whan b cards s drawn (total 7 cands)

* When the total exceeds 21 (Busts)

Face leaon I 2 characters are selected with the €3 button,
the order will be switched.

@ button bets 10 coins

€3 button bets 1 coin @ button Hit: draws ane card
et @® button removes l:':uin. _ €3 button Stand: do not draw any more cards.

@ button bets maximum coins for all players @ button Double Down: The bet is doubled and only one card can be drawn

and starts the game. @ button Split: When dealt two equal valued cards, they are split into
Manual/ ® button toggles between manual or automatic two hands. These new hands cannot form a Blackjack.
Auto play.

18




Hands

*« 18

flame : -“'l,'{ . SAW 3 L
123456 6 cards in value of A-6 to make 21(qarﬂ order is :rmlauaﬂt)
' & AGJ A Blackjack combined with an Ace and Jack of spades ;__
177 The first 2 cards dealt are 7's, and the card drawn isa7
¥ & & ABJ  ABlackjack of matching suits (9 . & . or §)
' 7 Cards 7 cards drawn and dees not exceed 21
6 cards 6 cards drawn and does not exceed 21
Blackjack A combination of any 10 - K and an Ace

WIN Player’s cards total is less than 21, but larger than the dealer’s total or the dealer busts
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CNEN coins wagered controls

" The number of paylines
increases with the numherof
| coins wagered. The hine forg

aauh winni combmatmn

flash. With 8 coins wagered,
lines are available to pay off.

. The reels will spin aml -

3 if there is a m@ .
' combination M%pﬂd .
“out :.u:.r:ﬂn:hnglv,ar

line, the winnings will

ssing the R1 or R2
g e W —eE o

- Press
- ,-".' ‘,-ﬂ-!-"‘ -_-r.-i-"n o Froe
i i

~ .u D ; 1 1the
ranl:s tn emm ﬂllﬂﬂ

Et The stars on the reels are part of a secondary game that you play as
well. The number of stars you spin dictates your outcome on the
chart to the right. The chart on the right controls your progress on

the shlider above the reels. If you can get an icon into the frame, you win

an extra bonus.




Outcome

0: 500 Coins

Bell 1_3
Melon x 3

s 5“0 f_

- 1:? Appearance

Mmapp&aum'thgaugtahwetﬁewhed

2: Wipe

3: Take 3 Step ! e . |

4: Frame Default  Retums the frame haelttn default 3%

5: Frame Extend Extends the frame one space (M!@m)
6:Take 2 Step Maoves the gauge 2 spaces 3

7: Wipe Erases the icon on the gauge

8: 7 Appearance

An icon appears on the gauge aboveﬂlewhe__al_

9: 50000 Coins

Receives 50,000 coins
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. umm IS pressed; or wager
reaches its max.

* Tha wager will be distaibuted berween
the 4 gards. Waﬂﬂﬂ gannot be made for
intivitioal cards.
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10 numlms are selected.

These numbers are used tar

blackout numbers on your playhf
card, huring to form wvertica

or diagonal lines. The
faster a line is fumml th& bigger
the payoff.

- Tlllt gamer of uﬂth cartd. 18 wild,
meantng that it has already been blacked
nut.
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'en a game is won, a dnuh‘le-dm

:QIIIIB can be played using the t:uins
won. If you wish to play, i
button for the red balls, tl;m mﬂm

for blue balls, and the @ button for
the green halls. The roulette will start
again and if 1t stops on the color you

selected, your winnings will be
multiplied by the given amount. If it

doesn't stop on your color, your wager
will be lost. Pressing the ® button
will decline playing the Double-Down,

and you walk away with vyour
winnings.
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X2

- "ﬂlﬁhﬂ will n

©

- of each side of the
card.

ﬂE&"fween 2l and 21

Four [(orners

This ball will mark the four
corners on each card.

Between 30 and 71
Double Payout

This ball doubles the winnings on
the payoff chart, except the jackpot.
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ETERNAL PUNISHMENT

Prima’'s Official Strategy Guide

""' ﬁ In- delplh walkthroughs
%
ol all levels

Detailed lists and
tables ol rumors,
monsters, and items

%' Stats for all Personas

Detailed maps
of complex areas

ﬁ"‘ Effective combat :
tactics

Prima Strategy Guides availahle where you buy guides and
games. To Order By Phone, Call: (916) 989-0171

©1996, 1999, 2000 ATLUS. Persona is a trademark of ATLUS.
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Avilic n
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ATLUS warrants to 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 for a period of
ninety (90) days from the date of purchase. ATLUS agrees for a period of ninety (90) days to either
repair or replace, at its option, the ATLUS product. You must call (949) 788-0353 to receive
instructions to obtain repair/replaces services.

This warranty shall not be applicable and shall be void if the defect in the ATLUS product has arisen
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE
SHALL BE BINDING ON OR OBLIGATE ATLUS. ANY IMPLIED WARRANTIES APPLICABLE TO
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND ITS
FITNESS OF A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD
DESCRIBED ABOVE. IN NO EVENT WILL ATLUS BE LIABLE FOR INCIDENTAL OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESION, USE, OR MALFUNCTION OF
THE ATLUS PRODUCT.

Some states do not allow limitations of consequential damages, so the above limitations and/or
exclusions of liability may not apply to you. This warranty gives you specific legal rights, and you
may also have other rights which may vary from state to state.

Repair/Service After Expiration of Warranty - If your game disc 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 9:00am - 5:30pm Monday - Friday Pacific Time.

GAME HINTS!

1-900-225-5285 24 hours a day, 7 days a week. This call is $1.25 per minute. Must be at least 18
years old or have your parent’s permission to call. Touch Tone phone required. Call to listen to
helpful hints that can help you master Persona 2: Eternal Punishment!

For more information on any of our other products, you can visit our website at
www.atlus.com or e-mail us at webmaster@atlus.com.
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PlayStation

ATLUS 15255 Alton Parkway. Suite 100, Irvine CA 92618
@1996, 1999, 2000 ATLUS. Persona s a registered trademark of ATLUS.

Licensed for use with the PlayStation game console. PlayStation and the PlayStation logos are registered trademarks of Sony Computer
Entertainment Inc. The ratings icon 15 a trademark of the Interactive Digital Software Association. Manufactured and printed in the U.S A

THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC W/C DESIGNATION, U.S. AND FOREIGN
= PATENTS PENDING
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