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love you too, Dad.”

Heather smiled to herself. It was just a nice little chat on
the phone. ]ust another :w:r}rday occurrence in her tranquil
life. She was unaware that this tranquil world was about to

be torn asunder.

It happencd suddcnl}g without warning and secmingiy
without reason. The simple happiness she had known
was gone. Her entire world was transformed into a

grotcsquc and bizarre nightmarc...

The cheerful weekend bustle of
the sht)pping mall was replaced by a
dcep, dank silence. The only sounds
now were the footsteps of
unspﬁakab]e creatures,
iurking in the darkness.

What had ha penecf?
She ncﬂdccrtcr know.
But there was no one left to tell her.

Heather was trapped alone in a deranged
world, with nDtEing to do but escape.
Not knowing where to turn, her

only thougﬁt was of sur-
vival. She clutched her
pistol 1ight] , ready to

shoot anything that

tried to attacf...

“TI‘IE}’ have come to
witness the Be inning.
The rebirth of Paradise,
dﬁspﬂilcd b}r

mankind.”
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Monster L‘; %y— 3

Detuiled information on oll commonly encountered enemies is contained in this chapter. “Common” foes are the ones that appear in groups of fwo
ot three, or are mixed in with other creatures. The statistics listed for each creature convey how difficult it is to kill, os well os the level of danger

it poses fo you.

This chapter does not include data on the uniquely encountered foes known s “bass monsters.” For statistics on these creatures, please tum to the
Stage Walkthrough chapter. Therein we provide defailed sirategies for defeating each stage boss os it appears in the context of the game.

PHYSICAL STRENGTH

Fach monster will have associated with it a certain number of points that represent ifs overall sirength. Infliciing domage to the monster reduces
this number. When the physical strength of @ monster drops fo zero, the creature makes a “death rattle” sound and dies. When you compare o
monster’s range of possible physical strength poinis 1o the domaging power of Heather's various weapans, you soon get o feel for how easy or
hard an enemy will be to kil

For example, o Hondgun Bullet fired at o monster inflicts 120 points of domage. When a Handgun is used
aguinst a Closer, which has anywhere between 1350 and 1450 points of physical strength, you can conclude
that killing this monster with the Handgun requires roughly 12 bullets. That's more than a whole box of
ammo! Unfortunately, this number does not count any shots that miss their farget. If you are low on
ammo, it might be better o ignore the monster and dash through the area.

Use this information to make wise decisions regarding when to fight and when to run. Just as
each monster has a number of physical strength points, so does Heather. Alihough this
points system is hidden in the game, you can use it fo your advantage if you are
aware of it. Physical strength points of monsters in Extreme Action Level
are the some os Hard Action Level.

> ATTACK POWER

Mast monsters are capable of o variety of attacks, each inflicting a certain amount of
damage. Heather has 200 physical sirength poinis in Easy Action Level, 100 in both
Normal and Hard Action Levels, and only 50 sirength points in all Extreme Action Levels.
When you compare Heather's sirength points o the domage that monsters can inflict, you
will see how important it is to dodge attacks.

ment. The further you proceed through the storyline, the more important it becomes fo
dodge enemy attacks by whatever means necessary.

D
!

As you progress, monsters attack powers will rise fo maintain the game's challenge ele- 1

1Y W N
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Stages Appearing: Nightmare, Central Square Shopping Center,
Hazel Street Station, Brookhaven Hospital, Lokeside Amusement
Park, Church.

An enormous monster with long arms. Producing o blade from
the end of its sack-like arm, it attacks. It materiolizes from
the Otherworld. ..

Damage inflicted by the needle that comes out of its L :
arm is devostafing. Because their attack methods and 1.
amount of domage they inflict changes by location, -
fighting and surviving these monsters requires
adoptafion.

The main sirategy to defeat a Closer is to shoot

it with the Handgun while reireating. If you

back up into o corner, use strafing to escape to

either open side. In a first game, it is better

not to fight them. Simply run between them and
continue toward your destination. To fight o Closer
with o melee weapon, move behind it and attack from
an angle off to the side. Starting in the Brookhaven Hospital

stoge and thereafter, Closers implement an arm-swinging atlack, where they circle
themselves with their massive arms. If you need to kill o Closer in this state, wait
until it finishes before you move in to attack, and move back os soon os it resumes
swinging in circular motions.

The special Closer you encounter in the church is foo powerful, so it is betfer not to
fight it and conserve your bullets. This special monster also recovers physical strength
over short periods, so it might be better to avoid it altogether.

b

1 }I
;I § Beating Attock (Hond) L}

ar q,,ir Beafing Aftock (Needle)

ﬁHEH

|

LL

LOCATION: NIGHTMARE, CENTRAL SOUARE

) SHOPPING CENTER, HAZEL STREET STATION

Action Level Physical Strength Pts.
1150-1250

1350-1450

1550-1650

Attack Power

Attack

Beating Attack (Hand) 20

Beating Attock (Needle) 40
Knock Down Attack 40

LOCATION: AROOKHAVEN HOSPITAL,

i LAKESIDE AMUSEMENT PARK

Physical Strength Pts.
1340-1460

1640-1760

1940-2060

Attack Power

Attack

48
Knock Down Atlack 48

LOCATION: THE CHURCH

Action Level Physical Strength Pts.

Easy 1700-1900

Normal 2100-2300
Hard 2500-2700
Attack Attock Power

Beating Attack (Hand) 30

Beating Attack (Needle) 60

Knock Down Attack 60
15

Arm Swing

9,

1™

'H'.l
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UOUBLE HEAD

Stages Appearing: Nightmare, Central Square Shopping Center, Hozel Street LOCATION: ALL APPEARANCES

Station, Hilliop Center, Silent Hill, Lokeside Amusement Park

Action Level Physical Strength Pis.

Easy 370-630

A monster that closely resembles a dog, with sharp fangs inside a head split in hall. o e
Double Heads have a taste for the carrion and other meots. Double Heads like fo

surround the chorader and perform leaping snotch attacks from all sides. i P

Usually, when one or more Double Heads are feasting on o corpse, you can fum
away and walk. But if they detec Heather, they will abandon their sickening meal
and give chase. Drow Double Heads toward corpses, meat, and Beef Jerky, which
they will gludly stop and eat unless the monster is chasing the player. During the
Silent Hill stage in Normal Action Level, Double Heads howl in the distance. When
these dog-like monsters howl, do not make any sound, and they will not come near.

If 0 Double Head ottacks you and there is no means to distract it, try fo aim and _9:-' }
shoot during its flying snatch attack. A well-placed bullet knocks them out of the air, £ ¢
ollowing you fo escape or stomp on the aeature. Avoid stopping fo fight packs of el

two or more Double Heads. S i , ;b .

Bite III’|rsI initial attack) ?

Bite (Chewing, every second) 5

Flying Snatch Attock
(hewing (While player is down) 5

W
D
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CATION AND APPEARANCES
Action Level Physical Strength Pts.

1680-2000
2100-2500
L 2520-3000
N

Sth hands laterol swing U

Be-5and dowmward swing 25

Facwsad downward punch 25
Swimging while rising
JING RECOVERY RATE
Letion Level Physical Strength Pts.

JWN RECOVERY RATE
ZcSen level Physical Strength Pts.

32

sy INSANE CANCER

Stages Appearing: Hozel Street Station, Hilllop Center, Church

A humanoid creature with o large white body and o smell like tointed meat, which
even causes flies fo wrefch. Its size makes it easy to underestimate just how fost the
creature can move, aftack o person, and kill. The power of its arm is omozing, with
enough strength to shatter bones. You encounter few of these monsters, and most of
them appear fo be lying idle on the ground, usleep. Approach too closely, and it will
stand swiftly, attacking os it rises.

With such o high physical strength and resistance to impac, it is o difficult monster
to knock down. When it finds Beef Jerky, it goes for it. While it is preoccupied with
Beef Jerky ond unaware of your presence, it will not chase you if you refrain from
appronching it. However, if it is pursuing Heather, it will disregard the treat.

When it is lying down, it can rise quickly and strike in the some motion, particularly
when you approach it to attack. Your guard cannot deflect this or many of its other
attacks. Therefore, do not go near it carelessly while it’s lying flot. The Cancer with-
stands Heather's atiacks, and it can sirike even while suffering domage. It is hord to
knock down, and it will not stagger backward. Shooting an Insane Cancer is waste of
bullets. Use o melee weapon with a high impact power. Properly timed Steel Pipe
attacks con concel many of its punches. Keep striking the monster in thythm, and
bash it more if it falls to the ground. An Insane Cancer is not dead until it starts fo
flatten dut on the floor.

Hawever goes the battle, do not let a Cancer lie down for long. Over time, the mon-
ster recovers physical strength.

W Lif( 43 LSHOW 1]
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NUMB BODY

TYPE: SMALL
Action Level Physical Strength Pts.
Easy 294-343
Normal 420-490
Hard 504-588
Attack Attack Power
ﬂanlfu’rmg Heod But

WF‘E: MEE!HM

Action Level Physical Strength Pis.

Aﬂud: Power

Usnflulmg Heod Butt
Direct Atfock 10

TTPF' ’ h?f[
Physical Strength Pts.

Em'r 504-588
Hnrd 864-1008

Mh:l:l’m

ﬂmlhhnq Head Butt

Direct Attack

lllllll

| FI"'Nuh

Stages Appearing: Central Squore Shopping Center, Underground Pass

'|.-|,

A long creature with two thin legs, its skin is similar 1o that of o deceased person and [[——
low in body temperature as well. Slow in speed and low in attack power, it is not o ’
match for o person. However, when areas are densely populated, they work slyly

with their poriners 1o surround and attack from all sides.

When Beef Jerky is found, it approaches the meat and eats it. However, if it con see
the player and is in pursuit, it will disregard the Jerky. While it is eating, its percep-
tion power decreases substantially. If you avoid moving 1oo close to the snacking
monster, it will not chose you.

In Hord Action Level Hard and higher, while chasing you the Numb Body reaches a
speed where it runs after Heather. This is quite frightening to behold. Becouse you
con guord ogainst all its attacks, it is wise to let it attack first. After blocking the
monster’s attempt, it should be quite vulnerable to o beating with the Steel Pipe.



NURSE

TYPE: HANDGUN SHOGTER
Action Level Physical Strength Pts.

Hard 812-1152
Attack Attack Power

5
13

Shoofing

TYPE: STEEL PIPE SWINGER

Action Level Physical Strength Pts.
Easy 608-768

Normal 760-960

Hard 9121152
Attack Attack Power

Swing Attack 10
15

® —.ﬂl_

g;gs Appearing: Brookhaven Hospital

A monster that wanders the hospital pretending to be a nurse, but with o weapon in
hand for sloughtering anyone who needs help. lis sanitary gown is dirty with blood
and pus. As for the original staff, these were probably real nurses converted to mon-
sters, |:iutI the defails are unclear. Throughout the Sifent Hill series, this monster
adapts and changes each fime it appears.

|
On Normal Action Level or higher, some nurses brandish revolvers. If the nurse fires,
you cannot block the shot with your guard. However, by staying in close range, you
can bait Nurses armed with guns fo try o pistol whip instead.

Regarding other Nurses’ pipe attacks, your character's proximity to these foes deter-
mines whether they swing their pipe or thrust it in Normal Action Level and above.
Use your own pipe against one or more Nurses, os it is possible fo inferrupt their
attacks with your own.

e

W

5
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Stages Appearing: Nightmare, I j,.
Central Square Shopping Center, i o’ 2 ;
Underground Pass, Hilltop Center, Wn-?--mw {
Silent Hill, The Church

A creature with o strange body that whirls in the
sky without wings. Attached 1o their two heads are
long metallic nails with which they attack. Pendulums

flip end-over-end along narrow pathways, slidng whatever
is underneath. Smaller Pendulums have a smaller
swing radius, but are faster than lorger types.
Rejoice thot you can easily kill this weird and
noisy monster from a distance with

just a few shots.

When a Pendulum discovers the player is.withifi o two-mefer radius, it inifiates
pursuit. The area directly behind it is outside of its search range. After moving for
while, it becomes resiricied 1o the space where it stops. It confinues flipping in
midair, not moving forward. When it comes out of this move, it will resume pursuit if
it spots Heather. However, if it does not avertake her within 10 seconds, it discontin-
ves the chase. If you shoot a Pendulum while it faces you, it begins tuming at twice
the normal speed and rushes toward the player.

The Handgun cannot be used against a Pendulum, since the crenture flies at Heather
and immediately counteratfacks. The Handgun bullets always seem to miss. With
confinuous Submachine Gun fire, you can stop the counterattack rush. When blosted
with the Shotgun at dose range, it falls o the ground and begins walking in  ter-
restriol mode. Thereafter you can switch to the Handgun and shoot it without fear of
the counterattack rush. If you must use o melee weapon against a Pendulum, the
Steel Pipe and Katana are effective. While it is flying toward you, stay cool. As it
raises its orms to poke af Heather, strafe around to its side and attack with the
downward swing. This aftack knocks it out of the air, making it easier to confinue
boshing on the ground.

I

TYPE: SMALL

Action Level Physical Strength Pts.
msy 200-400

600-800

1300-1500

Attack Power

Narml

Hord

Attack
Blode attack of heod (sky) 2
Blode atfack of heod (ground) 5
Arm attack (left ond right) 5

TYPE: LARGE
Action Level Physical Strength Pts.
Easy 300-500

Narmal A00-1000

Haord 1400-1800

Attack Attack Power

Blade ottuck of heod (sky) 3

Blode atfack of heod (ground) 10

e atiack (lef and right) 10



neat . H h"‘“- \:\?‘
LOCATION: CHURCH / 14T “‘%}f \

Action Level Physical Strength Pts. | 4o RN
il % Sl 3
’? F .l".I .

h 0

Eosy 75425 M

Hard 575-425 : " .

Attack Attack Power 'ﬁf : ' %
AL e {

Normal 475-515
Swing Attock

Punching attack

Thrust Atteck (Hondle) . i
Thrust Attack (Blode) | bl ra
; A

i,
i
iy .:ﬂ-":‘
Stages Appearing: The Church o 5
A humanlike creature with blodes inserted ino both hands. It attacks intruders inside
The Church, scratching and beating as it shouts. The form dosely resembles the boss S >

monster called Missionary, but it is not as strong.

As for Handgun and Shotgun blasts 1o ifs front, there are fimes when it deflects bul- : é'?
lets. The wise strategy is to allow the Scraper to attack first and use your guard to
block. Then there is an opening, during which fime you can attack with a Handgun <.

or Shotgun, or even o melee weapon. ﬂ

- SCRAPER

™

I
Ll

o ML A USNO 1),



JLURPER

5 HILLTOP CENTER, THE ﬂ.upw
Action Level
Eosy

560-640
Hormal 760-B40

Hurd 960-1040

Aﬂutl: Power

hmspmg .U.rrLLL. [Initial Attack) 1

Grasping ottock (After Initial)  4.5/5econd
Looking up ond Down ottack 3

Attack while player is down

LOCATIONS: BROOKHAVEN HOSPITAL
Action Level Physical Strength Pts.

Hnrd 060-1040

ﬁ.ﬂudc Power

Itunmng Attock

Grasping Attack (Initiol Attack)

Grosping ottock (After Inifial] 4. SISemnd

Inversion Attock

Looking up and Down attack

Attack while player & down

Phy:lml Strength Pts,

Stages Appearing: Hilllop Center, Brookhaven Hospital, The Church

A humanlike monster that creeps across areas. Carnivorous, it aftacks living humans
hut also likes decomposing corpses. Becoming curious about a person’s footsteps, il
moves closer, trying to grab and push them down. Crawling across the ground, it
approaches and attacks the feet where it is difficult to block. When fightinga .
Slurper, it is important not fo move too close because it likes to yank your feet out
from under you and then crawl on top of your body to inflict further damage.
Slurpers also pretend to be dead after taking several hits of domage, waiting for
Heather to approach and use o foot stomp atfack. Then they will lash out and trip
her. Prevent these adions by not being careless.

Because Slurpers crawl on the floor, only weapons that can hit creatures low to the
ground ore effective. As menfioned, Slurpers like snacking on corpses and Beef
Jerky. This is partly why it climbs on top of Heather while she is down.

Slurpers react to sound rather than sight, so try to move quietly in their domain.
Stonding sfill os they draw near, aim with o melee weapon and attack with a down-
ward swing, using something like the Maul. Because Slurpers react to Beef Jerky as
well, place some and sidestep quietly out of the way s they approach to eat the
snack. Move quietly to their side, which is a great point from which to attack. Also,

because Slurpers crawl on the floor, it is usually possible to attack with kicks. Try this

only from the monster’s side or from behind.

il . o
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The inventory menu is divided info three categories: ltems, Weapons, and Sﬂpphas The ltam category contains keys and various objecls thot are
used to unlock new areas, notebooks and diaries of extra length and interest, dothes and pérsonal objects, and miscellaneous ul'her ltems thot can -
be used or equipped in different ways. |

USING ITEMS

Door keys are used automatically. Simply
approach a locked door with the correspon-
ding key in your possession and press |
Action [X]. The key unlocks the door and
simulfaneously disoppears from the inven-
fory. In the instance where o door is locked
but you do not have the proper key,
Heather twists the knob and reports that if
is locked. Additional doors thiat connot be | - i
opened ot all during the course of the gome are reported os Ilruimn i i My

Other objects in the inventory menu serve us keys of a different kind. Heather might pick up an item such as the Red Shoe and wonder how in
the wurlci it muld he heipfnl Bul whm you come across the nghl m:umstum:es Imer such os a Cinderell display where the shoe is missing,

AL ' you will realize the significance and th s, !
e

In such cnses, the character liuas ml-t_use 1h|a|1J |
lh-r |
Comhbine
Weapins, e
Shakespeare |

item: mﬂmnhcully' \'nu must exa athe 'if M &
T was o 1he flear an 1he boakatare,

SUPRIME. ) Gyihespeare buod, junt Tike bt
iy

EXAMINING 1TEMS

the object.

T, | ltem examinations can sumbii'n_ms;l_:@e cont

e 2 i
Sumliag | [ Leckel el Sl e not have much to'say about i, cont

iAot sttt e s R | bl R b b b L
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| .;" To rnuhra ceriuin situations, individual items might not be sufficient fo get the job dane. Firs W iP5 .hm..

I you. must combine the necessary items in the menu, and then use them together. For instance, il il ‘ E
1 Wiy have ta combine two chemicals of once, you will not be able to use one and then the . .

i - i

| Combine

e

.'.Select af item that you wish to use simultaneously with another, then choose Ih& “Combine* WA

command if it is aveiloble. The item appears above the “liems" menu choice fo the left of the, | S et
screen, You may combine up fo three items of once, and the gome never requires more than SRRIS:  comtreace roam. Losks ik it was

Ihls Once you have lined up the ilems you wish to use simulianeously, select any of the items
. m & combination and choose the “Use” command.

i ﬁHUIFHEHT 1T£H5
The

| tems menu ullows you o equip one or more additional items in excess of your weapon and supplies. [tems thaf can be equipped indude
| | .;th;flres the Bullefproof Vest, the Flushlaghi etc. You may equip more than one of these items at a fime, for o variety of effects on your gome. To -
I equip on ifem, rotate fo it in the menu and see if it has the "Equip” command. I so, you may equip the item. The menu command changes to
L 'f “Unequip.” The only way fo fell what items you are currently equipping is by perusing the tems menu. Equip items also include secret cosiumes’ |
- f" hot gan he worn by the character. A complete list of secret costumes and the means by which Ther are obtained is in the. Euﬂer Eqq, Gu g
| B nll!‘lmd' Additional Mode Guide chapter. Il

1
-'; HEEE S E——————————

" i ’ 'nm&rm of s vorias dapenclmg on the fypes of monster in the vmmm and how for away they are. Sometimes the Radio dam |
|| | ise until the manster s practically within Flashlight range! If you are in caution mode with your weapon ready, fhe Radio volume o
i '-h do Ies Ihe Radia static also changes depending on the remaining stamina of the monsters. Dead monsters do not uffe-:t !he Radi

enqr of the noise, whether it is o couple of licks ond chirps or o aload of autright sguawks and squeals, lmiltutes

vicinity. Low frequency sounds indicate lesser mutant enemies, and high frequency sounds indicate tougher humanoid The

r| n[sn {udge by the noise whether the enemy is human-like or inhuman depending on the quullh_r of sound. Enemaes fh
nd %w pitch, drmng the radio crazy, are usuuili,r huss type monsters,

|I|| |||| IIIII
ALY Il i BT
J Fha pdd'l of the sound drops daeper s enemies move more slnwiy or stop, and it rises h:gher 0s enemies mw& n{ﬂrrl _lﬁd:lr or rup, |

l.ise the fullumng tables fo'determine how various enemies affect the Radio.

Monster Name Range {Mmr:] Frequency | Ilungn (Meters)
Dousletead | ||| || Mm] L el Sasper R AR .

.' Humh Body 16m LowrZ  XNNEE =Y Split n".furrn ; 20m High urt[l Ln'.h
I | Fenr!ulum . T 1m Low i Gluﬂun ! R III]SI‘_I_‘I_ . . High and low
R Moy  Mm Hghwdlow |
.Eluse: T om | H|g|'| . I . .-::;. i Leanard ! lﬁm___ High and Lﬂw |
§ Nurse . T ]Em : ekl e " :.:Mﬂmnr} ofMlessa ~ NA l W

 rsone e OO BRI . T Y

i 'n'ullml
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EVENT ITEMS

ORY OR S

BLEACH i Lﬁﬁgtn,.uf*r il

_| Procured: Cenfral Square
Shopping Center (Reverse Side), TF

.....

Procured: Central Square

Shopping Center (Reverse Side), 3 :_--_

Use: Contains information on (ulh

5

Use: Unlocks the | F Dy ﬂnum !"

] N Women's Bathroom 7 |/ Il Restourant :
Use: Combine with Detergentto Use: Unlocks back door of 2F Cofe.
form insecticide in 2F wmhaqst | Turn Mill in Reverse Side Mall. 8
tumdur ! il ;
ﬂmm []THERHE]RU] uws W EEEMATEE] o it
' Procured: Handed to Heather by ;-' Procured: Brookhaven Hospitol
Vincent in The Chorch, Upper || |8 (Reverse Side), BF Crematorium,
Level, Library. i ' aven.
=

| symbalism,

BeasSKeY |

UAI] 3 H[}TEHUHK

inside Brookhaven Hospital
{Reverse Side).

' Pl'ﬂl'lﬂ'ﬁl: The Church, Loter T.eveL
ferfly rollection on the wall

' the first corridor of The Church,™ j;
Upper Level. .

Child's Reom, mounted in the but- ;Jl

Use: Unlocks the south door in 4 i

-.'-ndfﬂmﬁﬂl

Procured: Received fraum Douglas

"upon exifing Daisy Villa

Apartments after defeating the
Missionary hoss monster.

" Use: Contoins personal message E

from father, synopsis of the origh © | %

| Procured: The Church, Upper ||
Level, Priest's Quarters, on the ||
desk. i

! Priest’s Quarters on the Lower
| Level of The Churth.

ri

Use: Insert info tape ployer in ﬂ'le

" BETEEEEHT

T e ey o]

ﬂﬂ!.t HEM]

' Procured: Central Square

Shopping Center (Reverse S-uie]H

IHalens Bakery

Use: Combine with Bleach 10 furm
. mﬁbuda in 2F soufhenst corridor.

Bl Procured: Lakeside Ambsement '
Park Children's Amphitheater, cen-
ter wisle on blaacher.

Use: Use af Swing Rocket Ride - ||
and eastern green gate to form o
winch. Then octivate the Swing
Rocket ride to pull the gate open.

.___.___'...

‘?‘

f | Prmlﬂi: Lokeside Amusement

Park Fortune House, fartune
'rallars table.

I.Ise Place in the hand of Iha

 Snow White lite-size figre rnsl:{e
" Marchen Trovel in the Lokeside

Agmnt Park.

i L i {4

% 1
hgﬁ

i

i
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| Procured: Lokeside Amusement |
Park Fortune House, on stool just
inside parlor. Nz
Use: Details Douglas’ | ‘ Use: Pull down the lodder inside
investigation into Heather's past. T HHIJ]LW Burger in the Reverse Side
' Mall.

| Procured: Central Squore
Shopping Center (Reverse Side), 1F
Women's Clothing Store {

HIEH PRIESTESS” TAROT CARD

Procured: Underground Pass, i Procored: The Church, Lower

lower level, SW Garbage Collection Level, Cloudia’s Room, on the bed. &
Reom. i | Use: One of five Tarat cards t
Use: Plug it in near the reservoir | l required to unlock the south door
crosswalk, ond Heather drops it in the Child’s Room on the Lower

into the water fa kill the monster. Level of The Church.

_'| q

I ;
HOUSE KEY

-I

| Procured: The Church, Upper | Procured: Not found (Owned

J
i
'

| Hospital (Normal Sie).

Level, Chapel, on the sacristy from the stort)
behind fhe alfar. Use: Unlocks apartment #102 af
Use: One of five Torot cards | Daisy Villa Aporiments.
| required to unlack the south door | | !
|\ in the Child's Room on the Lower ;J !
1 Level of The Church. | ;
, b
|’ g |
r" il "| 'll RO S Procured: The Church, Lower 3!i o T Procured: Brookhoven Hospitol  §
I I|I i Level. Sick-care Room, inside the I g (Mormal Side), 1F room M4, brief-
Rl i boak an the chair next to the bed. o (o6,
| | 1 I
i l’ Use: One of five Tarot cards ] Use: Toke o photo of the passcode
A required fo unlock the south door | || behind the shelves in the Store
X "E|i . in the Child’s Room on fhe Lower | Room on level BF of Brookhaven

witn, . Level of The Church,

"HAHBEB MAN" TAROT EAE[]

i b s gy e m—

Procured: The Church, Lower | Procured: Hilltop Center (Normal
Level, NW Mortuary, propped Side), SF KMN Auto Parts, W Soles
agoinst codover on center gqumey.  Office, reor shelves.

Use: Pries open ihe partiolly-open
elevator doors on 3F of the Hilllop 3
Center.

Use: One of five Torot cords
: I'm;mrad to unlock the south door '

in the Child’s Room on the Lower
! L Lovel of The Church,

i HJJ'IIJhl:l:i'.ifil.'..:Ji_--jlihliidﬁﬁhﬂ“iﬂﬁili‘lﬁiﬁ..!;J:_i:i:ul._.|_.il |

JM
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KEY TAKEN WITH TONGS
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fiamL] et e e oy ——SsmEL

T | Procured: Centrl Square B Procured: Brookhaven Hospitol
Shopping Center (Normol Side), = (Normal Side), 2F Women's Locker I
: IF N Storage Room. Raom.
Use: Unlocks 2F “My Bes’rseliers' Use: Unglue the Stairwell Key :
Bookstore in the mall. i from the wall mantage in room G4/ |
_ on 1F of Brookhaven Hospital i
— P (Normal Side).
LIFE INSURANCE KEY | |
! Procured; Insert the Silver (mn 1 Procured: Hazel Siree! Stafion, i
into the soda machine inside | B4F N Hlndcad Eumdm Enstﬂm
Hilltop Canter (Reverse Side), 4F | secfion
Onestop Imparts NW Accounting Use: Remove buIT frnm :llum lock- 8
Offce to receive soda can confain. ing the gate fo subway platform 4
ing key. ; inumber 2. ¥ -
Use: Unlocks the wester door uﬂu! :
Elblerlnn Life Insurance nfr.:i 1F of thel
Hilltop Center (Reverse Side).
MMEHHDUK IL‘F!LLEﬂ HHTTLE
| Bl Procured: Hilliop Conter [H&van&u ; | ' Procured: Underground Pass
Side), SF KMN Auto Ports SW .. upper level, SE Sewer Munup&
(onference Room. Office, fill the Wine Bottle with' |
Ui kb it ek e o H kerosene from the heater. '|! :
| Oueydol fa burn the portrait filed Use: Pour the Ol fiﬂﬂd_ﬂmﬂe imﬂi
"Flame Purifies All" on level 5F nf the drumuge mn:hm; _'l_rl e
L the Hilltop Center (Reverse Side), r the wo
Gallery of Fine Arts. 'HI
“MOON”_ TAROT CARD oL
Pracured: The Church, Upper i i
Level, Library, on the SE table. O
Use: One of five Tarot cards ' ™\l | n cing
required to unlock the south :F-m:ﬁ‘ l 1-'50 L .E!I!IHH wi'l'll Pﬂrk Lﬂil ' it
in the Child’s Room on the I.uwe:-' Maichbook to burn the puma "l
Level of The Church. i ﬂIH “Home Purifies Al ﬁ L
- W | 5F of th ¢ Hilliop Conter (Reverse || (& 10
| i ! | : i3...:.::l': S:Ib]* iﬁmofﬁql m"
MOONSTONE PENDANT il |
e e

|

{ | Procured: Cenfrol Square
| Shopping Center (Reverse Side), 2F)

| 'moon, 3F Reverse Side Mall
| Corridor,

Torture Store {requires Walnurf=
Use: Unlocks door engraved with

.......
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Procured: Brookhaven Hospital
(Reverse Side), 2F Women's Locker -
Room, waostebosket near door.

Use: Fill with blood in Exomining | '

Room 4 on level 3F of Brookhaven™

' Hospital (Reverse Side). i

_ ELEEHI]HWEH

Procured: Hilltop Center (Normol
Side), 3F Manica’s Dance Sm&m
Office, desk drower.

Use: After using the Juck on the
slightly open elevator doors in the

Hilliop Center (Normal Side), use
this fo dimb down 1o 2F

HﬂHK LwEﬁ

Pracured: Brookhaven Hospital
(Reverse Side), 3F Examining
Room 4, fill from bucket under

body.

Use: Offer to the altar jn room (4
on 1F of Brookhaven Hospitol
(Reverse Side).

e r gyt

Procured: Hilltop Center {Hcl.rerse
Side), 1F Lost Drop Cofé, open
mini-fridge. A

Use: Combine with Oxydol ond | |

v

J' 5HM[E5?EAR£ AHTH[IUJEH’ 1

| ' 'Procured: Hilltop Center (Normaol
Side), 5F NE Corridor Behind
Gallery, on fop of the boxes
against the north wall.

| Use: Jimmy open the drawerin
the office of Monica's Dance Studio
on 3F in the Hilliop Center
(Normal Side).

Procured: Centrol Sqﬁule : !. :.:_I:;._;.!';
Shopping Center (Normal Side)) ,f‘r'
“My Bestsalless” Booksfora /1

Use: Arrange on shelf o nieta

r|
il

| i
AT

| Matchbook 1o burn the portroit fitled | mine passcode to hock door of
“Fome Purifies A" on level SF of “My Bestsellers” ﬂhultslm in 1he i
the Hilliop Center (Reverse Side), | mall; A !
El]llEl"l'i' IJ‘ Fine Arfs. ' Ii Ei.h:-, i 1 EIE
| it PAKESPEARE ANTHOLDGY 7

" | Procured: Lakeside Amusement Procured: Central Squore |
Park Children's Amphitheater, on Shopping Center (Normal Sida), 2F
the stage. “My Bestsellers” Bookstore
Use: Place besida Cinderella life- Use: Arrange on shelf fo deter-
size figure inside Marchen Travel - mine passode fo back door of
in the Lakeside Amusement Park. “My Bestsellrs™ Bookstore in the

HULLER COASTER KE‘f

| moll |

— r—— i

| Procured: Lakeside Amusement

Park Souvenir Shop, tause cookie
box accident in NE corner of store.

Use: Unlocks the control booth of
‘Mountain Coaster ot Lakeside

\ Amusement Park.

Lkl i.L.la-u.lﬂdﬂﬁIj.jiﬁl’:lﬂi-jﬂilﬁ.;i;u;|.-|.|..:._..__ i

--EL;IJ;Ini;Ei_IIJ'R..____. Rl |||III R HES

| l |J|| I | |' il |i|lﬁ\|dlrjul|

| Pmmml Central Square 1

' Shopping Center (Normal Side), 2F 1

"My Bestsellers” Baokstore 1
Use: Arrange on shelf to defer- ' g
mine passcode to buck dooraf /-

| My Besisellers Booksfore in the

= mall.




0 Al bl i

SHAHESPEhHE AHTH[ILUEH’ 4

Procured: Central Square " N Procured: Brookhaven Hospifol
‘ Shopping Center (Normal Side), s (Reverse Side), 1F Room (4
|

2F “My Bestsellers” Bookstore ' YT Use: Noluse

Use: Arrange on shelf fo defer-
| ming passcode to bock door of |
“My Bestsellers Buukﬂme in. ﬂ'm

mall. '

Procured: Central Square =
Shopping Center (Normal Sldn] 7 ' =3
Helensﬂukeq' . il |

Use: Extroct Key Token with Tl:lngi

Procured: Central Square /0
Ehup,nmg Center (Normal Side), 2F
"My Bestsellers” Bookstore

Use: Arrange on shelf to deter- l‘

mine passcode To back door of || under paleftes in 2F N Siorage
i || "My Bestsellers® Bookstors in the u Room i the mall. | | ¥ il
Hmall, q 3 Hine

Procured: On the toble covered |
with money inside Hilltop Center |
(Reverse Side), 4F Onestop
Imports NW Accounting OHfice.

Use: Insert into the soda machine |
' in the some room, fo receive con b
. cantaining Life Insurance Key. /| (% "

' Procured: Centrol Square |,
. Shopping Center (Reverse Sdtleﬂ iF
Jewelry Store

Use: Crack open in !.rlsn in ?F E 'h
' Torture Store in Rever Sﬂa Mgﬂrf
'_-_m abiuin Mnmshm%! it 'F

1 ine Bore
Procured: Brookhaven Hbspi?ul 1! i
{Normal Side), TF room (4. '

Use: Unlock the stairwell dm:rs, I

on either 1F or 2F of Braokhaven § B

| Hospital (Normel Side). i q
i




ADDITION
FLASHLIGHT

" [TEMS THAT CAN BE W - I

| HULLEIFEﬁ[IF VEST

Procured: Centrol Squuré
" Shopping Center (Reverse Side), 1F

Procured: Central Square
Shopping Center (Reverse Side),

1F Women's Clothing Shop _ North Storeroom
Explanation: Damoge received isi Explonation: Inserted in the vest
reduced to 85% of the original, | pocket, this small light illuminates

the dorkness. Can be switched
ON/OFF with the menu option or |
by pressing [Circle], except when
shooting or kicking, while guard-
ing, while plocing Beef Jerky, while
receiving damage or dying, or

other speciol events. In certain lev- -
els of dorkniess, it is impossible fo

| ond the impulse is reduced by ||
' 50%. When you guard ogoinst on
attack, you recgive no damage.
However, il is impossible fo run. In !
trying, Heather becomes exhaust-
ed foo quickly.

) o reqd the map without the
s o Rl e
it f f 1o pick Up certain items without the
[ml gl Husrligh!;_d&epen:fent on surround:| |

anotiom: YWhen equippen, ing light ond circumstances. ||| ]

Ih]:spfunny smelling substance o e e

attrocts the attention of nearby E|LEH|:ER i

e e b

or hear Heather. The only possible 'I= E:i:j s?dn;:umt;m;nbr:uﬁﬁl

benefit in equipping this item is it TR o “Eﬂ i

you want fo kill mony monsters fo .il| f il

unlock tertain bonuses. Explanation: (on “ﬂ?h it
equipped when the Hondgun or
Submachine Gun s aqqp'!iad The
Silencer fits onta fhe end af the ‘

Procured: Centrol Square ;
Shopping Center (Normal S:ths] 7F)
NW Elevator

barrel and muffles the sound of
gunfire. Enemies that ore not
already aware of the player's pres-

Explanation: Read the section ' ence will not heor the sounds of
above, enfitled “Radio Functions”. i . firing. mm is 0 slight
_ : - \ reduction in the atfock power of

rrrrrrrr
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VA A

r ! : ﬁln 'ﬁ'mm tu’tagtin' mn!nms various ﬁreurms and nthar i
in'two types: ﬂwllmd he ﬁumge bullets and the kind ﬂm Heather ¥ 1

mus’rswingmnrdarluhushuppunaiﬂs e . e
WEAPON TAPES L il

H:Iee weapons are Ihus& Thul Henilwr IISH tﬁ sltﬁm u liunstﬁr vrilhplr;ﬂml.m” o eldi'l ﬂlﬁ htmds. prepare to use the weapan bjr ﬁl;’fenng §—
“"""'malna mpﬁuhm h’lpl'# ﬂqun oe attack mofion, Tap. rupidly H‘l

'. WI"I qﬂdcﬂ: m'Hl"' poct, Swinging attacks con damage more fhart |

h OH <1 PFVHH*—H‘ ﬁlt_mr Mfudi -mih l‘ha hml‘wﬂ pnsslhh attock #Ew ’

'-'ﬂ
&>
o st Ilhm:a you can fire them Iruden 5ufa i~..
' :,'5 can somefimes be hard to come by |
Iha monsfers will huw a ;]?prﬁ

-~ ATTACK P[JHER

Th “Atac Powr”of E"d' “"’"F““ ﬁ‘ﬂ"ﬁ'hﬂ'fmww apon does 1o o foe each m*n-hllle’l strikes, perces ihﬂlﬂ'!
melee weapon Iundi on the bud',- When. Th '_imi streng!h uf il m ik o

nfhuwmﬁsetﬁmnmnfmrh mﬁma'li:& v, He

weapons have hl];llur mﬁmr ﬂ'lnn ﬁi‘#ﬂm& h'f-'lH !
lWAEI II| .Ih:i-"':' ;.r-:::'.'- W

wiurw mnmr fde's wIII mnﬂnu& mmhm furwmﬂ 0s ynui',

: 'I’ﬂmu q malua inupun ‘sirikes a wall or enemy, you can faalllﬂla ;ﬂ‘dﬂﬁ
' ;-1mm\‘ il mumlng ora wall creates a “rebound.” If o melee weupm
~ rehow Imn muﬂ: Iiaather to shake for a second, unable fo uﬁutlr,

St:mmu is iha measure of Heather's energy and breath. s she uses weup:-lq.
her s stamina gefs very low, Heather breathes heavily and even bends over in
| ?ﬁjl h}t enemies, |us! out of ﬂushfght range. Lock of sig rrﬂnu will not cavs

u-ffiraurms remein unofectd by stamina. If stomina dmps 1o zero, ﬂlB homﬁ e
travelling at full speed continuously in Normal Aciion Level, stomin drops to 0.
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Range: 40cm

I
#”

Ii || Pqp(ured N/A (owined from the start)

| il I}mrmthn Of all the melee weapons it has the shortest range and
| | Imh'asI attack power. Still, it is better than going empty-hand-

h'en striking an enemy, the weapon does not rebound off
bady of the foe. The Knife may rebound off | :
il 'quEs or obstacles, depending on the Adion Attack Attack Power Imipoct Powee' || Steunliva Used
L Level. Itis possible o attack without standing in | Swing Atiack (top 5¢)  40-80 {11 swing) 510 _ 50(1stswing) |
} ﬁa spot, You can move while swinging the R 30-60 (2nd, 3rd swings) 40 (2nd swing)
|

ife rapidly from left to right, The swing : 30 (3rd swing)
__ { I utk uﬂuws for striking of mulliple enemies at | Thrust Atock (hold <) 3060 1 S0l gl

u can perform hree consecufive swing W
A |I|bgn 1- y pressing the ~_ button rapidly, each with o decreasing amount of attack power, A pause occurs between each three-swing mmhmu-
11 is possible to m!md the pause by atiacking hwice, waiting o split second on your own, then attacking twice again, efc. With this malbud,| ruq#

[ : l frlqmum a higher Iaual of damage inflicted by 1|1ekmfe
|‘I I ' .

b TEeL pre

L !j[f:lllnge.lpﬁtm

s

Central Square Shuppmg Center

| ide), 2F Cofé Turn Mill kitchen, Swing Attack (fap 50) 130 (1% swing] 0 100 (14 swing)
’ ' h!%hmﬁhhn' As in previous Silent Hill gomes, .. 100 (204, 314 swings) e i o
i '-'H.!a , Siaal Pipe is a blunt instrument approxi- _ 80(3 swing)
il i;| igfy 1 meter'in length. You may beat/ene: ||| Downward Attock thold <) e0 0 10 |
"' I mies down with it or fhrust if into their midsec- || Thrus Attock (press forword, hold ¢ ) 150 ..H' ..‘5.']....

i fion wlrh reckless uhundnn, hut |I$ uﬂu{k pover

ropidly couses the charadter o swing the Steel Pipe three times back and forth in succession, fﬂlfwed
‘#hll& perfnrmmg 1ha swing ullu:k The thummr cn also raise the plpa over the head and Imsh dn ynwar



il Arteck

Swing Attock {fap <) 180 {iron 5|1herel

]ﬂﬂ' {hundla}

lfn.pqd Puwer

(030 o sphwesh i 0 CA0R T A
10 (hondle)

Domerd Atk (ld 60) 20 (ronsphare) ____ T0Gronsphrel 20 |

_ 90180(1swing) 1020 70(14swing) M

60 i?uuﬂ :1fswmg: I______I_ﬁ{]I:E“dswlng}

30 (3 suing) !

Il”m | j

.I[ i
rH
ﬁ!dl

, ﬂurk pnwer ﬁ puuse occurs between each mru&mng mmhmu'.
1 your own, tham attacking twice ogain, etc. The Katang is o weapon
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" HEAM SAHER | i

Range: B0cm, 120 cm when extended

Procured: See chapter fitled Easter Egg, Clear Bonus and Additional Mode
Guide.

Description: The Beam Saber is o honus weapon, ovailable only in the Extra Gome
Mode. When the Beam Saber is equipped, Heather appeors fo be carrying o short handle.
f 1 Holding B2 to enfer coution mode causes Heather to switch on the beam. You may move

forward or backward while swinging the blade. The atfack lounched during movement causes
i the most damage possible. However, if you receive domage from enemy attacks, the impact can-
i |H. it cels caution mode and the beam switches off. You must move fo a safe distance ond restort the
i :" I5:_ [ beam before continuing. After you score o 100 (10 big stars) in an Extra New Gome, the blade
| becomes longer the next time you play.

Attack Attack Power Impact Power Stamina Used

. i:lu, i Swing Aftack (tap ) 200-400 (1 swing) 310 80 (14 swing)
i S 120-40 (20, 3¢ swing)  70(Mswing) M
: 60 (34 swing) |

e .,|i,' & @ 1 Downward Attock (hold ) 300-600 o T oo
Ml ' Munngnﬁu:k[mwng hold 5¢) 150900 5-30 200

Mu 25tm

II ;' Pmurﬂi Daisy Villa hpunmnjs Heather's Dresser [Irmlrer

Description: A weapon tha damages on fouch with high-voltage electric current, Heather received Ihts lﬁ&m fre
defense. Unfortunately, she usually leaves it in the bureau of her room. To deliver an a[edm Shﬂd{_hl

! : uﬂudung mlh the item. |
i Huwmr the nﬂuﬁ; POWr is thrmuhr weak. Heather mll nof reload the Stun Eur; aufor f eifhe _51115'5 un Gun must be reloaded with o
| new battery by Immlip_ul means. ¢ |y Attack Power T ' !ilmrlmr.l Usod
. il il g | 240 (with Battery) 50 : 40 (without Battery)

120 (with Battery)

| {without Battery)



120 (with Silencer)
& 100 (without Silencer) 10

Clip Size: 10 Bullets
Procured: Centrol Square Shopping Eenrer {Hnrmui SlﬂE],l 15 'ﬁ'umun 5 I'Ju!hmg ‘i!um

Description: A small-sized shooting weapon with o mﬂndge that halds 10 shofs, lhae Hundgm is the fpsl uuod wﬁnpurr fnuml in Iha . i
game. Although ottack power is low, it is still o great weapon bemusn]'uu can shoot frnrrn d*inl“ﬂsmm To shr:m ”Hundnun Bullets” ore nutamr',r To use| ﬂm
Handgun, equip the weapon ond enter caution mode (hold R ). Heather holds the qun in close fo her infsu 'Hhﬂ'l'l'!hklfs not locked anto an enemy. Tulp -‘h.. :
Heather toward o monster; and she points the gun i the foe 1o indicate sheis pmpeﬂ}' giming of the tT&i}TIJI'E. f]lmge Targels hf mmrlrbg the left omalog stick. |
right or left while confinuing to shoot. Heather isino mmhul exper, 50 1hara wil be fimes when her shots just do ot hit the monsters even when she gims 1
directly of them. This is especially the cose when enemies are moving fusl Heather con shoot while moving forward o backyard, or even while stmﬁng mﬁr

dles around enemies. A Silencer can be equipped on the Handgun fo supg:ra-ss e sound of dischorge. With the Sﬁancei eﬂamm that do not see wu'nrlnnf_ i
become olerfed, ' sl ' el

SHOTGUN

Clip Size: § Shells | i |
Procured: Hazel Street Station, B3F Platform 2 Abondoned 5ubwuy' Eur AT i

Description: A shoofing weapon capable of loading o maximum of six dmts. Wik—r
pellets emitted by the Shotqun. At shorter distances, a Few enemies absorh Ih& fu" blas

Heather is incapable of running and firing with this weapon, it is difficult to use Ih’ﬁ
Because the sound volume of the Shotgun is so high, you may uninfentianally couse en
Shells* are required. Hold the caution mode button B2 to raise the weapon, Hmﬂler
you proceed into an area with the caufion button held, Heather will not uummuﬂmﬂf lo
needed fo roise if. Since 18 pellets discharge from the gun af one fime, it s possible; tq-’ ]
Power listed refers 1o the domage caused by sach pellet. Thus, one shell discharged in
full 180 Attack Power domage. You cannot mave while shooting, becouse Hau’rhhl‘ mi
force of firing the gun, its rate of fire is low. : i




R ool 1
L SUBMACHINE GUN

Attack Power Impact Power Stamina Used
1] 10 ) .5. .
Clip Size: 32

Procured: Brookhaven Hospital (Normal Side), BF Corridor

' Description: Appearing for the first fime in the Silent Hill series, the Submachine Gun delivers a rapid fire stream of
bullets into enemies for os long os you hold the Action button . “Submachine Gun Bullets” are required to use the
waapon. Because ammo for this powerful weapon is scarce, it bécomes necessary ta conserve use of his weapon for
times of great need. You cannot move while firing the Submachine Gun, but while emitting o siream of bullets you can aim the gun high, Inw or
fo either side by moving the Left Stick. The Submachine Gun fires 15 bullets per second, and the attack power of the weapon listed is for a single
| 0 bullet. With only a 32 bullet magazine capacity, you will run through ammo for this weapon quickly. The Silencer can fit onto the barrel, 1o reduce
" noise and avoid alerfing nearby enemies that are unaware of your presence. However, his reduces the atfack power somewhat.

FLAMETHROWER

- Attack Power Impact Power  Stamina Used
| 24/ Second {lswol fime per 1 deporture)
_ &0,5econd (Special Sme per | departure) ] 50, Seqond
il (Iip Si:e: Unlimited

I’m:lrud See chapter fifled Easter Egg, Clear Bonus and Additional Hm[e Eurda

Hﬂs:rq}tmn A weapon that emits flame, immolating the enemy. You con attack foes in a wide range with the
/ | Humeihmwer since the flames spread os ﬂw_.r travel outward. The chemical qumdar of fuel losts forever, Like the
é:'i i Submachine Gun, while discharging it is possible fo rise, lower or turn the Hames in any direction with the Directianal
.r|| i Pad or fhe Left Stick. Attack power changes depending on how many flaries hit an enemy ot once. With a little calculation, y
o |mger foes suffer higher damage from fhis weapon. After you score o 100 (10 big stars) in an Extra New Game, the Flometh
| more dumugmg the nex1 fime you ploy. .

L HeaThER Baw
i lip Size: Unlimited

' '|'| Procured: See chapter filed Easter Fgg, Clear Bonus and Additional Mode Guide. i __';.3-:"f:-’?‘li'f!f!;--;f:.-f Hi

F0s, and 'mruﬁuhlé only
I_1_d_s !he" hnld R and

Description: Science fiction powers  granted by the monifestation of either the power hiding. II'lSHIE Heathe
" when the :undmnns are met in an Exira New Gome. Use the Heather Beam by removing all weupmsff' |
I press ﬁrtllﬂl'l . Heather fires two homing missiles that seek out enemies even around corners. H left ana
and press " fo fire a large ball of energy. Although this ettack does not ssem o knock enemi drains a_m:guad amounts. When used
. in conjuncion with the Transform Costume, the Heather Beam becomes the “Sexy Heum gular attack fites more hon
' ‘and the Burst Attack fires from the e-,res

IIJ“J | Hnnuug' hissiles 22 (hold :I ) 30 [per 1 misse) 5 IV, 20 ik M1 il AT j

! - bk s bl ) 6 il n
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The inventory menu is divided into three categories, Items, Weapons and Supplies. The Supplies :umgur'_.r contoins ommunition for the various
firearms available, health aids for the restoration of strength, ond other consumables suchias Beef Jerkyiand Stun Gun Bafteries. Supplies |ll.!||l
Heather keep going with the weapons and limited amount of health she hl:ts

USING SUPPLIES ik i . |

............ " Supplies can be used from the menu af any fime. Rotate the Supplies until the item you wish m-*J
Sl Use is displayed, then select the “Use” option. If the supply is a recovery item, the item disup-

pears from inventory and Heather automatically feels better. The strength mdwuﬂar in the uppe

left corner of the menu changes color fo indicate better heatth. - ' " Ul

If the mpp'!',r is ummuniﬁun for 0 weapon, the meny nplwn: available is *Relond Hemhardndds d
bullets to the corresponding weapon il it copacity s full If you are firing o weapan and the |
{ | clip runs out, press Adion | ond Heather will relond 1he weapon on the spot, pmw#d she 8
has bockup ammo. Hmuar ﬁm is adistincti ive udmntuge o reloading your weupun ?hmugh
the menu instead of allowing Heather o do it in real fime, If Heather reloads her wenpun v.l]rle
facing enemies, s, the monsters gain a brief npp-urlumty to atfack while she s busy with her weapon. If an em.-m-,f limes its attocks right, it can pna
vent the reloading and force you'to fry fo reload ogain. Mmys !dnucl your weapon from the menu, unlnss you are in special c:r:umﬂum:as sud‘r
as a boss fight. -

EQUIPPING SUPPLIES

You can equip o supply item in the menu. To equip o supply, select the type of item and choose
the “Equip” command. The supply appears above the word “Supplies” over to the left side of
the menu, When this is accomplished, you can use the supply in real time simply Eq.r prassmg
down on the right unuluu stick, also known os the R3 hution. Hl M e

* First-aid kit(s)
1} ill bel 1]
Sanplishs ool i el 1 i

it

Wht occurs when you press the R3 button depends on the supply eqmpped For. ms-!unte |f the Weapens : 1

Health drink(s) il
contpoller s pulsing because Heather is weak, press R3 when you have o recovery item such s | Al "L o A
o Health Drink equipped. Heather uses the item immediately, and the pulsafion stops. Likewise, | SR Aa st
if the equipped supply is Beef Jerky, Heather leans down and sefs o piece on the floor,
Equipping supplies is handy if you do not like entering the menu all the l‘rn'l!

ﬁﬂu amlpped liam 15 ummumilun for o weapon, Heather stops un:l rehmds her aqu:ppud weapon, If Iherr—: are st

SUPFI.Y Ci]H[IETI[IHS

Silent il 3 inclides  hidden supply baloncing system to muintain the challenge'of Ihe uﬂme
ammunition in your Pﬂiﬁﬂsslﬂn In:ludlng amma looded in the weapon, and mlruTulas ﬂ11$ lpmi it
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Ammunition for the Shotgun, found os boxes
containing 6. Quantity found is doubled in
Beginner Mode.

A recovery item ihat restores 25% of Heather's
physical strength. Fully restores stamina.

Ammunition for the Submachine Gun, found in
clips loaded with 32 semi-outomafic rounds. |
Quantity found is doubled in Beginner Mode.

A recovery item thot restores 50% of Heather’s
physical strength. Fully restores stamina,

A recovery item that restores all of Heather's
physical strength and stamina. Additionally,
stamina does not drop for the following 3

minutes, no matter how much activity you
i i EnquE|n

i 4 AHﬂBUH HquIs

Eulleis for the handgun, found os boxes con-
taining 10. Quantity Found is doubled in
|| Beginner Mode.

| Power cell for the Stun Gun. Each hattery pro-
vides enough power fo attack 4 fimes with

| 120-volt charges. The number of full charges|

| in each battery is doubled in Beginner Mode.

| When used, Heather loys o tosty snack on the|
ground at’her feet. It is possible to qud'_l‘lliaﬁi_;:;'::
enemy foward the Beef Jerky, and they may
| become distracted by if. However, if fhe mon-
ster already hos sight of Heather, disfraciing
them with Beef Jerky will he. more difficult
Beef Jerky works best when you lay ihe piece
on the floor, leave the room, then return
" immediately. Most IIkﬂ{)' you willfind the |
enemy snacking.on the meat. However, when
the enemy chews the Beef ]uﬂw for o owhile,
A : it disappears und the aliﬁilﬁr goes back to
Bl e N i, hunting for oiher fﬁl'ii} Beef Jerky is effective
- B | " only against Double Heads, Numb Bodies,
i Insnnu [unuars und SJurpers
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Contained in this chapter is random advice to help you learn the systems of the gume and master combat fechniques. By learning oll there is fo. |

J know about the game beforehand, going down those dark passages will not be so overwhelmingly scary. ..
i 1

BASIC CONTROLS _!

CONTROL FUNCTION CONTROL FUMCTION

d-pod/Teft anolog sfick  movement (20 o 3D style), move cursor 18} Cancel, Exit menu/puzzle , Switch Floshlight ON/OFF
right analog stick(R3) ~ Rotate fo look in View Mode,/Press to use supplies & Map i

SANJW3T3 li?-".}H'dﬁﬁH (NY SISy JWD

START. Pouse, Accapt, Skip scene Rt Sidestepright |
SEET Menu L Sidestep left i
X Aceept, Search, Attock, Stomp or Kick Rz Catlion Mode. {preparing weapon)

g Run, Guard View mode, move camera behind heod

OPT( ‘L‘_

Befare beginning your first game of Silent Hill 3, consider tweaking some of the default game
settings in the Opfions Menu. You can change the options anyfime before or after you start I

new game. Two options yl:-ﬂlsbuuld really consider changing include the “Control Type” and the ' j | i A
“Walk/Run Contral.” Your seffings should suit your preferences, since they wil affedt your first | & y h:gf%??’&fm:

impression of the gome. | {  Sousd 5
BGM Volume

SE Volume
fﬂ,ﬁi.ﬂll] Type.

Exit

QFTIONS

Button Conlig

HH Change bulton settings

| Change sations to moke :murgummg movg comforiable, |
'8 VIBRATION i

f
iﬁ'} Some people find vibrating controllers to be annoying, and immediately turn off the yibration funclion when' pluying Illl'f game. In the e’ﬂ’?ﬁf i
Silent Hill 3, this can't be discouraged strongly enough. Whenever the main character suffers damage and drops in health, phe mntmﬂar begins fo
% pulsate like o heart beating in your hands. This is he best possible indicator that you need fo fake r rmmrern,.r items in order o, confinue safely. With
li the proper supplies equipped, you can even administer health without even opening the menu, as 5000 usqu faal the cuqupller ﬂtroﬁbmgh i

4 SouND Nores

| I"J;_;. |

stereo speakers atached ta your set, select "Sierenf’Speulter You will be able fo sansa rha Iurqq'nn of I
make. You can actually I'raui*ﬂln direction from ||t|1ith they ma toa‘dlhu! AT'TFFF” [ e

L'ill !

f}f i I,|t|
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" Eath control srrfa s pros and tu )

"3I} Trpa 1s ’rha default selﬂng, s uilized most afﬂl:wnﬂ]r with, lhe dlgnul pud ‘|'1"|1en pressing up, Heather moves forward in whichever direc-

tion she is funng Pressing left or hi furns her from side to side; and pressing down causes Heather to back away. This is the classic Silent Hill
il control scheme, and many vefs nl the series pruf&r it. This setup eliminates confusion regarding onscreen direction as to which way you should
1 push the movement contral. 'h11ﬂn you move the tmuluu stick or d-pad up, Heather continues fo mave in the direction she is facing no matter
01 which angle the camera sits o, Therefore, you don't have 1o stop and position the camert behind Heather each time you enter a new areq. With
I this control scheme, Heather remains capable of backing away from enemies, ollowing her to fire shots as she retreats. Those who choose the 3D
| control option should also consider switching the *Walk/Run Control" o Reverse, os defailed helow.

' "D Type" is the aternate setting. In this scheme, Heather moves in lha direction that you push the nnnlng sick, ralutfre o your view of the

I action onscreen. This seting is best suited for use with the left onalog stick: The only veason for suggesting this change s tha quite offen, the 1
il comera’s focus on the scene shiffs fo an opposite angle.as you cross an area. This constant shifting keeps changing the desired direction of mave-

i ment. It requires constant movement of the analog stick to accommodate ‘eachi new angle. However, it bacomes quite manageable affer o short

| period of orientation, and using the analog sick is much easier on the thumb. This style also eliminates the need to turn since Heother instantly

il goes in the direction you press. However, this mode eliminates refreat from enemies. Moving backwards from an enemy s you shoot is o highly
il useful factic, as described in the combat sTrutegyr section below. -

& "SECRET OPTIONS

i Happy Birthday, it's time for your first game secret! While in the Options menu, press H or R1
i | to bring up o second, hidden menu of “Extra Opfions”, i

T R i

EXTRA OPTIONMS
Blood Color Normal
W;I

‘.’-ulumr Normal
un Contral Nermal
| Map Zoom Out
-f gise Effect On
Display Mode Normal
Exit

_ f“'m"w -

Set blood color

mmnpwmmmnmu
mbrmgupfheﬁimﬂﬂm

These bpliqns allow you fo change the graphic display and movement control. If you do not like
your blood fo. look realistic, you can change it fo a different color. However, some may find that *
demons that spew green or purpla blood are even more disturbing. You can also tlmnga the f
amount of blood in the game fo a lesser or even higher Ie'.rei ?

l

Whenever you bring up the map, the enfire map is displayed and you must zoom in fo view. ¥ i
your close surroundings. Toggle the, “Map” epfion to Zoom In, und the map is closer to your i
proximity whenever you open if. |




|n|l|!{'rwnmlﬂﬂﬂﬂﬂ?‘??!ﬂmﬂ

The “Noise Effect” is a loyer of stafic infen-
fionally displayed over the screen. The devel:
opment team wished 1o give Silent Hill 3 o

€C — distorted look, doser to watching an old hor-
| ror movie on VHS tope. You may switch this
option off if you prefer your graphics crisp
and clean, closer to next generation stan- i
h dards. il ) T
D No noisa,

-

The “Display Mode” helps to sharpen or blur the onscreen picture very slightly, in case your television is small or already has some picture = - |
frouble. As you toggle between Normal and Sharp, keep an eye on the sign reading “Stash Your Trash” on the gorbage can in the background '8

photo if you want to see the difference. A

| SHITCHNG THE WALK/RUN CONTROL

& Dne of the most important options fo consider switching is the “Walk/Run Contral”
y * which is also part of the Exira Options:menu. As you read the walkihrough

* contained in this guide, notice the suggestions to “run through a room without
stopping” or “run down the long corridor.” Running not only decreases your
gome fime and helps you earn o better rank, it is also o velid tacfic for j
avoiding domage. With the Walk/Run Control set to “Normal”, you will most §
likely spend the enfire game with your thumb on the €7 button. Avoid the §
cramps ahead of fime and set your Walk/Run Control to “Reverse.” j

Not only will you spare yourself some thumb cramps, but you will also maki
Heather more mobile; Normally when you press the R1 or LT buttons,
Heuther corefully sidesteps left or right. However, when you reverse
the Walk,/Run control, she will strofe swiftly to the left or right!
This is o more preferable sefting, especially in combat when
you want fo circle enemies and shoot them from all sides.

T —

SINIWI3 GIONVAGY GNY SIISTD IWiY
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" CAME BASICS

" Now fhat you' are set fo start pln].rmg, it's Ilme h:l dlscuss some of the basics of living, surviving and thriving in a world without predictability,
\l.‘l'lera evil reigns supreme. TIIIE sachun expands on the contents of the instruction manual.

[ TR T T T
There are two difficulties fo select when starfing o new game, the Action Level and the Riddle Level.

ACTION LEVEL

The Action Level determines how powerful the enemies are, which means you have fo fight each
enemy longer when higher levels are chosen. In addition, secret items are unlocked in o replay
game hased on which difficulty you choose! EE o

|r| "] O ]
Ac thu Lev ﬂl |E|I|I '.r_:l' Ll

il | L
:l " ' E.l!-'l.l'l I[F ".n W e
il Nortaahl

'. . Hard

" EASY ACTION LEVEL e s

E:. Heather's physical strength s twice os much os in Normal Action Level, ollowing her fo take more damage before dying or falling info bod status.
'i:- Attacks with melee weapons knock back enemies, and enemy attacks won't knock down Heather. The range of the lashlight is slightly larger, and
!i'!" the range of Heather's ability to look af items and enemies is longer. When a gun lip runs empty, the game reloads it automafically without the
';_ reloading animafion. Melee weapons do not rebound off walls or enemies. The amount of time that the character can be restrained by on enemy's
il grip or bite is half os long as in Normal Action Level. Heather cannot fall off a ledge or down a hole, even if you run right into it. There aremo.
hll || “instant death” attocks in the Split Worm and Leonard boss fights. There are fewer enemy quantities encountered, and greuh:r omounts of sup-

il plies found.

NORMAL ACTION LEVEL

i The level of difficulty is reasonable, yet not excessive, This mode is the standard fo which oll other Action Levels are compared. On one note, if
I| Heather teeters on the edge of o chasm you must rotate the movement control in the direction away from the hole. |

HARD ACTION LEVEL

When running for 3 seconds or mare, Heather builds o speed as such that if she comes in contact with a wall, she bumps info it clumsily and
hecomes immobile for o second afterward. Striking the walls or certain enemies with a melee weapon may cause a rebound, rendering Heather ~ *
immobile for a couple of seconds. Enemies that grob or bite Heather hang onto her for 1.2 times os long as in Normal Action Level. If Heather
receives an oftack from an enemy near o ledge, she falls into the chosm and dies. The Split Worm has an instant death attack you must avoid, ]
and touching the gears during the Leanard boss fight results in o grisly end. Enemies ore greafer in population than in Normal Action Level, and =
supplies are fewer and harder fo find. ! :




RIDDLE LEVEL
~The Riddle Level determines how fough the puzzles will be to decipher. Not every puzzle in the game is affected, but all of the puzzles with
randomly generated solufions become harder fo decode. In addition, dues on how fo solve certain puzzles are more vague ond cryptic.

EASY RIDDLE ..

The game practically tells you how to solve the puzzle in this mode, This introductory method is a good way to become acquainted with the pu:
+ zlesand fo learn what o expect of harder levels. *

- NORMAL RIDDLE

Some deductive reasoning and creafivity is called for, as well as some math. Some solutions are logic tests.
HARD RIDDLE |

Requires an immense ability for obstract thinking ond a broader scope of knowledge than most videogames require of players. Clues are offen ;,'
complefely vague and even purposely misleading. Some clues may not even be helpful at oll. Outside references to other literary works are
somelimes required.

S ININTTE GONYAY ﬁli‘d Sl ]WHS

Might As Well Start with En:]f 3

‘You can unlock o bonus by mlahng oll three Riddle Lovels. S0 1
you might as well wade in W and soak up the benefits later. '

—— s s — .

. Heather turns her head to laok at items or objects of interest, such os memorandums and pock-
8 ' i
etbooks, keys, useful tools, weapons, ammunition and supplies. She also looks ot previously o
used door, since she knows'that it is open, unlocked, and available to enter ngain at will. This
feature helps o narrow down the places you must search.
Hmhemmmrmuym mﬂm rp'k‘l' up. 3
I lse this feature to simplify ;uu.r sareh,
, There are several dozen doors in the buildings through which Heather fravels. ‘I'w wnqm,m
L
fime if you ran around and knocked on every one of them. ‘Sudden changes in the camera
|. angle often signify important parts of the landscape, such as doors you should enter or environ-
; mental puzzles you should study. So if you are running clong and meﬂung tums Heather's
Wy e head, or if the camera angle tries to shiff suddenly; 9 back cmd mvemgﬁre more closely.
; Comern ongles change suddenly fo f fif| | I |.!|!||“| f!!"
hightight imporfant landscope features. i i : i [| !
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T . . A
/|| Doors that mlf ,qm open are Endltdmd by 'hrnk&n T o o i i "locked”, i means
i you shnnhl look for some means m.uniud: the door, such as a key or other perfinent objedt.
il . [Some dum open right up and fof you in, fo whmauer perils awai you.

ﬂh f: ;

i A

Doors that cannot open are marked on the map immediately with a squiggly line through the
sealed entrance. Locked doors have a straight red line over them, and passable doors have a

complicated confines of Silent Hill.

.Hm:- markings mnma'mm‘m Hanther hu-shm -
ond where she hasa't checked yet

VPORTANCE OF THE MAF

Most areas in Silent Hill 3 are poorly it or even pitch black. Visibility is o severe problem for
Heather. To fight this, you must use the maps provided in the game. As soon as you enfer o new
building, your first goal is to find a map. Going for any siretch through the game without o map

is a scary experience indeed!

I'Iitﬂe viewing the mog, you oo remove murhragi #fl'ral'uing

A1, You can hidg the position musker by pressing Rl |

Hapsmuﬁmhﬂadmwﬂmﬂfnnwmm
But ot chways..

The map is the key to geographical placement and orientation. The green arrow on the map
shows Heather's position and the direction she faces. Often while running through buildings or
areas, you won't be able to remember which direction you're going or even on which floor you
are. This is the disorienting effect of the game, infended to happen. Do not be afraid fo go to
the map every few seconds. Check the maps every fime an item is found, every fime a new
destination is painted out, or after every battle. As you can tell, that's quite often.

double arrow through them. These markings help you narrow down your search in the dark and

|




Every time you play Silent Hill 3, there are certain codes and solutions 1o jof down. These codes |
are randomly generated for every game, so the answers cannol just be provided since they willl
not be the same nexi time. Whenever you need ta remember a code or solufion, the walk- |
through in fhs guide lets you know. The guide may not be able to tell you the code, but it can |
tell you where 1o find it every fime! |

S INIW3T2 (2ONYAGY uh_'d SﬁISTI‘H TWYY)

Mast of the text notes and letters you read confain very important clues, and they appear
immediately in Heather’s Memo sub-screen. As you are attempiing fo solve o puzzle and
suddenly remember reading on important due about it in another room, you do not have

to backtrack fo read the note again. Simply access it from the Memo menu right where you
are standing.

The Memo meny offaws you fo
E i remember impariont clues withau! backtrocking.

| NG [HE LAMER
You are running down a corridor and the comera is following Heather. Then you turn and head
back the other direction. The camera is now in front of Heather, and you cannot see what in
front of her. To fix this, stop running and hold the L2 bution until the comera is behind Heather
again. While it is cool o see the incredible details on Heather's face and clothes, it won't do you
much good if you run into @ monster while the camera is in a bad posifion.

Somelimes the comera is angled strangely on purpose, and pressing the L2 button will not work.
If you could just trundle through the game beating the far out of every monster in sight, there
would not be much challenge or suspense. Tricky comera situafions lend themselves fo the sur-
grises in the game, and accentuate the fension in the aimosphere.

e T W ey

The comera stays focused on Heather mostly. Yet sometimes jt also starts to creep upwuru‘ in
= 5.0n enemy approaches, This is o good way fo sense uppmm:hmy munslar;, for one :J'lmg' IﬁaJ
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b COMBAT STRATEGIES

[ 1| . Thrs section focuses heovily on hgha‘mg and dummuhng uppnnenls with your limited resources. Implement these sirategies and you should emerge
i from confronfations without o serafch.

1l
prees. ssaiate

CAUTION MOL
To use any weapon, you must first enter “caution mode.” Press and held B2, and Heather pre-
pares her equipped weapon for ottack or defense. While in coution mode, press < to attack
or '_fo block an atfack.

A il nmn'rrm]-mqﬂwr

Caution'mode serves other purposes as well. While in caution mode, Heather moves carefully.
She will not accidentally foll off any ledges or drop info holes. Heather hunches down in caution
mode, and you never know when you might want to avoid a callapsing ceiling...

OCK-ON AN

If you enter on area full of monsters and they are within range of the flashlight, Heather will
very likely aim of the closest enemy when she raises her weapon, Switch fargets by moving the
left analog stick to either side. Nevertheless, whenever enemies are within range of he flash-
light, Heather automatically “locks-on" to the dosest. Yois can tell thot she is locked-on fo a foe
because she looks at the monster, and continues looking of it even as she passes it on the side,

[I:' This lock-on is o your advantage. It means you can lower your weapon, run quickly behind on
il enemy, then hold B2 and Heather automatically turns. full around fo target the foe. This todic
| ".|. can give you the drop on one or more enemies nearly every fime.

As you are fighting enemies, you can also use strafing and cirding fechniques to your advan-
toge. Heather can move os she fires the Handgun, or while swinging cerlgin melee weapons.
While holding down the caufion mode button, press 14 or B2 fo sirafe around the enemy,
while tapping, < . If needed, hold down || as well to move faster. When Heather strafes
while she is locked-on fo an enemy, she circles it rather than just moving sideways. The circling
method can often help you get out of disadvantageous corners. If you keep her moving while
attacking one enemy, ather foes in the area will have o harder fime ombushing from the side
Or rear.

i R =
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Guns can carry a limited amount of ammo. It's a fact of life, and you must live with it in the
game. When the clip runs'out, Heather tokes o moment fo reload her firearm. During this
moment, she is vulnerablg to sneak atiacks by monsters. During battles with the larger boss
monsters, having to reload the weapon in the field can be a killer.

This is why all'guns have a “Reload” option in the menu. Use it! When you know you are
going info o fight you cannot avoid, open your menu and make sure the gun is fully londed.
Is she fires shots, count'off the rounds in your head. When you know the clip is empty, do not

let Heather reload the qun. Reload it for her! Open the menu and select the empty weapan.

“Relond” and exit the menu. The qun is now ready o fire again, without a moment lost. While
you are reloading it in the menu, the game is paused and your enemies are frozen in their
tracks. Maintain the advantage of firepower despite limited clip sizes.

Lt

While in caution mode, press T 1o attempt 1o block an attack. You can deflect the attacks
of most frequently encountered foes with a successful guarding posture. In most cases, it is |
wise to let o fost moving, fost attacking foe try to attack first. After deflecting their ottack,
the enemy becomes slightly stunned and wide open for you 1o blast them or bash them. This *

“guarding and counterattacking” technique is an essentiol skill to learn, especially if you are
going to make it past a certain boss monster in the gome. Rather than shooting first and
quarding loter, o defensive opproach fo the gome helps to reduce the amount of domage
taken ond makes recovery supplies lost longer.

Status f Lntipns,
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Weapans,
Haindgum

liolds 18 rewnds of anmumition.
Small and wot pawarinl, bet cany
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Supplies

Develop o habil of reloading weapans

fram the memy, instéad of in real-jime.

?|I

By equipping ammunition in your “Supplies” slof, if becomes possible to reload the gun hjr
pressing down on the right analog sfick. The menu method is still the preferred way to reload

the qun, but the R3 button method can be very hundy during slight pouses in boss fights, when
your awesome adversary runs away fo regroup for o few moments. Whenever you ' have g free
moment, press R3 fo relood your weapon quickly and be prepared for the m!q{ruund iThe - it
Supplies slot can also be used fo equip health items and guud olf Eeef Jedw' -iﬂdlil:tiﬁsd jptar I
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Espe:mllf in our first game, every bullet you collect is like one less point of damage token dur-
Ing a boss fight. As much as possible, develop your skills with melee weapons and kill as many
reqular enemies os possible without wasting valuable rounds. Additionally, try fo avoid as many
battles as possible.

Every monster you knock down should be kicked in the head immediately to finish them off. If

you put more than ten bullets info a single monster in o Normal Action Level game, then you

are wasfing ammo. To finish an enemy with a kick, shoot it unfil it falls, then release the B2

and >< buttons. Now, with Heather sfanding directly next to the monster’s prone body, press
" alone and she stamps the life out of the creature.

Usmg @ weapon is just o means
fo. make He enemy prome so Hecther con kick them.

AN M SAFELY

Enemies tend to hover around items that you
may want, The best advice is to kill the
enemy first. Nevertheless, if an enemy is hov-
ering over bullets, ond you are fresh out, ry
to “bait" the enemy away from the item,
then run around it. Run to the bullets ond
pick them up os quickly os possible. Heather

Filing wp the 300th day and night
From beyond the door, i Hil e
cries of pain are heard becomes frozen in position while picking up

Meimas where Heather remiains visible in the bockground |  items, but enemies can still move and attack
do nof pause ihe game. while she is stuck looking ot a wall or fable.

Memos that switch the screen fo o dose ug pavse the game,

Somelimes reading o memo pauses the game; especially when the screen shifts to o close-up of the book or area where the message is. However,
if Heather is reading - memo and she is sfill visible where she is standing, then it is possible for enemies to approach while she is helpless.

IGHTING MULTIPLE ENEMI

Since Heather fights clone for the whole game, it is possible to fall into a situation where mulfi-
ple enemies are closing from many sides. Try o find o corner or a secfion of corridor that is
narrow. Run to that area, then foce your enemies. As they try fo enter the narrow area or go
around the corner, your enemies can only come of you one at a fime.

Sometimes you walk into o small room with two or three enemies and the situation is immedi-
ately grim. For these instances, you must equip your most powerful weapon. Try to run or strofe
over 1o one side of the room, so that you are not in the middle. Keep Heather's back against a
wall and keep blosting until only one of your enemies is sfill adive. Then you can equip the
Handgun or o stick and finish the job. The problem is that enemies fall to the ground two or
three times and sfill get back wp for more. The best way 1o finish off enemies quickly and effi-
(i !]'f is to knock them down and smash them with o stamp. However, kicking o downed
iy is not advisable when another is right in your face. Best of luck.
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During the game, find and collect Health Drinks, First Aid Kits and Ampoules. These items restore points of strength lost by attacks from ene-" 4

mies. When Heather is in her hest shape, the status screenshot of the game in the upper left corner of the menu screen is blue-tinted. When
Heather is ot an extremely low point of health, the Status shot is red-finted and blinking rapidly. In oddition, with vibration in use, Heather's ;'I
heartbeat can be felt reverberating through the controller when her health is bad. 4

Using health items through the menu is the most accurate means. You can administer o Health Drink when Heather is only slightly hurt, and
o First Aid Kit when in very bad shape. Ampoules complefely restore health, so retain these items for truly important battles.

During combal, it is strotegically bad to enter the inventory menu while in close range of an active monster. While the inventory screenis
loading or unlooding, enemies have the opportunity 1o strike while you cannot yet react. However, if you do not enter the menu and use o

health item, you're dead! The solution is o equip health items in the “Supplies” slot of your menu. With o Health Drink o First Aid Kit |
equipped and ready, you can press R3 as soon os you feel Heather's heartbeat reverberating in the controller, You cannot administer health |
aids while shooting. However, if you drop your weapon for o moment and hack up @ few steps, there should be ample opportunity fo press b
R3 and recover. All it takes is o little forethought and smart planning. ;

In fact, it is the most advisable tactic for staying alive in Silent Hill 3. Make your enemies 1

come to you, don't be too quick fo run to them.

Remember also that it is possible for Heather to back away from on enemy in the 3D Control -
scheme. While backing away, Heather can keep firing of an approaching enemy. Just
because you retreat doesn't mean you must furn your back te o monster.

When faced with muliiple enemies in  long corridor or on a sireet, you can rup away fo
even the odds. Some of the creatures will lose interest in following Heather, and maybe only

one or two will pursue further. Always look for o way to fight one-on-one, even when armed
with powerful guns. Run away and see if the situation changes in your favor.
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Walktlrough ;

Level by leve, this secfion defails the lairs of evil awaiting you in the long-abandoned fown
called Silent Hill. The game is not for the faint of heart, ond designed in such a manner as to

! inspire ferror through disorientation. In fact, Silent Hill 3 is such o macobre and surrealistic
game that there is no woy you can predict what will happen next. As such, the game is intended
h“ : o be ployed without any foreknowledge of the events and puzzles encountered. I is strongly

m' ' recommended that you attempt to play the game on your own. This guidebook is designed to
be an easy reference volume for the brave adventurer seeking to conquer the game on their
own, needing just a few hints in the right direction. Once you have completed your first game,

||" review this guidebook todetermine which items and secrets you might have missed. That way,
| you can experience mnmﬁth fime you play.

| Mt SErin /i

“h“ This chapter is designed fo guide you through the entire game in Normal Action Level.

References to items and monsters throughout the text are specific to the Normal Action setting.
:i Solutions for all riddles of all Riddle Levels are provided in the walkthrough ot the paints they
i occur in the game.

Action Lev l;."l

Silent Hill 3 is the most challenging gome of the series in terms of combat. You should first play

the gome first on the Easy Action setting. Easy Action Level allows you fo familiarize yourself iy

with the environments and game progression as well s item placement and enemy lacafions, -

withuu‘r suffering frustrafion. Additionally, finishing Ensy Action Level enables you to unlock the
it Adjust” feature, making subsequent trips through harder difficulty levels easier. If you

dwe rmghi inta Normal Action Level or Hard, you will find yourself ot a constant disadvan-

tage, fot Imuunng where fo go, lacking in ammunition and dying often.

MAPS, ;M

The text i ﬂm wullﬂhruugh refers 1o locations as they appear on Ihe in-gome maps. By com-

' paring the i e map to the ones inside the guide, you can easily defermine which doors are
& broken, wh ors are locked and which doors open inta new rooms and areas. Press "2\ to
access the in-gome map. |

While exploring a few areas during the gumedr,g.rnu db ot hove the privilege of an in-game

map. Thisiiswhereithe guide comes in handier, since maps for every area are provided.
] |I|| |
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The wnﬁd‘l‘rrnugh féxt often réfirs to common direcfions such as “north’ snuﬂf' "ﬂvu:ilJtr "west”, “northwest”, elc
Concerning relation of direction ja,tHe lqgmurth is the tp.of the i i gome map, south is the bottom, right is east
and left is west. While redding directions from this guidebook, press " fo open the in-game map and
defermine where fo.go froMm your current locafion, -

i |||| |[ i ey ; I i I! L
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Somefimes you may search for  supply marked on the maps, but you will not find it. Sifent Hill 3 includes o hidden supply balancing system. As 48
you enter cerfain stages, slarting with Hazel Street Station, the gome counts the smmunition in your possession, including ammo loaded in the

weapon, and calculates this total number of “ammo points.” The game also counts the number of health items in your inventory and determines
your ‘drug poinis.” Once fhese numbers are determined, the game compares the results fo the specific condition label for the supplies in the stage.

| This system works to mainfain the chollenge aspect of the game. If your points are foo high, meaning you have too many supplies, or too low,

+ meaning you have foo few, the game determines whether to place or remove certain supplies from their locations based on specific condifions. As §
’ you examine the maps contained in this guide, note that many items have conditional labels. Use the following tables to determine why you did
|

HONOHHLYTIM 29%1S

or did pot find cerfain conditional supplies while playing through the stage.

" AMMO POINT SYSTEM (AT THE TIME OF COUNTING) DRUG POINT SYSTEM (AT THE TIME OF COUNTING)

|
0| Hondgun Bullet 1 paint Health Drink | poind

Shotgun Shel 3 points First-fid Kit 2 points

Submachine Gun Bullet 0.5 paint Ampoule 3 points

Stungun Battery 2 points '

CONDITIONAL ITEM LABELS

Label Condition

& subwoy, ammo < 50 Entering Hazel Street Station, total ammo points are less than 50

Entering Hazel Street Station, fotal drug points ore less than 10
Entering Undarground Pass, totol ammo points are less thon 80

Entering Undarground Pass, total drup points ore less than 15
Entesing Hilliop Center construction orea, toial ammo points are less than 80
Entering Hilltop Center construction areq, total drug points ore greater than 20

" subway, drug < 10
sewer, ommo < 80

B sewer, drug < 15
building, ammo < 80
building, drug > 20
183 building, drug < 20
18 hospital, ommo > 100

Entering Brookhaven Hospital, total ammo points are greoter than 100

i » haspital, ommo < 100 En’rerfniﬂmnkhmn Haspital, total ammo points are less than 100
o8 hospital, drug < 20

gmusement, ammo < 50

Entering Brookhaven Hospital, total drug points are less than 20

Entering Lokeside Amusement Park, total ammo points are less than 50

amusement. ammo > 50

Entering Lokeside Amusement Park, total ammo points are greater than 50

gmusement, ommo < 130

Entering Lakeside Amusement Park, totol ammo points are less than 130

amusement, drug < 15

Entering Lokeside Amusement Park, total drug points are less than 15

..; y amusement, drug > 30

Entering Lokeside Amusement Park, totol drug poinis ore greater than 30

amusement, drug < 30

Entering Lokeside Amusement Pork, total drug poinis are less than 30

thurch, ammo < 60

Entering The Church, total ammo points are less than 60

thurch, ommo < 150

Entering The Church, 1oiol ammo points ore less than 150

thurch, drug < 15

A 1 [
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Entering The Church, fofal drug poinis are less thon 15
AL it _i’-- ."I! ol



ALTERNATING SIDE:

- In the dual-reality world of Sifent Hill 3, you are required to explore some areas twice. The
“Normal Side” version of the stage is often less populated with monsters, allowing you more
fime fo ocquaint yourself with the environment. While you can hardly call the situation “nor-
mal,” there is still o certain amount of sense and sanity left in the game world. Take your fime
and explore the Normal Side fully, fo prepare for the “Reverse Side.”

In “Reverse Side", you revisit the same orea

while it is under o very different influence.

The presence of unspeakable evil now perme-

ates every nook and cranny of the environ-
ment. Enemies appear in greater frequency and quaniities. Some rooms change shape entirely,
while others become available or unavailable. The fear level is higher, but your previous experi-
ence with the Normal Side version of this stage should help you to escape the aren and reach
safety.

il LA
Certain difficult monsters contral areos of the game, especially the Reverse Side stages. Unlike
frequently encountered foes, these boss monsters require more hits to kill and better combat
skills. If o unique enemy is giving you problems, look for detailed strategies confained in the

walkthrough for hints and tips regarding the strengths and weaknesses of the monster.
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The game begins with & level thot fakes place in Heather’s dreams. Playing through this short
level helps o acquaint you with this stage, in preparation for the real adventure here lafe in
the game. If you die ot any point during this stage, the game continues at the start of the
next stage. Therefore, do nat worry yet about conserving health or ammunition. Take this
opportunity to familiarize yourself with the confrols, change the options fo suit your liking,
and get os comfortable os possible with playing os the main character. In this horrifying
game, this is about os comfortable as you will ever get.

Press seweet i open the menu and view your inventory. In addition fo the Knife, Heather also
has the Steel Pipe, the Hondgun and the Submachine Gun at her disposal. Be sure to play with
oll of these weapons during the Nightmare stage, since it will be a long time before you see

most of them again. Notice also the Items and Supplies in your invenfory. Equip the Handgun
s Bullefs or o recovery item, so that you may use one of these supplies quickly merely by press-

Weapdas UAIELY ing down on the R3 button (the right analog stick).

Halds 18 rowsds of ammunivien
Smuall and sor pewerful, but casy 4

1% W€,
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Use caution when exploring the entry area of the theme park. If Heather falls through one of the
gaping holes along the sides of the area, you will not be able to explore the theme park without
resetting your game. If Heather encounters a hole s she is running or walking, she begins to teeter

L on the edge. Lef go of the left analog stick, and Heather should have no problem reguining her bal-
ance. During Easy Action Level, Heather cannot fall into holes or drop from ledges. During Hard
Action Level, you must move the left anclog stick in the direction away from the hole, to oid
Heather in regaining her halance. Otherwise, she will fall in much easier.
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When ready, move forward from the starting position and enfer the double doors o the fop
*  of the area. Once inside the next areq, keep running and follow the rail around the areo. A
aasty dog-like monster known as o “Double Head” waits just inside the first door. Shoot the
monster, beat it with your pipe, or run past it. Refer to the Game Basics and Advanced
Elements chapter for great fips on using weapons and fighting monsters.

1t's the souvenir shop sign.
There's a rabbit picture on it.

. If
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There are no items inside the shop, but you can examine the sale items shelves and counters.
Take o moment 1o reload your weapons using the menu, then exit the shop and confinue run-
ning around the circular area until you reach the small exit door next to the lorge green

gate. To the left of the exit is a sign reading “Mauntain Cooster.” g

Continue running around the semi-circular orea unfil you reach the souvenir shop. The shop is
recognizable by the sandwich board marquee standing outside the door, bearing o familiar
rabbit head logo. The shop is someplace you can seek refuge if the Double Head or the other
monster, a giant lumbering ogre known s a Closer, are giving you trouble. However, if you
lead the enemies to the shop entrance, they wait right outside the door for you fo reemerge.
The smart thing to do is lead the monsters toward one end of the area, and then slip post
them and dash for the souvenir shop.




COASTER RAILS

Run straight forward, but qﬁi_-:_klyr grab the 2 button fo swing the camera to a better angle
behind Heather. A Closer should be quickly moving toward Heather. Sidestep the monster using
fhe ‘L4 or B4 buttons, then continue foward the small gates of the opposite end of the area.

Beyond the gates, run to Heather’s left. Try foslip past another Double Head and the two flying
monsters that make exiremely grating noises colled “Pendulums.” Find the stairway af the back
of the area and quickly make your way up the flights to the top. The Pendulums are capable of
rising in altitude, o attack Heather on the stairs.

At the top of the stairs is the conster-boarding plotform. Move foward the office door, then head through the waist-high gates on the left. Navigate
Heather along the roller coaster rails unfil a scene occurs ond Heather's nighimare abruptly ends.

What else happens at the Lakeside Amusement purfi‘i‘ Only fime and destiny shall determine what Heather trulyfexperiences when she reaches
that fateful place later in the game. '
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£ save Point

A  Handgun Bullets x20
;  Shopping Mall Map

G Beel Jerky x4

) Handpun Eullets x10

Heglth Drink x2

Koy Taken with Tongs

©  Shakespears Anthology I
{(Volumeg 1 -'5) :

5 Hondgun Bullets :ﬂr:ll

Firat Ald Kit
Hendrun Bullets x30
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YERD DAY AT THE MALL

Heather flees from mppelrml"! claiming to be a detective by ducking into the women's bathroom. Drawn on the first mirror is a bizarre design.
These red sigils represent save points, wherever you encounter them during the game. To record your progress to a Memory Card, examine the
design and choose a save file from the subsequent menu. Heather usually has some insightful things to say about the design, and more to say
later when she encounters it again. The designs seem to help her remember more and more about her past...
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WRRLEE
Whelipfinished using the lodies’ room, move to the back and examine the open window.
Heather slipsiinto the alley behind the mall. Oddly, both ends of the alley are blocked off.
Heading foward the van blocking the east end of the alley, Heather passes a door where the
comera anglejgbruptly changes. Enter the door. Such indicators occur throughout the game, to
a¢es you should search or equipment you should fry fo use.
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Head into the corridor and fake a right. Confinue along the hallway, following the comers, until reaching the double doors |:|i ryend. © .
Through these doors, Heather finds herself in a dosed off and rather grungy section of the mall. Is it closing time olready? Heud up Ihe corridor §
unfil the camera angle shifts to focus on o half-shut storefront gate. Enter the shop. 1
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Heather encounters one of the monsters
from her dream. Luckily, the cinematic takes
care of this monster for you. During the

event, Heather finds the Handgun, but

empties it into the Closer. Search the nearby
display bench to find fwo shell boxes, equal-
ing Handgun Bullets x20. Be sure to

reload the weapon, using the “Reload” com- ;
mand of the menu on either the gun or the e =l
ammo. For fost reloading in real fime, equip the Hundgun Bullets in the “Supply” menu, and press down on the right analog stick fo reload. Move ¥ = |
behind the counter and exit through the back door of the shop. = |

ol ilmulﬁlar ']rnu e, oo rarely find ommuni-

; doesn'i mean you can unﬂmd itall on th nex! B it o weagos, s i g M

st hecause you found "q'h" ol e AL trouble huzldmg up a large supply of i, Uil you i o or
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""" Huriog foge hoss ncounters. T

Near the rear exit of the store stand two double doors wi i s panes. You £o
these doors and return fo the entry corridor. However, ouble Heads now
corridor, ploced there to deter you from trying fo re1u%ﬂ alley. I]u no

bullets tangling with I’hm monslers. e L
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Instead, head fo Heather's right fram the fashion store's rear exit and enter the first corridor
on the left. The elevator is not working, but posted on the nearby billboard is the Shopping
Mall Map. You moy nl:-w usé the map 1o track your location and progress in the mall. Press

22 to view the map, then look for the small markings Heather has placed on the map to indi-
cate doors that are open, |n|:|-:ed o broken. These markings help you to narrow down which
areas remain for you fo search, in any stage. Enter the door marked “EXIT”, next to the eleva-
for doors.

. FLOOR CORR

: .' - Ascend the stairs to the second level and proceed info the corridor. Approaching from the south
hallway is 0 moaning and groaning enemy called o “Numb Body”. These monsters attack only
ot dose range, by leaping of Heather ond body-slamming her. Avoid wasting ammunition on

them, and use sidestepping and avoidance tactics whenever you encounter them.

1
“ -

‘Follow the jogged corridor to the west. Upon reaching the slanted section, open the first door
on the right. Inside the small room is 0 Double Head, snacking on o piece of meat. As you can
the monster remains infent upon the food os long as it does not hear or see Heather in

the &um A full pack of four Beef Jerky strips lies on the storage hoxes to the left of the
Double Head. To obtain the useful bait, walk extremely slowly and quietly into the room.
Accomplish this by pressing very lightly on the left stick. If you switched your walk option fo
reverse, Yo will also need to hold down the T button to avoidjsunning. If you move the lef
analog stk ﬁnlrefuﬂ'y' enough, Heather sneaks past without making any sound. Once you grab
orky. the Double Head will most likely see you. Press L4/ and ' R4 simulianeous-
ithen dash for the exit door.

| Iy to spin crrﬂth'l

' i he Beef Jerky in |
| - lﬂﬂg eno F# FI'S' F:I]IJIF" hil _
| | un areq, e Beef Jrky 1o dqsiru.ct oy 3 1o drop a piece of jerky. While 0
| %en [luubla rdeihirr E:Tr? m 'area of o Double Head, find @ convenient turm: ﬂ:ﬁﬁ fu 1uli:.a mli]vurfmg& of the situafion
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-:.’ the Supply slot of 'ruur memh hﬁ'ﬂ'ﬁ forky or whatever disqusting piece of meul's s;:ul?nmnmﬂ . M Toter, 15m-n i H,umh Eudms
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Insune Canicers umi Slurpers. 8
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URALE KUL :
(onfinue down the slanted section of corridor and enter the third door on the right. Notice in
ihis room the save point, as well os 2 Health Drinks and Handgun Bullets x10.

In the southeast corner of the storage room is a palette stacked with crates. Examine the
palette fo notice something unreachoble. You must find a tool fo get the item. Exit the storage
room and head east back toward the location you encountered the Numb Body. Head south in
the corridor and exit the daor ot the end of the hall.

uth
nly

Two Closers lumber around the irculor shopping area. You can waste a lof of time, health and
ammo fighting them, or you can merely run fo your destinations here, then escape. From the
point of entry, run directly south and enter Helen’s Bakery before the Closers cut you off.

JIWTON

Inside the bakery, take a moment if you
wish o read the flyer on the counter. Sitting
on the bread fray to the other side of the
entrance is a/pair of Tongs. This fool should
be long enough to reach the object under
the palette back in the storeroom.
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Taken with Tongs.

ad
i To find out what good this item is to you,
i|l|!:' open the menu and use the “examine” com-
il mand. The tag on the key says "My
|!5:| Bestsellers,” meaning 1hu1-'ill_;upaﬁs_;1_he
i booksfore. Hend back to the circular area
{" patrolled by two Closers, and run west from

I
'.1-HE"' """ the entrance door unfil you reach the store
F clearly marked My Bestsellers. If Closers are
| drawing upon you, unlack the door and
enter quickly.
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Refurn through the mall fo the back corridor, and reenter the storage room where the save
point is located. Move Heather in front of the palette, then open your menu. Select the tongs
and choose the “use” opfion. Heather hunches down and uses the tongs to drag out the Key

Wia ”, Bramine II ,_i F|’ | i
y " Kew taken, with Longs . !Afr;?'hmnn,‘

Theve's @ tif wa the hay 1hat wyn

*My Beaviellers®.
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Combine B oo

1 wsed the key laken with tongs. &
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Head 1o the back of the bookstore ond
locate the Handgun Bullets on the count-
er. The backdoor of the shop is locked, and
0 poss code must be input into the number
pad to open it. Read the memo posted fo
the right of the door to read an important
clue.
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Head back info the aisles and move to the north wall inside the bookstore fo find some books
spilled onto the floor. Pick up the Shakespeare Anthology, vols. 1-5. Move fo the near-

by gap in the bookshelf, face the gop and use any one of the Anthologies in order fo replace

them on the shelf. You must rearrange them in some order fo determine the pass mde to the
back door.

2~ HONGULYTIM

1
a

MY BESTSELLERS BOOKSTORE PULLLE

Determining the four number code required to unlock the back door of the bookstare is the first of several puzzles throughout the game
that require you to slap on your thinking cop and figure out o truly difficult riddle. The Riddle Level chosen when starfing the game deter-
mines the solution. Therefore, the guide provides three solutions 1o each puzzle. Remember your Riddle Level and use the appropriote
solution.

N

_ _‘_..1
[

EASY: In Eosy Riddle Mode, only two books are on the floor and the rest are already on the shelf. Simply insert the two books where they
belong in the numerical arder. The poss code becomes visible, scribbled on the spines of the books. The poss code is generated randomly, so
there is no exacl answer,

NORMAL: As suggested by the note posted by the back door,

the code is determined by erranging the books in the wrong
order. Start by examining each book in your inventory. Look for

the codes scribbled on the spines. Books that have parts of more
thon one number go in the middle, and those that have only part
of one number usually go on the ends. Once you arronge the
baoks on the shelf so thot four numbers are dearly displayed, .
make sure that there are not wide gops between the second and |
third numbers. If so, this means that you have the hooks :
arranged incorrectly. Rearrange the books to display the four-number pass code os if someone wrote it cosually on the books, without wide
gaps between. The poss code is generated randomly, so there is no exod answer.

HARD: Hope you've been brushing up your Shokespeare lately,
because you would need o good understanding of several of the
Bard's ploys to know how ta solve this. First, examine each book
in the inventory. Heather describes the ploy contained in each vol- , o s
ume. Then read the poem beside the exit door. The poem written . A Mg

Fm s maad lan naiminsall alep

on the memo tells you how to arrange the books: B, 5. mn

The first verse is introductary in nofure only. The second
verse destribes the plot of Hamlet, which is confained in
Shakespeare Anthology 4. Place this book on the shelf in the first slot to the left.

The third verse refers to the finol scene of Romeo and Julier.
Place Shokespeare Anthology 1 next on the shel.

The fourth verse has no relevance to solving the puzzle, but only serves to confuse. With references fo black and white, the fifih verse is
referring to Othello, contoined in Shokespeare Anthology 5.

The sixth verse of the poem actuolly refers to two different plays. The first two lines are o quote from King Lear, contained in Shokespeare
Anthology 2. The rest contains the reference to o “throne of blood,” which is the fitle of Akira Kurosowa's famous samurai adaptation of
Macbeth, Ploce Shokespeore Anthology 3 on the shelf lost.

R i I O T




MY BESTSELLERS BOOKSYORE PULLLE, coat d

You should now have oll five volumes arranged on the shelf, in the order “41523". The remaining parogroph of the poem describes some

changes to the numbers. The first indicates that the volume containing Hamlet should he doubled. Thus, 4 becomes 8. The next line says to mul-
fiply the volume containing Romeo and Juliet by 3. Thus, 1 becomes 3. The remaining lines tell you that the volume containing Macheth disap-
peared, and so you remove the lost 3. Finally, you have o four-number poss code: 835z. This answer is the same each fime you ploy Hord
Riddle Level.

A\
| FETING A "D e SR ST
i Heather encounters the mysterious woman Cloudia in the back corridor behind the bookstore.

(il It is not yet possible to understand what the white hoired maniac is babbling about, nor con
anyone determine the significance of the infense pain suffered by Heather af that moment.

To find these answers, follow Cloudio.
Proceed south down the corridor, and board
the elevator near the end of the passoge.
There are no controls inside the elevator, the
car descends all of its own. During the trip,

o Radio suddenly falls out of the ceiling.
Exein ining this item in the menu, you can
see fthat the device can be turned on or off
and you can adjust the volume. When on,
the Hudmdelmgms to make stafic noises os enemies draw near. The Rodio is an extremely useful tool whenever the gome becomes dark and visibili-
I Iy is limited, The range af which the Rudia begins fo emit noise is determined by the type of enemy that is near. For o complete description of !
MIjI],IHh-::. Radio usugt*l,lnnd noise emission ranges, please refer to the ltems chapter.
i Picking up I’hE' Radio causes the elevator
m.  doors fo open. However, it seems that _
Heather only boards another kind of eleva- Wi |
tor, bound far @ much darker destination. '
‘r(hu! begun as o weird day at the mall i
ut I'.q erﬂme much more sinister...

e




CENTRAL suumsuuppmﬁc ”
REVERSESIDE)

-L':I Al i {hld'zmum uvdf |H| |I
memy

ERITEITIETRT
L] 'i

i |I|||L|I|!|||||||||i'lw.l I:'“' il
j gl

|| ¥=¥0pen IJ»:‘.};-:'
a Locked Door
-'l.';. . W™ Broken Door
A I @ Save Point - :
Ampouls ¥elnut
Health Drink x3 | Heelth Drimi x2
C Handgun Bullets x20 K Steol Pipa
First Add Eit
Detergent
| Handgun Bullets x30 | |
M Beafl Jarky :-I . I

Flashlight
= Bleeech

Hangpar
' Cooked Iﬂ'

F First Aid :'lt.
H Hendeun Bulleta x10 Hnalth im: -
Heelth Drink ;

G- Balletproof Vest




TP AR R TSR A

DARKNESS MARIEEGT - i i s sl ey
The bad news is that the first floor corridor BT

Heather arrives in is occupied by four ' |
Double Heads. The good news is that the
demon hounds are distracted by rather

i large chunks of forn flesh that someone was
' kind enough to discard on the floor. The

| hideous pieces are lorge enough that the

]‘| mutts should be distracted longer than by o
I

small piece of beef jerky. Mave out of the
elevator olcove and move south. Round the corner and continue
Il /,'I' ! running west. The meats have not distracted one of the Double
! Heads but if you stay in the darkness, you should be able fo lose it.

| : Wil |
J l’n tips for evading I:Inuhle Heuds in the ma
I | ?grfd':lrri sﬂmru ;;ﬂ:lf’ﬁft?tzfﬁ ';suqndllklg ﬂ?ﬁu Siick ml B
i

' Do not ﬂund in ﬂln. ! lig
smm the corridor. The B Huﬂlhw ﬁfllrhal ht ihe
tlﬂhﬂl the d-.cmsrl'mlnﬂnu le Head vil
1§ o Double Head starfs to chose Heather, run
and around a corner. Stay still for 0 few
i cter will not know how fo find you,
]

NI IRMAR ISIT

As you reach the t-shaped intersection af the
w,j end of the corridor, continue forward
andienter the door. Though the first aid
roomis extremely dark, there are plenty of
health supplies and a save point here.
Search TEMHH?EE near the door for 3
Health Drinks, and check the nearby desk
. for on Am oule

rl'h

p

EMING CORRIDIRS ™ - v T

Exit the first aid station and head north in the corridor, Anather piece of meot near the north

W should have a Double Head busy gnawing. As you approach the monster, slow down o
Hmlm \gjlﬁe Heather is making no noise. Walk carefully past the monster, then dash

l ﬂ'i[qugh ;he dnnrs W
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allil
Finally, a well lit room! Head over the
shelves and grob Handgun Bullets x20
and o First Aid Kit. Read the sign on the
wall by the door, then furn off the switch to
the left. Light confinues o emanate from a
finy source, stuck between the boxes.

Examine the boxes fo obtain the
Flashlight.

A0 kst Ll i.jL'JHJ'JImJ|=I.||u;Ll..-...umuhiiMJL
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The front doors of the Malare seoled:
off, s0 you must find another exit. Wait
near the front-doors unfil the three
Closers emerge from the side corridor
and begin to approach. Dash past them
all and head down the north corridor.
Follow the curve fo the right and enter
the first door on the left.

b3

e ]
ity
] ﬂ-'lh‘l"'f off the light? ‘

TR Teg

The item is automatically equipped in Heather's jacket pocket. You may switch it on and off
through the menu, or by pressing " . You may direct the angle of the light by holding the
Look button L2/ and moving the right andlog stick.
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Return to the corridor und enter The next door right heside the storage room. This is the same
bathroom where Heather escaped from the deteciive earlier. Only now, it is a very different

story. Resting on the ledge near the boarded window is o bottle of Bleach. In this game, you
never know when you might need o chemical so go ahead and take it. Some additionabwoster

l
save from bfam Hill Eur T‘»Jenr Hill 2 Greatest
s u"n(:ﬁfrf:;‘:w Cord i ot 1 enet e s_ma sollond
examine the filthy toilet. unblock it

some funny comments. Th',s i o joke r¢
Silent Hill 2, where

Exit the ladies’ room and confinue east
| down the narrow carridor. Something ripped
' open the shutter door slightly. Crawl under it
and quickly cross the corridor and reenter
the fashion store where Heather met her
first monster.

’E'n--
The :itlllhlng store’s usual inventory lies in ruins. Nothing remains on the rack but  single Hanger. Examine the other rack in the back corner of
the shopte,find o Bulletproof Vest. Wearing this vest reduces the omount of domage received from enemy atfacks fo 85% of the fotal, and
absorbs 5 %nf the impact force from o blow. However, while wearing the vest Heather moves of half her normal running speed and becomes
easily ex huuh‘lﬁd in the effort. The only option is to walk, thereby negating your ability fo evade enemy oftacks and escape. Try it on while stand-

S ing in the fthﬁ store, and see if this item is right for you.

i B B B R N W

I got & hamger,

Investigating behind the counter might be
spaokier than you think,
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Rk ESCAPE STYLE

= Return fo the area near the front entrance
of the mall, on the western end of the first
+ foor. To the right of the sedled exit is o set
of yellowish double doors where Happy
Surger used o be. Inside the decrepit
satery, move foword the fable where
Heather once sat. The camera angle
changes abruptly to'show o lodder hanging
averhead. Stand under the lodder ond use i |
the Hanger. Once Heather lowers the ladder, examine it fo mount the lower rungs. Press the left analog stick upward to make Heather climb, and
aress it downward to descend the ladder.

s

s
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If you had your hopes up that the lower escalofors would lead down to the exit, you are in for a shack. The escalators are suspended over nothing
but o void, and if you fall off the bottom step the gome will end. Cross the area toward the felevision set that is on, and examine it fo view o
spooky message. Around the corner is another window display, and the center TV is marked with o save point.

.i|.
(]

Return to the fuzzy TV and enfer the near- o omsem
by door. On the rear counter in the shop are
a Health Drink and Handgun Bullets
x10. However, it is hard fo collect the items
with several Numb Bodies attempting fo
bump Heather. To conserve ammo, lead the
creatures to the front of the store, then iry
1o slip post them and dash for the items. It
may take two fries to get both. When fin- :
ished, unlack ond exit the back door of the shop.
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KED CAFE

A single Closer patrols the norrow bock corri- | | uu—————— |
| dor behind the shops. In such a confined
| space, it can cause you problems. Don't hesi-
|r| tate to put it down with handgun fire if need-
i ed. Examing the doors in this corridor until

you find one marked “Café Turn Mill." It's in
I the easternmost alcove that is locked rather
'. than broken. Confinue moving south in the
corridor, and enter the last door on the right.

The jewelry shop has been long since deprived of valuable baubles. Examine the smashed
open case on the north wall to obtoin o Walnut. On closer inspection in your menu, something
seems fo be inside the nut. You must seek out a way to crack open the shell, somewhere else.

4 L

Exit the west door of the jewelry shop, which leads back out to the second floor escalator land-
ing. Run up the second set of escalators to the third floor.

! \ :
Avoid a Closer fost approaching the escalo-
tors by ducking info the restaurant, the
entrancalof which is located on the south
wall. Some'sick individual hos prepared o
rather uninyiting meal for Heather, and left
. it on the cﬁﬁ?ﬁuhle. Examine the roosted
creature fo obfain the Cooked Key. You
cannot examine this item in the menu but if |
you think hard, you might figure out where Il
somgone'Would hatie cooked this non-delicious megl. Search the shelves on the back woll behind the bar fa find o First Aid Kit ond a




|
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Run back down the escalator,
through the clothing shop, and info
the back corridor. Use the Cooked
Key to unlock the door marked Café
Turn Mill and enter. Search the
shelves just inside the back door of
the café to find 2 Health Drinks.
Continuing to the first corner near

*| the counter exit, the comera angle
it to obtain the Steel Pipe, o melee weapon that is much better than
it against creatures such as Numb Bodies and Double Heads, fo help conserve ammo.

:u.‘.tl lj.:____
g xit the front doors of the café and run
south around the circular balcony area,
theck your map often, and guide yourself
sack to where Helen's Bakery stood in
another time and place,

L

shanges to show a broken pipe hanging from the ceiling. Examine
%e Knife. Equip this ftem and begin using

1N — HONOHH L TiM 10915 2

(]

inside the old bakery, not much is left, Head
rough the back doorway into the kitchen,
and fake the bottle of Detergent sitiing on

the sink counter. Exit through the blue-colored back door of fhe bakery.

A JWARM UF Bl A A
At the bottom of the corridor behind the bakery, o large vent fon is spinning,

switch underneath and chaose the option fo furn the fan OFF This is the first
required to get through the next corridor. Enter the door 1o the left.

Examine the
of several steps
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Return to the entrance and examine the empty bucket on the floor fo the right. Then enter the menu, and use the Combine command to mix the
Bleach and the Detergent. Heather will not mix the ingredients if the vent fans are sfill on in this corridor and the previous. Once you make the
insecticide in the bucket, Heather automatically retreats to the previous corridor. Switch on the vent fans ogain, and reenter the infested hallway.
The black moths now lie dead on the floor, and you may proceed.

] 73
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Wieappns

Detergent
Fupplics wat lor dishe
bathroom,

Ii was waxi io ibe balary aink. I1"s
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Combing
Fxamine

it"s dor the

Halfway down the corridor, a swarm of silent black moths blocks further access. Heather can-
not get around the swarm, and fakes finy amounts of damage if she tries. It looks like you
must exterminate them.
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Follow the curves in the corridor uniil the
possage turns north, and then enter the sec-
ond duu!rnq'i the right. The only objects in
the small storage room are o pack of Beef
Jerky x4 dl.l.-lnndgun Bullets x30.

g Return fo Thﬁ'%ldur confinue moving

" north and then east, and enter the tan col-
ored door in the north wall.
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Tross the small shop quickly to avoid the
Doser, and exit the north door. The danger
o falling in this orea is extreme, so avoid
senning near the edges if possible. While
svoiding Pendulum enemies and o Double
Sead, run west. After crossing a narrow
middle area, start searching along the
sorth wall for o sef of double doors.
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H0P OF HORRC

This is probably the only mall in North America with a torfure shop. Lying on the bloody gurney next to the entrance is o vise. Insert the Walnut

mto the vise. Heather cracks open the ratiling shell to find the Moonstone.

Exit Torture For U, and continue west foward the center of the mall. Unlock the door and return through the Café Tum Mill toward the front

=nfrance, then run up the escalators back to the third floor,

I
L edals

o i

MPLE UF [RE MUU
Run post the restaurant, and keep going
west until you reach a door engraved with
the moon and a brief verse. Use the
Moonstone to unlack the door, and enter.

Make your way around to the west side of
the circular balcony. Then carefully walk out

to the edge of the narrow platform and e ey "
dimb down the lodder. The climb is long ond £¥ige uf palnsie hoapd

foreboding, indicating the batile to come.
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Further back i the forture shap is o sove peint,

im' Major Battles
Pm:ﬂl:::is your full combat sklls, whatever sh o.peﬂ'hl_i mut'ne i h',r

' You are about o encounter monster thu‘ﬁgh‘ reload your wea
05 hm 'Ir Em'"'-‘“‘“““ i

this early point. Before entering any hoss
k  tamina up, and equip supp Iasﬂld't
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Zat STAMINA
Acfion Level Ensy 650-550

Action Level Normal 1450-1750
Action Level Hord 3850-4150

ATTACK POWER

Normal bite atfadk
Earthquake
Unigue bite attodk

7

SPLIT WORM #

Y

Contoct while moving

Heather finds herself in o bizarre corral deep beneath the mall. Her only exit removed, she must face and
defeat o gorgantuan worm-like crenture covered with o thick exoskeleton thot splits in half when the 3
areature is ready to attack. This is the first of several unique monsters encountered throughout the game. _
There is no choice; the monster must be defeated. Z

At all times, the importunt thing is fo stand ot an angle fo the -l m
monster, ot least eight feet away. Do not stand directly in front I '
of the Split Worm. Occasionally the creature beats the hulk of its
body ogainst the ground, creating an earthquake. While this
ottack does no domage, it covses Heather to fotter off balance. If the monster sees Heather directly
in front of it during the earthquake, it then prepares to shoot outward and bite. This attack is devas-
tating, usually reducing Heather’s life by more than half, In Hord Action Mode, this atfack kills
Heather in o single blow. Don't hesitate to use o First Aid Kit or even an Ampoule 1o recover, since
this is the kind of bottle for which you should be saving up such items.

To defeat the manster, press and hold GE? 10 enter coution T e _""'""'"“”"’_ TEPREI |
mode and lock onto the monster. Pressing g or xn there- . o -
after couses Heather to circle the creature to either side. 4" I i

Position Heather ot o 45° ongle to the mouth of the monster.
When the thick skin splits apen to reveal the fleshy mow under-
neath, fire handgun shots of it. While firing into the open
mouth, you inflict normal demage. Bullets fired when the
mouth is closed, or info the sides of the creature, cause only
1/10" the amount of domoge. Repeat this strategy unfil you
are viclorious.

— = 1 Staying lo the side of the creoture, you can ovoid its most devastating attack and inflict major dam-
age whenever the mouth opens. The creature occasionally shoots out to perform a bite attack, but
unless Heather is directly in front of the monster, the attack does minimal domage. Occasionally the
monster retreats, crawls through the ceiling and emerges from o different hole. Merely wait in the
middle of the room, and the comero automatically shifts to focus on the hole from which it is about
to emerge. Be sure fo use this fime wisely by administering recovery items and reloading the hand-
gun. If the ereature crosses the room by going directly through the center, avoid contct with the
front of the creature and run to the side before it decides 1o take o bite. Contact with the front of the
wriggling monster can cause minor damage s it crosses. With reasonable tactics, you should be oble
1o defeat the monster with roughly 15 well-placed shots.




i
I d

As with most boss fights, after you defeat o major enemy the world reverts from the more
frightening Reverse Side to Normal Side. Heather finds herself near the fountain on the
first floor. Recuperate from the previous ordeal, then head through the nearby doors.

39 - KONOIM V1S . =3

Santinue down the corridor toward the entrance, and then divert to the right into the Happy Burger. Just inside is a save point, placed on the bar
seafing along the east wall. Further in on the sales counter is o First Aid Kit and Handgun Bullets x30. Near the back door of the fast food
wat is o pocket of Beef Jerky x4. Examine the seat near the window, where Heather awoke af the start of the game, for some interesting
Soughts on the matter.

1 got beel jerky.

Exiting the mall, Heather encounters Douglos the detective again. While his true part in this
mysterious canspiracy is still unclear, Heather is not bothering to stick around and find out. She
heads for the subway train station below the mall, ta/boord a rail for the ride home.
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Supply Conditions Effective!

When the scene with Douglas in the mall is over, the first supply condifions are applied to the game. Upon entering the Hazel Sireet Stafion,
the game counts the fotol number of ammunition and recovery items and crectes two results. If you have too many Handgun Bullets or
health items, the qame remaves certain items in the subway sfation. Refer fo the Conditional Supplies section ot the start of the “Stage

Walkthrough” for more information.

STATION SIGNS

As in any ather public fransporfation depot,
rﬁ the overhead signs to find your desti-
nafion. Follow the signs 1o the “concourse”
aren. Head left around the first comer and
read 1h‘i|§i‘?|’-'-""“3’ information sign on the
wall. Thisis the only way to learn that the
train headed to Heather's home is the

Bergen Stre&ii!qlhwuy af platform 3.

e,

DAILY NEWS

) i i

Manipobuig Sepply CooBBSBHI I g L
‘e it 16 i yOUT h&ﬂ iﬁiﬂlaiﬁ mﬁgﬁm pmmﬂﬂ'll'lﬂ 10
Somefim | o il

0 rounds.

Remember fhat ammunition

1 just meed to get on the “Bergen
Street” train at platform 3.

'Iuw ’  . i N

LT

Head past the turnstiles and the ticket
hooth, and search the ticket vending
machines aguinst the south wall. Someane
watin o tho :.:." Mardd | i T left o newspaper on top of the machines.
B - e et | The aricle in the paper confains o rather
fifase. disturbing story. Reading this newspaper is
the first step in ¥iewing an extra cinemg{
More details fo come as the siTuu’riunl.ﬁ:m;.:
gresses. "




Mave past the ficket booth into the next
section of the concourse. Turn right, and
look behind the ficket booth to find the
Subway Map. A quick flip through the
pages confirms that the station is five levels
deep.

174 - HOnGUH

If you are short on ammo when leaving the
mall, Handgun Bullets x20 will be sit-
ting on top of the frashean between the
restrooms near the eastern stairs. Head
down either of the stairs marked “3 Bergen
Street/4 St. Renata College.”

LIS 1318 ]

There are two corridors inside of the two staircases, cut short because someone lowered the
fire barriers. In the southern of the two passages, a save point is clearly marked on the wall,
Use it if you wish, then head down the northernmost stairs to the number 4 platform.

An occult magazine is on the floor at the base of the first siaircase. Read the magozine fo
complete the second requirement 1o initiate fhe extra scene, then take either stairs down fo
the train platform.

......
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Head west on the number 4 platform to trigger an ndditional scene. This scene occurs anly if
you read the newspaper af the ficke! vending machines and the occult mogazine on the stairs.
Someone runs out and Hlﬂhﬂs I'Ewlher onto the tracks! However, when she turns around, no
one is there. Make sure fo,get off the Fq:_ks quickly, or a train runs over Heather.

If you entered the subway station with only a few recovery items, a First Aid Kit sits on the
nearby bench. If you are already well stocked, only the Health Drink will be here,

' E;tw 1 for one instance, @

If you head back upstairs and iry the number 3 Bergen Street platform, all you will find is o
Health Drink looking lonely on the bench, Other than jumping on the tracks, you must find
s P another way to summon Heather’s homebound train.
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B0 back up two levels fo the area of the save point, and cross the

aumber 2 platform gate 10 find that a chain and bolt hold the doo
aumber 1 platform.

lower concourse fo the east. To the south, both gates are locked, Examine the
r shut. To find a ool to open the gate, head down the northern stairs to the

SATTS T375H - HOOHH LM 20 1S

Unfortunately, the number 1 and 2 platforms have been transformed
into a “Reverse Side” type of area. A mefal grate covers the fracks,
allowing movement from the number 2 platform over to the number
1. A new wall separates the platform in the middle, creating a relative-
ly small room full of Deuble Heads. Run through the room quickly fo

the south, and descend the stairs o the corridors leading under the
platform.

Heather is now on B4 Garbage blocks the corridor and o derelict perished amongst the debris, Take the possessions the person left behind,
Handgun Bullets x10 and 2 Health Drinks. Head back fo the Hlaor above and cross the Double Head's lair fo the eastern stairs down. Follow

the short corridor to the oppasite side of the debris, where you should easily spot the Nutcracker. Refurn yet again through the nightmarish B3F

lo the western staircase leading up. Return 1o the number 2 plotform gate held fost by the chain. Use the Nutcracker to remove the nut and bolt

from the chain, and enter.
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!i The south side of the number 2 platform is

. relatively normal. Move to the bottom end
|.E to find a dark subway cor parked there. The
|| doors are open, so enfer the car. An opened
il birthday present sits on the passenger bench
! ot the south end, confaining a Shotgun.

| Near the north exit are two boxes of ammo,
I| equaling Shotgun Shells x 12.

If the Radio is on, it begins to make some noise os you
take the new weapon. This is becouse an Insane Cancer
has oppeared af the base of the stairs. These over- .
il weight monsters are often positioned in such o manner ‘644
os 1o purposely fo block off narrow possages. In this
case, the monster blocks access to the stairs up. :
i However, at this point you need fo confinue downstairs. S |
' You will not be returning, so ignore the monster and 30
descend the stairs at the north end of the platform.

g ——

Move down the long corridor fo the second set of stairs down, where a sign overhead reads “3 Bergen Street.” Cross the empty platform fo the
for eastern walll At the corner, Heather enters o fixed comera angle that reveals o door just down the tracks o short distance. In this one instance,
it isn't lethal o fump down to the tracks and move to investigate the door. But stay alert. Once you try the door, the warning of an impending
subway frain begins. Additionally, three Double Heads appeor to attack! You must aveid the monsters entirely, run back to an open spot on the
platform and climb back up in fime.




RAIN FRUM |t
it looks like Heather’ irain hos finally orrived. Run west and unlock the gate to the next section of platform. Shoot or dodge the Double Heads &
on the middle platform, ond head upstairs. Confinue across the mid-platfarm and down the next set of stairs. The first door of the first car is
open. Walk onto the train.

TITH= HONOUHLYTIM 204AS
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After the train departs, move forward from
the rear and use the save point on the floor
if desired. In the second cor, Heather has a
tough fime getting around two Numb
Bodies bouncing oround the center of the
car. Equip the Steel Pipe and administer
some beatings.

Don’t Turn Back!

Once you enter a cor, there is no going back to the previous. Each car disappears s you leave it! |f
you altempt fo go back, you will gnd yourself on the thin platform on the IEml{k of the frain. By
standing completely still, you should be fine to turn around and go back inside. However, if you
take even one step forward, you die.

'_&i_:[,”l A\
The third car is running dark, so furn on the flashlight and proceed. The fourth car is patrolled
by another Numb Body duo, one of them being of the medium size. Though they hit horder
and take more whacks to kill, the Steel Pipe is sfill the best weapon fo use against even bigger
Numb Bodies.




On the passenger seat in the middle of the
next well-lit cor, locate a First Aid Kit and

Shotgun Shells x6. Your flashlight is
required aqain in the next dark car, where

| your immediate right.

1
fj] Handgun Bullets x20 lie on the seat to
|
ﬁ

An Insane Cancer blocks the path in the middle of the next car, This time, there is no avoiding
i confrontation since there is little room fo slip around it. Insane Cancers are highly resilient fo
| firearms, their overflowing flesh diminishes even close-range blasts from the shotgun. The best
| way to face one of these blubbery creatures is with o melee weapon of high impact force. The
I only weapon currently at your dispasal that fits the bill is the Steel Pipe. Time your atiacks to
i occur just before the Insane Cancer attempts fo strike to negate its attack animations! Thus, o
il melee weapon allows you to bosh the manster repeatedly, without consequences. The Insane
Cancer falls repeatedly between your fimed blows, so confinue beating the monster even when
it is on the ground, Upon their death, Insane Cancers make an easily distinguished sound, then o e =

begin to "deflate.”

Continue through the next several cars, until the frain comes !
to an abrupt halt. Examination of the front door causes
Heather to realize that no one was driving the frain,
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Firat Aid Kit
[aewser, eomo < E0]
Hanirun Bullets x20

! Underpass Map
Maul
O Wine Bottle
- Beef Jerky x4
[sewer, drug < 15]
Heelth Drink x2
' 8hotgun Shells x i
M
E Handgun Bullets xz10 |1
Shotgun Shells x6 !L* gl
Health Drink x? |-- sl
Anpoule x2
[sewer, ammo = &0]
Handgun Bullets x10 II H@'
G Dryer
H. Henlth Drink x1
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Exit the train and nnhi:g the sque | point on
the nearby wall, handy if you need i it, Head
along the length of the train fo'the ami of
the platform, and enter the door. Destend
the long set of stairs and go down the long,
dimly lit funnel.

(rawling under the wide shutter door,
Heather finds herself in blackness ogain,
and ot the mercy of o couple of Pendulums
and o medjum sized Numb Body. lanore
the enemies if possible, and try fo moke
your way through the dark. Without a
map, it is difficulf to knoy where fo go
Just cross the tunnel fo the apposite woll,
then turn left'and run along the wall until
you reach o blue door. The exit is easy fo
miss if you do not head direcily towards it.

: urmred you .,,-||| also fintl Hmﬁgun Bullets ﬂl] and o First Aid Kit on 'rhe shelm ulnng the wesi wall. Examine the !uduars only if you dare.

Lt II|"""h
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Proceed info the brick corridor and enter
the first blue door on the right. Do not
explore these funnels, since they only go in
a hig circle and you must fight several
Numb Bodies on the trip. Beyond the blue
door, fight off three more Numb Bodies and
enter the door down the short passage on
the left.

On the grizzly wall inside the small lacker
room, you can hardly help but notice the
bloody Maul and the Underpass Map.
The new melee weopon is more cumbersome
than useful, reducing Heather's movement
speed when equipped and slow o swing.
However, it does have the greatest impact
power of oll weapons. If you hod fittle amme
and few recovery items when the frain
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s nof your imagination, the Numb Bodies have in fuct gotten bigger. Large Numb Bodies
stond os tall os Heather, and take more domage before falling. Even after their first fall
arge types might rise again. Continue fo bash the bigger monster with the Steel Pipe even as

1 lies prone, unfil the death sound comes.

Confinue down the corridor and enter the first blue door on the right. Search the dead end of
the corridor fo find a pack of Beef Jerky x4 and o Wine Bottle. If you entered the sew-

ers low on recovery items, 2 Health Drinks will also be here. Returning to the previous fun-
nel, more Numb Bodies appear to replace those you have slain. The maximum you can | |
encounter in this funnel is four at one fime. Dash fo the south end of the tunnel, head around the corner fo the right and search the barrel ot the 3
end for Shotgun Shells x6. Head norih, then divert down the east passage and go through the wide shutter door.
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PLUMBING MACHIN
Follow the long tunnels east, then north.
Head east in the fop corridor, and exit
through the south shutter door. Slip past
more Numb Bodies and run south fo the
second corridor on the right. In addition to
a save point, Handgun Bullets x10,
Shotgun Shells x6 and 2 Health
Drinks, there is also a kerosene heater.
Use the Wine Boftle of the heater in order
fo fill it with ofl. |~ sk
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Return 1o the corridor o find even more
Numb Bodies than before, up to o max of
four. Head north and go down the corridor
previously skipped. Inside the drainage
machine room of the end, o ladder to the
lower level is immersed in filth. Examine

il the machine on the raised platform, and

Il empty the oil-filled bottle into the hole on
I the left. Then turn on the switch fo the

'Ii right, and the mechanism drains the room
L|-'I: below. Descend the ladder.

||
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i Use the stairs o rise out of the muck, all the way up to a blue door on the op ledge. Cross the bridge and descend the stairs. In the dark cham-

! ber at the bottom, drop off the ledge info the sewer sludge, check your position on the map, and head south. The reason fo run through the muck
i soon hecomes apparent; you can avoid o large Numb Body completely. Continue south to the end, then move the ledge and press Action [X]fo =
‘i: : climb back up. Enter the door on the west wall.
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Ascend ﬁia long flight of steps and cross the bridge. If you stop on the bridge and use the Look
| fundion tE‘ lllm your floshlight down, you might nofice o small monster under the bridge that
appears o bel und Continue ncross the bridge and enfer the room at the end.

g | Pick up the' M%{ off the stool in the center of the room, and check the shelves at the back for
| an Ampoule. There is nothing else of interest here}'so you should head back now. Howeer,
Heather becomes strangely intrigued by the Wheelchair in the back dumpster.
i

AMONG THE GARBAGE

il IIJ"'||_,__II | § ii. ! 1 i
TP et T e Ao O AL T A R R R AR AL G et Ll



GREEDY TENTACLES

Hop back across the sludge in the dark channel 1o the wide shutter door in the east wall, Three
Numb Bodies will be extremely difficult to take on all ot once in this short, 1-shoped corridor.
; Use the shotgun or dash through this area os quickly as possible.

Of
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On the floor in the back of the foreman’s office is another save point, and on the first desk is

o single Health Drink. On the facing desk is an open journal, detailing several deaths in the
n sewers. There are other documents scattered on the floor, including o “Danger” sign that obvi-
ously fell off the exit door.

ck

e il

Avoid rushing across the cotwalk in the
bloody, flooded chamber. Crossing the nar-
row platform triggers a scene where o
monster drags Heather info the wafer and
eats her. That's what you get for not read-
ing all the memos!

Examine the wall on the right side of the
door 1o find an electrical outlet. While fu[

ing the outlet, se the Dryer, Jusf as y
mother always scolded you not to use o hair dryer near o full bathtub, Heather drops the dryer into the water und B I|'IE creafure Uﬁ: e

eep.
Now it iis safe o cross the narrow bridge. Use the map to find the way through the south passages, and out of the s el .
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In order to reach the Hilltop Center, you must first poss through a building that wos never
completed. The building is devoid of enemies, so it will not take long. Move through the alley

to/the rear of the building. A save point is clearly visible on a nearby barrel. Enter the back §
doors.

LT3H- HONONH Ly7iM 3015

Turn the corner and head down the corridor.
If you left the sewers with disparate recov-
ery ifems, 2 Health Drinks will be waiting
for you on the boxes piled in front of o
door. Enter the door of the end of the corri-
dor and begin climb up to the very fop of
ine building, the fifth floor. En route
upward, read one of the signs posted on
one of the inoperable doors on the third o
fourth floors, indicating that the ceilings of
these levels have caved in.

VAN

Enter the door af the tap of the stairs. In the bathroom to the right, examination of the foilet
or sink indicates that someone hos recently used them. Confinue up the corridor and enter the
final door.

3AN39 ol

Someone has obviously been living inside the lorge room as well. Locate the supplies they left
behind, such as the Handgun Bullets x10 on the little table and the Health Drink on the
tardhoard box. Avoid falling info the hole in the floor, because the drop is fwo stories. Instead,

examine the matiress and push it info the hole. Then you may walk right off the edge, and ol ’i:.:f.‘:: ';iﬂﬁ.ﬂ' Hke
lond safely on the third story below e
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Ater Heather dusts herself off, ook for o
large hole in the wall tocrowd through. Avoid
the two Pendulums hovering on the scaffold-
ing running outside the building by turning
and running foward the right side of the
screen. Curve around the corner and proceed
up the norrow space between buildings. At
the 1op end, you should easily nofice an open
i window. Press Action < 1o crawl through.
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 Sere | of the Walls

 the entronce of the hng room s o nnma-l .
tﬁ:iﬁm of wulllhmanll'.y, ::d 1.::: :ﬁﬂiu; tha 5 ..
m ll;_allme uf;.;;%:: ;.:nﬂsl'lurhmu the plus :
ter. A bod) &iﬂe in the wall, and the Sile ntpr

 fall out . <eems fhat Sold Sncke from ot by
£ Emﬁﬁdhus been busﬂﬂﬁng bnd!as in other
Ilunuml gumusl R . i

Exit the swanky office and head down the
corridor. Confinue past all the doors to the
end, and go through the door on the right.
Examine the mannequins in the first areo,
and then proceed to the second section.
The sudden noise indicates you are in for o
surprise. Pick up the Shotgun Shells x6
and Handgun Bullets x10, then go back
and see what happened.

i |I||_I|l
r|L|||| I
Leave the storage room and go halfway

back up the hallway. Proceed through the

door stenciled with “Store Front Poseables.”

¢ Twg Doutté Heads'hunt for food in the cen-

. Illltﬁuj area. Do yqprself a huge fovor and ¢

mu‘mm th hellhounds with the
huﬂﬂgun 0 suue yougsglf some hassle.

W ove dp the corridor unii you find some

elevators. OF parficulaf fote s The foct 1hql

, one elevator door s opgn sllghily Perhaps there is o way fo pry it opefi..

{iHf{Pp IF]|I|J|: A HFIRFFAPT e (il R B |




UNILA'S DAN JUIL

d the door to Monica’s Dance Studio in the central area, and enter. In the tiny corridor, go
Swough the door directly across from the entrance. Handgun Bullets x20 might be waiting
wear the entrance, but only if you entered the construction site low on ammo. Folded up on a
suble further back is the Office Building Map. Use the save point on the wall, and examine the

iz of the nearby desk. The top drawer is open just a smidgen, and you need a tool fo help get it
stuck.
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Exit the office and enter the room ot the south
end of the hall. The items found in the one
open locker depend on the state of your
inventory when entering the construction
zone. If you had plenty of recovery items, 2
Health Drinks will be here. If you were low,
a First Aid Kit and an Ampoule are in the
locker.

Do not enter the dance studia fo the north,
unless you are fagling fie dinner..

| f 'I‘h,l
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i

# the Monica's Dance Studio and run fo the
hernmost door in the central area. Take the
irs up 1o level SF where lies the only door
will open. Head south through the center
SE then divert left and enter the double
ars next to the sign reading “Gallery of Fine
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Sometimes in art, the important thing is not ?
that which you can see, but that which is
missing. A large portrait is obviously miss- &
ing from the back wall, but the fifle cord
under the space is still legible. Note also
the portrait on the eostern wall, *Repressor
e e i e s Bt of Memaries.” An interesting switch occurs

RIRH AR i bors. 2t o1l here later. Depart through the northeast
= =1 door of the gallery.

Flame, ¢h?
Well, I don't know what kind of
picture wsed to be here..,

Take o few steps north in the back corridor behind the gallery, and locate the Screwdriver on top of the cardboard boxes. Follow the hallway fo
the south end, and enter the last door on the right. Inside the small storeroom is the Katana. Though these fine Japanese swords usually come in
pairs, Heather is fine with just the one. The Katana is hands-down the finest melee weapon available, so begin training in the art of the samurai
in order fo conserve your ammo.

Raﬁﬂ:ﬂ through the Gallery of Fine Arfs fo

the central area, and enter the door directly
across the hall stenciled with the “KMN Auto
Parts" logol Pefect your sword stroke fech-
niques ugulnst’rhe three Numb Bodies usu-

. ally patrollig the back corridor. Heading

west in the Fdﬁwui,r, avoid enfering the sec-
ond door on the left. All that is in the finy
room is an Insane Cancer, waiting for some qu
insune oesson whaythinks they can slay the bedst in this claustrophobic spot.
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not & Head north up the western side of the corri-
dor, and enter the first door on the right.

N The KMN doormat distinguishes the door.

| This is the sales office of the auto parts com-
pany, and o Health Drink sits on the desk

sor © nearest the entrance. Resfing on the shelves

s in the back comer of the office is a fire
Juck.

¥ UPENING [H A[UR UUL
L

Return to the stairwell and descend back down fo 3F. Use the Screwdriver in the office of Monica’s Dance Studio to pry open that sticky desk
drawer, confaining o Rope.

Go back out to the elevator with doors
slightly parted, and use the Jack fo pry
them open wider. Examination of the shaft
indicates that the elevator doors on 2F ore
open as well. Use the Rope at the opening,
then climb down the shaft.

TANNA AN A OF

Use the save point on the soda machine. Move fo the southwest corner of the central area, and enter the first door inscribed with “ECHO Interiors
& Floor Fashions.” At the back of the reception area is a faithful dog, presenting you with some treats. Take the Beef Jerky x4, and enter the
north door.

]

Proceed through the room full of fixfures to the back storeroom. Passing the tub, the camera
shifts fo o weird angle. Examining the tub triggers another stage fransformation. Looks like your
days in the dark side have only just begun...
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HUUNU HEAR

Nofice the frightening art adorning the wall as you move to the new exit of the room. Collect
the Handgun Bullets x10 from the wheelchair, and confinue out fo the corridor Though

the central area of 2F is now full of snarls and squeals, turn north and enter what used fo be §
the mental health clinic.

Examine the photograph on the fable in the
receplion area, and use the save point on
the wall. Then proceed into the dlearly
morked “Exomination Room”. Heather
encounters the strange fellow Vincent, a

man who is clearly right ot home in this
dark hell.

JULTIH — BONOAH LY 2941
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Heather retreats fo the dlinic’s office, which
contains o medical supply cabinet. Take the
Oxydol, as well as whatever health items
you find here. Refer to the map fo defer-
mine how your drug points affect supply
location here. On the desk is a chemistry
There's a junior high schoal chemistry book, open to/a page bearing an important
it passage about starfing fires. Unlock the
door and leave the dlinic,

Double Heads inhabit the central corridor as well as the insidious new enemy known os a
Slurper. As witnessed previously in the sewers, these creatures are good at playing dead when
they are not. Due fo their speed and swift aftacks, melee weapons are highly ineffective
ogainst them. Handgun Bullets work, but you will waste far foo many rounds on a single
Slurper, The best method to defeat them is with o couple of Shotgun blasts. However, you must
exert caufion if you intend to finish them off with a stomp or kick. Slurpers often ploy dead in
order o draw in Heather. They use the opportunity fo fopple her, then crawl on top of her and
inflict more damage. Keep blasting Slurpers unfil they fall into convulsions, making o muli-
tude of noises. Then squish their guts out, Perhaps the cane-shaped blastt of the shatgun will
cateh the Double Heads as well. '
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Move north in the center area and enter the eastern elevator. Examine the panel near the door, and press the button for TF. Although the radio

begins to emit static as you arrive of the ground floor, the only manster on this level is o gigantic creature called the “Glution.” The immense
monster blocks the exit from the building. At its feet is the first part of a strange fairy tole. Reading the story is the first of many steps in remov-

ing the monster from in front of the exit.

The lnsane Cancer in the Last Drop Café s
programmed ot fo rise if you approach,
only if yau attack it or go for the Shotgun
Shells xk'lm the table beside it. You con
skip fighting the monster by grabbing the
other item here first. Examine the open

. mini-fridge of thetend of the bor fo find

Pork Liver. Then grab the ammo, and
escape from the Cofé os the Cancer rises.

Notice that the southwestern door in the central aren is locked and requires a key. Move to the
southeastern aren, and enfer the northern of the three doors in the corner.

"""""
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Board the elevator again and head up to 5 Due to the collopsed sections of the floor, the
only door you can enter is the one with the eerie blue light in the southwest corner.

Mave quickly through this back corridor, and keep the Shotgun ready to defend yourself from 4
Slurpers. Head swiftly fo the southwest comer, where you may enter two of the doors. The
south door leads to @ small chamber where Slurpers are penned up, ready for you fo blast like |
fish in o barrel if you are so inclined. The west door leads o o conference room, where some-

one hos left o still-smoking cigorette. Toke the Matchbook und‘hr';prndgun Bullets x20.

| [0 albreial
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Blast your way through the corridor, heading east. Examine the area where the wheelchair is
visible for some interesting thoughts, then furn and exit through the north door of the corri
dor. Cross the short platform and enter the double doors of the former Gallery of Fine Arts.

The meaning of the pointing that used to hang on the east wall is now apparent, os a save
point appears on the wall in the porfrait's old spot. Further back in the room, you finally get
fo check out the “Flome Purifies All" painting. Underneath the bizarre scene is a bucket.
Open your menu while fecing the bucket and combine the Oxydol, Pork Liver and
Matchbook, then use it. The mixture burns away the canvas, revealing o door.

I
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Climbing through the revealed door,
| Heather finds o macabre stairwell leading

r down to 4F. The second part of the fairy tale
| lies on the table ot the bottom of the stairs.
I Read it and plunge into the long corridor

leading south. Run through the hollway to
raise the interests of all the Slurpers at
| once. If you succeed in gathering them all

' to one location, wse the Shotgun fo blast the = \
p?- whole bunch at once. If things aren't going well, escape by unlocking the door with the blue |Ig ht, which opens out to the center corridor of the i [
|

Proceed to the southernmost wall of the corridor and enter the lust door on the left. Move |
through the gap in the cage separating the room. Move in fo collect the First Aid Kit and
Handgun Bullets x10 lying on the bed, then prepare for what happens next.

ldn't you like something cool and refreshing to drink right about now? Exit the bedroom and confinue through the western corridor, to the
doof it the north end. Examine the desk to find a Silver Coin. Then read the writing on the wall next o the soda machine in the corner, and
deposit the Silver Coin in the machine. Heather receives o soda can with a rattle. Open the can to obtain the Life Insurance Key.
: —

L4}

What was a Iu; of silver coins h
—now the number jn 4 boak.
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. ABUUT A MUNSTER BLOCKIN
Go out to the elevator on 4F and ride down

fo the ground floor. Unlack the southwest

door with the Life Insurance Key and enter.

Don't worry about the Slurpers in this corri-

dor, they are too distracted by the chunk of

flesh left at the far east end of the hallway

fo care obout Heather. As she approaches

close fo the snacking monsters, enter the

door on the left.

Nis
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On the fable inside the litile room is the
last part of the fairy tale. Reading the
story aloud triggers a strange noise outside
the room. Leave the room; the Slurpers
have disappeared and the Glutton is no
longer blocking the exit. You may now
leave the Hillop Center.
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| down the short section of street, then furn S =

| continue down the alley. Reach the stairs J n '%:g

the apartment complex to find the words ﬁw :..!...;aiﬂt'mh % =

aisy Villa Apartments” clearly printed on _;' LT —

| plaque. Heather is finally home, ' il mm.lli' (=
L | AT

Daisy Villa Apartment

Head through the building’s corridor until
reaching the elevator, then turn right and
find o save point in the alcove. Recording
your data is extremely important, since some
terrible events are about fo happen. -
Afterwards, confinue further into the building =~ ==
and use Heather's House Key 1o unlock the =
next door on the left. =z
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ATTACK POWER

g o _ Swing Atfack 10

v X “,..’g“’"" } : Thrust (Handle) 10

é? -t ! g Thrust (Blode) 20
;f}f’ &, {’i : Rising Attock (Hondle) 0
i o i f ; Rising Attack (Blode) 30
« Counterattack 10

Whereos Heather is o relofively stationary shooter, [ s | Running Cut {Hondle] 10

* the Missionary is o rapidly mobile target. The et ]' . Running Cut (Blade) 20
monsler only stops when it believes it hos o chance .;‘.*; i,

of impaling Heather. However, when she attempis : k-'dl, [ bl 1ol L
to shoot the monster from the front, it reacts ﬁ P

quickly fo deflect blows and even bullets. Due fo "3

its quick defensive reaction, direct attacks from its i B

front side are impossible.
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MISSIONRRY, con't

Equip the Shotgun and the Shatgun Shells, for easy reload-
ing with the R3 button. At the start of the battle, the mon-
ster is close and swings right away. All of the Missionary's
attacks, except for the rising attack, con be blocked with
the guarding action @ . After blocking the initiol attack,
sirafe fo either side out of the way. The monster then
hegins to race around the area. Stond ready, turning to
face the monster os necessary while it dircles the entire
aren. Next fime it runs up to Heather, woich for it fo slow
down just as it raises its weapon arms fo attack. In that instance, sidestep quickly fo the side of the creature. The momentum of the mon-
ster’s run corries if forward, as it swings at nothing but air. Quickly raise the Shotgun and blast it from the side. The initial blow should
knock it to the ground. Run over heside its prone body and blast it with another shot while it is down. After the second shot, quickly move
away. The Missionary is copable of atiacking os it rises, and this defensive move is its most powerful aftack!

R Now that you have some idea of the sirategy, elimi-

' nating the monster hecomes easier. Eight to ten well-
fimed Shotgun blosts should win the batile. However,
especially in horder action difficulty modes, the creo-
fure may commence running atfacks whereupon it
does not decrense in speed os usual before ottacking.
In such instances, turn off the flashlight and avoid the
small pools of light surraunding the rooftop. The
Missionary soon loses sight of Heather and decreases
in running speed. Eventually, it stops and stands in one place. While the manster is immobile, tiptoe quietly up behind it by moving the
Left Stick very slightly. Without making o sound, creep up behind it. Then you may ambush if, using the darkness to your advantage.
Repeat as necessary whenever the Missionary gets out of hand with its running atiacks.

IJl.!il
HORT MUURNIN

Back inside the apartment, leave the room
" of Heather's father and cross the living
i room fo I‘hqdoﬁr beside the television.
Inside Heathel's s toom, examine the open
dresser drawer to find the Stun Gun and 2
Stun Gun Batteries. Heather has a new
way fo shock ene'ﬁlies to render them vul-

" lneruhle o nﬂuclts with other weapons.
H|'|| i !
s\ | quﬂhm#;ﬁl gxamining things in the

upurtment and saying'gaodbye to Heather's father, its time o gel going. Save your game again in the corridor, then exit through the door next
fo the save point fo meet Dotiglos by the car. Heather is in for a long rond frip, os she now heads to the fown of Silent Hill..
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ﬂuuglus Iemres Henfhar at Ju:l-tsf!nn located in the lakeside neighborhood of Silent Hill
known as “West South Vale." Now mlhm her possession are a map of Silent Hill, Dad’s
Notebook passed on fo her by Ilnugiﬁs and two clues. Heather and Douglas are looking
tor 0 man named Leonard, who may ance have been a patient of o nearby mental facility
called Brookhaven Hospital. While Douglas heads to Leonard’s last known address, Heather's

| job is to investigate af the hospital. Use the save point on the table next to the exit, and

[| leave the inn.

w |

fl Using the map o guide you, head northwest on Nathan Avenue. Due to the thickness of the

Ll fog that has sweltered in Silent Hill for nearly 20 years, it is easy to lose your way and get |

| turned in the wrong direction if you just keep running into the white. Stay near the side of the '|| i |||||,""

f street, and run along the sidewalk, using the fence and other buildings to help you maintain o
| straight course. Continue unfil you reach the gas stofion, then head south an Carroll Street.

Move down Carroll Street toward the hospital and stick to the west side of the street. The cam-
era shifts when Heather passes a cerfain alley, with stairs leading up fo a shady business
called Heaven's Night.

Inside the sleazy club, search the botfom corner of the bar next o the neon sign fo find
Shotgun Shells x6. A tourist pamphlet sits on the table nearest the stage, informing visitors
about the benefits of vacationing in Silent Hill. On the booth table to the right of the exitis o
First Aid Kit and Beef Jerky x4. Leave the club and continue south down the west side of
Carroll Street.until you reach the hospital entrance.
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Loakel Door

Bruknn unar
8ave Foint :

Hospitel Map
Heelth Drink
[hoapitel, drug < 20]
Health Drink

[hospitel, mmmo < 100]
Handrun Bullata x20

Heelth Drink

[hospital, emmo < 100]
Ampoule

Neil Folieh Removar
Farfuma

[hospital, mmmo < 100]
Shotpun Shells x6

Stairwell Koy

I#ﬁfunt Camera
First Al Kit
Submechine aun Bullets xf4
Subtmachine Gun Bullets %32
Submechine Gun

Stun Oun Emttery
Health Drink x2

" Health Drink: x2
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Locked Door.
Efnk-nn Door
Save Foint i

Iun itel Map
gth Drink

.[hnapitnl drug < Eﬂ]

Heelth Drink .

[hnapital, anmo < 100]
Hendrun Bullets x20

Herlth Drink
[hoepitel, smmo < 100]
Qfﬂln ' o

£ N§ail Polish Remover

Farfuma
[hospital, ammo < 100]
Shotrun ﬂ_halla xb

Stairwall Ke¥ .

i Instant Cemers

Firat Ale Kit

Submeching Gun Bullats x64.

Sutmschine Oun Bulleta x32
Submeshine Oun

gtun Qun Battery
Haealth Drink x2

Hgalth Drl.n.tjﬂ
Beef Jerky xé.
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The wriggling and cunuq!sjﬁﬁ humanoid monsters aptly named os “Nurses” wait fo greet
Heather just inside the hospital. Nurses are best fought with the Steel Pipe, but only when
fighting one Nurse af fime. Some Nursesicarry pistols and if you foll outside of o certain
range, they won't hesitate fo shoot. If'a Nurse hos a gun, disconfinue fighting any pipe-
swingers and run direcily up fo the monster with the firearm. At close range, Nurses will not
shoot, opting instead fo iry for a pistol whip. Close up, you can beat them down with the pipe
just like the others.

ik R

IN TIME

Enter the reception office via the door directly across from the hospital entrance, and use the
save point on the wall if desired. The Hospital Map lies on the desk. One or two Health
Drinks stond in the open supply cabinet, depending on how much you brought with you to

the hospital.

Exit the reception office and head to the “Visiting Room.” A little doll and an open book lie on
the hla- The diary contains o sick and fwisted greeting oddressed directly to Heather from o
puneﬁi named Stanley Coleman. More of Stanley’s diaries appear throughout the hospital.

The more enines you read, 'rhe more '|'|'I|| appear. But no matter hnw many fimes you fry,

‘,f Wiy f tanley’s Gone!
| Alter reading one of Stanley’s diuries, fhe [mnh 0 JI
appear upon leaving the areg, Hwe'.rnr You can ?ewt:i:l'::lal :ii::ry
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Inside room (4, another of Stanley’s diaries
and his dolly lie on the bed. Plostered to the
wall with glue are several items, induding o
key. You must search the hospital to find
some method of getting the key off the
wall. Return o the lobby of the hospital in
order fo find a way to the upper floors.

-|-||....I.l.;|i'i!l.l-'ll.'r"hlliii... U818 LS LT L

Enter the Doclor's lounge on the oppasite side of the lobby and read the reports on the coffee
fuble. The memos reveal the fruth about both Stanley and Leonard, including their rooms on
the third floor of this very hospital. Now you just need 1o figure out a way to access 3F. Check
the mini-fridge twice to find o Health Drink. Entering the hospital with litile or no ammo,
you should find Handgun Bullets x20 here.

If you killed one of the Nurses in the lobby, another appears jusfn time for the
The door 1o the stairwell is locked and requires a key, bufyo
floor available is 2
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It's a medical record or something,
It's for this Leonard guy.

THRAODU - N

Enter the corridor running along roams (1
through C4, and'use the pipe fo counterat-
tack the Nurses on duty. Room (2 contains
three Nurses, and an Ampoule if you meet
the low-on:supplies conditions. However, fo
get through the Nurses you must use sever-
ol blasts of the Shotgun. You defermine if
the prize is worth it, if it is even there.

n use the ele
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Ignore other items of interest on 2F for now, and go directly to the Women's Locker Room.
Some off duty nurse left her personal storage locker open, and Heather may now purlain the
Nail Polish Remover and Perfume inside. While the first item allows you fo unglue the
key downstairs in Stanley’s montage, the Perfume is octually o disadvantageous trap item.
When equipped, enemies are able fo smell Heather from great distances, and they start to
seek her out even sooner.

: -I.-\ 1 !nl uil_po!.hl remover.

OND FLOOR KEYPAL

Across from the locked stairwell door sis

one more of Stanley the Stalker’s sick mes-

snges fo Heather. The psycho is actually fla
helpful this time, hinting that the posscode i ™ -| 'i I
o the nearby door is a four-digit number. o e
With this information in mind, examine the

posting next o the door and unravel the

riddle fo determine the passcode.

HOSPITRL 2F CORRIDOR KEY CODE PULLLE

EASY: The riddle on the wall describes starting from an unspecified position, maving your finger o certain number of buttons and pushing egain,
etc. The first clue is that after pushing the first button, you con mave two to the right. Therefore, the first button to push is in the line on the left. The
finger moves t the right, then up in the nex! two sleps, so it cannol be the top row. Therefore, the first key to press is 4. Follow the instructions on
finger movement, and you end up entering the code: 4639.

NORMAL: The riddle in this mode is o bit more enigmatic, and involves creating number sets, then systematically disqualifying each set. The major

dlue to start with is that the second number is two times the third. In the limilations of the nine buttons on the keypad, this creates number sets for
| the second and third numbers such os (2,1), (4,2), (6,3) and (8,4). Additionally, if the fourth number is half the first, then you have the exact same
I|| it four two-number sets for the first and fourth numbers of the code: (2,1), (4,2), (6,3) and (8,4). Now combine the two digit sets of the first condition
g with the two-digit sets of the second condifion so that the first number is always greater than the second, and the third number is smaller than the
M fourth. This produces six valid four-digit combinations: (4212), (6213), (8214), (6423), (8424}, and (8634). Now you must use the conditions in

- 3 the second verse to weed out the incorrect combinafions. None of the numbers con be repeated in the set, so this eliminates (4212) ond (8424).

Only one of the buttons can be in the fop row, so this line eliminates (6213), (8214) and (6423). Only one four-digit combination remains, which
sofisfies the remaining condition as well. The passcode furns out to be 8634.

HARD: Once you get over the shack of how gruesome ond violent the riddle is, you hove to start thinking of the bution keypad os o foce.
Remember that you ore facing the imoginary person’s face, and that your right is their left. If the bottom row is the mouth, then the cheeks are the
second row (4 ond &) and the eyes are the fop row (1 and 3). However, the speaker gouged out the right eye and it slides down 1o the cheek.
Therefore, the first number would be the number 4. Watching the bloody tear fall from the eye, it touches the mouth of the foce and makes the psy-
cho want 1o eat the lips. Consequently, the connibal eats the lips from the right to left of the foce, thus 8 and 9. Finally, the madman goes for the
left ear, which would be parallel to the cheek. The final number is 6, making the passcode 4896. Strangely, ance you get over the metaphor of eat
ing the face, this solution is os simple to determine os the posscode for Eosy Riddle Level.




Proceed into the corridor outside rooms M1
through M6, and defeat the gun-toing
Nurses working the hallway. Inside
Examining Room 3, a body lies on the
table, its feet and o single arm dangling out
from under the sheet. The tattoo on the
corpse’s foot is inconsequential, but the one
on the arm is @ major clue. Read the doc-
for's memo on the desk nearby to learn
fhat this patient was previous in room M4,

Head down the corridor fo room M4. Proceeding to the halfway point in the room, the alarm
beside the bed begins to ring. Examine the clock and turn it off. Note the fime at which the
alarm sounded. The Riddle Mode changes how you should read the time.

HOSPITAL ROOM M4 BRIEFCASE PUZLLE

The Riddle Level changes the appearante of the dock. Whether or not you turn off the clock does not change the time or solution, nor affedt the
game in any other way. The fime is o four-digit combination that opens the nearby briefcase when entered on the dial lock. The briefeose contains

ihe Instant Camera.

EASY: The clock is o digital clack, displaying the exact time to use on the combinofion lock.
Start at the fop of the lock with the first digit of the time, whether it is o 1 or 0, then confinue
rolling each wheel until the time is visible from top to bottom.

NORMAL: The clock is older, with hands rather than digits. Read the fime and enter it on the
combination lock of the briefcase, in the same top to bottom manner os Easy Riddle Level.

HARD: The clock is the same as Normal, but you must input the fime into the combination
lock as if it were militory time. Considering it is the afternoon in Silent Hill, read the time off
the dlock and add twelve hours. For instance, 10:38 becomes 22:38 in military hours. Thus,
the passcode in this instance would be 2238.

i - )
There's & mﬂm«u hera,

ﬁ_iﬂll::l.ik be for this dead guy?

There's a m:dﬂ record here.
Cilld this be for this dead guy?
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As shown on the mups,"fqnfn M5 contains o First Aid Kit, or 2 First Aid Kits if you quali-
fied o the beginning of the stage. However, three Nurses guard the finy room and they will

likely hack you up pretty good as you'go for the supplies. Use the Shotgun to blast through,

but only if you really need the recovery items.

You are finished with the second level for the moment. Retumn to the first level and go back 1o
room (4. Use the Nail Polish Remover fo exiract the Stairwell Key from amidst the junk
Stanley glued to the wall, This key unlocks the doors to the stairs, on level 1F or 2F. Go back
o the lobby and se the key to unlock the stairs.

First, take the stairs all the way up to the Roof level. If you have read ot least two of the pre-
vious messages from the stalker, then Stanley has left his doll and anather sick diary message
for Heather on the landing at the top of the stairs. Two Closers stand patiently on the rooftop.
Nevertheless, you should be able to dosh to the barrel in the corner, grab the Submachine
Gun Bullets x64 someone left, then dash
back. Don’t worry, you will soon own a gun
in which fo use these.

The Elevator Now Goes To Three

As a side effect of unlocking the stairwell,
the elevator now cooperates and goes 10
IF, if that 1s your pr_ufe;rglﬁll method of
lrm'é_l; i B D o

i

Ay

MI-AUTOMATIC

Next stop is ot the bottom of the stairs, all
the way down in the basement. Moving
along the'eorridor, Heather's gaze is drawn
. _Iﬂﬂpthe§;|£§'_qf Submachine Gun
B nils.siﬂ&n the middle of the path.

_L’(un we posf the oveglurned wheelchair to
?Hi;'ﬁﬂuaﬁf scene of the end. An empty /i
i . Submachine Gun lies in the hﬁpﬂlsite ol
’I!F L ner. Perhaps you will haye befter [uck ™ | %2
using it than its fast owner/did.
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Enter the upturned basement storage room
and examine the shelves and the streak of
blood pointing behind it. There is a slender
gap between the shelves and the wall,
where you con use the Instant Comera fo
toke a picture of what is behind. The
Polaroid develops to reveal a four-digit
passcode inscribed on the wall. Keep this
randomly generated code in mind and

ascend the stairs back 'wp fo 3F.

the shelves in the basement.

—— ———

HNOGAS — HONOAHLY

On 3F first enfer the Store Room and use the sove point if interested. Pick up 2 Health
Drinks and a Stun Gun Battery from the nearby shelves. If you haven't yet faken the pic-
ture in the bosement, then another diary message from Stanley and his doll will be on the
perpendicular shelf. The message relates the locafion of the four-digit code inscribed behind

Head into the Special Treatment Room and read the memo on the wall. With coreful deduction,
you will figure out that one of the nurses was violent with o patient. She is receiving punish-
ment by confinement in one of the solitary rooms here. Entering the second door from the
right, you will encounter the Nurse monster in the tiny padded room. Now that you know the
situation, don't go in there if you don't want to. If you are interested, Stanley hos left love poetry for Heather in the padded room to the far lefi.

it PRIVATE RUO

Enter the four:digit passcode gained by tok-
ing the Polaroid in the basement into the
keypad next to the door leading fo the indi-
vidual patient rooms. Quickly slip info room
51. A magazine on the bed describes the
horrific actions of the cult at o local orphan-
age. Check the nightstand for 2 Health
Drinks.
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Confinue down the corridor, grabbing Beef
Jerky x4 from the bench on the right.
Enter Stanley’s normal room, which is 57 as
described in the doctor’s notes. If you read
three or more of Stanley's other diaries, his
final note lies on the bed. Although Stanley
was o creep, fake heed of his final warning.
When you exit o the corridor, three nurses
will be waiting to punish you for reading

i
I

h Stan's diaries.

i\
Proceed down the third floar corridor fo
i Leonard's room, which is $12. En route, you
' should finally meet up w‘nhltha Nurses of
this corridor. The mnnsterslup_panr in a dus-
fer, but should be easier to handle if you
lead one of them down the carridor away
from the other two. Isolating enemies
makes it much easier to bash in their
brains.

| Moving into Leonard’s tidy room, the telephone on the nightstand suddenly rings. Examine the
i phone to answer it. After some inifial misunderstandings, Leonard fells Heather to find him
i behind the door at the end of the second floor hallway.

| Re?rn via stairs or elevator to 2F and proceed down the long corridor past room Mé. At the
en lﬁ the corridor, there is a brand new door where none was before. According ta the map, it
u

shoulld not be there. Regardless of your apprehensions, enter the door anyhow.
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Heather enters something of a living corridor, which responds to her movements. For
instance, proceed forward fo the gate, and it rises as she opproaches. Confinue down

: the corridor to the 1-shaped intersection, where o gote drops to cut off one of the two
passages. Following the guidance of the moving gates, you should be able 1o moke it
through the maze easily.

Proceeding into the next moze section, o gate drops behind Heather. At the following
intersection, head to Heather's right. The next two gates play with Heather: advancing
toward the opening friggers a gate to cut off the path. When Heather turns around and
heads foward the closed gate, it rises. Continue down the corridor to another door.

Take two lefts in the final possoge and proceed down the corridor os gotes slam shut vio-
lently, Suddenly, Heather is trapped in o small area. Examine the giant red insignia on the
wall. Heather has a short flashback. Returning 1o the situation af hand, the wall where the
insignia was previously is gone. Confinue down the new corridor and enter the room at
fhe end.

' I ..-nihll

s Heather dlimbs the ladder in the room, the symbolic monster Maltiel twists the vlves &
of fute. Heather may be climbing, butshe is only rising info | Il'l kind of Hell... [t,lﬁlﬂ
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Inside the small room is a save point and

Handgun Bullets x20, resting on the win-

dowsill. For reference sake, cross the corri-
dor and enfer Examining Room 4. A body is
in the process of bleeding into o bucket
placed below. This is an important location
to remember when clearing this stage.

Check your map, because whether you recognize it or not, you are back on the third floor off
Brookhaven Hospital. The corruption and evil are tangible here, but the special effects are

amazing. The doors are barely visible on the walls, so use the map to position yourself near §
room 53, then enfer.
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Head through the Day Room ot the end of the corridor, and equip the Shotgun os you enter
the area near the elevator. Run into the central area where several Slurpers are sniffing
around. Try fo blost the monsters as o group, fo conserve your shell count.

all

For a scary experience, enter the Store Room. Inside, Heather can see her mirror reflection.
However, small lines of blood begin seeping out of the reflected sink, and soon cover the floor
and walls. As you watch, blood engulfs Heather’ reflection and soon her mirror image stops
moving. Before she can caich o breath, fines of blood begin seeping out of the real sink
standing next to her! When she tries the door, she cannot get out! The door will not open unil
the lines of blood have touched the door and are dosing in on Heother. Escape quickly,
because touching the lines of blood drains small amounts of enet from Heather, un1|| sHae is
dead. This event occurs only once per game. "




Board the elevator and examine the bution panel next to the gate. The three main floors of
the hospital are availoble, and so too are the new levels B1, B2, and B3. The only one of the
new buttons that works is B3.

Heather finds herself in a kind of mortuary and rematorium deep beneath the hospital. The
incinerator door may be wide open or dlosed and locked, depending on your chosen Riddle
Level. If the door is open, fake the Cremated Key from inside and ride the elevator back up
to the second floor, If the crematorium door is shut, you must solve the puzzle to get the key.

HOSPIT AL BASEMENYT MORTURRY PULLLE

EASY: The oven door is open, so take the key ond leave.

NORMAL: Examine the oven door and note the scrotches. The lines correspond fo the
placement of gurneys in the room. Roman numerals are efched into randomly chosen
squares, corresponding 1o the gurneys in the mortuary covered with sheets. The plocement
of roman number | in the grid indicates that the numbered gurney in that position in the
room is the first number in the four-digit combination that unlocks the oven door. You could
run back and forth o whole lot 1o check the positions of the gurneys in the room, or you
con just compare the placement of roman numbers fo the handy graphic.

For instance, with the above-pictured loyout of roman numerals, the first number is 6, the
second number is 0, the third is 8 ond the lost is 7. So in this cose, you could rotote the
dials of the lock to 6087 and unlock the door successfully. Use this chart to determine the
combination generated during your game.

HARD: The Hard Riddle Level puzzle will seem familior to veterans of Silent Hill 2, who

had to endure comparing the poem in the labyrinth 1 the notes on the bodies hanging

around o certain room. In the haspital basement, the oven is dosed and o poem is on the

door. The first four verses of the poem refer to four different gurneys in the mortuary.

Examining each of the ten numbered gumeys, you will find there is o short poem about o

bird otiched fo each. The poems ore based on the nursery thyme, “Who killed Cock

Rohin?" but you don’t need to run to the library just yet. Compore the poem on the gurneys to the poem on the oven lid fo determine which verse
corresponds to which numbered gqurney. The first verse of the oven door is easy to decipher without the nursery rhyme. The nate attached to gurney
number 9 describes o “pure” bird who shall “never grow old". Therefore, the first number of the combinafion is 9. The second verse refers fo o
“hunter” that is “within the earth”. The verse on rolling table number 2 is shout an owl, which is o bird of prey, that is “earthbound”. The third
verse describes some calorful imagery about o bird with o heavy body. Elements of fire and doud suggest red ond white. The poem on table seven
talks ahout the “black ambition” of the Linnet. A Linnet bird is commanly black, red and white, so you have the third number in the combination.
For the final verse, the Sparrow is the bird that is being called “to the gotes of Hell”, because it killed Cock Robin. The sparrow is discussed in the
verse ottached to fable number 1. To arrange the numbers of the code, sfort with the tuble that corresponds o the first verse (9). Then link the table
that corresponds fo the second verse (2), and confinue through the first four verses until you have the code 9271,




Exiting either one of the lacker rooms on 2F triggers Slurpers to appear in the corridor
between. You should be able to slip from one locker room o the other without problem. Just
be ready 1o fight or flee when emerging from the Women's Locker Room.
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Having witnessed the telephone converso-
fion in the Men's Locker Room on 2F ride
down to the ground floor. After dealing with
Slurpers and a Nurse as you please, enter
the Exomination Room behind the
Reception Office. Inside s a save point and
an Ampoule. Read the memo on the desk
fo learn about a violent patient. The room
number 312 does not exist, but if you think

about it you mll deIermmﬂ that it must the twelfth room on the third Huur Funr.‘l flpr th
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Ride the elevator up to level 2. Enter the Men's Locker Room and proceed a little ways in. A8
phone starts 1o ring inside one of the lockers. Examine the second locker from the right ta
find a payphone. A mysterious caller wishes Heather Happy Birthday. Following this event,
some items are placed on 1F. There is a little more to take care of here first, however,

OSUR R2NVHHODHE - ONOHHANTHM 20318

Inside the Women's Locker Room, a pitiable
creature is confined inside o locker. You
may examine the locker to learn Heather's
thoughts about the creature, without fear
of harm, Check the wastebasket to the left
of the door to find a Plastic Bag, in addi-
ftion to 1 or 2 Health Drinks, depending
on your needs as you entered the hospital.

2902012t

eaxd

The Plostic Bag is o contoiner. You will need blood for a loter event, so ride the elevator back to
3F. Stand near the body in Exomining Room 4 that is dripping blood, and use the Plastic Bog in
order to collect blood.

I.ll.l” o | TR LT e | T

Hll. FAREHAR



the wall just below the elevator. At the end
of the short passage is o message from o
rather psychofic individual. Return fo the
lobby and unlock the door to the Day Room
with the Cremated Key. Match wits with o
pipe-hitting Nurse, then proceed into the
long corridor in front of rooms C1 through

!.l|||:|i:" L i L -|I'I':||~||HIIMII:..I. I:I.i.. . ALEL L LR AR AR UL L L LE b M LT L RS LR TR R A LR T (L
!. i s by Return to the lobby and enter the door on |

It your ammo supplies are still good, use the Shotgun against the pistol-packing Nurse and

Slurpers in the hollway. If someone phoned Heather fo sing the Happy Birthday song while

she was in the Men's Locker Room on 2F, then “Happy first birthday!” is written on the wall
outside room M. If the writing is in place, room M1 will be unlocked.

The items located in room M1 as well as the number of Nurses present are determined by a
quick calculation of the value of your current supplies. Using the charts below, determine if
you can manipulate your supplies to get a better birthday present before entering the room.
However, if you are already well-stocked on ammo and recovery items, then just accapt what
= Is affered when you enter. The game counts points for each type of ammo, and calculates o
variable colled “bp-ammeo-points”. A likewise calculation happens in regard to recovery items, called “bp-drug-points”. The game then defermines
which score is greater, and gives you the type of supplies you are lacking in. The game adds your bp drug points and bp ammo points together,
and determines how many nurses appear in the room olong with the birthday presents.

Additianally, Jook behind the bed fo find o birthday card
Hoppy Birhday!
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BP-AMMO-POINT VALUES

Supply Bp-Ammo-Paint value
Handgun Bullet tlpoit ey
ShotgunShell ________________+2 poin

J Submaching Gun Bullet +1 paint

BpDrug-Point Volves

Bp-Drug-Point value

Heatth Drink +Aponts
FirtidKit +8 points
Ampoule +12 paints

BP-AMMO-POINT IS LESS THAN OR EQUAL T0 BP-DRUG-POINTS

Bp-Ammeo-Point Range Birthday Presents

Up 1o 30 Handgun Bullets x30, Shaigun Shells x12, Sl.llmu_;fmfm&rﬂﬂs X312 Y
aliwd: e W R R Hondgun Bullets x30, Shotgun Shells xb, Submachine Gun Bullets x32

611 50 Hondgun Bullets x30, Submockine Gun Bulletsx32
9t 12 Handgun Huiets__x?ﬂ.’l

Mimidon hndgn s 1

NURSE(S) GUARDING BIRTHDAY. PRESENTS

BP-AMMO-POINT IS GREATER THAN BP-DRUG-POINTS

Bp-Drug-Point Range Birthday Presents Bp-Ammeo-Points + Bp-Drug-Points Murse(s)
: lp o 30 Health Drink x3, First Aid Kit 12, Ampoule ] Under 119 ]

diwé Healsh Drink x3, First Aid Kit 22 12010 189 |

T A el _Huu RO T =l A i ;
. "!!Eullh Drink 2, First Aid Kit x1 260 and obova T I _3
Haalth Drink x2

i
Continue down the first floor corridor and
enter room (4. Examine the room carefully,
and read the book open o the left of the
makeshift altar for o cue. Use the Plastic
Bag (with Blood) item of the altar. You can
no longer exit the room os normal, because
o huge hole hos formed between Heather
and the door. Use the nearby save point fo
record your game doto, then dimb down

the ladder into the hole.
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b el L VA S i L 1 LRI ikl



l STAMINA
eyt SR \ction Level Eosy 2350-2650

Actior LE|E| Hormal 3850-4150
nrrmn level Hard £350-6650

ATTACK POYER.
Arm ottack (L, HJ L
Rising attack

Counteratiack

Many hints have indicated throughout the R Hospi Mk‘hd} the ally he pretends to

be. Now comes the confrontation. Leonard, n o foshion exlp i lor 1o the Missionory defeated

earlier. However, this murky erliilgdﬂﬂgsm COMprOMises your sﬂgﬁppmg ahilifies severely.
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As usual, this looks like o job for the Shotgun. Quickly open the
Main Meru and equip yourself as needed. As you face Leonard al
the start of the battle, buck up o couple steps to avoid his first
attack and then blast him. As Leonord cavorts in the woter, aveid
the temptation fo run in for o second attack. Instead, bock oway.
The monster rises quickly after a blast, and attacks on the way up.
You can block any of Leonard's attacks from the front by holding
Guard @ . M!ar the creature is bock on its feet, blost it again.

Suffering two such attacks from you, the boss usually begins swimming through the water. Leonard also dives if it manages fo attack Heather

: Lq successfully more than once. The creafure is impervious to oitacks while submerged. As it is swimming

rapidly through the murk, keeping track of the monster may be difficult.

Still, try to fall in behind the creature and run ofter it os it swims. Decrease speed as Leonard slows down,
and move up behind it os it nses ond sneaks o peek ot the aren. Le-unurd is impervious lo shnls from the
rear, 50 you must strafe to the side or front of the monster to il il
hurt it with a Shotgun blast. However, you can strike from the
rear with o melee weapon, such as the Steel Pipe, and still hurt
the monster effectively. If you are low on ammo, consider this
“follow and ambush” technique fo be your olternafive sirategy.
Continue fellowing Leonard around the hole, attacking it and
ovoid its counferattacks.




K 10 THE MUTEL

record your progress for o while.

Exit Brookhaven Hospital and return to Juck’s Inn on Nathan Avenue. Vincent waits for Heather
in her hotel room, to tell her thot Cloudia is waiting for her on the north side of the loke. To
reach “the church”, you must go through the Lokeside Amusement Park.

Leave Vincent behind and head northwest up Nathan Avenue. As you pass by Pete’s Bowl-A-
Rama, the scene shifts automatically to Heather entering the Amusement Park.

T
SRk

Defeating Leonard, Heather returns to the Normal Side hospital. She obtains the Talisman
during the follow up cinema. Exit room (4 and head out to the lobby. Stop by the Reception
Office near the front exit of the building and save your gume. This is the lost opportunity to §
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Church...?
I wonder what he meant by that.
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) save Foint
4 Beal Jerky xl E-Chain
[eousement, asso <1307
Hapdeun Bullats 20 F Red Shoa
[eousenent, drug < 15]
Firat Add Eit x2 ¢ [aousemant, somo < £0]
[eousement, drug > 30] Sutmachine Gun Bullats x%2
First Ald Eit [amusemant, anmo > 50] I
[aousement, drug < 30] Bamdgun Bulleta x10 j

Ampoule
H las's Matabook |
E Holler Coantor Koy Dollts Hend |
[asussment, drag < 30]
€ Healthk Drink x3 Anponla d

O Health Drink Stun Quh Bagtary x2
Shotpun Shells xb |
J First Afd Eie

 As soon as Heather enters the park, Normal Side transforms info Reverse Side. The park

" 'remains in this condition throughout your investigations here. Addifionally, you will not have
the ability fo chart your progress on a map because there is not a map for the Amusement
Park. Fnrfunut&['f this is a straight-shot, linear area. All you have to do is cross dark areas,

| find the exit door and pmreed Refer 1o the mop presenied in the gmde to determine how

* dlose'orhow far from suppﬂm' mﬂra'
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The first several oreas of the game are
identical to Heather's opening nightmare,
with some differences in enemy placement.
Proceed directly o the souvenis shop in the
drcular shopping mall areq. Th: souvenir
shop might be a smargasbord of supplies, if
you entered the Amusement Pork with just
the right amount of recovery items. Use the
maps fo determine what all might be found

I ;ﬂt an ampoule.

in the souvenir shop. Regardless, at least you can always find some Beef Jerky x4 on the che:kuul counter.

Mountain Coaster’s control boath, exactly os
Heather did in her dream. Rather than jump
on the tracks, use the Roller Coaster Key to
open the booth, Collect the 2 Health
Drinks inside and examine the control
panel. Turn the roller coaster off, then exit
the booth and run down the cooster tracks.

T used the roller coaster key,

Investigate the cookie boxes in the rear cor-
ner of the store. As you are headed back
toward the front door, o loud crash occurs.
Return fo the cookie boxes fo find they have
fallen off the shelf. Amang the spilled items
is 0 save point, One of the cookie cans is
broken open, and inside is the Roller
Coaster Key. This is cerfainly different
from what occurred in Heather's nightmare.

§ 2015207 HONGAALY
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Will you turn it off?
Yes, No,

T o |
The forces of evil cause the conster to barrel down the tracks un'Jtuy, but you have the .dhillrf
to change the outcome of Heather's dream this fime. If you turfied off the cooster|atthe con- .-

trol booth, then Heather survives her fall from the tracks, If you did not furn off the:
coaster, then the rain runs over Heather and the game e‘nds‘T“ 'HHIF i
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JORLEY MANSION

press START to pause your game.

«

) I"‘,"ﬁ r : .:llll::!#t and look around.
D&Y

After Heather climbs dq'l.lmhffilla ficket booth roof, enter the nearby door bearing the sign
reading “Borley Haunted Mansion.” You are in for a rather sickly amusing experience,
fraught with traps and pitfalls. Find the'save point taped to the admission boath window and
use it. Without foreknowledge of the traps in Borley Mansion, you might accidentally die. If at
any point you need ta read something from this guide during the following section, please

The truth is only one person died,
by suicide,

In the mock study, move around the gate toward the wooden door and a body falls out of the
ceiling. Closer inspection reveals something quite gruesome. Turn around and exit through the

gnﬁr metal door in the opposite corner.

| Il"ﬂ.

The mansion is set up exactly like a carnival

attraction. A series of locking and unlocking
doors lead you from room to room, while a
cheesy narrator fries fo be creepy. In your

first game, each door is locked until the nor-

ration tope finishes playing. In subsequent
games or after using o Confinue to restart,
the doars are unlocked and you can dash
through the rooms as quickly os you like.

ngit’ eal! This is a real
deall bolly hanging here.

Entering the next area, the narration warns of traps. Hold B2 fo enter caution mode, and
walk through the room in this state. IFyou are in caufion mode, the spikes in the ceiling wil
not hurt Heather when they foll. Otherwise, if Heather is standing straight up she will take

damage and possibly die if her health wos already critical.
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The next fwo corridors exist somewhere outside of possibility. As you proceed a few steps into
the area, the corridor begins fo incinerate itself. You must run ahead of the all-consuming red AN
glow, since touching it greatly domages, and possibly kills, Heather. Run quickly through the L || I|,||I il
two corridors and exit the mansion, f|‘ il i

After exiting the mansion, turn Heather fo her left and search for an alley to the next area.
Avoid killing the Double Head and Closer in the next zone if possible, since you con make
them disappear by other means.

The green gate across from the entrance to the Swing Rocket ride is sealed shut. Find the gray
gate north of the Swing Rocket and proceed siraight through the next enemy-encrusted area fo
the kiddy amphitheater. Search the bench o the left just inside the theater to find o Health
Drink and Shotgun Shells x6. Move down the center aisle and examine the bleachers to find
a Chain. Before leaving, confinue up 1o the stage and fake the Red Shoe from the spotlight.
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Return fo the Swing Rocket, where the enemies that were previously here have vanished. Examine the green gate and use the Chain. Then move .
onto the ride platform and jexamine the center column. Open your menu a second time and use the Chain again. Once you have attached the
Chain fo both places, it becomes visible on the ground, stretched between the tw locations. Enter the control booth and pickup the Handgun

| Bullets x10 or Submachine Gun Bullets x32 across from the controls. Then furn on the ride, and the chain winds around the center column.

! Eventually, the makeshift wench pulls the green gate open.

1 attached the chain to ih doar
handle.

After Heather finishes speaking with Douglos in the next area, you may return af any time
and speak to him once more if desired. Otherwise, continue through the gate Heather is facing
after the scene.

— sy

Enter the Fortune House on the right. Douglas’s Notebook rests on the chair just inside the
small entrance. When Heather picks up the item, she reads only an excerpt. For more informa-
fion, examine this item in your inventory. Continue into the fortuneteller’s parlor and fake the
Doll Head on the fable. Use the nearby save point if desired, and leave.

Cinderella and Snow White stand inside the “Marchen Travel” ride. Move between them, and examine the photographs on the ground. With o
keen ey, you) should notice something different about the shadows of each. Return to the life-size characters, place the Doll Head in Snow
White's hunﬂ und st the Red Shoe ot Cinderello’s feet. The left door on the rail becomes unlocked. Don't worry, the dragon won't do you any
harm. Exit Thmugh the metal door in the corner.

" 'I.?ht the red shoe at Ciaderella’s
“ feet, -
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Evade the Pendulum and exterminate the Double Heads in this area so that you can pick up #
Stun Gun Batteries on the concession stand counter. Beside the batteries is o notepad, used
os a save point during the original Silent Hill. While Heather cannot use it to save, it does condg
foin an inferesting message for her. Go through the parfially open gate northwest from the &
concession stand.

Approach the merry-ge-round and keep your eyes open for a First Aid Kit on a bench off to §
the lefi. Board the merry-go-round, and quickly examine the note stabbed into the nearest
horse. "When 13 furns count 4, you will die from their curse” means that when the merry-go-
round revolves 52 times with you on it, the horses will expel red breath that poisons Heather
1 & and kills her. Before that occurs, you must “kill" all the horses on the merry-go-round. Equip the Maul or Katana and position yourself near each
moving horse. Attack the horse with o melee weapon until it lefs out o loud death rattle and stops moving. Then move on fo the next horse, and
- work your way around the carousel until all the horses are “dead.”

MY 3UISIHY - HONOUHLYTSM 30118

MEMORY OF RLESSA e

Aetion Level Rormal 1400
Action Level Hard 1680

OTAMINA (ZND FORM)
Adion Level Ensy 1280
Adion Level Hermal 1600
Adtion Level Hard 1920

STAMINA (3RD FORM)
ATTACK POWER e Lol Eey 1440

Aticer Leval Maemel 1800
e e M e e
Fandgun Shot 0
sl Wiy : STAMINA (4TH FORM)
Action Ly 6
Artion Lavel Normal 2000

Submadhinegun Bashing ] Ation Leved Hord 24040

Steel Fipe
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The monster assuming Heather’s form attacks with weapons. The
first form is weak, and attocks with o knife. If you ottempt 1o
shoot the monster, it blocks the otiack with Heother's own guard-
ing action. Fighting Nurse monsters has prepored you for this
challenge. The only way 1o fight the monster is to equip o melee
weapon such os the Kotana and use great hand-to-hand skills.
Mlow the hoss to attuck first, and use your guord to block.
Alessa's blows con partially negate your black, however.
Therefore, it is beneficial to equip the Bulletproof Vest while fight-
ing her. Once you've successfully blocked her attack, strike the monster while it is frying to recover from the impodt force of the deflection. Keep
sloshing it back and forth with the Katana or Steel Pipe until it stops reacting to the blows. Then woit for it fo aftempt on attack again, and block.
Repent this process until the first form dissolves.

MEMORY OF ALESSA, con't

The second form materializes somewhere else on the corousel. W P i Lnf
Do not wait for it 1o come 1o you, because it carries a Handgun ﬁ’* :;& f
and will shoot you from afar, Run directly up to the monster. M { o N
close range, the creature only attempts fo attack by pistol
whipping Heather. In that cose, black the atfack with your e,
guard and counterattack with the Steel Pipe or Kotana. If the Sl T o
monster fries to run off, quickly chase ofter it ond dose the
distance fo prevent it from frying to shoot.

W

Dispatch the third form much like any Nurse, since it corries
only o Steel Pipe. However, the fourth appeorance of the mon-
ster fofes o Submachine Gun. Again, you must close the gap
between you ond the creature quickly, fo negate its ability fo
shoot. Wait for the monster to attack, block ifs attack ond
strike with o melee weapon.

As the monster dissolves, read the note
seribbled in blood on the merry-go-round
and then head through the corridor. Check
out the prayers scraiched on the walls of
the second corridor, as you make your woy
fo the final stage.
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After the confrontotion With Clatdia concludes, move behind the altar and use the save point. Check the sacristy behind the dhtar to find the “Eye
! of Night” Tarot Card, 'and exomine the area again to get o better view of the stained gloss overhead.

| ———— P i - ———

I got the "Eye of Ni‘hli., tared card,

[ I { . [&l-

CONFESSIONAL

Follow Claudia out of the chapel and head 1o the right. Hung on the wall are some children’s
drawings, which serve as a Church Map. As Heather explores new areas, she draws them
onfo the pages. Fortunately, you can compare your progress in the game fo the maps in this
guidebook.

Hmspspy o
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| Near the map location is o confessional. Enter the open door, and you will hear a woman cry-
i ing. Examine the confessional window to begin an extra scene. Afterwards, you have the opfion
I of forgiving the person or saying nothing. In your first gome, this does not affect the outcome
i either woy. Check the Easter Egg, Clear Bonus and Additional Mode Guide to determine
I ha _‘ihis event affects subsequent games.

PENETRATING THE CHURCH

Follow the corridor st and south fro the confessional. The south door is locked and
requires o key. Enter the door around the corner to the east, Move quickly through the room
where the Closer reigns, and do not engage it. This entire stage contains severely few supplies,
even if you entered with a low inventory. You must conserve what you have left for the final
battle of the game.
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' & blocking the north doar

Move north through the corridor to the
white-filed area and stop. Someone is cry-
ing, but no one is in the corridor. An invisi-
ble girl leaves bloody footprints on the file,
leading right through o porirait resting
against the east wall. Examine the portrait
and move it oside fo find o door. However,
you will miss @ room if you go through the
door now. Instead, continue north and enter
the double doors ot the end.

In the center of the octagonal chamber is o
massive save point. Beautiful portraits sur-
round the room, and you may read the

inscription under each to learn more about
the cult and their beliefs. Afterward, return
to the corridor and enter the door revealed
by the invisible girl.

Two Insane Cancers block r?he north and
sound ends of the t-shaped corridor. MoveS

i e the southeast corner of the room fo find o

Cassette Tape. Check the file folder to

‘l learn more than you ever waned to know about the save point symbol. Return fo the corridor and bash your way through the Insane Cancer

Will you move 1
the angel?

ledge running between the wall and the elevator is o newsfogcalled a Stmper |

similar fo he Missionary boss encountered at the Daisy Villa llpurtmants Scr ers |
defeated more easily with one or two Shotgun blosts. E-Ium. em down a5 th :_
you, then stand over them and fire again. If required, yaukan also defe ]
melee weapon. Allow the S:rupeq o aitack hrsl and gﬁul@'ugmnﬂ ulumu :.-! hen ¢

elevator for the moent, and run nlnng the south wall to the door at the eusrem end. |
ledge. A g

Hraal b
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Move a litile ways into the room and exam-
|_ ine the open book on the shelf to leom
,J more obout the Order. Further down the
I isle is an open book on the left, detailing
the meanings of the Tarot. Sitting on the
table in the southeast corner of the library
|: is the “Moon” Tarot Card. During a brief
'_ chat with Vincent, he hands Heather the
|? Book: Otherworld Laws. Exit the library
i and ride the elevator down to the lower
ledge. Enter the northwest door on the ledge.

Cross the corridor all the way to the west, and
enter a kind of mortuary. Move through the
i center of the room, and examine the gumey
on the right. Propped up ogainst the head of
the corpse is the “Hanged Man” Tarot
Card. In an empty body rack on the north
wall, you should find Shotgun Shells x6.
Additional boxes of shells may also be pres-
ent, if your "ommo_points” were ot a very
exact number when enfering the Church stage.

Return to the corridor and enter the door in l
the southern alcove. Read the diary on the

bed, and collect 2 Stun Gun Batteries
from the nearby desk. Two Scrapers will be
waiting when you return fo the corridor.
Quickly run past them to the exit, since you
will not be returning here.

¥Move across the southern portion of the L-shaped ledge, ond enter the second-fo-lost door. A
|, Straper and to Pendulums inhabit the ledge on he connecting room, Since you must cross 3
' this aregiseveral times during this stage, do yourself o favor and use the shotgun to extermi- 7
nate the Scraper. Then you shduld be able to run through this area quickly on subsequent rips > STy
without much trouble from the Pendulums.| |




Exit the ledge area through the southwest
door. Mave up the corridor and enter the

~ first door on the right. Dosh quickly through
the Closers in the large chamber to the
southeast door in the room.

s
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Proceed down the corridor, stopping at the
edge of the white-filed area. The crying girl
walks ocross the tile, leaving bloody foot-
prints in her wake. Slowly, she makes her
way to the east wall. After her passing,
examine the wall fo find a secret door.

0

Check the small bureau just inside the finy
sick-care room fo find a bevy of Handgun
Bullets. The amount found depends on your
inventory condifions upon entering the
Church. Inside the book on the nearby chair
is the “Fool” Tarot Card. The hook akso
contains an interesting possage that might
help you win the game. On the hack of the
hutch next to the bed, you might find one or
two Ampoules, also condifion dependent.

Slip past the enemies as you head north
hack to the point where you diverted. After
crossing through the Closer's ferritory yet
again, head west in the corridor and follow
it south. Enter the child’s room of the end.

Use the save point just inside the door on
the left, and examine the sketchbook on the
bed o the right. Directly across the room is
another notepad, bearing o message from b
another fime and place long past. Mounted on the wall behind the d&cl: dre wuﬂpus moths and butterflies. ﬁl&{k the framed collection just to the
left of the desk to find the Brass Key. As you can tell by the'south door in the room, it is fime fo go find 't E’ﬂlﬂ Tarot (o *mmhe the lost
|J.l {

puzzle. __ | W
l . |l|i |a|
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EGINNIN

| Return through the lower floo of the Church fo the elevator and ride back to the level ahove.
| Head west through the corridors and the clossroom. The classroom has new enemies, and the
| walls swirl with black. If you lose sight of the western exit, quickly press " to check your
i map. Even if the wall is completely black, you can exit if you just place Heather in the correct
I spot and press Action < . Once you are back in the hallway of the confessional, unlack the
door of the south end with the Brass Key.

PARISHIONER'S QUARTERS

RER bl L L R R AL b ib l'l'll;w

I used the brass key.

The enemies in the corridor south of the con-
fessional set up o unique trap for Heather.
Proceed through the corridor and around the
corner fo the right uniil you spot an Insone
Cancer, blocking the path. If you run up and
begin whacking ot the Cancer, a Scraper
ambushes you from behind! However, the
corridor provides o way out of this mess.
Turn fo the left or open your map fo spot o
door, directly beside Heather. You may then
cross through the classroom and exit
through the east door. This places you in the
corridor on the opposite side of the Cancer,
and then you con either blast the duo with-
out them ganging up on you or you may
simply ignore them and move on. During
your return frip, do not forget fo use the

dassroom detour to get around them ogain.

While in'the|classroom, take @ moment and examine the center student desk, as well as the memo on the tencher's desk. Depending on your dr- :
cmstances enfering the Church, Submachine Gun Bullets x32 might be sitting in a tray in the northeast corner of the cluss,

At the bottom end of the south corridor on the uppep level, avoid going through the door on
the left unless you badly want to scrap with four Scrapers. Instead, enter the first door on the
right. There,is d pi;ls_.sihilily of a First Aid Kit appearing on the lamp fable just inside the door.
Use the Cossette Tape at the tape deck fo listen to on extra conversation. Examine the letter on

l*’#h'dﬁ;k for odditional information on Vincent, |
b T
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Exit the small bedroom' @ nd proceed south
fo the next door on the right. Noturally,
there are'no helpful supplies in Claudia’s *
room, but the “High Priestess” Tarot 4
Card sits on the bed. Toke some fime also §
fo peruse Cloudia’s diary lying on the book$
shelf, and examine the old birthday cord

# i 'Eﬁi' arol ¢ I:II:- i y |

Your Tarot deck is now complete, so return through the Church fo the child’s bedroom on the
lower level. Insert the Tarot cards at the south door to unlock it, using the puzzle solufion that
follows. Thereafter, proceed through the corridors to the final showdown.

: “FINAL SAVE POINT!
The save point in the child's bedroom on the lower Church level is the lust chance you have to record your data befare moving on to face the
tiz{urre and deadly finol boss monster of the game. It is easy 1o overlook saving your gome, especiolly if you have already soved here
efore. ' ®s

ML

CHILD'S BEDROOM PULLLE

EASY: Reod the sketchbook on the bed to view o diogram of how to place the Tarof cords on the door.

NORMAL: The rhyme contained in the sketchbook describas the placement of the cards on the door.

According 1o the riddle, there are some cords in each row, but only two or less. If you exomine the

“Honged Mon” card, nofe that the character drawn upon it is upside down. The reference to “underground”

means that he is on the lowest level, with o spuce fo either side. Ploce the “Hanged Man" Tarot Card in the

center slot of the bottom row. The next verse indicates that the Moon card is above the Fool cord, but you

don't know where to stack them yet. The next verse indicates that the “praying” person looks up at the

“night”. This means thot the “Eye of Night” card is directly above the “High Priestess” card. Two verses

luter, the poem tells you to place the “Eye of Night” Tarot Card in the upper left corner. Place the “High Priestess” Tarot Card directly below it, and
stuck the “Moon" Tarot Card above the “Fool” Tarot Card in the right slots on the door. This should unlock the door. Use the screenshot below ta help
place your cords,

HARD: The sketchbook on the bed contuins o rather crude dingrom, which looks something like this:

115
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CHILD'S BEDROOM PUZZLE, cont'd

"5 are truth ond 4 are lies” refers o the number of Tarot Cards ovailoble. Therefore, each double-line set of letters represents a slat for o Tarot Card
on the door. Whatever is not a Roman numeral does not count. For instance, when you remove the Roman numbers from INGOEI in the fop lefi cor-
ner, only 101 remuin. Since this is improper format for a Reman number, the 0 is obviously place there 1o thraw you off, hence the “fib”. The result
is II. Inspect the High Priestess cord dlosely in your menu, and you will spot the roman numeral Il printed on it. Therefore, the “High Priestess” Tarot
Cord belangs in the upper leh slot on the door. When you remave oll the extraneous letters from the Roman number sets, here is the remainder:

LIMITED ACTION TIME!
During the scenes before the final boss fight, you will find H&nﬂw standing in front of Cloudia. You

have opproximately 10 seconds to act, or Heather. dies and ﬂm guma emfs Iluultlv use the
Pendant fo proceed 1o the final confrontation. i

STAMINA

Adtion Level Easy 5850-6150

Action Level Normal 7850-8150

Action Level Hord 885010150

ATTACK POWER

Standing Arm Atfack
Crawling Arm Attack 40
Crawling Bite Attock 40

Fire

The final boss of the gome is so horrific in appearance, thot its imoge should remain o secret until you encounter it. Therefore, this section will have
no piclures, but once you observe the behavior of the boss you will agree that this is a thorough strategy.

Avoid approaching the boss while it is standing, both ot the batile's outset ond throughout the confrontation. If you draw foo dose, the monster lash-
es out with ifs worst ottack possible, bushing Heother to the other side of the room with massive domage.
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Nofice o semi-circle drawn on the floor some distance from the boss. This is your toal for defeating the monster. Equip the Handgun and stand behind
the line. Shoot the boss until it folls over into o crawling state, or waves its arms fo create o flame attack. The fire travels olong the semi-circle design
unil it reaches Heather's relofive posifion in the raom, then shoots off the line directly of her. By stunding behind the semi-cirdle line of all fimes, you
can see the flames opproaching and easily dodge Ihem when they leap off the track. Just strafe left or right to avoid the line of flame.

The Handgun is the one weapon Heather can oim upward with ease. Confinue shooting the boss with the pistol unil it falls over, into a crawling stafe.
When this accurs, quickly switch to o deadlier weapon like the Shatgun or Submachine Gun. Move forward just inside the semi-circle line, and blast
the monster in the head. Do not move foo for info the semi-circle, because it also delineates the arm reach of the creature. It could easily lash out if
you get in range. If the monster tosses out lines of flame, just move backward as you confinue shooting, then sirafe right or left to dodge the flames
as they move off the line toward Heather. When the boss stands upright, switch back to the Handgun and confinue.

You will know you have the monster an the ropes when it begins throwing out two flame atiacks at once. Stick with your tactics and dodge the floames
by bucking up and strafing side-to-side. If you run out of bullets, restore Heather to full stoming and equip o fast melee weapon like the Katana.
Wait for the monster to throw out its two Home attacks, then run directly up 1o the creature. As the fire is spreading, the standing foe usually sags

. into its pelvis. You con slrike ond damage the pelvis region, possibly causing the manster to fall. Then you may stand at the head while it s in crawd-
ing state and chop away with your samurai sword. Just hope that your recovery items are enough to cure you from the backlash. If you can manage
it, killing the final boss with a melee weapon outomatically gets you o bonus weapon in Exira Gome Mode.

R ;’usnwumm S

ROLL CREDITS

You have just completed your first unnerving game of Silent Hill 3. Pat yourself on the back, then wait for the credits to end. Your game ranking
will soon display, and you have the opportunity to save your resulfs. The game automatically opens the Exira Game Mode, unleashing o bevy of
extras and bonuses. Confinue reading in the next chapter fo determine how to unlock the mysteries of Silent Hill further...
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Mode Gu .de

Completing a gume of Silent Hill 3 on any Action Level unlocks the bonus “Extra New Game." Use this mode to replay the game. You can unlock
. | further extras such as additional costumes, extra weapons and different endings. Many other speciol events occur during Exira Game Mode as
well, so keep reploying the game!

I
.|

E ADDITIONAL ENDINGS

!! In your first gome, you always get the “Normal” ending. However, by fulfilling specific mndrlmns during an Extra New Game, you can view differ-

ent endings.

III II LI l

0| Upan completion of the game, 10 points are awarded for every monster killed, induding boss monsters. 1 point is received for every point of
£ physical strength lost during attacks by monsters. 1000 points are awarded if you said, *I forgive you”, 1o the person in the confessional inside
B\ The Church. All of these points are added, and if the fotal exceeds 4000 points then you will witness an altermate ending to the gome.

T ”
A b A l L
Obtain the Heather Beam exira weapon os described in o follwing section, then use the Heather Beam or the Sexy Beam to kill af least 30 mon-
. sters before enfering Heather’s apartment af the Daisy Villa Apartments. Before walking in, remove any weapons from Heather's hands. You will
| Witness an ending foo wacky to believe!




stars.

Use the following table to learn how fo increase your ranking. You will notice that you must

RESULTS

Following the ending ond the credits, your “RESULTS” screen displays unfil you press the Adtion
button. The game ranks your performance based on o number of criteria, awarding stars for
each factor. These stars are added together, generating a tofal between 0-100 stars. Rank
appears at the bottom of the screen, consisting of big stors and little stars. Each big sfar repre-
sents fen points, and each little star represents one point. Therefore, if you receive o ranking
of six big stars and eight litile stars, you scored a 68. A perfect ranking consists of ten big

ploy several games before you can even iry to achieve a perfect rank.

RESULTS RANKING CRITERIA

g

LU

RESIETS

E!d:l[ tvpe
Lobios Dowe

Result Criteria Stars Awarded Result Criteria Stars Awarded

Ending. Does not affect ranking NA Clear Number 1 dear 1 star

Action Level Fasy 1 star 2 dears 3 stars
Normal 3 stars I R on el ST SRR S S R ,,!
Hard, Exireme 5 Stars Save & Continue Number 02 saves or confitues 5 stars

Riddle Level Easy 1 stor 35 saves or confinues 4 stars
Normal sl R s 6-10 saves or confinues 3star
Hord 5 stars 11-20 saves or confinues 2 star

Clear Time 3 hours or less 10 stars 21-30 saves or continues | star
Under 4 hours 5 siars 31 or more saves or confinues 0 stars
Under 6 hours Sstowss UL Item Number One star for every 5 items 20 stars possible
Under 8 hours 2 sfars Extro Weopon Number ~ Beom Saber 1 stor :
Under 16 hours 1 shars Famethrower 1 star
Over 16 hours 0 stars Gold Fipe 1 stor

Split Worm Kill Time 2 minutes or less 2 stars Sitver Pipe 1 star

' Under 4 minutes 1 stor Unlimited Submothine Gun 1 sfor
Over 4 minutes 0 stars Defiated Enemies by Shoating One star for every 5 enemies 15 stors possible

Missionary Kill Time 2 minutes or Jess 2 stars Defeated Enemies by Fighting One stur for every 5 enemies 15 stors possible
Under 4 minutes 1 stor Total Domoge Under 500 points 5 stars
Over 4 minutes 0 stars Under 1000 points 4 stars

* Leonord Kil Time 2 minutes or less 2 sfars Under 1500 points 3 stars

Under 4 minutes ] stor Under 2000 points 2 stors

- Over 4 minutes 0 stars Under 2500 paints 1 stor

Memory of Alessa Kill Time 2 minutes or less e el R N Over 2500 poins 0 stars
Under 4 minutes 1 star Take off painis Extra Weapon Uses -1 stor

3 Over 4 minutes 0 stars ! Beginner Mode Used -15 stars
The god Kill Time 2 minutes or less 2 stars | RANK Tnlui of all stars above l I[H:I stars i
i Under 4 minutes 1 sor _""" . i .'flllsl I
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D0ITIONAL MODES
NNER M

| ] i i furu  die thres fimes in Easy Mode, Beginner Mode becomes available. Activate Beginner Mode by turning it “ON" in the Extra Options menu.
" Beginner Mode has the same item placement and enemy population os Easy Mode, but other changes make the game easier. Attack power is 5
fimes greater, damage received is only 1/5% of the usual, and ammunition items picked up are double in quantity. However, your game RESULTS

are severely reduced.
EOUBMEAUNNEVES -

(omplete Hard Action Level to open Extreme Action Level |. Extreme Action has the same
item placement and enemy populations as Hard Action Level, with o few exceptions that
make the game even more difficult. In Extreme, Heather has half s many physical
strength points and stamina points as in Normal or Hard Action Levels, so she will die from
just a few hits and runs out of breath quickly.

il | Act i-l:nl'li Le \'E-'i I'---i.:ri !
|| When you complete Extreme |, the opfion changes fo "Ex’rrema II "Th:s difficulty confinu- | (EECESHUN TS

i ally rises from 1 to 9 each time you complete an Extreme game, and finally reaches g
“Extreme X." Heather’s defense goes down a little more with each new Extreme Action s

1

i Level. By the time you play Extreme X, enemy attacks cause 3 fimes as much damage.
Therefore, the game remains challenging. Work on those dodging skills! Wil

BUNUS WEAPONS

While viewing the RESULTS screen, you may see o message that indicates a new extra weapon is available. Once you have fulfilled the criteria to
earn on exira weapon, if appears somewhere in the Central Square Shopping Center (Normal Side) stage. Extra Weapons are not extremely pow-
erful, but all of them have unlimited ammunition. Use of an extra weapon during an Extra New Game lowers your RESULTS by ane star. Further
details on all ‘of the extra weapons are in the Weapons chapter, induding attack power and stamina cost statistics. 1

6OLD AND SILVER PIPES |

During an Extra New Gome, obfoin the [ — IR a:
Steel Pipe as usual, then continue. When
you reach the room in the Underground
Pass where the monster lurks in the

water, examine the pool from the edge ?
o the left or right of the cotwolk. | [[RNAE S | | N (- !

| Heather asks if you want fo fhrow in the Will you drop the steel pipe fato % Bty | - e
Steel Pipe. When you agree, the e Was it &;P'éf g Iffld pipe?

Goddess of the Sewers appears and osks = o
you some questions. Answer all of the questions honestly and she returns the Steel Pipe. She also gives you o Enld Pipe and a Silver Hpe

"Th&'ﬁuhl and Silver Pipe funciion fhie'same as th& el Pipe. Obtaining these weapons’ bioosts y&ﬂ%ﬂm tanking, but using thm‘n deducts from
[imul scorey | 'J | |||.|....|j| i

T W T
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The Beam Saber lights up dark corridors and
aftracs enemy atfention. Ye, this devostating
melee weapon kills many enemies in only o
few swings. The beam blade extends when
you enter coution mode and prepare to
attack. Swing it side fo side by fapping ><,
or hold 3¢ to perform a downward slosh
" that strikes foes even on the ground. Heather
thrusts forward with the sward to pierce ene-
mies when you hold the left analog stick up
while holding <. |

Obtaining the Beam Saber depends on your results. If you killed more enemies by melee weapon than by shooting, you will unlock the Beam
Saber. The Beam Saber is also granted if the two scores are equal. If you do not obtain it in your first gome, you will gein it after complefing o
second gome. The blade becomes longer if you score o perfect 10 ranking. The Beam Saber is located in the 2F north corridor of the Central
Square Shopping Center, move to the northwest end of the corridor, just above the sforage room where you obtain the “Key Token with Tongs.”
Exomine the door at the end of the slanted corridor to obtain the Beam Saber.

[ ] ]
- 11
The Flamethrower is a bonus weapon that
ejects hot clouds of fire. Once it begins burn-
ing, you can control the direction of the flame
with the left analog stick, the same os with
the Submachine Gun. To use the
Flomethrower efficiently, distance is the key.
The further away from enemies you position
yourself, the wider the cloud of fire spreads.
The more particles of fire hit uppunents ﬁ]nwlh
more damage 1th 1uha e ' il

: ﬂnn]n The attack power of the Flamethrower rises Tremandnushr if you score o 10 star ranking. The Flumethmwer s located on 1_}3 tnumaruf Il i
‘Helen's Bokery on level 2F of Central Square Shopping Center (Normal Side). After picking up the Flamethrower, you may nofice Hil

the counter hos been changed fo read “Crispy foasted dead right fo your very door.” il A ” |
UN ) SUBMACHINE GUN

The Unhmilﬁd Submachine Gun i ls the same as the 5nhmﬂﬂime Eun u
never runs out of ammunition ond never need gald’udmgh i
mirror the ﬂagulur Suhmmdm]ﬁﬁun usﬂbmuﬂ i ||!

he Unl e L
.,-,"'”“w“:‘m'.,;ﬂz;ﬂ’w;;m it
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L ety pather unleashes the power from within Hﬁng'haf extraterrestrial granted Iuser at
||| [ JH ﬂrgm:e hrﬂu:kel:l, the Heather Beam lﬂﬂﬂma from the start. To use the Heather B&ummva
|| ull weapons from her hands. When you press B2 to enter coution mode, Heather's eyes begin
|! o glow. Press and hold > to unleash two homing missiles from Heather's head, which track
enemies even around mrnals' Tapping < rapidly causes her fo release |u|rgu energy orbs.

When the Heather Beam is used while the
Transform Costume is equipped, the attack
becomes the Sexy Beam. When you hold <,
Heather releases eight homing missiles ot =
once os well os the large energy globes. Move

the left analog stick up and press < to

cause Heather to fire twin beams from her eyes! The Heather Beam and Sexy Beam consume
large amounts of stamina quickly, and she cannot use either beam if no stamina remains.

The Heather Beam becomes available once you have killed a fotal of 333 enemies. The enemies
can be killed under any Action Level, and they do not all have to be killed in the same game.
Onee the notice uppeurs during the RESULTS screen, the Heather Beam and Sexy Beam are
available during your ext gume

cockﬂd&auuludnu

EUSTUMES

Beating the game on any Action Level entitles you to access the Extra Costume screen, using the
option that is newly available on the fitle screen menu. You may enter letters to form passwords
that unlock extra costumes. Once you fype in o possword correctly and press the red “Enter”
button, the costume becomes unlocked. The exira costume becomes available in your Items
inventory when you start your next game.

The game gives you many of these passwords after you achieve certain criteria. When your system data meets the required conditions, a password
displays during the RESULTS screen. For insfance, fo obiain some passwords you must complete all three Riddle Levels, or clear a game with a per-
fect ranking, eic. Once the game tells you o password, use the typewriter fo enter the code and obtain the new ,gi,osl'r.lme When entering a pass-
word, pay attention fo upper case and lower case letters, and enter line spaces in posswords.

However, you do niot have fo obtain the password from the game in order to use it. Type in the passwords ii'mi.-idad in this guide to access a full
wardrobe in no time. If you type in o pusswurd and start an Extra New Gome immediafely, Hnmhar will h&weunng her new clothes duﬂng the

upamg i —ay i The Passwords Are ﬂul‘ There

e Check for: muﬂa pusswmds in iummg magazines that come ouf qmund the fime of the gnm&s |
release, and go 1o gﬂmmg websites o find additional pqsswmf; for custom costumes.



"BLOck HEAD” SHiRT

Cose-Sensitive Password: PutHere2Feelloy

Password Procurement: Complete o gome, killing 10 or less enemies. Hnmamher th
mies foa, so you can only kill 5 others.

Description: Depicts a bear or similor animal with a square head. Though “SH3" is dwrly' Iagihla Ilﬂ
is no relafionship to the series whatsoever.

1
o4

Case-Sensitive Password: TOUCH_MY HEART

Password Procurement: In an Exiro New Game, o fashion magazine appears in the Women’s Locker Room on EF
of Brookhaven Hospital (Normal Side). Upon examination, Heather finds the password.

Password Procurement: Website.
Cose-Sensitive Password: SH3 Wrestlorn
Description: A shirt featuring the logo of Game Reactor, a popular European gaming website.

0INY G0K TNLLIGEY % SNKOS BV 993 3154

1
i

Password Procurement: Complete Exireme | Action Level.
Case-Sensitive Password: Shut_your_mouth

il ;
Description: Heather sports goth tattoos, o new dye job and different makeup, and a <hirt that dﬁ];ps the Jopanese
god of thunder. WL T !

Password Procurement: Obtain o perfect ranking, and the pusswurd n’lr

Case-Sensitive Password: cockadooodledoo i G
|
Description: A shirt ﬁmlflb:hres your golden mgrgss f HE
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Password Procurement: The BrodyGomes Silent Hifl 3 Official Strotegy Guide.
Case-Sensitive Password: BlueRobbieWin )
Description: Robbia the Rabbit from the Lokesida Amusement Park strikes again.

Password Prtiicment: The BI%EI‘[IH SifailFHﬂT 3 Officil Strofegy Guide.
Case-Sensitive Password: |_Love You il

Description: A shirt with pretty Japanese [wm i
1I o
L

Il
Password Procurement: Website. M’fl’h Wi

Case-Sensitive Password: sLmLdGhSmKfBfH Iﬂmﬂ' i
Description: A shirt featuring the icon of Play the PloyStation, o Germany gaming II '

Case-Sensitive Password: 01 03 08 11 12
Description: An extra-hard shirt to obtain.




HE_LIGHT" SHIRT
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Case-Sensitive Password: LightToFuture

1
A

VTR et A AL
Password Pracurement: Input password, not obtained in game. I'”'i-''!‘-IHHI!|'|ii1|.<!-|. I h

Descripfion: A shirt depicting o painting viewed during the lost stage of the original Silent Hill. While trying fo sol It
o puzzle you had to view this painting, fitled “The Light llluminating the DArkness”. in order fo proceed. |

_ TRANSFORM COSTUME

Case-Sensitive Password: PrincessHeort |
Password Procurement: (ear an Exiro New Gome. The password is indicated during the RESULT sereen. |
Description: Every fime you equip the Transform Costume, o bonus cinematic plays. In Japanese anime style, |
Heather transforms into the out-of-this-world sexy beam shooter-suku! While Heather wears this outlandish outfit, the

Heather Beam becomes the Sexy Beam. Read abave for details. |

Case-Sensitive Password: ShogyouMujou

Password Procurement: Clear all three Riddle Levels, Fasy, Normal and Hard, and the password will be shown
during the RESULTS screen.

Description: Proves that you are master of logic and abstract thinking.

G109 30K TAROLUIGEY B SNO3 HY19 993 B sy

1
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"TIFPER” SHIRT
- _ ;ﬁ- '.‘_;___-_ZI!" b

Password Procurement: The BrodyGames Silent Hill 3 Official Strategy Guide.
Cose-Sensitive Password: Shut_your_mouth
Descriptian: An extra shirt with o foshionable zipper in a foshionable area.
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ter E I:__Idues not affect game plagr hut somefimes iitan catch he player’s eye. E ar Eqgs include secret things that you wouldn't normally
I' your own, or references to oulside sources that you may or may not get. Some Eoster Eggs are a kind of “inside joke", and this sedion is

dnsigned to let you in on the fun.

ALTIEL GATHERIN

m|  Sometimes by random ‘occurrence; when a monster kills Heather an extra scene plays. The crea-
ture Valfiel, sometimes seen turning valves ond crawling through open vent shafts in The
Church, appears and drags off Heather's dead body. This occurs more often in the Reverse Side
stages, or in areas that are somewhat transformed from o normal sfate. As you can see, Valtiel
is tending to the needs of the Mother of God as usual...

||.
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Complete the game to unlock ﬂlgﬁ;im New Game. On the title screen, highlight “Extra New
Game" then press:

Il.|f'
*I‘ ff ;J *l’ *F +f *J *J' 2:{::?! ?\

Then select your desired Action and Riddle Levels, and Heather will make o sirange noise.
Throughout the game, Douglas refuses to wear a shirl or panfs.

-’%fié'

i

[ |
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Completing the game unlocks the “Bullet Adjust” option in the Extra Options menu. The higher you set the Bullet Adjust, lhﬁ more ammunifion
you obtain each fime you pick up o box during the gome. When you complete the gome once, you can multiply the numﬁam’ bullets received
each time by 2, thus receiving 20 Handgun Bullets, 12 Shotgun Shells or 64 Submachine Gun bullets every fime you hndmmo, As you complete
the gome more fimes, the Bullet Adjust number rises. After complefing the gome twice you can raise the Bullet Adjust I‘a”ﬂ" after three games
you can raise it to “x4", etc. The highest multiplier you can reach is “x9." i

I

Eape i}
y Horder Difficolties EOSEE- p e ome severd
?i?:w ur ranking. Theretore, \lma g T;u‘ld::}u"r‘m“ tove ol the
\sing Bullel hdl,u:.; :uas :?Em 1 Sels before o attempling Ha
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In an Extra New Game, the first 4 passages inside the Underground Pa fage Imnsfurml
bloody, pulsating flesh as you proceed through them. If you are pluym?ﬁ '%Hﬂhqa h
higher, staying in one of these locafions for too long couses Heather's physical shmg#r fo drof
If Heather's health gets too low, she can even die. Be sure to move through Ihasd m
quickly!

(omplete the game on Hard Action Level to unlock o feature that displays your health and
stamina in the upper left corner of the screen. Once you see the message during the RESULTS
screen that this feature is available, you can furn it on or off in the Exira Options menu. The
yellow bar indicates Heather's physical strength, and the green shows her stamina. If Heather is |
knocked down or grabbed by an enemy, o thin purple line appears that indicates the fime .
before Heather can get up or free herself. The life display can be a very useful ool when
you're frying to go for a perfect ranking.

30109 260K THHOLLIGEY 3 SO uﬂéia"nsz m

' During the Reverse Side stage of Central Square Shopping Center, you enter the back door of
the restaurant clearly fifled “Café Turn Mill." However, if you examine the front of this estab-
lishment during the Normal Side in an Exira New Gome, the marquee sign teudﬂ "(afé
Paradise.” Looks like Claudia’s been redecorating...

oo O A III||||| II11H|IrI | |H|r|||u I'-I-Il!f.::liw Lﬂrmr!ﬂmw}h'"lrﬁ ::I' ..
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i rfanr H.'u'i' 25save game fo the mumnnlr turd in'slot 1 of your I’Juy‘iiullurﬂ 'ﬂml 8 must include cleor data, meaning you have completed
H| 1| |||"| a. With this prepared, Heather will have ﬂusf’ﬂllﬂhs to Silent Hill 2 when you EX( [ni‘ne cerinin locations. Some of them are rather amusing.
“| || The ﬂﬂsﬁbﬁdts oeeur:

|I ||[r|

#® When you examine the second stall in the 1F Ladies Restronm of the Central Square Shopping Center (Reverse Side).
& When you exomine the mail boxes across from the save point in Daisy Villa Apartments.

& When you examine the poster on the stage ot the Heaven's Night bar.

#® When you examine the small section of fence on the north side of the Brookhaven Hospifal (Normal Side) Roof level.

!

|

1

On the 5% Hom inside the construction building next door fo the Hilltop Center, there is o section
of plaster that co mn be broken through by siriking it with the Steel Pipe or the Maul. Buried in
the plaster is a Silencer, which you can equip on the Handgun and the Submachine Gun. The
Silencer muffles noise and makes it harder for enemies to detect you. However, attack power is
a little weaker. The Silencer and tlw body hidden in the wall are references to Konami’s other
magnificent game series, Metol Gedr Solid.

During an Extra New Gome, o mogazine appears on the table in 1hl;:anen‘s Locker Room on
2F of Brookhaven Hospital (Normal Side). The nete inside the magazine contains the password
for the “Don’t Touch” Shirt.

Extra Costume Password
*TOUCH_MY_HEART"

JUNUS RiUL
A
o Complete an Exlm New Game, and then play, another game on Hard Riddle Level ]’tﬁr”hrqxr ﬂlur:h is full of books, and many of them

now bear clus 1’1111 will help you determine a pussrhmti for o costume. The pusswnrd en Iu|1| o lhe one that unlut|ks the “Royal Flush” Shirt.
il | I | I IIH
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Plot. QynopsS »ﬁ
arnd Clgrgcter
Relatron Clhlgas

The plot of Silent Hill 3s intricate and complex, and the characters do not explain every story aspec before the completion of the game. lewmg
the story in some shadow is the intention of the design. Determining the story behind the events and understanding the full meaning of the out-

come is a challenge designed by the game developers, o force you to think about the story and delve deeper info the mystery. This section of the
book helps you understand the plot of the game better, for a deeper enjoyment of it. |

This chapter summarizes the plot of Silent Hill 3, and explains elements of the original game Silent Hill that has a direct impact on this file.
Consequently, major aspects of the plot are revealed within this chapter. Avoid reading this chapter until you have played |
the full gume and have a firm understanding of the events and dialogue of the game. Then, use this chapter to expand your under- |
standing and oppreciate the Silent Hill series for the truly great cinematic masterpiece that it has become. i

HISTORY 5

Certain events that shape the story of Silent Hill occurred long before the initial game. According o documents and information presented during |
Silent Hill 2, u legend exists about an old culture that once lived on the land, perhaps Nafive Americans. The name of the town s derived from L
this legend, since these ancient people once called the land “The Place of the Silenced Spirits.” The reference encompassed the spitits of dead relo- |
fives os well as spirits thought to permeate the trees, the rocks and the water. The tribe performed their holiest ceremonies in this place, under-
standing that it was an area of great spiritual power. Settlers came along, drove off the Native Americans, then built a small town. For some rea-
son, the residents completely abandoned this seftlement, and disappeared completely. After o short fime, another group of settlers founded the
fown of Silent Hill in the same location. |

LI SHGLLY 1,' ?'-'1

Although Silent Hill hnul-,' grew and prospered os o town, strange occurrences continued. For instance, o newspaper dipping in Srfem Hill 2
defailed an occurrence in 1918 where a ship full of tourists vanished in a thick fog. An extensive police search of the lake foiled 11; furn up even a.
 serap of evidence.

At some unknown point, a religious sect setiled in the Silent Hill area and founded a church where they could practice their strar .

fime;may have coincided with the infamous Salem witch frials of the late 1690s. One of the members, Jennifer Carroll, was convit

and senfenced fo death in Silent Hill. 0 4

Thereafter, the religious group disbanded in

public, but confinued to practice their reli-

gion in secret. At some point lnfer, support-

ers of the cult erected 0 monument for

- Jennifer Carroll in Rosewater Park on the

. south side of Toluca Lake. The ms-:nphun on

the monument reads, Whe | nuii here

. shall never be fnrgnﬂan ] i AN I}
J

"'!_E_||5!'I_I il i "|I




" GAME-RELATED EVENTS

il il ..
” || Prior to the opening scenes of the ungml Silent Hifl, members of the “Order”, as the deviont religion in Silent Hill is known, began investigating
I I“Ihe possibility of creating  child who might ive birth to their god. The intention Was to bring god to the world, so that mankind might be

. Il destroyed and reborn anew. The god ‘worshipped by this cult is not the Christian God, but something much older. According to the legends of the

Order, their gud appeared in the world once before and promised to return when a woman gave birth to it.

Through magical conjuration, a fanafical sect within the Order led by Dahlia Gillespie created
child named Alessa. Within this child wos their god‘in an embryonic form, waiting for the right
time and the proper oge of the child so that it might be conceived.

However, Alessa had powers of her own. She could kill with a word, transform day info night,
and drive people insane with a thought. She resented the other children, who called her o witch.
She also feared the intentions of the Order, including her “mother” Dahlia. As Alessa grew fo
the age of seven, she began refusing o use her powers for the benefit of the Order, and starfed
seeking ways fo escape from Dahlio. The woman who created and raised her had hegun to
obuse her. |

: |
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In her cruel mind, Dahlia realized that she did not need the child, only the power within the girl. She locked Alessa in her room and set the house
on fire. This blaze reportedly burned down half the town. Yet, Alessa survived the fire, though badly burned and comatose. Through meditation
over the body, Dahlia and the members of the Order determined that half of Alessa’s soul had somehow escaped, taking half of their god with it. |

iE SIGNIFICANCE UF HOSPITALG o o 0 F e L

Dahlio and the Order decided to lock up Alessa within an old storage room in the bosement of Alchemilio Hospital in Ceniral Silent Hill. Dr. Michael
Kaufmann, director of the hospital, was an ally of the Order. He ossigned a young nurse named Lisa Gorland to care for Alessa, and ordered her
to tell no one of Alessa's presence in the hospital. Lisa was od oddicted fo a drug created by the Order and dISHIhLHEd by Kaufmann. In order fo con-
finue receiving her *prescription”, she went : - ol
along with the scheme. At some later point,
Lisa ond Koufmann hod o blowout and the
nurse threafened fo fell someone obout
Alessa. She disoppeared without o froce
shortly thereafter.

b=tk £haods BT | IO E

Alessa spent the next seven years lying in o dreaming coma inside the dank and decrepit base-
ment of Alchemilia Hospital. The dark power dwelt inside Alessa and tortured her mind with
|1.'mnns of cruelty ond evil, In refurm, Alessa's fm ond hatred aurtured the god within, ond its
Boveer grevw. Therefore, Alessa spent herwnﬂl days in o hospital. Thls information makes it easy
;i understand wh‘f some of the durke# l;lmi host evil plu{es in the g gﬂma are flﬂad with hospital
quipment. | s i .
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The original Silent Hill begins os Harry Mason
is driving toward the resort town with his
seven-year old daughter Cheryl. The little girl
had been repeatedly asking him to take her
fo the resort town for o vacation, and he
finally agreed. Looking forward fo some
quality fime with his doughter, Harry drove
through the mountains foward Silent Hill ot
night. Suddenly, o young woman (Alessa)
stepped into the rood in front of the car.
Harry swerved and lost control of the vehidle.
The cor then crashed through a barrier and
dropped off the highway.

Harry woke up sometime later, It appeared o

be daytime, but the streets of Silent Hill were
shrouded in a thick fog. Cheryl was missing.
After he recovered from his injuries, he

pulled himself out of the wreckoge and began
to search for his doughter, A few blocks away,
he heard footsteps and spotted Cheryl in the
fog. The little girl did not respond to the
sound of his voice, and instead she ran away.

BASIC SYNOPSIS: SILENT HILL

'--..

Alessa contained only half o soul because during the fire she created an Infum varsmn uf
self, and relocated it o the side of the road outside Silent Hill. Harry Muwﬂl nd h __“
driving along the road away when they found the abandoned infant. The mupﬁz was leaving "
Silent Hill af the time, their favorite vacation spot. Unable to have children of ihmrm i‘.’mm
the wife’s illness, the couple took in the baby and raised it as their own. They named the l‘mfa
girl Cheryl. Four years later, Harry's wife died of complications from her illness, but he confin-
ved to raise the young girl as his own. Meanwhile, Alessa lay in @ dark and dank basement
room under the hospital, comatose, and dreaming horrific nightmares. Her mind called out Ieh‘r,
pathically to her sibling, and begged her to return to Silent Hill.
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{E SEARCH FOR CHER
.*|'! ' H{:nr followed Cheryl through the fog, as m‘gﬂunuus events transpired around th Fnl! ng what he believes are dues left by Cheryl, he
i fid senrthad one location after another anly fo watch each place fall under the powers of al.ri’l and darkness. After he searched o location thoroughly,
| Ml and if seems he needed fo move on, the building transformed in appearance. The wood became decayed and stained, walls were replaced by

"\ rusty gates, floors transformed into iron grates, and an endless chasm appeared below him. In order o transform the world back fo o more “nor-
Il mal” state and escape, Harry had 1o kill an oversized monster each time the world turned dark and corrupt.

1 While searching the town, he met the strange old woman Dahlia Gillespie, and the nervous hospital administrator Dr. Kaufmann. He also met the
’. frightened nurse Lisa, but it furned out she wos only o ghost. He confinved to pursue the trail of Cheryl, yet only encountered the visage of the

! young woman who stepped out in front of his vehicle on that highway. The meaning of these events remained o mystery to him, but all that real-
il ly mattered fo Harry wus finding Cheryl.

HAKK \K ' ABOUT CHER

I:I Harry eventually come to the conclusion that he was either dreaming all of this, or that Silent Hill was being taken over by someone’s nightmarish -
| delusions come fo life. What Harry did not realize wos that the world was transforming to match Alessa’s experience in the hospital busement. The
demons that afflicted her dreams had come to life through her power, and were atfacking Harry. Alessa was “sharing” her pain with the town of
Silent Hill in a fit of horrific vengeance. The transformations also indicated the coming of the god, who wished to emerge from within Alesso. The
~ young woman attempted to suppress the evil within her by creating the Seal of Metatron everywhere she went. Alessa was trying fo stave off the
' birth of the god, although the monster within was now so powerful that it was transforming the town.

| Harry finally cought up fo the mysterious young Alessa at the Lokeside Amus&m'linfalllfi]rkl There, he confronted the girl regarding Cheryl.
I Unfortunately, Dahlia Gillespie hod followed Harry. She had been using him all this fime just so she could get close enough to Alessa fo recapture
il her. Dahlia’s intention fo force Alessa to birth the god she carries had not diminished.

Only the girl was not Alessa. As Dahlia reveals to Harry, the real Alessa was still comatose; o bandaged burn victim propped up in a wheelchair.
The person who hod faken Alessa’s form was actually Cheryl. The girl that Harry raised for seven years realized who she really was on the instani
they returned to Silent Hill. Remembering her past and her true powers, she transformed into Alessa and caused the accident. She had been lead-
ing Harry across fown, hoping fo gef away from him. She knew that he would search everywhere for her, and that Dahlia knew this os well. She
realized that Dahlia infended to follow Harry o Alessa, fo regain contral of her and her power once again. "

(il

ST - " T RN

Costing a spell, Dahlia reunited the two Alessas into one being, the Mother of God. The old hag then began the process to farce the Mother fo con-
ceive the deity worshipped by the Order. However, Dr. Kaufmann felt betrayed by Dohlia, because she would not share lhusalqlmrs with him. He
struck the Mother of the God with o ceremonial substance nomed Aglaophois. This mixture coused Alessa o eject the gui pmmu!urehr I his
weakened state, Harry Moson wos able to shoot down and kill the god. -

As the illusion world created by the god crumbled, Alessa in the Mother of God form reappeared. Taking pify on Hﬂl‘l’j’,j?l':n..{l'EMEd for him a newbor
infant girl, then produced an exit. Harry Mason fled Silent Hill with the infant in his arms. He had at lost found Cheryk—a form of her anyhow.




FLEMENTS OF SILENT HILLD T

AT !
i,
The characters and events of Silent Hill 2 have litle to do with the ongoing story, except to say that the events of thaf game 'mﬁW%mm :|
during the seventeen-year period between the original Silent Hill and Silent Hill 3. The story and events of Silent Hill 2 reinforce the Idaqllkul
ever since the incident involving Harry Mason, the town has remained abandoned, shrouded in fog, and mysterious. The town attracls persons

with guilty secrets, either fo find redemption or condemnation in the illusions created by the darkness.

As documented by the detective Douglas Cartwright, Harry moved the Portland area and confinued fo raise the infant girl as Cheryl for five more |
years. Af that fime, Harry became involved in o murder case, and shot a suspect described s an “occult freak” from Silent Hill. The incident was
ruled os justifiable seff-defense. Horry moved himself and Cheryl fo another location, and began living under assumed names. That is how Cheryl |

Mason became “Heather Morris.” One can only assume from this incident that the Order was sfill very acfive in Silent Hill, still seeking to force the
birth of their god.

I ANA A a ‘
Twelve years have passed since the murder incident in Portlond, and Harry and Heather have
been living in peace at the Daisy Villa Apartments. That is, until Claudia Wolf of the Order hires |
detective Douglas Cartwright to find Alessa Gillespie. She claims that Harry Mason kidnapped
Alessa seventeen years ago. As Douglos begins fo investigate the case, he learns many things
that do not make sense. According to Heather's records, she is 24 years old. However, in

appearance she looks 17. In addifion, o newspaper article from Silent Hill states that Alessa |

Gillespie died in a fire af age seven. |
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Still, Douglas follows the trail of Harry Mason, eventually fying him to his new identity. He finds ;
out that Harry is living with his doughter, who goes by the name “Heather.” In an attempt fo
find out if Heather is Alessa or knows anything about her, he follows her as she ventures fo the |

mall alone,

I NS | AlfER
Little does Douglas realize that, Claudia WolF followed him as he investigated the case. With her g
power of “Sight”, Claudia knows right away that Heather is in fact Cheryl, created by Alessa. She
knows this s soon os Douglas speaks with Heather. Cloudia’s presence at the mall stirs memories

1 (of Alessa buried deep within Heather. The embryonic god slumbering inside Heather arranges o

meeting between the two, by sealing off the mall and cousing the shoppers to disappear.

i W
However, when Heather and Cloudia spﬁﬂrﬁ}lﬁlﬁlﬁm{rl chin
ously has no idea what the siran e wpmn"i&-mring_,_ Harry to d

thes years about what happent o where she came from, Her f

somehow fillod 1lﬁgnlmﬂﬁ'ﬁﬁmm.‘f&'ﬂ_
1 was the hand of God." The mention of the go
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Haw mumnms iuiar the gnd"m' ' Mar transformed the mall into a corroded and corrupt-
erl s’hudtﬁr of ts furmer shape. Mg s suggestion, the god generated this alternate world
to show Heather who she really is, and what purpose she is infended to serve. Searching care-
fully in the mall, you will find hospital gureys and wheelchairs, the kind of things that do not
ordinarily appear in g shoppmg center. The god is trying to show Heather that she is Alesso, the
girl thet was burned alive and kept in o hospital basement for seven years.

For the rest of the game, the god within seals off one area affer another and generates clues in
each location fo show Heather that she is really Alessa. [luutiu feeling god's will with her
“Sight”, exploits the opportunity and runs chead of Hanlhaf'ﬂ&r Fﬂrlmeni huma She

employs the monster called the Missionary fo murder Hurry‘hﬁiuh

The tragedy forces old memories to the surface of Heather's mind, Aﬂalplr'ﬁﬂd-ineg @ memoir
from her adoptive father, Heather occepts thafishe is the child created at the end of the original
Silent Hill by Alessa after Dahlias botched attempt to force the birth of o God. Now'all that
Heather wants is vengeance. She wants to find Claudia and kill her. Little does she I-.'ﬁ.w.r-ﬂ'|u1
this hatred is exactly what Cloudia wanted. If Heather is to give birth to the god worshipped by

the Order, she must nurture the fetus with hatred.

Douglos feels rather bad that all of this trogedy took place because he located Heather, and offers fo drive her fo Silent Hill to hunt for Cloudia.
Through the course of the next several stages, Heather learns who the cult members are, and why 1ha]r munlpuluTed drcumstances to make her
refurn to Silent Hill.

AUDI/ I.‘u‘]rhl-_

The pain that Heather feels in the corridor behind the bookstore comes right after Cloudia men-
fions“God.” This suggestion triggers the reaction in Heather. It is the first sign that the power
within Heather is starting to rise again. After this poini, Heather repeatedly falls info an evil
world of darkness and decay. Many of the horrific images that Heather sees are created by the
evil within her, including the transformations of environments from relatively normal to dank
and corroded.

The power within Heather is triggered by the presence of Cloudia. As Vincent later indicates, Claudia bears some powers similar to Alessa’s, though
obviously not as deep. In the tuped conversation with o parishioner, Vincent mentions that Cloudia possesses o “Sight.” This power is how she

knnm that Alessa is sfill alive in some furm unr.‘l !'rml.r she knows when Duuglus has found her. it
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As revealed late in the game, Cloudia and Alessa were childhood friends. The two shared the pain of abuse and cruelty infiffed on Tham . Ml
their insane parents, who were oll members of the cult, There are many instances when Heather expresses in her thoughis that Alessa wm

~ once a pious young girl devoted o the theology of the Order and to carrying out her purpose in existing. This is the impre ~ |
(oudia gained as well, when the two were children. However, at some point Alessa’s thoughts must have secretly turned ¢
she did not share this change of heart with Cloudia. Therefore, Cloudia still believes that Alessa wanted fo conceive and give birth
that Harry Mason was wrong fo stop her from doing so. ||d

All these years, Claudia held onto the hope that Alessa would give birth to a god that would destroy the world, purify it by fire and kill euur-,runa
washing away all pain and sadness. This is Cloudia’s twisted idea of erasing the board and starfing with o fresh clean slate, ﬁhu'lmr the means or
circumstances. The pain and suffering she endured as a child is simply too much for her fo bear alone. Her only escape fram herself is death,
elimination by apocalypse. Claudia is therefore a somewhat suicidal person. She escapes from her inner demons by seeking Alessa.

(loudia believes that by reminding Heather that she is really Alessa, she can convince the “old” form fo fake over the new body, and give birth o |
the destructive god she sfill carries within. This is why she seis off the events of the game. Her purpose in murdering Harry is twafold. The murder
serves not only as revenge for what Harry did fo the god seventeen years ago, the action also causes resentment and violence fo rise in Heather's
heart, nurturing the evil fetus she carries. All of Claudia’s actions pave the path for Heather fo remember her true self, and the purpose sheis
supposed 1o serve.

NCENT'S INTERFERE

Heather meets a slimy and somewhat repulsive character in the fransformed Hilitnp Center
building that infroduces himself as Vincent. This man in his early 20's expresses o sincere dislike
for Claudia and her methods. He also mentions that Dahlia Gillespie's actions 17 and 24 years
ago were not sanctioned by the cult of Silent Hill. He would certainly know, since he is an
ordained minister of the cult.
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“Father” Vincent is devout in his studies of I'ha beliefs of the Order. However, he and most of the followers are not actually mharaslacl in acling
upon those beliefs. According to his phﬂn&opfy, Dahlia and Claudia are extremists, exploiling the religion o further their own pmsgnul ogendos.
Ihruuglmui the game, Vincent is o suum:lmg board for the more rational side of the religmus cult known as “The Order.” |J"' -
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unrest omong the punshmnars Vincent would prefer to keep things peu:elul in the Order, E'snetlu"'r since he is mmuppmpr 'J
+he were 1o be the savior who rescued the church from Claudia’s machinations, the entire embezzlement s:unﬂul mluhjh SWej
Order would then be wholly under his control. it

Nevertheless, Vincent cannot excommunicate Claudia just because she s preachy. That is why Vince s de

i

Heather, and turn her actions o his advantage. He infends td]‘ﬂnsu Heather o kIH“Uﬂlldlll and thusire
ll
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itself is the source of thff pa\iru He abviously gained th
However, as several docu ents
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I H“ ﬁsq ibed ahove, Heather has had many I#vaﬁ " As the story progresses, che ;unMLps fo remember more about her past, and her former
FJ[ H‘ W!ﬂeuphrmg the familiar environments of Silent Hill, especially within the ﬂ'ﬂ.m:h Heather reminisces about being Alessa and living in
/ |||| ,5I|E:I‘If Hill with such o cruel mother.

The memories stem from the part of Heather buried deep within, a part that is sfill Alessa. As Heather draws nearer to her final desfination, Alessa
rises up from inside Heather's psyche, and manifests in a form to fry and stop Heather from proceeding.

If Heather successfully suppresses the
Memory.of Alessa boss, then her former self
leaves o note on the carousel floor. This note
expresses why Alesso attacked Heather.
Believing that the best course of action would
be for Heather to die, thus preventing the
birth of god, the part of Heather that was
once Alessa cannot understand why Heather
would resist. Surely, the death of Heather
would be better than to see a demonic god
born to destroy the world? But as Heather
responds in her thoughts, she is a survivalist
and is not inferested in giving up. She wants
stop Cloudia’s machinations and preventing
the rebirth of Paradise, despoiled by Harry
Mason, by some means that do not invalve
her own demise.
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You naw have at your disposal all the important clues and analyses required viewing the ending of the game with a complete understunding of

what is happening. If some ospedts of the plot remain unclear, you may need fo read the above sections more than once. :
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oo-consplrators in
I drugshiding Alessa, ||| I

Leonard Wolf Dahlia Gillespie '
Knight of the Sacred Seal Created/Bithed AIE&SE Hh-.:l ..I'b.las.sa at ﬁgsf;:rlla? i

possible fallow worshippers???
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“'AND SEEMINGLY WITHOUT REASUN

Heather was trapped alone in a deranged world, with nothing to
do but escape. Inside this guide is everything you need to escape

this nightmarish world!

ey Comprehensive Maps
% 7 mark key locations of items and |

e o : o Bl e s
L ﬁ supplies, induding in areas £
: il without in-game maps!

- \ Detailed Walkthrough
'_’ that indudes Puzzle Solutions
“ ud Boss Tactics guides you

_ through every ospect of Heather’s ordeal,
=g inthe normal world and the

% l'. horrifying Reverse World,,

Plu S, Game Secrets, complete Item and
Weapon coverage, Enemy Information

?
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AKE YOUR GAME FURTHER
www.konami.com www.bradygomes.com
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