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How to Play

Walkthrough
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In this first chapter you'll learn all you need to know about
how to survive in Silent Hill 4: The Room. We'll explain the
controls, options, general gameplay and battle system, as mul*
well as providing hints and tips to make your life easier.

Let's start ot the very beginning with the main menu of

the game, and all the various choices that you will be Hints
presented with, o

| , ;
| ¥ s
|
[
|

<4



MAIN MENU '*
Figure L

Ilew Game

Select the option New Game to start. You can then choose entered — with all of tha equipment you had at that time. Yo
from three different difficulty levels: Easy, Normal and Hard difficulty level will also decrease sfightly (see page 18).

The ditficulty level that you choose will have no influgnce

on the storyling ar the ending of the adventure. The quantity = il
of items that you find during the game will also remain the Load
same on all difficulty levels, There are, however, ditferences e - P
concermning the following topics If you've already saved your game, you can load your save
game from here, (Youll find more detsils about saving your
= Pistol Capacity data inthe game mandal).

Your standard firearm uses up 1912 bullets on Easy, 10 on

MNormal and 8 on Hard -

: Options
+ Enemy Life Energy e

The enemias gat much tougher on the harder difficulty setting You can open the Options Menu here, but you don't have to

It takes just two bullets to down a Sniffar Dog on Easy, for deal with all of the options right now. You can access the
example, yet on Hard you'll need five. You'll also find thatmore  Options Menu and make changes at any time during the game
enemies will appear at some lacations

——

| = Healing:

The higher the difficulty level, the less potent the healing =
power of health items. A Mutrition Drink will heal six units on Smt-[—[ I L4:
Easy, but only four on Hard -

* Puzzles:

In Hard mode you'll gat fawer hints on how to solve the
puzzles.

Continue

*You'll only get this option after losing a life. Selecting Continua
enables yol to return to the baginning of the area that you last

OPTIONS MEN
e

You can access the Options menu from the Main menu belore ‘B I‘ight neos

starting the game. You can also access it during the game by ———"——"—"—"""

pressing Pause and selecting Opticns from the Pause screen You can change the brightn2ss and contrast of the-screen by
eight degrees using this option. Adjust the screen so that the

Two pages of options are at your disposal. You can scroll colours below the red line fade to black.

between them using the buttons shown at tha top of the screen

When you change an option, the corraspanding topic will be 5 2

highlighted in red. You can close this menu by selecting Exit o Screen Poslitlion

pressing Cancel, If you've changed an option, you'll be prompted ™ R o o Y !

to confirm your ammendments. Once confirmed, your changes Use this option to adjust the display window to fit your monitor

will be saved. The naw options that you've salectad will be serean, Move the window either vertically or horizontally 4o

activated the next time that you load your game, ensure that you have the best view possible,

e——
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Language

BGM Volume / SE Volume

All taxr and subtitles will he displayed in the salectad
language. You can choose from English, Frangais,
Deutsch, Raliano, Espandl, Korean and Japanese. Nate
that any spoken dialogue will always ba English

cubtitles

Toggle the subtitles for the spokén dinlogue on'and off
with this option.

Yibration

i your controller suppants Vibration use this optian
to activate and deactivate this. Once activatad, your
cantroller will vibrate whenever Hanry gets wounded.

sound

The standard sound sstting is Stereo, I your system
doasn’t support Stareg, use this aption to switch the
audio to Monaural

Usa this option to change the background music and
sound effects volume.

Ffp ik

sl '
Subtirles E : dﬂ

Vibiat ion Cn
Sound Steica
BOM Volume wnani2lif
SE Valume wrnnnniEll

Bt

Adpsts seteen display passtiien

Button Coniig

You can change several Button Configurations in this
menu;

* Basic Controls:

Change the configuration for the following functions: Use
(Use ltem/Equip ttem), Confirm (Select/ Investigate) and
Cancel

* First Porson Movement:

Assign the function for steering movement to the right
and left. Rotate is the default sening, but this can be
changed to Sideways Movement

Blood Colour

The scenes in room 302 are experienced entiraly from

In the default setting, Henry's life gauge and powaer

Hide Icon

* First Person Comera;

Use this option to change the First Person View Control
settings, as well as to adjust the "Normal™ view to “Ugp/
Dowin Reverse™

Detault Control

Henry's default speed is Walk, but if you hold down Cancel
he will run, You can also select "Run” as the default

Foise Effect

Thareisa gisturding barrage of white noise designed to
heighten the atmosphere. Use this option to disable it

The colours Red (default), Green and Purple are
available for selection.
Main Menu

Head liotion

Optioas Meny

Henry's viewpoint. His head (the camera) will move
realistically up and down. If you're bothered by this
effect you can use this option to tone it down or turn it
off completaly

Hide Gauge

gavge will automatically dizsappear aftar sevaeral
seconds if there are no changes to his power or life
energy. Usa this option to keep the geuge permanantly
On SCreen

As with the geuge option, you can specify whather or
not you want to keep the items window permanantly on
SCTEEN.

Default Confial
NMowe Elfecst

L
Blood Calou ﬁ

-

¥

' 1:
Hide Cauge
Hide | con

Ext

Shight upldwwn marement

eat Perpan Mode

Cad




ROOM 30?2
ETART ~but ton -

|
j-\
Directional buttons @-button ? R -putton

Leit thumbstick

Slack button




on Coniiguration
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with the ® Button and cancelwith O, To

0.0+ &+ 53D BEED at the same time.
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Buttan, and cancel with- ®. For & soft (eset press.
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The Game Screen

WhEn in Room 302 you will see the follawing mlcln‘natmn on the
screen (Fig. 4)

1 Eye: take or examine an object
Life Gauge (the circle has no function hare)

Inventory items

lovement and ?1&n

In Room 302 you'll see Ever'.l‘thlng through the eyes of Henry
Townshend. Use the stick, buttons or pad to mave him

around. You can walk forwards, backwards or sideways.
You can change the view with the view-stick, button or pad
independently of your movement, so you can look up and down
or turn on the spot.

Using the buttons for moving sidewsays, you can sidestap to the
left or right without changing your viewpoint.

Opening Loors

If you want to open one of the doors in Room 302, stand in frant
of it and press Confirm. You'll automatically end up an the ather
5ide — unless the door can't be opened, of coursa!

Examining Objects

e

“To examing an object, stand close to it. The item that you're
interestad i should be in the middle of the screen. Ifitis
possible for you to examina the object, the eve symbal will
appear in the upper left-hand cormer of the screen. Press
Confirm to examine the cbject. A description will then appear
on screen. Press Confirm or Cancel to clear the text.

Oecasionally, adjusting your viewpoint when looking at a
specific object will have unexpected results. At the beginning
of the game, focus on the centre of your window, the viewpoint
will shift and you will find yourself [ooking outside the window,
If you look at the upper or lower frame, Henry will try to open
the window. The same holds trug for the front door. If you
glance atthe middle you will automatically look through the
peephale (Fig, 51 Paer further down to read the message on
the door, and even further again 1o examine the chains. Atthe
foot of the door you will find letters and documents (Fig. 6).

You can also use some objects. For example, you can turn

on the steren after first examining it. You can also open the
refrigerator door, Ingidentally, just press the Cancel button to
“return” to'your room after looking out thewindow or through
the peaphale.




Taking Itens

f you want o pick up something, you must first examing i
The object in question should be situated in the middle of the
screan, Press Confirm after the eye icon appears. if t's an
tom that you can take, you ll be asked if you want to take it

f you confirm that you do, you'll see a description of the item
and it will automatically be placed in your inventory.

Cne example of how this works is whan you open the fridge in
your apparmment. You'l find the Wine Botle and the Chocolate
Wik (Fg. 71 You can then examing them and pick them up i you
e documentsuch as the Rrst Lastter from under your
¢ il then be autbmaticaily fled m the scrapbooic

Inventory

Any itams and weapans that Hepry carfies around with
him will appear inthe Inventary, Access it by pressingthe
Inwantory button, You can'then read o description of 8ach
tem. Switch from one item tothe next by pressing the

e buttons, The capacity ofthe invantory s limited to 8
maaimim of 10 items

Putting Zown Itens

Infortunately you can't just dump temsfrom yodr
mventory, ltems can only be used or set dowmin
spacifically designated places. This can ba frustratng i
your inventary is full!

The Box

examing the chest, a window wall appear atthe bomfom of the
scroen, next to the word “Player”™, You canthen view all of the

grms thatyou are camying. Use the hembution mpselectsn tem
and put it in the box. Confirm your sslection and the dem appears
at tha top of the kst Depending pivwhat kind of objectitss, youll
gither find it filad undar, Weapans™ or “Others™

If you wanito take something out of the box; prass “up®.
You can then-highlightthe item that you requice, for
gxamplathe Wine Battle from the list of Weapons {Fig. B).
Add the am to yiouUr inventary by pressing Canfirm. Press
“up™again to @fcess an object in the “Mthers™ eategory
aito switch between Weapons and Others. Press “Hown”
D return o the Player list. Press Cancel 1o close the box

“-"upuhl- .

Wine Bottle |weapan|
Botele of white wine [rem the

redirigerstor [0’ bresk eventusily

| i ] keep using it a3 8 weapon

Item Select

How 1o Play

Walkthrough

Items

Secrets

W
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How to Use Itemf

When you press the Use button; a list of all the items Henry

is carrying will appear on the bottom of the screen, Press the
huttan again to use the highlighted tem. As & gansral ruls, the
itam that you picked up [t will be highfighted. You cen switch
hatwean itams in your inventory with tha buttons. The items will be
highlighted with two different colours: weapons and ammunition in
red; all other items in green.

When and how you can use anitem will depand on its type. You
can't use weapans in Room 302, and ammunition can only be used
there in laading 2 weagon.

The only things you can use [or rather, consume) anywhere-and ';
anytime are health itams such as Nutrition Drinks, |

Scrﬁgbaok

I you press the Scrapbook button at the beginning of the gama, |
you'll be informed that ™You still haven't got anything”. Certain 1
documents are automatically in the Scrapbook, wheara you can |
study the texts at your leisura, The background picture will show :
where you found the note. Not all of the texts you read during the |

e

Ifyou have a long list of game saves, use the |tems buttons 1o
navigate faster. Using either left or right, you can scroll ten entries
up or down. Exit the save menu by pressing Cancel.

Each game save data provides several important pieces of
information, such as which area of the gama you visited last

(the same location title will also be used in the Walkthrough), On
the right vou'll be able to see how long you played (in hours and
minutes]. ln the window at the bottom you can read which level of
difficulty was selected and how often you've saved your game. You
can only load games from the main menw. If you want to abandon
your game and start again, you should opt for & soft reset {ses also
page 3).

Life Gauge

Press Attack to make your life gauge appear inthe upper left-hend
comerof the screen. The circle on the nght of the gauge 15 not used
in Room 302

Pause / Options lienu

course of the game will end up in the Scraphook because some of
them, such as inscriptions on stones are impossible to carrywith |
Y. |
i
|

You can always edd documents to your Scrapbook, even if your
invantory is full. Thera is, however, one exception to this, |f you
want to pick up an envelope with an item inside 25 well as a latter,
you will only be able to pick it up if you have a spare slot in your
inyantary for the item.

You can stop the game by pressing Pause. To continua, press Pause
again. When the gama is paused you can access the Dptions Menu
by pressing the button or key as shown on the screen. {Note that the

| clock stops whan tha game is pausad.}

Cut Scenes

R

How to Save Your Game

Use the red notebook in your living room [Fig. 9] to save your
game. This is the only place in the whole game whare you can
save. Examine the book to access the Save Meanu. You'll see a list
of saveral possible save locations, [You will need a memary card
with enough space for saving. You'll find mare information on this
topic in tha game manual.} You can use a new block or save over

The game features many dramatic cut scenas. During these scenes,
the screen switches to wide format with a black bar at the top and
bottam (Fig. 101 You can skip tha cut scenes (apart from the and
sequence) by pressing Pause, (When playing the game for the first
time, it's recommended that you watch all of the cut scenes, to avoid
missing out on impartant plat points.) These interludes will not count
towwards your final gameplay ime statistics

The Hole in the Wall

old game data. You'll be prompted to confirm if you really want to
ovenwrite (and lose) your old data. You can also delete save data
by pressing the Inventory button. You'll have to confinm this action
in arder to prevent eccidental erasure of save files

You can usa the hole in the wall in your aparimant to reach
mysterious parallall worlds. You'll find similar holes in these otfler
wrlds, which ywou can use to return to Room 302,




How to Play

: : Walkthrough
Button Configuration :

Items
m i Secrats
Movement Left analog stich LEN thumbshch E :_5_:I-1'J.J | M Characts
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Directiona
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Camera K- eft tigge Tiah FPosition camera behind He
Antack 7] | Right trigger |8 | Assume fighting position, show life gauge

Invantory EEES Tadic) Ctrl iright| l Open inventory -

Pause




The Game Screen

Outside room 302 Henry Townshend will be seen from the third
person perspective (Fig. 11). The following information will be
displayed on the screen at felevant points in the gameplay.

Life Gauge

Power Gauge
E Inventory items

Walk anﬁ Run

Henry always moves in the direction in which you press the
stick, If you simultaneousty press the Cancel button, he'll run
{unlezs you've changed the Default Control in the Options
menu). :

Henry's narmal spead is about two meters per second. When
he rung, he'll speed up to four meters per second. On an
upward in¢line he'll slow down to three meters per second.
When brandishing a weapon his speed will slow down aven
morg, to only 1.5 metars per second.

View

Open Doors

The way in which the camera moves depends largely on the
. environment. The camera usually stays close to Henry, [f you turn
around and walk
directiy towands it,
the camera will be
pasitionad in front of
Henry (Fig.12). Butif
you walk diaganally
pastit, the camera
will pan towards
Henry and follow
him {Fig. 13l. In
situations like these,
Wou can press the
Camera button to
centre the camera
directly behind
Henry. However,
this option will not
ahways be available

Sometimes you can
adjust the camera
view with the View
stick {or button].

I othar situations
the camera view
will be fixed, for
aexample in smaller
rooms (Fig.14).

14

Hf you want to open a door, stand in front of it and examine it
Many doors won't open first time around. The on screen text
will inform you whether or not you can opan that door later an
in the.gama:

+ “It's locked”; you need to find the key. If you already have
the right key it will be used automatically.

+ “The door is locked from the other side™: You must take
anothar path to reach the door and unlock it from thera.

+ “The door is shut tight. It won't open at all* or “The lock is

broken. | can't open the door™: Thera is no possibility of evar
opening this door, 50 try another way!

Examining Things

The eye icon only appears in your gwn apartmant, not in any
of the other worlds. Whenever you're in the world outside
your apartment, just press Confirm to examine an item or
object that attracts your interest. Most of the time nothing
happens, but occasionally you'll getto read an interesting fact
or two {Fig. 15). If there's something impartant close by that
requires your attention, Henry's head will tilt in that direction.




Head liovements

|ithere's something interesting in Henry's immediate
vicinity, he'll move his head to the left or right (Fig. 16).
This may indicate an object to examing, an item to pick up
or even a hostile creature,

Henry will notice opponents within a radius of up to four
metars, if he is equipped with a battering weapon, If he is
squipped with a firearm, this distance will double. Should
an oppanent be directly behind Henry, ha'll notice him up
1o a distance of three maters.

Taking Items

To pick up an item, move closeto it and press Confirm
[Fig.17). If you already have ten items in your inventory,
you waon't be able pick anything new up. (If you want to
put something down, you must go back to room 302 and
place itin tha box.)

Sometimes you'll have to examine items {or places) twice
in order to pick up an item. For example; you discover a
mannequin. On first inspection Henry will notice that the
mannaquin is holding something. On closar view, he'll
concentrate his full attention on that object - and then
finally take it.

How to Use Itens

If you want to use or cansume something from the
inventaory, press the Use button and select an item, Press
Use again. How vou use the item will depend on what sort
of item it is:

* You can consume health items anywhere and
everywhere, even if Henry i5 in full kealth, althowgh that
might seem like a waste of a good health drink!

Weapons: If you press Use, Henry will-hold his weapon,
An E will appear above the wapaon icon in the inventory,
[f you select a weapon that Henry is already carrying,
he'll reload it (but onby if there is additional ammunition
available).

* Ammunition: The magazine of the respective firearm
will be reloaded.
Women's weapons: some weepons {and weapon-like
ohjects) can only be used by Henry's female companion
|see also pages 22 and 116]

Artefacts: Holy Candles and Saint Medallions have
special protective powers against ghosts and
apparitions (see also page 21)

Various objects can only be used in certain places, so
you must be standing on the correct spot for them
to work.

Scrapbook and

The Scrapbook button has a second function outside of
room 302; you can use it to switch between the document
and map pages. (Not applicable to the PC version of the
game.) Press Cancel to return to the game.

As you explore an area, all important details about your
‘surroundings will automatically be added to the map (Fig.
| 18). Henry will appear on the map as a blue triangle. The
| tipof the triangle will pointin the direction that Henry
| is facing. Doors which you have yet to examing will be
| shown as a thick black line. Locked doors will be marked

in red. Doors that you have already opened are marked
| with a double-headed arrow. A hole in the wall is shown

as a red circle with a red dot in the middle,

; "_"l' Ir
Ei _ *oftice
=i
the floor on the top

— %3&
- e e
right=hand side of the :
=t

If you are at a location
with several different
floors you'll find the
name ar number of

map. Press up or down S
to serall through the iy oo o |
pages of the map. - 18

Pighting Stance

Press the Attack button to activate Henry's life gauge.
Henny will then adopt an attacking stance. On the
following pages you'll learn all there is to know about
fighting in this game.
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Movement
Items
Vipw

Usa
Serapbook
Camara
Inventory
Pause

Anack

v i F 2
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|
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|
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Cancal o & Cops Lock | Jump back, dodge
Coiirmm | ® | & Spece Use weapon fhit or shoo
Strate [leh) | © A Sidestap to the leh

- . | -
Strafu (right) 111 |- 1] Sidastap to tha right

Controller dia

rams can be lound on nA

= r—

f
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I you want Henry to fight, hold down the Attack button
ma il assuma the fighting position and with the selected
Weapon in s hand he |l automancally sim at his nearest
spponent (Fig. 19). Press Confirm 1o use the weapon. You'll
g that Henry's moves change when he is in attack mode
iTs not possible to use items in the fighting pasition.)

wovement

A5 long os you're holding down Attack, Henry will keap
facing the sama direction. When he's moving tg the left

T right, ha will move sideways and keep looking straight
shead. If an opponent is close by, he will align himself to
he position of that enemy

Sidestepping

ifyou press Cancel while Henry is in the fighting position,
el jump backwards. If you press lelt or right at the same
tima, he'll take & quick jump to the side {Fig. 20

alter dodging or sidestepping an attatk Henry will be
mvuinarahle for an instant 0.5 seconds if he jumps
sckwards and 0.33 seconds for a side step

ulD e Combat ﬂeapona

During the course of |'II5 Edvnnture Henry will find many

battering weapons. The main differance batwean the
VATIDUS Weapons I§ their speed and the powaer of thair

blows. Soma weapons will break atter several blows

The golf clubs will be rendered completely useloss so the
best thi nu 1o do is to discard them

entory. (incidentally: you don't get any reward for

g & complete set :-‘ golf clubs

& up space

Inat bocomaes more poweriu af’.cf it breaks

An attack can only be executed once you've raleased
the Confirm Button. You can chargae the attack power of
mast af the battering weapons by holding the Conlirm
buttan down for a longer period of tima, The round
power gaiuge naxtto the ||1E gauge will gradually turmn
vellow and start flashi ng 1. Releasea Confirm al thig point,

and He | -nﬁrfﬂ-[:.:'E'

Powelr ol

Steai Pipe
Paper-Cuming Knde
Alurminigen Bat

Wine Botthe

Bug Spray !
Picknxa of Degpair
Stun Gun £

Torch

Drwer

§

B-lron

T-lran

B-lrom

B-Iron

Pitching Wedge
Sand Wedge

i
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Pirearns

Firearms vary agcording to strength of attack, firing rate and
magazine capacity, Depending on the selected difficulty level, the
pistol magazing will hold 12 blliets (Easy|, 10 {Narmal] or 8 {Hard).
Yau can fire relatively quickly with the pistol. If the magazine is
empty and you press Confirm again, Henny will reload his weapon
{Fig. 22) provided that there is enough ammunition in the inventarny.
Reloading takes a little time, so try not to do it when monsters are
lurking close by.

The revolver only holds six bullets, regardless of the difficulty [evel,
but each shot is more effective than a normal pistol shot, and can
down Victims in one go. The rate of fire is lower as tha ravolver
takes a lot more tima to refoad.

Pirearms

Power ol

Charging [ Charged
Time Attack

weapon Powiel

180
53.0

Richard's Revolvar

Take Aim

Henry usually aims automatically, but his range of fire is
limited, covering approximately ten metars. This means

that there’s a danger of pressing Attack when Henry is not
aiming at the enemy, It doesn’t heip to manually aim in the
approximate direction. You'll have to get closer if you want to
hit the target.

‘The Final Kick

After receiving several blows with a battering weapon, or
several shots from a firearm, your opponents will eventually
hit the ground. But unfortunately that's not always the end of
the story. You can only defeat an enemy completely by literally
kicking them to death. When a monster hits the ground for the
firat time, rush to it and press Confirm, Henry will finish off the
monster with a haarty kick (Fig. 23). There are, however, several
tenacious enemies that can’t be eliminated with this method,
namely Ghosts and Victims. These fiends will always get up
again, unless you use one of the special tools designed to pin
them to the floor (see also page 211

Life Energy

You should alweays keep an eye on Henry's health. If he is
wounded by a monster, you'll see the effect on the life gauge

in the upper left-hand comer of the soreen. When Henry is hit,
you'll also notice that he winces. You won't be able to move him
during this period, but he'll be immune to a follow-up attack for
up to (L6 seconds. He'll be invulnerable for 1 second an the Easy
difficulty setting.

If Henry's life enargy drops below a certain level, the gauge turns
red. Mutrition Drinks, Portable Med Kits and Ampoules all help

to maintain his health. In the beginning these health items will

be rare, so don't forget you can always cure Henry by heading
back to room 302 His life energy will be replenished whenever
he returns home, until a certain point in the game when this
miraculous healing power suddenly staps.

If all else fails and you see the dreaded "Gamea Over” message
appear on screen you can select Continue from the main

menu and restart the section that you just played — or you can
always load one of your save games, of course. If you use the
Continue mathod, the game will get gradually easier as Henry
gets stronger with each Continue used. His maximum strength
level will be reached after ten Continites, On Normal, Henry
will be twice as strong as at the beginning. This means that his
attacks will do twice as much damage as before and hostile
attacks only inflict half the damage. On Easy he’ll become three
timas stronger and the impact of hostile attacks will be reduced
by 1/3. On Hard the maximum is 1.5 times stronger and attacks
only inflict 23 of the damage. Bear in mind, that this effect is not
permanent. After & certain length of time Henny's strength will
refurn to normal.




ditferent kinds of enemies out for Henry's

slood. There are all the “normal” [so to speak) monsters,

winch can be dealt with in the usual way. And then there

sf@ tha |levitating ghosts, the Victims. Thosa craaturas
e already been murdered once, so you can't kill them

saain by convantional means. However, if the HF of a

m drops to 0, it will stay down fora short time

RrE ara wo

You'll find the following information in the Monster
SETVTENY

HP: Hit Points, the “life

" ot the monster

Stamina: VWhen a monster's stamina drops 1o 0, the
monster will tall

Aftack: The strength of the monsters altacks

apeed: [he speed atwhich the monster can move [meters

par second
Level: Level ol difficulty-Easy/Normal/Hard

bath the HP and Stamina of
dan ageis ceald
o 30 you use. |f an opponent has no stamina

aft, it will hit the ground and usually stay thera for three

to ten seconds, (ARter attacks that throw the opponent to
tha ground, some monsters will immediately get back up
again,) As soon as & monster revives, some of its HP will be
healed and the Stamina will regenerate completely. The HP
of anamias will automatically reganerate from | to 5 points

Your attacks wall reduce

monsters. How jands on what
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Ghosts

Ghosts and Victims are extremely hazardous to your
nealth, wellbeing and sanity. Their mere presence will
suck your |ife energy at an alarming rate. You'll know
instantly that one is lurking nearby if tha life gauga
appears on screen when you haven't bean hit or shot
{Fig. 24). No reason to panic, but it's a good idea to move
away from the vicinity as guickly as possible = or make
use of holy amulets or any other sacred items that you room spinning out of control, the kitchen sink tap spouting

might have acquired.

e —u

How o Play

Walkthrough

24 items

: blood or monsters crawling out of the walls, get'too close
and you'll soon startto suffer the effects. Should you

Secrets

This added chill factor will become more of a prablem find yourself trapped by a Victim, jiggle the analog sticks

ance room 302 is haunted by ghosts and apparitions vigouroushy. This will shorten the attack by up to 50%,
Fig. 25), Whether it be the-hands of the clock in the living

Saint iedallion

In addition to wiglding a weapan, you can equip-a Saint Medallion as a protective
charm when you're fighting ghosts, [It's not enough to simply have a Saint

Medallion in your inventory, Henry must have it equipped in order for it to be Main Menu
effactiva.)

Options Menu
The power of an amulet is limited. The ioon will vibrate when ghosts are near, :
Eventually the amulet will start to crack before finally breaking apart. [twill last for
guite & nme in the outside world, but under the influence of the apparitions in room foom 302

302 it will soon shatter.

Other Worlds

The Holy Candle has a similar effect to the Saint
Medallion. Place it an the floor to nullify the effects of
the hauntings for up ta 100 seconds. This will not be
much help against Victims as it takes nearly 8 minute
to defeat a Victim in this way. Think of the candles
mora as an exorcist’s tool to deal with apparitions in
apartments. Use them sparingly in the other warlds.

Fight

Enamies

Company of Ladies

Hints
Youmust get really close to the occult phenomenon in the apartment and place

the Holy Candle directly in front of it. Look downwards and Use the candle [Fg.

26), As so00n as Henry has placed a Holy Candle on the floor (or chair) retreat to a
safe distance and wait ten seconds until the candle starts to work and the demonic
phenomenon fades away.

Silver Bullets

Silver Bullets are a rare type of ammunition for tha Pistol. Use the bullet in the
inventary to load the pistal. A single Silver Bullet is enough to instanthy floor a Victim.
You should reserve these bullets for special occasions.

Sword of Obedience

A Sword of Obedience is a mighty artefact because you can stop ghosts ‘dead’ in
their tracks with i, To use it, you must first knock the monster to the floor and then
guickly use the Sword of Obedience befora it can escape. When a ghost has lost 50%
of it's HE. you can stake it with a Sword of Dbedience.
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During & significent portion of the game Henry wall be
accompamed by a lady = and wa re not talking about the short

interlude with foxy Cynthia at tha b

Yeaier #m e ¥ e
Tour (25K LS {0 ACCom

condition of your ¢

monsters, if Hanry hit

arsan if she

v or i sho's
o0 i:""; its BASY to see exactyy how Dad she Teels, DECause Ner
skin will darken with red and blue stains. She'
and won't be abla to defend herself as well It's not essentia
that you take special cara of her, because your companion
actually can't "die . in theory you could ieave her for hours i
14 50 could have
gama. (You'll find

the middle of a pack of evil monsters — but do
unfortunate consequences for you later in th
mare information on this topic in the Secrets chapter on page
138). You can heal your acquaintance by placing a Holy Candle
in front af her. It's also a good idea to leave a candle with her if
you can't avoid leaving her on her own

It you accidentally hit her in the heat of battle, its not a
catastropha. You'll find that there ara imes when you simply
can't avoid leaving her behind, but that's algo nothing much to
wiarry about. Her lacation will be marked on the map with a red
triangle, so you'll always be able to find her again

Some weapons, which can only be used by Henry's
acquaintance. These weapons range from o besic handbag ta
a less-than-lady-lika iron chain, Henry carries these weapons
around in his inventory, If the woman in question is standing next
wto him you can Usa the appropriate weapon and the woman will
then carry it Tha next tima an enamy approaches, she'll lash out
violantly (Fig. 27, inflicting significant amaunt of damage. [hare
is a down side to this woman's aggressive tendencies, howaver.
Henry's acquaintance is not ona to shy away from a fight, and
therefore she'll attack avan those
discreatly sneak past. Another disadvantage is that you can’t
store her weapans in the bax in room 3
them. Furthermore. you can only unagquip har waapon when

opponants that you swant o

02 if sha's still holding

she's standing next to you

22
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CHINTS

Keep your ears open, ctherwise you might miss vital sural
clres, such as tha ringiigoka doorbell of the grunting of 2
—monstar Aiding nearky intheshadows.

- Choose the right weapon for the right opponent. Firearms are
usually more convenient. but since ammunition is iimited and aiso
uses up a lot of spece in the inventory, it's advisable tm use them
sparingly.

- If you've only got a single opponent; the use of a firearm
shauldn't be necessary. (fyou are attacked by several monsters
at the same time, and if these cresturas come from different
directions you may have to succumb to wasting a few bullets:

- Usually it's & waste of smmunition to shoot moths. But there ara,
however, situations in which & well-aimed shot can save lots of
time and (life) enargy.

- Tha Stun Gun is & very effective weapon when used against
mutant apas or Murse-Monstars.

- Only use the Revolver in dire emergencies. When a pack of rabid
Nursa monsters are shuffling towards you with murderous intent,
the Revolver may and up baing your best option to avoid their
“tendar” ministrations,

When an opponent is lying on the ground, give it & well-aimed
kick That is the best mathod to get nd of creatures and save
ammuniton

There's no shame in running away! Quite the contrary. No

nited to pick a fight with every monster that crosses your path,
pspocially thosa dreaded Victims. However, whan faced with a
swarm of Mathbats, it's best to stand your ground and take them
ill out batora they can strike back.



Use health items sparingly. Use the healing power of room 202
as often as possible. Don't heal with items more than is strictly
necessary. An Ampoule, for example, |s a very rare thing indeed.
It won't heal you more than a Portable Med Kit at first, but after f i

using it the healing will have a sustained affect

- Hgnry's gun There's b

my bulbets ara leftn
many by acdsalond justeas @

g than.yiwing 10 SO0
UNCE.-

Keopan2ye on oy
ngthing more annoyn
fmonster &5 gHout o po

Use the maps in the Walkthrough. They will show you whare
to find items and monsters. Normal monsters will never
leave their “room”, but like most things in the gama, this
rule doesn't apply to Victims, Tha ghosts will also haunt

neighbouring rooms
In :r:u Loursa of the game you'll find i
_— in min | et bl
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. Youlriag about thay ¢ Mg it

Mtems ¢ : RoiC v the Wal
g ‘:,har-lmrl At the tight tima, if yoy [:.kmm””h and in the
phiook, =Nt ta complate your

in'other warlds beyond room@02you’ll find severalholes that
you can grawl thrgugh touget back hame. When you noxtleave -
your apartment via the hale, You thalvayseswum tothe hale that
you usedlast -
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s of the p ciures will challa

Don't
be careful and cautious, but it's aasy to get carried eway. If you
filll yowr inventony to the brim with ammunition, heaith tems and
all kinds of weaponry, you won't be able to pick up any important
itemns that you might subsequently find. Of course you can
always down a Nutrition Drink to get a free slot in the inventory
but it'’s a shame 1o waste any of the procious healing fiuid.

army too much around with y i's always a good idea to




If you urgently need to clear a free slotin your inventary, a single  {}
shot could be the solution. You might possibly have only one

bullat left in your gun, and still have another magazine with yol. How 1o Play
In this casa it would make sense to fira the bullet and reload the
weapon, Wasting a bullet is a minor disadvantage compared Walkthrough
to not being able to pick up an item, or having 1o traipse around throug
looking far a hola in tha wall.
1 items
Secrets
inde1
I you take an empty weapon and some ammunition out of the
box in room 30 the weapon wall load automatically. Select the ' - ¥

magarine and prass Use. This wey, the magazine won't take up - Y i
an additional slot " i
=)
3
Main Meny
Items. such g ] : t ']ﬂhl Menu
i ich _13 kaays, ”f'“ only have one funetion in the game \
1|-':'[.IU|Jraﬁer',,r;]u Ve used ”IEI.'.\. File
foom 302
_ - Other Worlds
Fight
Whan text appears on screen, the game will pause —as will any : Enembes
fearby mansters. If you want to change weapons while being
sttacked by monsters, for example, try and keep away from them
whilst doing so. Open the inventory using the Inventory button Company of Ladies
ond select the desired tem. Now close the inventory aosin and
press the Use button quickly so that you can use the selectad g Hinte

Item imme di ata |'r'
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Aftar the cradits have rolled at the very end of the game, do
yoursall 8 lavour and save. This way you'll be able to start the
game again with quite 8 few interesting additional extras. You
can read all there is to know about this topic in the Secrets
chapter on pages 133-135 (But only after you've finished the
game, to avold revealing too many plot secrets,)
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m wall. When he manages

in his bathroo
portal, he finds himself ina

a this sinister
known before.

e ——

This Walkthrough will show you the best
possible path through the adventure,
gnsuring that you do [t wasie precious
time and energy searching aimlessly ‘
through the perilous and disturbing
gnvironments. You ¢an read all about
the elements of this chapter on pages 28
and 29, what kind of information you'll
find on the maps and how youcan gain
guick access to the information using

the guide’s convenient system.
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28

SUBWAY WORLD

A new section always starts with the complete maps of tha
surroundings. You'll find all relevant information on the maps
The maps have the same alignmant as those in the game, 50
MNorth is always at the top.

[tems and documents are numbered following a sequence by
which they first appear in the game. A red symbaol indicates
where you can find something; a blue symbal shows where to
use something. Some objacts only appear after a certain acton
or event. You'll find more information about all of the objects in
tha ltems Chapter starting on page 112

Monster locations are shown by 8 mauve pentagon containing
a capital letter. Some opponents appaar i the respective araa
ot a later stage (these are shown by A grean pentagon).

Important locations are represanted through roman numerals,
which will help you to find the relavant information in the
Walkthrough as quickly and effortiessly as possible

Locations )

The adventure is divided into different sections.
You start in Room 302, and trave! 1o different
worlds through the hola in your bathroom wall
All the captions in this book will use the titles
and terms found in the game, so there should be
no chance of any confusion /

C

Important characters will be introduced with
g short text. Secrets will be carefully guarded,
and are only revealed in the Secrets Chapter.
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| ﬁf;;mhols and Titles ﬂfecrets

You'll find numarous references to events that happened

\ in the first three instalments of the series in'Silent Hill 4
lam ﬂ - The Room. Since wa don't want to give away 100 much
= Starting point in the world ’—T in the Walkthrough, we'll use this 1cnnh
" Mtﬂ find items and refer toa pagoin the Secrets Chapter where you gan
find more detailed information if that's what you want.
) Where to use items Be warned, it could tell you way too much about the
== Where to find documents story and spoil all the Surprises that-awalt you inside and
[ ide of The Room!
~ Whery lo find equipment, for example e '
utrition Brink or
First Aid it : EE exts
Q) Monsters, for example Yictim
This Walkthrough will show you the ideal path through
3 ; Silent Hill 4: The Room —as fast and as safely as possible,
| This 'ﬂ !'. toor cant be mﬂd Evarything that is necessary for the completion of the
This place / door can only be opened with the matching game is described in detail. There are also plenty of hints
y “ or after a certain event | on whera to find items. We have consciously taken care
I not to spoil any major surprises by telling you too much ‘ol
This door has o be uniocked from the marked side b it
; ryling in advance.
=4~ Fresly passable door
' Hole to return to Room 302 ltems which you can pick up are marked m red m the tet

i m re marked in biue i
S This loon shows the - mm“ Items which you must use are (4 n th text
i represents the name of the map the exit leads to. To help you find your way immediately, the titles refer
directly to the locations where the storyline takes place.
The current location is marked in red on the min Maps,
You can match them with the maps in the gama. The roman
numerals are dasignad to anable you to orientata yoursall
in the game: all important actions are in logical ordar. You'll
also see these numerals on the maps at the beginning
of each sectian, You can either search for the particular
information you need to continue the game at a specific
paint, or you could tick off ane important topic at a time
— depending on how you want ta use this Walkthrough

E-:!m::nsters
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When a new maonstar appears for the first time in the
game, it will be introduced with an illustration in the
guide. Yau'll also find more information about the monster
in tha Walkthrough text.

EScreenshots

Numerous screenshots document the course of the gama
and will make it easier for you to orientate yourself. Tha
numerals under the pictures refer to the relevant 1ex
passages and vice versa. The numbering stars at 1 al
each new game saction,




locumants:
(1] Book Serap
(2] First Letter

ITems:
€ Chocolate Milk
€) Wine Bottle

€ Steel Pipe




I1s This Really Lly Room?

The game starts in the bedroom of a dilapidated
spartment. You see everything fram the charmctar’s
wiewpaint, Notice that you can change your angle ol
wsion 1o look up or down, You'll find everything you
wanito know about the controls in the How 1o Play
chapter on pages 8-11. I you think that the picture

& too dark, push the Pause button or key. From the
ause screen goto the Options menu and adjust the
ghiness. You can also refer to the How to Play
hapter lo find out more about this Lopic

" £ 9

Teke time to walk around and look st Lhe
s A5 s00n as you make your first step you
= Hoodcurdling scream
anything wrong. This will happen no matter what you
da. An eye symbaol will appear in the top left corner of
ihe screen, indicabing when you can have a closer look
I The first five commentaries that appear
I on screen describe the condition the room is in. Aftor
| reading these, feel frea to inspect cartain piecas of
farmiture more closaly

armtura

Iheara

don’t woir ¥, you haven't don

v hien you are ready, open the bedroom door and go
through. The bathroom door is directly in front of you,

How o Play

but it's firmly locked. The living room is to your right
Hare you'll find the source of the loud noise, namely the
TV, which you unfortunately can'tturn off. There are
sevaral other interesting things to ook atin this room,
such as an old picture book which is lying on the low
table in front of the TV {Fig. 1). You will find out what

this text means, and why it concerns you, much latarin
your adventure

Walkthrough

Items

Secrets

Room 302
Subway
- Forest

Water Prison

Apartment

BN There is just one more thing you need to do when Hospital
I you are ready for the game to move on from this
point, and that is to check the disturbing stain on
the wall to the left of the sofa (Fg. 2)

Subway

; Forest

After Henry &

II to leave ti
halhwa

wall kick m wh

badroom. Has everything be
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" the tim@you'll just hear white noise, but occasionally you'll

|

R

Just a Dream?

You'll start the game again in the bedroom of room 302. This
time the apartment looks guite normal - apart from the fact
that you still can’t leave because the door is secured by
savaral sturdy chains and locks, and you don't have a key for
any of them. As soon as you start to move Henry will check
the phona naxt to tha biad and find thatit’s still not werking
Only seconds fater the phona will ting. Stranga. You can now
ke soma timé to look argund the bedroom, taking particular

When you approach the window, Henry will automatically
look outside. A young woman can be segn heading down
the steps to the subway station. Press Cancel to end the
scene, then take another look through the window. To the
left, you'll see an advertisemant hoarding for Bar Satisfied,
complete with a telephone number (Fig. 3). Press Cancel to
feturn to the room. Now try dialling the number (555-3750)
on the phone next to the bed and seo what happens
Erﬂm Iiving room and go towards the front doar, Anather
cot scene will kick in, explaining Henry's situation. If he looks
throbgh his peephole Henry can see his neighbour Eileen
Press Qancel to stop watching. Pick up the piece of paper
that hag been shoved under the door, Look at it and press
Confirmfo taka the First Lattor. Important documents such
as this will be automatically filed in the Scrapbook, which
you canhccess by prassing the ralevant kay or button (see
pages 3and 12)

You'|l find another place of paper, the Book Scrap, behind the
bookshelf next to tha window. If you feel like it, switch on the

radic SRR which is algo on the shell, Most of

hear news and adverts, none of which influence the outcomea
of the game [Fig. 4). The red notepad that lies on the table
“hatween®he armchair and the sofa is vitally important, so
you should®heck it out. This is the one location in the whole
game where you can Save your progress
The first time yvou walk past the box next to the TV Henry will
autamatically look inside. You cen store everything you find
in the course of the game in this box. You'll find your first
itams in the rafnigerator: a bottle of Chocolate Milk and a
na Bottle. The Wine Bottle can be used as a weapon. Put
the milk in the box, as it will take up valuable space in yous
inventory. Henry can only carry ten items af the same nme so
3

i this nn mind when deciding what to take along

50, you've looked through the window, examined

the front door, opened the box, and so far noth r*.;

B particularly disturbing has happen LT ——
starting to think that maybe this game is nog@stary after

all? What was that.glatter in the bathroom?

Fallow the noise and you'll discover® huge holein
m the bathroom wall (Fig. 5). Examine tha hole and pull

the Steel Pipe out. Examine the hole®again and climb
in, Crawl forward until you reach thalight at tha end of the
tunnal. Walcoma to Subway World
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Items:
© Lynch Street Line Coin
@) Temptation Placard

) Use: Lynch Street Line Coin

Equipment:
@ Pistol Bullets

Monster:

€ Sniffer Dog
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Oocuments:
(3] Red Hiary = April B

items:

O 9-iron

O Pistol
Equipment:

@ Pistol Bullets
Nutrition Drink

Monsiars:

€ Sniffer Dog
©) Victim
© Wall Man
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When you leave reom 302 your
viewpaint will switch fram
first-person 10 third-person
You might want to take a few
moments to get used to the new
control system. Whan you're
s=ady to continue, you'll find that you are now ahle o
Save already discovared will be automaticalipinsarted
&0 the map, Even though there is no immediate danger
you should equip yourself with a weapon. Press Use
t sccess the items list, Select the Wine Bottle or the
Steel Plpe and press Use again. Henry will start to wield
s  the weapon, which will now be marked with a small "E”
& = the ftems list. To attack, hold the Attack button down
snd press Confirm at the same time. The life gauge will
sooear on the screen (Fig. 1). You'll find more details in
the How to Play chapter on page 14. You'll notice that
Henry moves differently when attacking. During a fight
!l his moves are aligned to the position of his opponent

Subway Station, Bl

¥You'll lind everything you néed to know aboutthe gama
controls from page 17 onwards and you can also read
moie about fighting on page 16.

S SR ]

Henry is & young man in
his late twenties, who has
been living in Room 302 in
South Ashfield Heights lor
about two years. He visited
Silent Hill zome time aga

— and has several pholographs
of his trip in his aparimenl.
Lately, strange things hava
been happening in Room 302,
Is this just his imagination
playing tricks, a nightmare, or
something more sinister?

How to Play

Walkihrough
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Water Prison
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E i r| i At theend of the lodg and introduce yourself to Cynthia. She'll be accompanying .
| F“ gomy  passagoway you'll see you fdr & while, You could also have a look down the
{ lg | tha young woman thatyau carridar on the right, aithough you won't be able to open
{ " i praviously watched through your oither of the doors. Go left, around the corner and down the
i s | Bpartment window. Be o gantlaman  passagé.
= |
e

Cynthia thinks the bizarre
subway station is parnt of
her very own, personal
dreamscape. Maybe it is. The
time that she spends with
Henry is short, but eventful...
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Upon reaching the
toilets your companion
willl have an unpleasant
turn and head into the

Ladies. After the cut scene
two drooling Sniffer Dogs

will appear. The dogs are
preoccupied with a carcass

trefnentnnefuncsoscaunanen

Returning 1o-Room 302 will
enable you to save your gama
data in the notepad in the
living room. If you have been
wounded by the Snittar [‘I-;n:;s
you'll soan discover that your
g energy regenerates in this safe haven

When you pass the desk next to the sofa you'll notice

that it is out of position (Fig. 3). While trying to move it

As soon as you stop watching Eilleen, the phone will

nng in the bedroom. Walk through (Fig. 4) and answer it
Cynthia will beg you to help har, adding “if you need a
token, there is one here.” Now make your way back 1o
the Ladies toilet in the subway station through the hole

n the bathroom wall, Provided that you haven't finished
2n area, the portal will always lead to the passage you
used last time. Don't forget 1o take the Pistol when you go
The magazine will hold twelve bullets (ten on Normal and
eight on Hard). Once you've used them all yvou'll have to
search for new ammunition.

50 you should have no problem sneaking past them

and following Cynthia into the Ladies. Walk over to the
opposite side of the cormidor and go through the door on
the left (Fig. 2). Cynthia appears to have vanished into
thin air, and there's a mysterious hole in the wall next to
the toilet stalls, surrounded by some strange symbols
Examing the hale and réturn to your room,

How to Play
Walkthrough

Items
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1 1
| ] o § After sking the phone call in room
| [ ! 302 and going through the hole in the
I | Ii bathroom you will find 2 manneguin
I -l {Fig. 51 in the Ladies. When you take a
-:;»——m-!.‘;m....__,,___i closer logk, you'll find a coin in its hand.

Take the Lynch Street Line Coin. Now
lasve the toilet. If you haven't already fought the dogs, they will be
waiting for vou in frant of the door, Quieten them down with & few
wall-placed biows from a blunt instrument. In most cases, whan

a manster hits the ground you will still have to give it a couple of
kicks to ansune that it stays down. Stand over the creature and
prass Confirm, You can tell that you've completely finished-off your

I!, At tha turnstiles leading to
the subway platforms anothear
Sniffer Dog is on guard, Finish
- | it off so that you can have a good look
!
4

around the area withoult the risk of
being savaged. You should aiso haad
for the southern comer, where you
leis, as well

will find a box of Pistol E
as two more dogs and an obscenely
undulating giant wiorm (Fig. 61, The worm won't harm you, and
you can't kill it, so you might as well leave italone

38 .
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Eilean is a young woman in
' | her garly twenties, who lived
{ in South Ashfield Helghts for
some tine hefore Henry moved
in. They've often met, but don't
usually have much to say to sach
other. Hanry's relationship with
Eile#n poses more questions
than it answers. Why is thore a
hole in Room 302, through which
\, Henry can spy on her in her
bedroom? And just what doss a
chmﬂ girl like Eiloon have fo
« do with the recent mysterious |
gccurenges?

gpponent when tha
bady s reduced .

to & bjpody pulp and you can walk right through the remains, 0f
course you don't have o fight if you don't want to, you cen also
try to avoid the beasts. But it might be a good idea to get a little
practice inwith these relatively easy opponents to prepare for the
much greater parils ahead. When yvou lakva the currant saction
and the gamae, the hounds won't follow you




Ihe entrance 1o the Lynch Street Line (Fig. 7) is on the
sartharn side of the lumnstiles, next to the -111urma.:|gn
@Sce Stand in front of it, select the |

and press Use. (1fyou didn’t pn:s up or usae ﬂn,rthrrm
a%er you found the token, it will automatically be
seected. You just have to press Use twice). Walk through
e turnstile and head down to B2, If you want to leave
% soction you'll have to insert the token at the other
sanatile, which is marked Exit. Usually this shouldn't be
Seceszany, 5o you can store the Lynch Streat Line Coin in
e box the next time you return to room 302,

BZ

Sub way 3] tﬂt_l_ﬂn_,

Here you'll maet a new kind of
maonster: the Vietim, This fiend is
much mare dangerous than the
Sniffer Dog - and not just because
it takas more bullets or hits to stop
one of these creatures, The raal
groblem is that you can never completely finieh a Victim off
When 8 Victim lurches towwards you, the screen biinks red,
Senry staggers. and your controfler wbrates {unless you have
Eeuctvated this function). The mere presence of a Victim is
snough to drain Henry's [fe energy. In the earlier stages of
e game a Victim's dark aura will only inflict 8 small emount
o damage, but this will increase as the game goes on, As
sere 51 anything left ta find on this floor, you should avoid

& fight and make a run for the stairs that lead down to B3 (Fg.
& There you'll see Cynthia, who is trapped inslde the subway

TRN

o
-
'

To free Cynthia, you must run to the left to get to
the front end of tha train (Fig. 9). Once there, opan
the door and enter the driver's cabin. Press the rad
button to open the door for Cynthia. Then get out
of the driver’s cab, The area is hsunted by several
Victims. making your progress along the platform
#ven more tortuous. From now on, Cynithia will accompany you., Your goal

3 to reach one of the ladders that leads down to B4, Unfortunately the
nearast door is locked from the other side, so you must head &ll the way
gver to the small room at the end of the opposite platform.
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To get to tha ladder in the southwest comer of this level, ]
wou must go back to the rear end of the train. Enter

the carringe through the open doors near the vending
machina, Since your path is often blocked by wreckage, you will
{ have to leave through the open doors and walk part of the way
beteaen tha trains (Fg. 100. [You can't open the toy box lying on
ona of tha seats for the momant.) The way ahead is fraught with
danger and frustration as the Victims that haunt the abandonegd ™

carriages pursue you relentlessly. For a bunch of dead pecple
they sure take their haunting duties senously, From the front wagon you can cross over fn
the other train one more tme and make your way to the exit. The comect route is highlichted
on the map on this page with a while arrovs. Now run along the platform and enter the smel
room in the south of B3. Close by you can find another box of Pstol Bublets, as indicated on
the map on page 34. To reach it take the stainway on the platform up to B2

On emering the small room you'll witness a short cut
soene that indicates that Cynthia has come to the and
of har journey. Thare's nothing you can do to help her
Usa the hole inthe wall (Fig. 11) to return o your room, save

your game and replenish your enargy. Go down the ladder to

| L)
| (1 H B4, Climb up the ladder on the other side of tha passagevway ta
T"-.j [ | reachasmall room in B3 whare you will find 8 box
r - _.L of Pistol Bullets, Make sure that you unlock tha

axit hera. To do this, simply examing the door. This
waction might seam unnecassary at this point in tima, but later an it will prove
really usefult Now climb down the ladder to B4 again

P4 Subway Station, B4

_j the meeting point by using the escalator. Before you dot

collect 8 Nutnt rink. You should keep this one for latai

return to your room. You'll find a 8-lron in the train on the far side of the platform.

— —

On the right and left sides of the escalator Wall Men wal bunst
qut of the woodwork and attempt to hurl you back down the

mioving stairway (Fg. 13). They are blessed” with a long reach
S — == and cthanworldly strength, so this could quickly tum into the escalator

————— 4 nide from hell a5 you drag yoursed up only to be thrown back down:
{ Three hits with the Steal Pipa are anough to temporarily stun them
provided you get the timing right. The heat tums up & notch whentwa
: Wall Men attack together,

becawsa Hanry is forced to
turm his back on the second manster while bashing mway
at the first. This epesade 15 made even more insaneg by the
fact that the escalator seems never-anding, but you will
eventualky malke it o the top, we promise, You may have
chewed your fingernails dovn to stumps, but that's a
small price to pay
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The lang escalator will finally
take you up to the southern area

e — b

to the [eft if vou want rn t_;m I|:|I|j
of anather pack of P i

L_ Yl Subway

You are now behind the

{ twrnstiles of the King Street Line
- It's a daad-and, but if vou lodk
closar and sxamine the office

Room 302

Back in roam 302 you'll hear
the sounds of ambulance man
carrying & body out of the
subway station. If you look out of
the window you ean watch them
leave. Look atthe pictures in yvour
room and other objects ragularly,
ﬂ]e:rdﬁs:rrplluus change over time. The most
§8atthings to check are the peapholes in tha front
d the one looking into Eileen’s spartment. You'll

subway Statian? B2

of B2, Run down the passageway

Now head up to B1. Try and keep atleast ong frea sint
in your inventory. You'll find more information about the
inventory in the How to Play chapter on page 11.

station, Bl

door (Fig. 14). you'll dis
Taka tha placard and enter the office: Here you'll
witnass a shocking scene

alsa find that the Red Diary — April B document has been
slipped under the front door (Fig. 15).

Before you crawl down the hale in the bathraom again
(did you notice itis now much bigger?) put the placard
and the cain in the box. You won't need them any time
soon, Now you should have weapons and ammunition

in your inventory and three or four free siots. Make sure
that you take the Chocolate Milk with you this tima.

Walkthrough

items
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Documents:
(4] Jasper's Memo Pad
(5] Holy Scripture Scrap

items:
© EBlood-inscribed Spade
© HRusted Bioody Ney
D 6o
(D Source Placard
€ Use: Chocolate Milk J
©) Use: Blood-inscribed Spade
©) Use: Rusted Bloody Key

Eguipment:
) Fistol Bullets
# Portable Medical Kit
. Mutrition Drink

Monsters:
@ Mothbat
€y Sniffer Dog
O Victim

EIE
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This time the opening in the bathroom wall will take you
to:Silent Hill forest. You emerge in the northeast section
of the map. Your first destination is the graveyard over

in the southwest corner. Just follow the pathway to get
there. Close 1o your starting point you'll discover & wall
and severzl stones with unreadable inscriptions (Fig. 1).
Bon'tworry too much about them for now, you can’t solve these puzzles at this

point in the gama.

When you enter the large industrial looking building
a swarm of giant Mothbats will nttack you (Fig. 21.
Take them out one by one with simple direct hits.
Avoid using the gun unless it's & real emargency so that
you don’t waste any of your precious ammunition. Stamp
on the Mothbats to finish them off for good. You will find
some Pistol Bullets beside tha barrals

sl fepe e eseinenERRURRORRT R RN

44

T T = X i T
! > = _,,f £ -‘#"’

When you emerge from this buillding yod'll find &
car parked in the middle of a forest clearing (Fig. 3)
Approach the open driver's door and search the car
to find a serap of paper and Jagpar's Mamo Pad. Bahind
the next gate you'll meat Jasper Gain, the car's ownar
When you stand closa to Jasper, he'll tell you somathing
ghout this area — but dont let him distroct you from gotting
the Mutrition Drink behind the candielit fance opposite.
Continue on your way. Walk around the trap in tha middle
of the path in the next-area, whilst also avoiding the dogs, and you will eventually
reach the orphanage courtyard.

The entrance to Wish House is well and truly locked
EEETERTEN The path to the graveyard in the
southwest leads through the gate to the left behind
the house. If you're interested in getting the Portable
Madical Kit from the Toluca Lake area, it would be a good

0 idea to head there now, before you sat out far the graveyard.
This is mainly because at this point, the pathway to the
narthwest of Wish House is only guarded by three Mothbats,
but if you wait to go there until after you've visited the
gravayard, thara will be three Sniffer Dogs to contand with (Fig. 4.

%

04
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You'll meat a little boy in the graveyard
- |Fin. 5). Jasper appears as if from nowhere
r i | and stammers something about a “Third
||| Revalation™, Afer this strange meeting you'can
| I ] go directly back to the orphanage. Of course
. i { you are frea to have a look around the graveyard
{ and examing the gravestones, but you won't find
__._________I much of gny impartance here. You can only read
the following Inscriptions: “Best Wishes for Wish
Housa”, "Tread there and thy home shall be made like unto Hell by the
power of the Lord” and “Tread thera and you wjll tramble in fear for the
Descent of the Holy Mother®. The grave with the open coffin on which the
numbers “ 111217 are written seems very suspicious indeed

Walkthrough

items

Secrets

i

=

"
M 4

' .. 89 The Key to the Orphanage

=

:: L | After the encountar in the Spade to the ground as a sign of his gratitude_ lgnora
I Y oraveyard, Jasper Gein will his obvious lack of manners and pick it up. There is
L 1§ waitfor you by the Wish House ~ somathing written in blood on the garden taol, & elus
| frontdoor. He's got something where bestto use it
o= that will help you but first he
" needsto guench his thirst “Opposite whare the lake and house meet”; That means
Hand him the ste Milk, which you found inthe southeast from the orphanage, & fact confirmed by the hﬁ'l'l]'
reirigarator in room 302 (just use it when standing text in JJasper's Mamo Pad. “Insida the hand holding
clase to him). If you don't have the milk with you, take a onto the ground”. These ciyptic words will make sense
trip back to room 302 via the hole in the fence and take when you reach the right spot. i Forest

it from the box. Jasperwill throw a Bleod-Inscnbed

Water Prisan

Builing

Subway

Forest

Jasper Gein is obsossed

by the Occult. He spems
confused and troubled,
always rambling about a
mysterious colt, that once
struck terror in the hoarts
of the townsfolk of Silent
Hill. Is he just a confused
cult-groupie, or was he
once part of it? And who is
this “nosy guy” he met here
some time ago?

Water Prison




If you have already examined this
immadiste araa, you may have
noticed a tree root in the southeast,
which looks like an arm (Fig. ). Go there
and dig with the Blood ribed Spade to
discover the Rustad Bloody Kay. You'll find
another inscription on the key: “The holder
of this key will wander for eternity”. You'll

find out what this means on your way back
to the orphanage. The first thing you'll notice is the strange fogin
the next area: Ahead you'll find & cruel purzle designed to cause
maximum frustration. Traat it with the contempt it deserves by
ignoring the northwest gate and instead heading through the gate
on the opposite side. Climb through the hols in the southeast and
return to the room. Belore you go, add to your golfing equipment
caollection by taking the &-lron that is lying close to the hole

Room 302

The doorbell will be ringing in your raom. I
you look through the front door peephole
you can see Eileen and Richard Braintree
from apartment 207, Both seem seriously
concerned about your fate. Unfortunately
vou can’t make yoursell heard, however
hard you try, Follow the advice from Jasper’s
Memo Poad: Leave the Rusted Bloody Kay in the box in the living room
and return to the Forest Warld

Return to
the Drphangge

Aftar tamporarily ditching the Rusted
Bloody Key you can return to the Wish
House. Use tha hole inthe fence(Fig. 7) to
J raciaim the key from room 302 once you've
passed through the trick gate. Now you

——

can open the entrance to the Wish House
with the H Key. |Just examina the door — if you have
the right key, it will always be used automatically. )

! Wish House

The most important thing to look for when
you first enter this building is the Holy
Scriptura Serap lying on the floor to the
left [Fig. 8). While you examine this piece
of poper, Jasper Gein, who fallowad you
into the building, will open a door close
by. Follow him into the back room, While apaning the door you will
notice the Source Placard, which you should also take with yvou. If
you have anything else left to do in Forest World, you should do it
now, As soon as you anter the room, you'll see another terrifying
gight: a human bady with the number 17121 carved into the skin
Aftar that you'll wake upin your bedroom, where you'll hear &
news report about the death you just witnessed

—=
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Room %02

Once again someone ig ringing your doarkell
This tima it's supenintandant Sunderland, who
is unable to open the front door, Put the placard
il the box and go wherevar the hole in the
bathroom lands you. Incidentally, wasn't thera

somathing in the naws about the incident in the forest concerning a Walter

Sgflivan? Could it be mere
Waiter on the door .., (Rg

He's the superintendent
of South Ashfield Heights
& lact, it seems as if

B2 always been the
superintendent iz he a
Barmiess busybody who
means well, ar is he also
piding some dark secret?
Does he know maore about
e mystanious ocCurrences
i the apariment building
ghan he is willing to tell?

coincidence that there’s something written by a

87
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Documents: /
(6] Waterwheel Room Plate Message
(13] Red Diary - April 4
1] Red Diary - July 28

&
tems:
B Water Prison Exit Key
0 Watchfulness Placard
Equipment:
© Saint Medallion

Mongters:
() Doublehead
) Mothbat
{3 Tentacles




Henry wakes up onthe cold stone
floor of a strange passageway.
Screams for help ("Get me out of
here” ) echo dowm the corndor
Just follow your instincts and get
gaoing as fast asyou can. Whan
Wou open the second door on the right-hand side, yau'll
®nd some Pistal Bullets in the cell They'll coma in handy
pon. On the floor in front of the third door yvou'll find the
mioration Mema, Only a few steps further on @nd you'll
coverthe source ofthe disembodied voice. You'll see
Sam paking his head out of one of the cells, babbling that a
gartam Walter is going to kill him.

Waker — again? There is no doubt that this name popping

50 sverywhere you go has 1o be more than 2 coincidence

Soen the large door on the other side of the outer wall and
ga through (Fg. 1).

You'll find yourselfin a
square ropm with another
of those mysterious hales
st into tha back wall, On the

¢ right-hand side next to it you'll

[ find the Guard’s Diary hanging

F on the wall.

The situation 15 as follows:
Sscording to the documents you've found so far there

= & daath chamber on floor B1. Entrance to this is only
passible with the right code numbers, and in order to
@ser the numbers you'll need a light source - which is
aoby available on the third floor. There are surveillance
oS in the middle of the tower that can ba reached via
sarpse disposal chutes inside the cells on the third floor.
Riske this your next destination

You find yourself at the top of
the passageway. There is a red
ladder ta the right. Climb down
the |adder to take a shortocut
and avaid the clutches of the
numarous Wall Men that are
Mg i wait on the upper lavel

On 81, at the lower end of the ladder, you'll find a large
soor that is locked from the other side. On the right side of
®e door you'll find encther laddar leading to B2, This time
£'s better to ignore the ladder and follow the passagewsay
maund to the left and downwards. You can refax lor & few
moments as there will Be no monsters attacking you an
s floor, All the ominous noisas you hear originate from
== fioor above, You'll find a Saint Medallian on tha floor

pendant guard against the harmful side effects of the
¥icom monsters. However, the Water Prison is mercifulty

Wwater Prison, 1F

| Jown to the Cellar

—— —_—

When you tum around, or retum from saving in apartment
302 you vl see three doors (Fig. 2. The large door in the
middle leads back to the cells. The door on the right leads
upwards, but you can't go hrough it for now, Your best bet is
to go through the door to the left, which leads downwards.

free of these particular fiends, so you can safely store the
medallion in the box in your room next ime you retum




At the lower end of the passageway you'll reach an area
with & huge waterwhaeel. On the signpost next to the
lantern you'll discover the Water Prisan Exit Key {Fig. 4).
You can also read the Waterwhesl Room Plate Messaga.
This talls you what has to be done in this hideous building.
To activate tha light on the third floor, you must first open
the sluice gate on the roof. The sentence “the water must flow in the direction of
the waterwheel” indicates that all of the water pipes must be aligned in order to
connectthe roof and the waterwheel. Go back ta the door an 1F (at point 11}, and
use the Key to open it. Go via the ladders, It's faster,

"} Up to the Rooi

After opening the door in the antarcom with the Water Frison
Exit Key you'll find yoursalf outside (Fig. 5). If you enjoy

foggy vistas and getting pestered by giant Mothbats, carry
on straight ahead and take the ramp. |f you prefer a shoner
and safer route, climb the ladders. Either way, yaur ultimata
destination is behind the large door at the topoi the tower,

i

Water Prison, RF

Directly in front of you thare will be apather door with
one of those mystic symbals. Itis lockad from the other
side and you can't open it. Go to the other sideofthe
dome, then turn the handle |Fig. &) to open the sluicesand
set the waterwheel in the cellar in motion. Once you've
completed this task, go back outside again, climb-doWwn
one floor and enter the cell section at 3F.

Expect to find lots of Tremers crawling on the walls,
floor and ceiling. These slimy creatures aren’t
particularly aggressive, butif you're unlucky enough
1o have one of them drop onyour head, your healith will
decrease somewhat. You can crush Tremars on the
floor quite easily by pressing Confirm {Fig 7). If you run
straight into one you'll definitely killit, but will also lose & small amount of life
energy attha same time.

If you want to add another document to your Scrapbook, walk to the right. You'll
find the Prisan Diary behind the second door. That's not the anly thing in this cell:
. there are strange Tentacles growing out of the floor. After a hit or & touch they'll
|' disappear. Physical contact with the Tentacles will cost you some life energy, so
F take care of them from a safe distance with a battering weapon {Fig. 8).
1
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¥, Tremet

|, VT Your next destination is the second cell
an tha left, as seen from the entrance. Go
slawly in orderto avoid being ambushed
by the Doubleheed that is lurking jost @round the
corner (Fig-9). A second Doublghead awaits on
tha othar side. i you get too close, they'll take a
suddan run Bt you, and lash out with thalr strofg
arms. Thaeir movemants are dangarously unprs-
dictabla, so keep your distance,

fioom 302

. ,: ] _..l:—_ | Subway

Forest
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.IX;Shower Room

After jumping down into the shower
room you'll find yourself in the
unpleasant company of two more
Doubleheads. Run fast diagonally o
the left to reach the exit. It’s locked

Surveillance

Roons

from this side, 5o you'll have to examine the doortwica to
apenit. Now head |eft, down the passageway and up the
ladder, straight to the Surveillance Rooms in the middle of
the tower.

On the desks on the first and
second floor you'll find the 1F and
2F Surveillance Room Reports.
Thesa documents explain how the
tower waorks. In 3F you will find the
Secret Mumber Memo hanging on
the wall, which will tell you the entry'code for the door in
the kitchen: 0302, In 2F and 3F you will find two pedestals,
which enable you to turn the tower using the handles.

Your next task is to align the holesin the floors of the
prisoners’ celis from the third floor all the way down to the
kitchen in the northeast of BY, The four separate water
pipes will form one big pipe that connects the roof with the
cellar. The waterwheel will then start to turn and the light
in 3F will shine all the way down to the Kitchen. [On the map
these water pipes are shown as small circlesin the cell

sections.) Some of the pipes will be broken, butthat doesn't

matter as long as at least one connection |5 intact.

Inthe 1F Surveillance Room Report you will have read the
helpful tip that there is a bloody bed on each floor which
must be aligned with a similar bed in each of the three
cellblocks. {This tip will only appear an difficulty levals
wEasy.and Mormal.) You can see the bad on 1Fwhen vou look
thraugh the peephole on the left of the desk {Fig. 10].Ifyou
wantio geta
Qood ovarviaw
and complate
tha ingame map,
you should look
through each
and every one
ofthe eight
peepholesan
the three floors
land you can
change the view
accordingly}. Or,

10
you could simply read on to find out what to do next. ..

Turn the handle in 2F four time4 to the right lor left

- whichever you prefer), |f you are interestedin getting your
hands on & close combat weapon, keep on reading; if you are
ina hurry, skip the next paragraph and continue turning the
handle in 3F.

The Stun Gun can be found in a locked cell in 2F After
turning the handle, the room will now be located in the
northwest, You can reach it by jumping through the hale in
the cell directly above in 3F. To get there, climb down to B1,
go outto the passageway, turn left; climb the ladder and
take the now familiar route up to 3F Run to theleft, enter

the 3* door, and grab the Stun Gun, Jump into the hole, and
go hack to the Surveillance Rooms.

Turn the handie in 3F twice ta the right. After the firstturn
you'll see a cut scefe; the wailingman in 1Fis finally releasad
fram his prison cell-Don‘t let this distract you. Just leave

him to his fate and continue with the task at hand. You won't
change the course ofevents; the man is already doomad.

shouldyou get confused by all the twisting and turning,
just make sure that the three bloody beds are alignad
accordingly: Fig. 11 and Fig, 12 show you on the maps which
way the holes in the respective floors of 3F and 2F should
face inthe end. When you are finally ready, climb down to
B1, where you'll meet Andrew DeSalvo and the mysterious
little boy. After this encounter you'll discover more
tentaclas. Now take the familiar routs up to 3F.




The prisoner from the cell an the

*  tirst floor used to work in the
orphanage some time ago. He'll

+  tell you the name of the little boy
that you met in the Water Prison.
He also babbles on about a cult
and a ritual called "Descent

. of the Holy Mather™, Haven't

~  you read something about

that in varous documents and
Inseriptions...?

5\

Run to the left and enter the fifth
door [or to the right and enter
the fourth doar), I you turned
the handlas the right way in the
Surveillance Room, you should
find a bloody bed in this cell
#nd aiso a big hole in the floor (Fig. 13). Jump down the

peal Water Prison, 3F

pei§ Kitchen, Bl

hale. The cell in 2F should
look exactly the same, as
should the one in 1F Keap
jumping down until you
finally reach the kitchen
in B1

The door to the death chamber is
on the right side behind you
(Fig. 14}, Theoratically you could
have turned the tower in a
- different direction, e.g. you could
have aligned the holes so that
you jumped down from the third fioor to the dining hall
This way, you still would have landed in the kitchen, but
without the light you wouldn't have been able to enter
ihe code.

ﬁuam 302

Take tha Watchiulness Placard from the door. Examine
the door again-and you'll see a number pad, Mova the
cursor and anter the numbars 0, 3, 0, 2. Confirm sach
number in the usual way.
When the door opens, you
will say goodbye to Mistar
DeSalvo and awaken in
room 302, having witnessed
another hoerific murder,

The Red Diary = April 4 has been
pushed under your front door.
You may already have found it
there if you previously returned
from the Water Prison World to
Room 302. Following Andraw
DeSalvo's untimely death the Red Diary - July 23 serap
¥ will also be lying there. Put the Watchfulness Placard
m the chest. Do you get the nagging feeling that you've

forgotten somathing? Right, the water in the shower
15 51l running. You can definitely hear it. But who
could have turned it on? A guick trip to the bathroom
proves that it certainly wasn't the cleaning lady. The
tub is full of blood. Thera's going to be hell to pay with
the landlord! Escape this sticky problem by crawling
through tha haole in the wall. Qut of the frying pan, into
the fire?
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-1 How ta Play
jil1mmmﬂ

I  items

| You'li start your sojourn in Building World at
§ thevery end of o rather long cul-de-sac in

| B1. Your ultimate destination is behind the
locked back door of the bar in B15, The first
opportunity to return to your room presents
itself at the starting point behind Henry, At
first it would appear that this location holds few horrors — unless you
suffer from a phobia of parked cars! However, you'll meet the first
member of the local terror tribe one floor down: a Rubber Faca (Fig.
Thesa mutated apes are strong and solid, butthey waste & lot of
time and energy
cavorting
around and
gibbering: Blunt
thaeir enhusiasm
with some fully
charged-up hits.

§
]
¥

|
!

Secrels
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Subway
Forest

} ]
FTEK,
4

==l Water Prison
I

Building, B3

 Building

An unexpected meeting! Henry's neighbour,
Richard Braintree drops by, Your conversation
is rudely intarrupted by several rampaging
Rubber Faces. This leaves you with little time
to admire the neon sign of the South Ashfield
Hotel. That doesn't matter, because you can
$88 something guite similar when looking out of the windows of your
room. Two of the apes are standing in front of the door that you want Lo
go through (Fig. 2). You should be able to get past them without a fight

|

Apartment

Foom 302

Haspital

Subway

Forest

Richard Braintree is one of your
neighbours from South Ashfield Haights.
He lives in 207, which means that you

J can look directly into his apartment from
your window. He tells you about the
journalist who used to live in apartment
302. Apparently ths poor guy went crazy.
Under normal circomstances you would
be rather happy to meet an acquaintance
in such a bizarre world, especially one so
well armed. But as you will leam later on,
dear Richard has a dark side...




-T - Same birthday party!
Unpleasant gurgling sounds
indicate that a slice of cake

is still stuckin the throat of ona

unfortunate guest. Looking closer,

you'll discern a Victim nailed to the
ground with & sort of wooden sword or
cross. Examine the body and take the

Ghost's Key out ofits hand. Examine

the mansterfor a second time, to'get the Sword of Obedisnce,

That will haveithe unfortunate disadvantage of releasing the

ghost, so rush to the door on the right and open itwith the

Ghost Kayto gscape.

J_"

Your next destination should be the Sports Shopin B5. By the
way, the Sword of Obedience is a different type of weapon to

You'll getyour hands on & new
weapon in the Sporting Goods Shop:
the &luminium Bat (Fig. 3). It's packed
with a lot mare pummel poswar than
the Steel Pipe for example, and it's not

I the Pet Shaop, hungry dogs and
buzzing Mothbats are ready to pounce
an their prey, which just happens to be
you. Run past them &ll, grab Albert's
aparts Key from the shelves inthe
middle row (Fig. 5}, and then hurry
back to BS. |gnore the back doar of the Pet Shop far now.

Room %02

Albert’s Sports, BS

Pet Shop,_@?__

any of the others -
that you've been
wiglding up to this
point in the game.
Only when you've
shotor beaten

a Vietim with
another weapon
and leftitstunned
on the ground can
You then use this
item to temporarily y 03
tether your opponent (Fig, 3). Don'tforget to take the sword
with you if you intend to use it again. 88 wamed, as soon a5 you
withdraw it, the Victimwill be free to menace you once more,

— ¢ —— —_—— e e

as brittla and fragile as the 5-Iron, which you can also pick up
hera, Unfortunately it takes longer to charge up @ strong hit.
The door an the |eft is locked, so exit via the other one. Take
the stairs outside and go down two floors to the Pet Shop.

Behind it you'll find a fascinating upside down room. Have a
look if you're feeling curious, but thera's nothing else you can
do in there atthe moment so don’t waste too much time.

Unlock the door inthe Sporting Goods Shop{at point &)
with Albert's Sports Kay. Head down to BE on the western
stairway.

You can return to Room 302 through
the hole in the Sports Shop wall if you
wantto replenish your life energy or
save your game. |ts not essential,
butrecommended, as there'sa high
concentration of enemies lurking in
the lower reaches of Building World. You should alsa take a
Mutrition Drink, or any other health item, from the box, just to
be on the safe side.

60

Be sure to look through the peephole in Room 302 to see if
there's someone standing in fropt of your door. At some point
in the game you'll see Eileen and Mister Sunderland. Tha
suparintendent is telling her that your case isn't the first of
its kind and he’'ll also push the Superinteéndent’s Memo under
the door. This note is unraadable atthis pointin the game,
but you’ll find out how to deciphar it later on. A




Go down three Hloors, then
go round to the left, under
tha sign, until you reach a
harHFlg 6). Examine the
sliding doar on the left to
gnter an elevator, which will
ically start moving. Un your way down you'll
& ard, who is interrogating and thregtening
tie Walter in the othar elevator, Your elevator wil
e

Building,

After the alevator has

reached its dastination, Henry

will he faging o ladder. Don't
| pgodown thers justyet. Open
J'_ the glevator door bahind him
" You'll'enter a small backyard
where you'll find some Pistol Bullets, On the ather
gide of the fenca sevaral monstars will be walting far
you. You'll have to get pastthem aventually Bnyway,
g0 it's a good {dea to deal with them now {rem your
relatively safe position (Fig, 7). If you use o gun, be
warnad that you'll noed & lotef ammunition te finish
the creaturas off without stamping on themy It makes
DOrE sense to use a batterning wedapon thraugh the

=em. When you're finished, head back the way you
game. You can't call the elevator on the laft from this
Soor, 50 use the one on the right

Elevator, B8

Examine the buttons in tha
right-hand corner of the
elevator. You are currently
on the lowest floor, B12. The
middle button will take you up
to B10, but you can't opan any
#oors thers. The top button will take yvou back to. B8,
where you can exit the elevator through the other
2oor, You'll find a Sword of Obodience (Fig. 8} and 2
Spade atthe end of a long passageway, The gardan
s=al is powerful, but awkward to wiald. Don't waste
220 much time admiring it, as two Vietims are about
®2 ambush you . Head quickly back to the elevator
@nd take it down to floor B12

Bl2
Room 302

Subway

Forest
Water Prison
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Apartment

foom 302
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Climb dow the ladder next to the
elgvator (Fig. ). (You'll still be on
floor B1Z afterwards. ) Pick up the

the Tentacles out of your way, The
ladder at the end of the cellar will
take you up to a small alley, which isactually the other side
of the fence yiol were stuck behind eatlier. [T you previously
took care of the creatures, you will have a much easier time
getting through this section.

There's another Rubber Face
party going on in front of the
door. Ong of the'creatures
swings a Steel Pipe, another one
threatensyou with a Pitching Wedge
{Fig. 10 You may already have
gcouired a Staal Pipe, but if you want
A= . 10:cOllect'a complete set of golf clubs
you'll have no choige but to fight.
‘Alternatively you can simply muscleyour way pastthe angry
primates and their elitist sports eguipment. Afterwards,
you're only & few floors away fromthe bar,

n —

You'll find angther weapon in the
bar, the Rusty Axa. The Bartender’s
Memo lying an the har next to it
! revealsthe numbers for the code-
=" : locked door in this room. |t's the last
' fourdigits.of the bar's telephona
number —which you can see clearly when looking out
of the window of your own room. Enter the following

Roqm 302

When you look out of your window
after your lasttrip back from
Building Waorld, vou'll ses a man

in Richard Braintree's apartment
pointing across to Eilean’s
apartment, In your living room you
can hear a radio broadeasting news about the latest victim
in the Walter Sullivan case. Looking through the peephaole

62

Mutrition Orink in the celiar and clear

L
numbers inta the number pad: 3,7, 5, 0: Open, sesamel

From the backyard you'll havea long walk to reach the
top of the stairs that lead to B4. Several victims will
pursue you tothe top. Take the Chaos Placerd from the
doorand entar, After the cut scene you'll find yourself
back in Hoom 302,

inyour front door or spying on your charming neighbour
won't give you any new information. Put the Chaos Placard
in the box and stock up on weapons. Select your favourite
battering weapon (Aluminium Bat, Axe or Spada), a Saint
Medallion and a Sword of Obedience. You can leave the
restin the box. As soon as you are equipped and ready for
action, head for the bathroom, where you'll find that the
hole just got a littie bigger. ..
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j Should you be in a hurry for some ra-
!- ason, it's possible to solve the main
! tasks of Apartment Warld in about
five minutes. You can read all about
the basics'for this “runthrough” (as
opposed to the slower walkthrough]
under said topic on page 69, But South Ashfield Heinhts
has much more to offer including plenty of information
and hints. Get ready for the grand tour around the building.

| "
|

Start your sightseeing in the northeast area of the top
floor. On the right side you'll see apartment 301. A guy
called Mike used tolive here, he was a great collector
af, how to putit, gentlemen’s magazines. You'll also find
Mike's Diary, a Red Paper in the living room and Joseph's
article IEEREY in the smallar room. Examine two
red pwtures an the wall {Fig. 1. Examing both pictures
twice to get the Supenntendent’s Key from the left one
and the Locker Key #106 from the right one. Afterthat, the
main room will be haunted by a Victim, so'it’s a good time
for you to make a swift exit. Tha hola in the wall enables
yaou to return next door — if Room 302 really is next door

Since you'll freguently be passing through this room, it's
advisahle to nail the Victim with 2 Sword of Dbedience
{Fig. 2}. Retrieve it when you have completed this part of
tha game.

I'
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e

....

NML

When you get closer to the in:mt
door of 302, you'll see theyoung
Walter standing infront ofit. But the
shy kid vanizhes into thin air before
you can reach him. You can't open
the door, but you can see that some
rﬂrl Llnr.:urnEnts have been shoved underneath. Use the

{ed Paper from 301 and push it under the door as well | Fig.
3l le can find two pieces of Red Paper and three pieces
of Tarn Red Faper in this building. None of them make any
sense. Only when you return through the hole to Room 302
and retrieve the documents from under the door will they
become legible enough to form part of the Red Diary. The
same applies for the document already under the door.

[}

[ ——

 Room 302

% Ap&rtment s DD

~‘ Red Paper Rec;cllng

S — e —

When you first return to room 302
fram Apartment World you'll hear
some clattering noises from the
storage room. The tumble-drier has
leaked blood... don't you just hate it
when that happens. Under your frant
door you'll find the Red Diary — May 2. This text will tell you

what the numbers on the victims' bodies mean, What other
documeants you may find here will depand entirely an what
you've pushed under the door. For example, the Red Paper
from 301 is transformed into the Red Diary = May 14. When
you look through the peephole you'll sea a man in front of
your door. Who could that ha?
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bust Staircase

You can’f open any apartment
ather than301 an this floar

Ali the other apartments are
locked. gut luckily you've got
the key to the Superintendent's
Room, whera all the othar keys
are kept. On your way downstairs you'll meet & suspi-
cious looking man on the staircase (Fig. 4). Haven't you
g2an him somewhere before? Examine this ql.n,r and ha'll
start talking. When he's finished he'll put a Shabby Dol
on the stairs next to him which you should rlll:lt up

_—-.-,___,_,,

--: e

in the entrance hall on the ground floar you.can get rid
af yat another useless item. Unlock the lattarbox with
the ki . and same love lettars from Mike to
Aachael will come tumbling out. Nane of the latters are
¥ of any importance. [ The key will not be used automati-
cally. You have to saelectit from the inventory and use it
manunlly.)

T T T ——

Al Take the
| that you found in fI-I'.IIZIFEI'I'II:. nt
301 and open the door to the
Superintandant’s Raom in 105,
Superintendant Sunderland
is apparently not at home,
but you'll find keys to every apartment in the building
hanging on the wall [Fig. 5] in his living room. Wall,
: gimost all of them, heca use the key to 303 is missing
from the Apartment Keys: Directly naxt to it you'll

Bl

'8 Rachael’s

|_. Un your way through tha

: | 4 apanment buillding you'll need
o T | the Apartment Koys to open the
LIT L § doors of the other apartments
-.___m_:_____t MNurse Hachael apparently hves
*  or ived? in 106, A Portable
Medical Kit seems to ndicate that the hard-working nurse
took home some work sometimes.. . Next to the telephons

you'll soe that she wrote down the phone number of har
sweotheart. As soon as you dial the numbar you'll haar

a phane ringing thraughout the building. It can get pretty
annoying, 5o don't dial the number if you're easily irrtated!

Superintendent’s Room 105

find the Red Paper and Torn Red Paper, which you
can recycle into Red Diary = May 20and a Red Diar
scrap. You can't take the small red box that smells sa
abysmal with you, or the note about nurse Rachaal

VWhile searching the 5u|JE-'i|I1|-_'|I.'J.E||1'E apartmeant
you'll also discover the Superintendent’s Diary
{Umbilical Cord], which was obviously written by

superintendent Sunderiand

Telephone

Murse Rachaal, Mika's lattars, the phone, the red docu
ments ... averything seems to indicate that you've hit on
something impoartant. The main purpose of your discovaries
appears to be to send you on & treasure hunt all over the
building. If you dialled the phone number and hoped o be
able to turn the annoying ring off at Mike's in 301, you're
barking up tha wrong tren. Rachael's sweetheart lves in
207 =0 it's theve that ,Q.J must go to finally put & stop to
the ringing. (You'll find more information about the master
plan that's behind all this under the topic “An Honourable
House™, or you can simply continue following our instruc-
tions to learn more.)

Walkihrough

Items




A colony of Tremers is thriving in front of the fridge. Notwithoot
reason. Just look insidae the relrigerator. You'll probably have

to crush the Tremers 50 you can apen the door. There's a dead
cat inside, wrapped in a pair of trousers (Fig. 6). Be brave and
examing the gooey mess a second time to fish the Torn Red Paper
out - this is the vital document that talls you where to find the key

Apartment 207

The apartment of the deceased Richard Brointree is also worth
a visit{Fig. 7). You'll see the man fram the staircase standing at
the window - but like young Waltar in front of 302 ha is just an
illusion. Looking out of the window yoursell, you can ses Eileen
Galvin in 303.

d's Revalver is resting in the easy chair. This handgun is noticeably more power-
ful than the normal pistol. But its rate of fire is very low, and the magazine only holds six
bullets. You can't use the normal pistol ammunition, and the special revolver bullets are
rare. Passionate golfers should be sure to collect the Putter in the backroom

You can grab several useful things in the apartment of this heavy
carouser-{Fig. 8. Amaong countless empty bottles you'll also find
some Bug Spray. Thisweapon is aspacially uselul againstthose
pesky Mathbats, but it can also kill Tramers and Tentacles. An
|n5uecl ion uf the bloody clothes in the next room will reveal the
third T Papear. (I you push this Torn Red Paper under the
dpor of 303 you can read Mike's L:-- tiar inyour apartment. |

i :
An Honourable House

g through all the rooms in this apartment butlding, you find two boxes of
Pistol Bullets (See maps on pages 53-55) among ather things. You'll also get to learn
mare about the inhabitants. The portraits in the painter's apartment in 202 are quite
intriguing. This is also tha room where the phone is ringing, should you heve dialied the
number in apartment 106 (Fig. 9). When you pick it up, thare's no ona there. But than
why would there be? You dialled the number yoursalf some time ago But at least you
can finally silence the infernal ringing.

In apartment 206 the “Skinnad Mike” tape is waiting for a new listenar. You can play
the tape on the stareo in your room,. When you've collected every ploca of evidence,
you'll see that there really was & mysterious connection running through the apartment
| huilding. And it works like this: Irethe Superintendent’s room you'll find out that you
| nead to look for a piece of paper with the details of whera the missing key was found.
I Mike tore this piece of paper apart. Mike wrote in his diary that * Ha took it along with
my clothes”. The torn jeans in the hallway of apartmant 207 indicate that "He" must be
] Richard Braintree (Fig 10). The pair of trousers is full of animal hair - a hint that pomis
to the dead cat in apariment 102 and the note in the fridge. The recordings that you find
] n the hookshelf of the gun e jast from 101 prove this, and the portraits in 202 {Fig

11} help you to put together the final pieces of the jigsaw. You'll got to 202 ingvitably,
when you are searching for the ringing phone that you activated st Rachael’s - her
name is often mentioned alongside Mike's. Finally there is the “Skinned Mike” tapa
Among others you can hear the babbling voice of the heavy drinker, who wanis to keep
something for himself - the blood stained shirt, which also hides another piece of paper.




3Apartment, 3P

Az glready mentionad, you can
push all the red notes undar your
own door, if you want to finally
deciphar their contants. Just
make sure that you place the Tol

¥
|

i

Pick up the Red Diary Scrap
(gant.) at the front door. This
diary entry tall you to search
for the missing key next to
the bed in 302, Isn't it quite &
pleasant coincidence that you
ust happened 1o be in the vicinity? So why don't you
go and have a look in the bedroom (Fig. 12)? Batween
the window and bed you'll find the-Doll Key with the
pumber 303 engraved into It Rest assured, it wasn't
there before v

ad Paper from the fridge in apartment 102 in front of your
own door [at point Y. Leave Apartment World after this
through the hole in the wall of 301.

How ta Play

Walkthrough

Aftar finding the missing key in
the "normal” warld at long last,
you'll visit Apartment Waorid
for the last time, Don’t forgot
1o take that precious Sword

| B 1l
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g
Runthrough
If yau're in 8 hurry, you can solye the most impaortant
tasks in Apartmant World in about five minutes
Hera's how:

Entar room301. You'll find the Superintendent’s
Key on the reverse side of a red poster. Uise it 1o
unlock apartment 105 on the hirst Hloor, where you'l

! find the Apartment Keys in the living room. Open

npartmeﬁf;_

B L

of Dbedienca in apartimant 300 with you. Go to Eileen
Galvin's door, You'll hear a loud scream from insida, Usa
tha Doll Key to unlock apartmant 303, You've reached your
destination,

apartment 102 with the keys and find the Tarn Red
Paper in the refrigarator. Push it under the door of
room 302. Crawl through the hole in 301, Back hame
n 302 again, pick up the Red Diary Scrap (cont. | at
the front door. After that you'll find the Doll Key next
to your bed. Unlock apartment 303 in the Apartment
World wath the Doll Kay, and you're halfway towards
limishing the game
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! £1) Succubus Talisman
#7) Use: Succubus Talisman R
) Use: Temptation Placard .
(1) Use: Soarce Placard
(&) Use: Watchfulness Placard '
7 lise: Chags Placard .

|

.Hoom 202

For somae reason whan you return to

room 302 you find that the holein the

bathraom is closed. Now you really

ara trapped, Leave evarything that

vou don't nead anymore in the box

% . i the living room, for axample the
Apartmeni Keys, Cassette and Shabby Doll

I you look aut of your window vou'll ses an ambiulance
driving off. There's nothing to see in Eileen’s room, but
you can hear two policemen talking about the case. They
mention that the ambulance took her to St. Jerome Hospital
MNext to the peaphole and above the cupboard you'll see 8
rather unpleasant stain on tha wall, {Fig.1)

- I you walk mto the storage room you'll see some

kind of stain in the middla of the back wall that

looks like an evil deman. You'll also find a Su

3 under your door. It has a pictura of a demon on it
remmiscent of the stan on the storage room wall The Re
13, which is also undér your door, mentions

tand directhy in front of the démonic stain in the

88 storage room and use tha An
% nscription will appear, a5 well as four depressions. goes to the left, leaving the last space to the
inscribed with the words Temptation, Chaos, Source and (Fig. 2). The end resdlt of all this placard shuffling is the
Watchfulness, Take the placards out of the box. Read the appearance of a brand new hole for you to crawl through.
inscriptions, then insert the placards. Tha order is not If you have some Bug Spray stored in the box, take it with
important. The I ird goes an top, the you as it will make life & lot easier in the next world. You can
3 goes to the right, the 1 | leave your Swords of Obedience in the boxfor now
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Henry wakes up in 8 hospitalaftar
a brief cut scene. He will then run

out of the room and be attacked by
aswarm of Mothbats. Use the Bug

RS S

=il
mh-.ﬁg u_{ Spray before stamping on them to

finish them off,

Turn on your heels and head back to'the Emergency Room.
You'll find neither George Clooney nor the man you've
seen in the hospital intro-segquence thare, only a Nurse
maonster (Fig. 1). These freakish angels of no-mercy know
anly one pattern of attack: they approach slowly and
deliberately, their sole intention being to hit Henry as hard
as they can with their blunt weapons: As thay get closer,
they will hit harder and faster, making them very difficult
to stop. The situation will become even more dangerous

if several Nurse monsters attack Henry at the same time
The anly way to stop the onslaught is to hit first and ask
guestigns later. Richard's Revolver works a treat on these
fiends, as one shot will floor them instantly. After firing
from a short distance, stamp on the Nurse'to finish it off in
the usual fashion.

= e e e ——————— - —
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=|’-;|:_=!5?.'|] At the lower end of the
"E:E hallway you'll find Eileen’s

i Bag (Fig. 2). Later on, Henry's
I; neighbour can use it as @ weapon,

; It's almost time to head up to the

| nextfloor, but not before you've

F

| ﬁ done a little exploring downstairs
e ——), 200 picked upsome useful items.

Ly

You'll find an Ampoule stored in the supply room. This iz a
rare and extremely potent remedy. Although it's guarded
by two Murse monsters, you don't have to fight them,
Simply op&n the door, run to the shelf, take the Ampoule
and run back outside —if you're fast, the monsters won't
gven notice you.

The Murse's Memao in the raception raveals that the key to
Eileen's hospital room has been lost. Henry looks atithe
x-ray screen and gets distracted by thoughts of Eilean
(Fig. 3). {If you have already found Eileen, you won't see
this cut scena, | Finally, you'll find & Paper-Cutting Knile
next door in the office. This neat weapon isn't exactly
powaearful, butit's vary fast.
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Hospital, 2F

The long passageway spems
1 eerily silent = apart from the
incessant creaking of tha

How to Play

| empty whaalchaws, rolling Hllhﬂ'll'ﬂ.lﬂh
I ' sickaningly up and down. You
should avoid touching them
. items

can slow tham down with

ind may even be able 1o Stop soma ol

rtracks. Stopping them will alse nullify

Jwhigh s gantical to that emitiea h'.'

n't zoom towards it when you
press Artack, the wheele n deactivated
{Fig. 4). The next time that you enter tha hallway,
the whealchairs will be rolling again, but thay'll be
slower. Furthermore, the number of whaelchairs will
MErease with tims

dif Nas

On the next floor of the hospital the order of the
mooms will be determined randomly with each new
game. Therelore, it is only possible far us to tell you
witat kind of raoms you will find there, rathar than
their exact location. One thing is certain, there are
WG roams that you must fing in ordar (o progress
turther in the game, Before you start running around
&nd opening avery door in sight, you should first go
o the elevetor next to the staircase (Fig, 5). Press
the button an the right side 1o call the elevator
That's all you need to do for now, Don't bother gaing
mside, unless you fancy cosying up to a Nurse. It's
really. important that you take this step to ansure that
the alevator s no loanger walting on the first floar,

Subway
Forest
Water Prison

Building

Eilleen’s room is the anly lockad door on 2F, I you've
found the door but not yet found the key, you should
nave a look at the ingame map so that you can get
your bearings, The Hospltal Aoom Key can be'found
gangling from the mouth of & snake.statue (Fig. 6]

i one of the other rooms, When you teke it, a cage
will crash down, locking you inside. Use the

Soom Key toescape (you'll have 1o manually salact it
#rom the inventory), The cage door will open, and tha
w=y will remain in the inventary so that you can usa it
1o open Eileen’s hospital room

Apartment
fioom 302
Hospital
Subway

Forest
¥ou'll find one of the following items in sight of the
rémaining twanty rooms: a 4-r some Revr

Sellgts (for Richdrd's Revelver). a Saint Meda

twro Nutrition Drink boitles, two Pistol E is boxes
@nd one Holy Candle. You can use the candle to ward
off ghost hauntings: Far the time being it’s probably
Sestto putitinthe chest back home. Be warned,
mot everything you find will be a pleasant surprise
& Murse swaits you in ona room, and you'll meat
two more in andther room. And then there ara yet
more Mothbats and Tentacles to contend with, As
you won't find anything useful in accupied rooms,
you can always just turn around and run away. Tha
remaining sevan rooms contain some strange and
disgusting displays
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Come on Eileen

After having found the right hospital room and opened
itwith the Hospital Room Key, you should talk to Eﬂe'ﬁn.
She will then decide to-actompany Henry (Fig. 7). If she's
standing close to a door that Henry opens, she'll.go into the
next room with him. As a result of her injuries your hapless
naighbour is unable to move very fast. If the distance
between the

two characters
getstoogreat,
Eileen will hang
back. This is not
too muchof a
problem, as even
if you leave her in
the company of
savaral monsters
they will be unahle

T N
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to kill her, although they'll certainly give her & good beating
and frighten the life out of her. However, it's important

to note that Eileen’s condition has an influence on which
ending of the game you unlock. |EEEETEIRER Basically
you can still move Henry around as freely as you wish, but
you must always ensure that if you leave an area, Eileen is
alongside you. Otherwise you'll see the warning message,
“l just can't leave Eileen all alone”,

Eilean's location will appear onthe map as @ red triangle. If
she's standing beside you and you have Eileen’s Bag with
you, equip it. As soon as an opponent approaches, Eileen
will then use her bag to hit the evil monster over the head.
To find out more about the teamwork between Henry and
Eileen, please refer to the infarmation inthe How to Play
chapter on page 22,

The next destination for Henry and
Eilean is the hole in the washroom,
{ back down on the first floor (Fig. 8).
} Onleaving the hospital room you'll
notice that the wheelchairsin the
passageway have disappeared, But
two Murse monsters have spawned close to the elavator,
Another pair can also be found patrolling the corridars
an the first floor
Examine the hole
in the wall while
accompanied by
Eileen and return
to Room 302,

il
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again —with Eilleen nowhere to be
seen. Something clatters in the
living room, but she isn't thare,
either, The noise was the result
of the ceiling fan crashing to the
floor. If Henry was injurad in the hospital you'll notice
a disturbing new davelopment: room 302 no longer has
any healing properties. You must therefora take extra
special care of his health from now onwards and try to
collect as many heaith mems as possible when outside
the apartment.

The Red Diary — July 20 will be lying under your front
door. The envelope also contains a Small Key. After
picking it up, go to the shelf closest to the window. Three
new diary pages can be found here: Red Dwary — Juns 11,

Red Diary =77 77 and Red Diary ~ June 14. Return to the
hospital through the hole in the storage room, taking the
new key with you, You can leave the Bug Spray behind in
the box. Mote that you can anly put weapons for Eileen
in the box when she isn't using tham, and you can anly
unequip Eileen’s items when she is close to you

]
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As Eiloencan't s8a the hales

in the wall, let alone use them,

you must find another route
Head tor the ampty elevator
ghaft (Fig. 9). If the elevator is
still there, you'll have to take

the staircase to 2F, call tha elevator up and return

gia the steirway to the first fioor. Open the door an
tha other side of the elavator shaft on the fwst floor
with the Small Key, and head into the basamant.
Three Nurses will greet you on the basement stairs
Upan the next door to emerge on a spiral walkway,
which leads further down into the fog (Fig. 10]

Home, Sweet Home

mtd o Rd-_.-\.rr\- I

VLY

zve the hosp

5= of control

ni &
L 'u"'\."f. §0 5

2 has been a safe haven. Once you

| Ceasa ho De Yy uary

now on your home will ba haunted. Get ready to
ience o wide array of sinister happenings. Your
Vs rn-w,- clatter, the handles of the clock may

pur ghoas may walk to the kitchen

oEeSs walking m the

Wichen might not seem that spine-chilling in itself, but all

e

=g ghostly affects have an unpleasant consequence,

semely that Hanry loses life energy when he's close to
= It's an alfect similar to when he's in the presence

2 Victim. However,

-

n room 302 this effact is even

(414

e potent. There are seve iral ways 1o daal with this

roblem: carafully avoid the haunted zones, wear a Saint
fedallion for |1r|:|t|:||:t|url or axorcise the ghosts with a

$hat manifestsin

Candle (Fig.11). The amount of occult phenaemenan

will depend on Eileen's

jon. The exorcis ng of the phenomeénon will also

irect influence on which ending of the game you

The ingame map is disabled in this ares. There's

a hole'leading to Room 302 only a few stpps away
from the exit. Through the exit door you'll find South
Ashfield Station

will see_You can read averything

topic of Ghost Haunt
Secrets chapter

there is to know on the

How to Play

Walkthrough
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Subway
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Building
Apartmeat
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You're now antaring the subway

area behind the closed doorin the

4 northeast. Take the Holy Candie you
= find there. Some Rubbear Faces will
be lurking in the next hallway {Fig. 11

Go past the spot where you first mat
Cynthia and head for the Ladies. Crush the Tremers in the
corner so that you can epter thesholedn the wall,

From this paint in the game, whenavar
YOU Feturn to your apartment your
room may well be haunted {also see
pages 136-137), The man wha lived
there before you wrote his insights on
this topic in the Red Diary = July 25,

oubway, Bl

Use the Lynch Street Line«Coinin
the same way that you did on your
firstvisit and pass through the
northern turnstile. There's someone
lying in wait here who wants to stop
you dead in yaur tracks. Cynthia

has sadly now become a Victim {Fig. 2). And guite an
annoying one, atthat. If you don't silence Ghost Cynthia,
she's likely to pursue you all over the subway station

and also at other locations. Fight Ghost Cynthia, and as
soon as she hits the ground, stake her with the Sword

of Obedience. You may have to try to impale her several
times, as Ghost Cynthia has a creepy way of wriggling
free whenever you try to trap her.

You'll find an extremely effective tool to use against
Cynthia and other ghosts on the stairs to the southeast
of this area; a Silver Bullet. This pistol bullet enables
you to floor a ghost with just one shot, But don’t forget
that you'll still have to stake the ghost with 8 Sword
of Obedience to permanently disable it. The bullet is

o

which you'll find pushed underthe door, inthe usual manner.

There’s also & Kid's Letter, with a Toy Koy inside the envelope;
Taka the key with you and get the Lynch Stragt Ling Coin from
the storage box. If you have a Saint Medallion and & Sword of
Obedience in your box, you should take them with you aswell;

= s = = m——— L T T
4

guarded by several angry RubberFaces. Silver Bullats
are &s rare as Swords of Obedience, sosave them for the
really important battles.

ﬂ' cubway, B2

On level B2, in a side passageway,
you'll find & Riding Crop. This is a very
affective waapon for Eileen to wield, so
2quip it 85 soon as possible. As you will
already have noticed in the Hospital,

P

you'll find a lot more health items

scatterad around now. It's a good idea to-take time-to nok-at tha
meps when you first enter a location apd make sure you get all
available items in a particular area, Also bearin mind thatany
items left behind from your first trip down ta the subway will still
be hera (also see maps on pages 33-34),

B R b o L B



B Subway, B3

Examine the toy box that you
saw when you previously
explorad tha subway carriagos
[Fig, 3), Usa tha Toy Kay ta
open it, and take tha Filth

{If youdon't already have
Ihe key, your'll find it in an envelope in Room 302. See
p=ge78.) Xou'll have to clean the Filthy Cain at homa,
go-hazdfor one oi the holesdn the wall = pfeferably in
tha soutiwest of this flgor ifig. 4). You could niways
return via the hole inthe'Lades, but then you'd have

T ——— s R

PR e s T P ey peeir N

I
T “E Hopelully you took the

Lim#toopen the door

]|

L= g in the small room in the
N sd § - southeast of the platform
;= § dnyou firgt vigit to subway
! warld. M you did, you can walk
=8 ! - sirarghtthroughto reach the
___. haole inthe wall on platiorm B4

. - :
[at poimt m;l Otherwise you'll
ce atedioustrek through thassubway train [see

map on page 40];

You'll hit a serious snag ps'soon s yol try to go
fown oneof theladdersto B4 Eileen can't follow
you beceuse her armis inmasling (Fig. 51, This means
that you'llhaveto lepve herin one of the small rooms

Room 302

Joseph's typewriter saems
to be in overdrive. You'll find
yelanother documant pushed
under your frant door, the
Red-Dipry = July-17. Go to the

I8 Subway, B3

Go to the northeast of the

platiorm and use the

gn the sirange vending

maching [Fig. B) to get the

Murder Scene Kay. The

Smurder scene” is of course
the place where Cynihia died. No prizes for guessing
your next dastination, Just like an your first visit
to Subway World, you'ihave to get to a laddar, go
gabvn-to. Leval B4 and run to the platform of the King
StreetLing/¥ou must then once again battle your
ey up the long escalator, past all the Wall Man,
towards Level B2, Take the stairs up to B1

——...E?_ﬂ:. ——

to have the Lynch Strest Line Coin, which wiould take
up an extra slotin the inventory,

Aig

upstairs. Head mora on pages 22 and 138 about how
this will affect your game.

kitchon sink and use tha F nin order to clean
t and raveal the 1% Coin. The symhol should remind
you of the strange vending machine in the subway
Leave anything that you no longer require in the box,
such as Eileen's Bag and the Lynch Street Line Coin
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subway, Bl

pmmuter Ticket
t all the debris an the floar that must*
lled out of her handbag during the
you can pass through'both
B rj-l'hre -:Inur wn‘h the durde

sed tomove the King §
kan t Eileen.

xtremely unhealthy, and that can't be gunl:l naws. (You'll
topic on pages 22 and 138 ] But for now you're happy just

heading in the direction of the King Street L|n|3 traln an Lavel B4, First
i 1o enter the King -

ds the S-ﬂL.-‘[h arm seLtmn nf Level BZ: Now the

T|r||:I mare informati
to be together again
you must pass through the turnstiles on B1. Use C
Street Line area, then head down the stairs to
only thing left to do is run dow long escalator, pastall the

wthe last tene (Fig.B).

-

I‘.u me for a
don't fe

asping Wall Men, fortunately far

vanon's lenath,
ugh the open door on the




| Instead, JUust make-a& run 1o
njoy the relative salaty of the second spiral wal

gading downwards through the fog. Just as befora

ritng door ang opan it

]l N find a passage thatl lakas you back 1o Room 302

And at the very end of the walk way you I find & di

that leads outside to the gravayard in tha forast of
Silent Hill
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0 == Graveyard
1 I Y Ll e DL e
i —L—'—l Do you remember the inscriptions
- = _! ] ¥ inthe forest that you couldn't read
| "1 B on your first visit (Fig, 117 Well,
g fortunately Eilean canread these.
f C— She'll start to read out loud when

you're standing together in front of
the mysterious writings —but only if you've already taken

Equip the Torch and examine tha Holy Flame to ignite the
Torch (Fig. 2). When lighting the Torch you'll realise that
the Man with the Coatis trying to shoot yowin the hack.
The best thing you can do for nov is torun to the right, go
through the gate, and leave him behind in the graveyard.
Examine the well inthe next area (you'll find mare i
information on this at point [},

out all of the monsters in the area. For example, you'll have
to kill all the Mothbats that are buzzing around the apen
grave before she’ll deign ta say anything.

The texts appear to form some kind of diary, There ara
16'ofthem to be found throughout the
area. Check the survey map to pinpoint
their locetions. You can, of course, go
.and read them all with Eileen, or you
L could doitthe easy way and read
the complete texts in the Secrets
chapter, [t's not
necessary to'read them all in order
to complete the game.

[t is, howaver, absolutely necessary
for you to examine tha burning
torch in the corner on the left of
the graveyard exit. According
to theinscription, this is a Holy
Flame. On further investigation
you'll find a normal Tarch right
nexttoit, which you can take
with you. It actually segms
to be just another battering
weapon, but this blunt
instrument has anather
function, Use itto light
yaur way through the
darkness, You will have
to be quick, asthe
flame will only burn
for a short time, Once you
find some oil to soak it with you can
make it burn a little longer.

The Llan with the Coat

The Man with the Coat is armed with a pistol and a steel
pipe {Fig. 3}, If you don'twatch out, you'll notice his
presence only when his bullets hit you. The click of the
pistol warns you that he's getting ready to fire. You can
challenge him if you like, but you can’t finish him aff.
After getting hit several times he'll fall to the ground,
but sadly he is merely stunned, If you leave an area and
re-egnter, he'll be up and running again. Be warnad, he
might even follow you if you try to escape.

The Man with the Coat haunts the three sectors in

the southwest of Wish House and one sector in the
southeast. Listen closely for clues to his current
location. You'll hear the gates open and close when he
enters an area

84




Youll cerainly have noticed the
wells on your first walk through
the farest. There are five in

total, all of which are swathed in
darkness, making it impossible
to see down the shaft. If you
gxaming sach well with @ burning Torch, you'll find one
af five body parts: for example a Doll's Haad in the well in
front of the gate leading to the graveyard :

The crucial thing here is toignite the Torch at the Holy
Fame in the graveyard and to run to the well bafore

the flame extinguishes (Fig. 4). Don't equip a differant
weapon on the way, or the flame will blow out and you'll
hEve to try again. Above all, don't get distractod by the
Man with the Coat

“At the smouldering ruins of the
former Wish House™ would be

a more apt description of the
gitugtion, You'll find & Chair
hanging on the red climbing
frame close to the sastern wall
Elleen can use it as a weapaon; tha rattle of the chain will
It you know when Eileen is close by,

You'll find Jasper's Burned Memao in frant of the farmer
sntrance af what used to be the orphanage. You'll also
giscover the Wheelchair Doll Text when you examing
the chearred doll's body inthe wheelchair (Fig. 5). Both
gexis indicate that you should search-the wells and use
the {gad on the doll in the whaelchair

Basically, you must be on your
guard every hme you return to
Room 302, especially if Hanry is
w on life energy. There is one
parbcular appantion that haunts
ihe closet in the badroom, and
will drain Henry's life energy as soon as he raturns. When
this happens, leave the room as quickly as possible. It's
sbsolutely imperative to exorcise this haunting by placing
a Haoly Candle in the right place. Unless of course you'ra
trying to get a cartain game ending. . :

Pick up tha Red Diary — July 18 from under tha fromt door
Then go to the storage room 2nd chimb into the, .. Wail! Isnt
there a tank filled with ol ? Have a closer look at the canster
rfeetand Usethe T on it (Fg. ). Soaking the

torch m ol wall ke|ap :'._3':;i'-'_ Honger tree react Time you use i

After you return to the orphanage you'll have to visit four
more wells: one in the southeast, one in the northwest

The Well in the. Southwest

At the Wish House

Pick up the Nutriion Dnnk yndar the lantern betore

moving on to Wish House. Although your pursuer will
contnua 1o hound you, you'll be safe ai the orphanage

04

Take the Holy

Room 302

fle with you before heading back to

{in the direction of Toluca Lake) and two in the northesst
The order is not important
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When you're hurrying to one of the
exits, you can leave Eileen alone in

the tentral area. It is, however, not
recommended to leave her alone for
an extended period of time. Read more
about this on pages 22 and 138,

One of the wells is far away in the southeast. You'll have to
get past the Man with the Coat and his cheinsaw toreach it.
You'll find one of the extremely rare Silvar Bullatsin the area
with the peculiar looking root.

Finally you'll reach the well at point i on the map. A Holy
Flame is blazing conveniently next to it (Fig. 7). Ignite the
Torch and look into the well to find the Doll's Left Leg, If

The naxt well is in the area to the
northwest of the orphanage, guarded by
o Doubleheads. As usval, these will
come runnirg, stand still, hit quickly and
then retreat Dodge their attack atthe
very last moment and fight back.

You'll find the next flame in an egually far-flung location at the
edge of the lake, Close by, in a cave filled with junk, you'll find
the Pickaxe of Despair, an extremely unwieldy weapon,

Turn left at the shore of Toluca Lake. At point g8 you'll meet
the mysterious little boy again; his name 15 Walter Sullivan
In this cut scene you'll also see the Crested Medallion (Fig, 8}
“on a pedestal. Soon you will have this precious object in your
own hands? You'll also find some Hevolver Bullets in a comar,
And just in case you didn’t take it on your first excursion to thas
farast, the Portable Medical Kit will be in its original placa [the
same goes for every other item in Forést World — sea map pn

@B ey s D VRO
"

AEFT RN AN S R

Porest = Southeast

" inthe storage room, you

Eileen s with you,
you can listen to
herraading some
of the inseriptions.
Afterwards you
should go back

to the centre and
use the dell’s part
directly on the daoll 07
in the wheelchair to free a slot in your inventory. Even if you
already defeated the man with the chainsaw, you'll meet him
once again an your way back. Wouldn'tyou like to get your
hands on such a formidable weapon? r

panes 42-43). Use the hole in
the rock to return to Room 302

and store some items in the
box if you wish. For example,
you won't need the Crested
Medallion until you've
assembled the doll-parts.

If youhave yet to dip the
Torch in the oil canister

should do s0 now. Make
sure you take a Sword of
Obedience and a Saint
Medallion with yvou if
you're about to head for
the northeastern area.

Henry Townshend runs across the mysterious little boy in the
most improbable-places. They haven't spoken a single word =
sinca they first met, but Towin-the forests of Silant Hill, you.
will finally learnhis name. The pari hepl uys imthe mwﬂar-.r_

has yet to he rﬂvnalnd

-\
-

i
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You'llneed at laast one free slotin your -
inyantory in ordarto collect the next
doll's part. Ignite the Torch with the Holy
Flame at Toluca Lake and rush over to the wall
at point [ Three Victims will hassle you in
the cave (Fig. 9. Don't forget that the Hame will
axtinguish if you aquip anothar waapan. If Eilean
s with you, ungguip her waapon so that she
doesn | get involvad in a Hight with the Victims.
You'll eventuslly find the Dall's Right Lég in the wall. Usa iton the dall in
the wheelchair at Wish House 4

Walkthrough

items

Forest = Northeast

You'll find another well only two sectors further in
the northeast at point GFER Provided that you've
managad to keep your Toreh burning, you wall
find the Doll's Left Arm in the well. Don’t forget
the Holy Candie that's tucked away on the left
side of the door. Should you need a Holy Flame to

ght your torch, you'll find one next to the rocks where you previously met
Jasper Gein for the first time. What a surpfisal He's waiting there to greet
¥ou once again

dasper will float towards you (Fig. 10) engulfad in flames, He's almaost as
formidable an opponant as Ghost Cynthia in tha subway. You could choose
to take the Pistol and use one of the rare Silvar Bullets belore proceading
to stake him with a Sword of Obadience. Alternatively, you could save the
bullet to use it for 8 warthiar purpose later on. Why not use a hafty blunt
instrument, under the protection of an equipped Saint Madallion, ta bring
Jasper to his kneas = and use the Swaord to impala him, Leava the Sword
in place, to ensure that Jaspar won't annoy you any longar in this world or
in any future world.

Tha fifth well is in the furthest reachas of
the northeast sector. You'll find a Holy Flame
tar igniting the fi i the adjoining area
after passing through the industrial building. Fish
the Doll's Right Arm from the well. then take it
back to the Wish House as guickly as possible
You can now store the Torch in your box when
you return to -[I‘-‘ Four Rubber Faces sre guarding
the last Holy Fame

Undexr the
wWish House

You must usa tha five body parts that you found in
e wells on the doll in the whaelchair
The whealchair will roll away, revaaling
B stairway that even Eileen can usa (Fg. 11). Before
descending you should n;]n back to Room 302 and
getthe Crested Medallion. Read the book Descent of the Holy Mother - Tha
21 Sacraments in the secret chamber downstalrs m Insert
the Crested Meda in the door and continua your descant inta tha fog
under FufesthflrI Behind the door ot the bottom you'll find a circular room
(Fig. 12). As soon as you step on the spot in the middie you'll be transported to
Watar Prison World for the sécond tima
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items:
@ HNightstick

Enuipment:
© Holy Candle
) Nutrition Drink
@ Pistol Bullets
@ Sword of Obedience

Monsters:
frj Doublehead
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&\ 133 Red Diary - July 28 S
[40] Mote from the Bloody Prisoners Shirt

items:

O Prisoner's Shirt

(@ Water Prison Generator Room Ney

&) Use: Prisoner's Shirt

(@) Use: Water Prison Generator Room Key

Equipment:
' Nutrition Drink
@ Pistol Bullets
i Portable Medical Kit
@ Saint Medaliion

Mont ters:
© Doublehead
@ Tentacles
() Ghost-Andrew
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| _E‘; Water Prison, RT

liew 1o Play

The elevator will take you all
the way up into the dome of the
Water Prison. Before you go

| any further, unequip Eleen’s

{ weapon. Unlock the door with

¥ the symbbl on it and go outside
The Man with the Coat will be standing directly in frant
i of you (Fig. 1). Don't even think about taking him on, Just
walk straight past, go through the door, and step onto
the walkway,

Walkthrough

items

£ e —— —o_—._-_,.:h- . = —
As Eileen can't climb the
oy ladders, you'll have to
y go the long way around,
[ { using the outside walkway. Afer
- ! taking a few steps you will hear
| adoor closing. That's the sound

| of The Man with the Coat bearing
;_ S — [ down hot and heavy :-r.l your tai
(Fig. 2). He wall come: after you

whather you fought him just previousty or not

This time the Man with the Coat is toting two pistols and
atting rip with bath barrels. These twin shooters will
sariously damage yaur haalth as you try to make your way
down to the bottom of the tower. It's up to you whether or
not you try to halt your attacker with Richaed’s Revolver or
some other weapon. The sansible option would simply be to
pun away and consare pracious amma,

Hurry ovar to the left side with Eilleen and rush down the
ramp, Don't run too fast, or you'll leave her behind. It's better
if you walk st normal speed, breaking into the occasional
sprint and taking care that Eileen keeps up. Whatever you
do, don't look back. After about halt a turn around the tower
you'll see 8 Mothbat clinging to the wall (Fg 3). Stick to the
outer adge of the v d disturbing it. If you did
iip Exlmen W YO Qo Dy

uneq
amempiing to figh

Nz

if you didn't manage to creep past the Mothbats unnoticed,
yse the Bug Spray to take them out. Then continue onwards
along the walkway. If you've previousty left Eileen alone in
the subway or the forest she may be a little battered and
brinsad, and much less.mobile. Should this be the case,
your journaey along the walkway will prove to be long, slow
and dangerous.

Forest

|'- : Water Prison
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Gothrough the doaor on floor 3F
toreach the cell block, Head for
the fifth eell on the right, whera
you previously jumped down into
the kitchen. This is the only route
you cantake, mainly because the
door at 1F, which leads from the anteroom into the cellar, 15
locked from the other side.

In the paksageway ',-ﬂ'u'llface the first Doublehead since your
raturn (Fig. 4). Be sure to give Efleen her weapon so that she
can help give the two-headed freak a good beating. Although
fragile, she can certainly pack a meaty punch when she
wants to (5o try notto get on her bad side}, Of course you'll
have to part ways again when you jurip down the hole in the
cell = and then down several more holes, until you eventually

Water Prison, 3F

Water Prison, Bl

drop down into the kitchen. Unequip her weapon once more;
50 thatyou can putit back in the box in Room 302,

The Water Prison has been réplenished with some much
needed health items and 8quipment since your last visit, kLam
a look atthe maps on pages 8890 to find out where they have
all been left. You
should befable to
get a-Mutrition
Orink, Pistal
Bullets and a Holy
Eandle on:Floor
3F without having
to make a major
detour or face any
serious'dangar.

Once you're inthe kitchen, gostraight
to the death chamber. Don'tworry
ghout the code lock, the door will

still be open: Pickup the Prisonar’s
Shirt from the floor You'll-need to

find some
coloured liguid to reveal what's written
on it. Finally, a use for that unsightly
bloodstain in the bathroom in Room 3021

Time to check outthe Dining Hall,
Take the Nutrition Drink hidden there
wand collgetthe Saint Medallion, It's
Iving on a bench and can be easily
overlooked (Fig. 5). Once outside the
Dining Hall, take.a short detour to visit
the Surveillance Rooms. Yoau'll find a

Nightstickin 3F [Fig. 6). Yoo don‘thave to take it, butit's an
effective weapon for Eilean 1o wield. Use the ladders outside
anthe walkway to reach the first floor. Unlock the door to
the antgroam. Climb into the hole in the wall and get back to
Room 302.

The Red Diary - Joly 28 has bean
pushed under the front door. Read

it, then gointo the bathroom and
gxamine the bloody mess (Fig.7). Use

the Prisonar’s Shirt from the death
chamber on the bathtub; the blood
will make the Note from the Blopdy Prisoner’s Shirt materialise
as if by magic. After you've read the note, the ghost of Andrew
DeSalvowill be released to haunt the cellars of the Water
Prison. The note also tells you what you have to do with this
poor soul: you are supposed to parsuade him to give you a key,
preferably by staking him with @ Sword of Obedience. You can
pick one up in the Water Prison, so you can leave any sparesin
the storage box, Make sure that you take the following items

| withyou: a Saint Medallion, and a Silver Bullet if you have one.
The Nightstick will suffice as a weapon for Eileen, so you can

| store all her other weapons in the box.

Mow you should hurry back to Eileen. She's probably been
| driven half crazy since you've bean gone. Go through the

door on the right and up the ladders on the outside of the
prison to reach 3F and rejoin her in the call 2




You have to walk around the
putside of the towar again

to reach the next lavel, The
relentiess Man with the Coat
will reapp@ar just in case you
were missing him (Fig.8]! I's
up 1o you if you wantto go pest him {in which case

you should unequip Eileen’s weapon) or il yolmwant to
fight. Either way, anyipeace will be short lived, as your
nemesis will continue 1o harass you whenever you step
gut onto the walkway. So, as usual, the best tactic isto
ignore him and keep running

W

Tierie for & shart visit to Floor

2F. Enter the cell section and
walk into the first cell on the

jeft. Examine the bed (Fig. 8] to
pull out the Sword of Obedivnmeo
hidden undernaath. (This is tha
“sword with the triangle handle” mentionad in the Note
#rom the Bloody Prisoner's Shirt) Fallowirlg this, continue
your journdy to the hasement via the outer walkway.

When you open the dodr leading
- from the antercom in 1F into the
cellar, @ short cut scene will
herald the arnval of yet another
ghost. Thiswill only happen
if you've already decipherad
wha Mate from the Bloody Prisanar’s Shirt. Tha ghost
ot Andrew DeSalvo will be released to haunt the
sasement passageway {fig, 10]. If you want an easy
we. shoot him with a Silver Bullat, then staks him with
3 Sword of Obedience. You'll then getthe Water Prison
Benerator Room Key. If you don't have a Silver Bullet
the battle will take much longer. The protectiva powers
& & Saint Medallion will be of some help hare

& Sword of Obedience and & Silver Bullet will also
=ome in hanty at the beginning of the next world. |f
wou don't have a Sword of Obadience in your box,
gon't forget to retrieve the one that you stuck into
&ndrew. Unfortunately this will maan that he's frae to
naunt again. He'll follow you to the waterwheel raom

water Prison, 3T

Water Prison,

Water Prison, Bl

How to Play
Walkthrough
Items

Secrets

and you'll also meat up with him later in the Building
World. But that's something you'll have to put up with ﬁ"
- especially if it gives you a chance to silence the ghost
af Richard Braintres.
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ﬁi Building, B10 .
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& 0Onre-entering the Building World annoying tactic iswhen he disappears, then reappears

§ youlll see s short cut scene before behind Henry's back. He will then attack with lightning

jl coming face-to-face with Richard speed and suck Henry's life energy. But despite all his

i Braintree in his current incarnation, posturing, Richard is as vulnerable as all the other ghosts

= | Ghaost-Richard | Fig.1). First he'll and can be quickly dealt with using the tried and trustad

“ try to intimidate you with his jerky Silver Bullet and Sword of Obedience technigque.

movements and then he'll start to hit you. His most

. After dealing with Richard pick up the
Reminisces document that is lying on
the ground to the left, between the cars
{Fig. 2]. The text may seem a bit strange
on first reading, but it tells you what you
need to do in this area: tidy sverything

01 0z

up! Enter the elevator and go down.

"‘E"-_-'-ﬂ"."'a—'.'f .'.._—._."I- = .I-.'

i I8 Building, BlZ2

| ! s S o 3 e —in

| ¢ Exitthe elavator on the same side some Revaolver Bullets an level BB, but for now you should

E ! inwhich you antered. You'll find only use the left-hand elevator.

i another Holy Candle in the small

f ! backyard (Fig. 3), which is useful The obvious problem with this world is that Eileen

| S====Ania __l if you want to exorcise some of the won't be able to follow you down the ladders. Leave her
occult phenomena backin Room behind in the elevatar, while you take the ladder into the

302. Later on you can take the right-hand elevator to get basement room with the broken showers. Before you

- leave the hasement via the ladder on the
03

opposite side, you should pick up the
? e '-"'.- R

white Billiard Ball, which is lying in the
T - - —
ﬁw';‘ On your way down to the

corner (Fig. 4). Exit the basement and run
through the narrow streets to the right.
' i-::eﬁ door in the south of this
i ~ level, you'll witness a
conversation hetween young
Walter Sullivan and the Man
with the Coat - who'll revesl
his name for the very first
time. After this cut scene
a Victim will appear
behind you. It will also turn up later, when you
return to the elevator after having visited
the bar. Under certain circumstances you
might meet another ghost at this particular
location —tragic Cynthia.

L Sl




Cynthia‘s Ghost

i you didn't silence Cynthia's ghost in the subway
with a Sword of Obedience, then you'll also meet her
fere in Building World. And if you decide to let her
go without staking her this time around, she’ll pester

You'll find & Valjoyba
amongst all the cardboard
boxes (Fig. 5, and a Saint
Medallion in the cornar on the
right-hand side. If there's no
100m in your inventory, you

can collect these items on

your way back from the bar,
which just happens to be your
mext destination, pravided that you can get past the
wheseichairs on Floor B13

Use the Billiard Ball on the pool
table (Fig.6) to fulfil the first ol

the four conditions rafarrad to

inthe Reminisces taxt,

You'll find the Later
Bartender's Mamo on the bar. Read it and you'll
discover that the phone number of the bar has
changed, as has the coda for the door. Bafore you
can startto think about opaning any doors you'll have
io oo back to the alevator and gat Eileesn, Il you've
forgotten where you left har, check the ingame map
Her position will be marked with a red triangle.

Press the top button in the
elevator to go down to B8 with
Eileen. If you used the elevator
on the right, you can axit through
the door that leads north and pick
up & box of Revolver Bullets in a
passageway full of Rubbar Facas. If you're not intarested

Elevator, B8

you again and sgain, turning up in the Pet Shop
or in the Apartment World. You can also'meet
Ghost-Jasper hare.

i the ammuniton, leave the elevator and head south (wia
the door next to the buttons)

If you praviously silenced Ghost-Richard with a Sword of
Obediencae, feel free 1o congratulate yourself. f you didn',
you'll face anather duel with him now. Your next stop will
ba tha Sporting Goods Shop.




If you still haven't silenced Richard,
ha'll weleome you here in his usual
friondly manner. Put the Volleyha

v the basket, alongside all the other
vollayballs (Fig. 7). Then grab the
Caka Candles from the counter and
take them up to the birthday party room on B3

Sooner or later you should pay a brief visit back to Room
302 to save your game and stock up on supplies.

Room 302

Yau'll find the Red Diary - July 29
under your front door after your first
return from Building World. When
you look out of the window Lo get
the new phone number of the bar,
you'll be sorely disappointed. The
billboard still features the old telephone number

Walk over to your telaphona in the bedraom and call
the number of the old bar (555-3750). An answerphone
message will tell you the new numbar; 555-4830,

vd Building, B3

A Victim will ba Hloating around

in tha birthday party room when

You arrive, Soma paople navar

know when to laava! Put the Cp
Candlus on the cake (Fig. B), Take
the Stuffed Cat standing next to the
door. If you want to collect same additional items such as
& golf club you can axplare furthar upstairs— but this is
not essential

When you've saen enough of the uppar levaels, return to
the sports shop and continua onwards to the Pet Shop

Pet Shop, BT

Put the in the cage on
the counter of the Pet Shop (Fig.9)
You should now hear a clock strike
You can then leave the Pet Shop
through the back door and go down
the stairs into the upside-down
room — accompanied by Eileen, of course

On leaving the shop you'll see & newspaper lying on the
floor. It you read this and return to the shop later on, the
shop will have changed in an interesting way. This event
doesn't have much importance in tarms of the ovarall
gamae plan, but it does provide an interasting tit=bit of
infermation, namely that the shop ownar was an garly
yictim of Waltar Sullivan

100 :




i Building, B8

- ———1 & [fyou've been following this
walkthrough to the letter, you
will not yel have experienced
| the strange upside-down room

Take particular note of the

clock hanging on the wall in the
background [Fig.10). If you've put everything in its cormect
ol "'"IEI [iard Ball, Vollayball, Cake Candles and Stuffed

t vill have fulfilled the four conditions as outlined in
isces text. The clock will then strike and you'll be
open the door behind it

Step through tha door and enjoy & rare unmolested walk
cown two floors, provided that you previously staked

Behind the.door on Floor B10

{ voull discover a veritable

| menagerie of fiends (Fig.11)

[ | It's rathardifficult to get

=____ . | Eilean past the over-axited
primates, so this

|Hl!

A
@ncounger

will probably end in a fight. What you lose in terms of

l'll‘l‘l'l"ll‘l'll

o Building, B10

’.}"cs‘-E'Tnt-"-a
iIr red then tha

life energy you can make up by collecting up to 4

i 15 here. The downside is that you will have
o wrestle them from the claws of the Rubbar Face
maonstars

At the other end of this area you'll find & staircase
leading down to B12. There you canfina
door that leads to a familiar passageway (Fig. 12]. At
last you can go into the bar with Eileen. However, ba
aware that new opponents will appear on the stairs
on the other side of the wheelchairs and there will
alag be some monsters lurking in the bar,

7

lly unlock the
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Watch outl A Rubber Face wants

to welecome you as his favourite

regular {Fig.13]. But all you want to
do is get the hell out of that bar in

J.m one piecel Enter the new code into

" the numberpad, the one that you got

when you calied the original phone number in Room 302,
|t's the last four digits of the new phone number- 4, 8, 9, 0.

Your only possible direction fram here is "ever
downward”. The staircase leadsto B23 and & swarm
of Mothhats.

~ baiyd Building, B23

P

Take the Portable Medical Kit befora
you open the door. Gigantic Wall

Men in colossal picture frames ara
being lowered and raised. The exit

is on the opposite side, but you can't
openityet. Notice the inscription,
which paraphrases the secret of this chamber; “To reach the
deepest part, you must defeat the One Truth.” The "One Truth™
is your vital clue: only one of the twelve Wall Men is the real
ane. You can identify him in the following way: when you hit
the correct monster, all the others will flinch {Fig. 14). Once
you've ascertained the identity of the "0ne Truth™ simply keep
shooting or hitting

it until you sae a
message confirming
that the lock has
opened. The position ,
of the real Wall Man
will be determined
randomly, but there’s
a high probability that
he'll be on the right

or left side of the exit.
If you don't succeed T
there, try the one next |
to the entrance.

e A e
II I
it LT

Behind the axit
you'll find another
fog-bound walkway
~the last of it's kind.
If you're taking the
usyal route to Room
302, vou'll find the Rad
Diary = August 7 has
been slipped undar
the door. This detour
19 isnt strictly necessary
at this point in the game as the new diary page will still be
there the next time you return 1o your room.

At the very end you'll kit solid ground and end up in front of a
door. & door with the number 302 on it (Fig. 15). You'll find the
Supenntendents Diary (Man with the Coat) on the floor. Teke a
deep breath, and walk through.

(02
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Documents: Equipment:
[a5] Superintendents Diary (Man with the Coat| 0 Mutrition Drink
a5} Oid Picture Book () Pistol Bullets
[47] "Crimson Tome™ () Revolver Bullets
[a&] Red Diary — August 2 © Saint Medallion
[a9] Red Diary - August 3 @ Sword of Obedience
(50] Red Diary — August 4 © Haly Candle
(51 fied Diary - August 5
(53] Josephs Letter Monster:
() Doubiehead
items: (©) Doublehead-Mutant
i) Pickare of Hope ) Murse
£ Keys of Liberation ) Victim
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i£) Use: Neys of Liberation (¥ Ghost-Cynthia
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I Roon 302 oif the Past

Ah, home, sweet home, Well,
almost. The intarior differs in
some respects from Room 302 that
you know and loathe. You can get
back to “your” 302 though the hole
in the bathroom wall if you wish.
[And if you save your game there, the save data states
that the newly discoverad room exists “in the past”.)

You'll find two documents lying on the table in the living
room: an'lld Picture Book and the *Crimson Tome”,
There's a lot for you to read in your bedroom. You'll
find four more documents scattered around the red
typewriter: Red Diary — August 2, Red Diary - August 3,

_-.:y-. II Room 302

Use the Pickaxe of Hope on the
wall between the bathroom and
the bedroom to make a large hole
in the wall... [Fig.3)

We won't go into tao much detail here, because we'd like to
avoid you stumbling across the solution of the game while
browsing through the pages of this book. For now, all you
need to know is that you must climb through the opening in
the wall and examine the body on the opposite side twice.
You'll find the Keys of Libaration in the pocket, Go back
through thae hole in the wall and into your apartmant.

While going thraough
your hallway, you'll hear
somsathing clattering in the
storage room. A cardboard hox on
the top shelf has burst open and
Joseph's Letter has fallen out,
containing the very last message
from Joseph Schreiber (Fig.4). If
you haven't previously been home
{after finishing Building Warld}, you'll find the Red Diary
— August 7 pushed under your door [See page 102). Take
it now, because it’ll disappear otherwise. Now your great
moment has finally arrived: use the Keys of Liberation to
open your front door. Free at lest! Well, actually, not guite,
because in front of your door anothar nightmare is waiting,

— —

Red Diary — August 4, Red Diary — August 5 (Fin.1). This
saems be the legacy of the guy who lived in 302 haefore
yau, After you've read everything thoroughly, you should
go back to the living room. You must have noticed that
wet stain on the floor (Fig.2)? Go from there to the left,
into the living reom [don’t go via the kitchen). A long,
elaborate cut scene will show you what actually caused
the stain®,.. EB il and tell you a lot more
about Walter Sullivan and the 21 Sacraments. After this
umsettiing sequence, pull the Pickaxe of Hope out of the
wall batween bathroom and bedroom. There's nothing
else for you to do here. You must leave Eileen again and
crawl through the haole in the bathroom wall,
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o gﬂi Apartment, 3F
i [ 1V R T
i é Eileen has alzo somehow made Check your supplies befare heading off with Eileen.
15| 1 itintothis world. She'll follow [fyou like using your guns, for example, you should
A E you everywhere you oo from take lots af ammunition with you, You're going to
EE =5 | this point on - except Room need it.
S — | 302. Butthat's completaly
* understandable: an unmarried As the way to the staircase is blocked by iran bars,
young woman and a single man alona in a room ... you'll have ta visit your naighbaur in 301 again.
well, what would the neighbours think? On the athar Maybe you'll find @ way to the Superintendent’s

hand it's a good ideathat your neighbour doesn’t getto  Room there.
know aboutthe peep-hole in her own bedroom wall,

= : :ﬁm-';:‘f A Doublehéad has
S taken up residence in
apartment 301, But the
most important new interior
| addition is a stairway that
o g | leads down to apartment 201

___ '_:--i'-' [Fig. 5). Go downstairs and
be prepared to encounter

lots of other monsters. You'll

also meet a new kind of Doublehead for the first
time. You'll see a lot more of this stronger mutation
later an.

Apartment,
Go down the hallway and run
far the shelter of apartment
202. The mad Man with the
Coatwill be standing behind
the iron bars, which also block
the passaneway. He is firing
like @ maniac. Soma things never cianoe! The fifth
Sword of Obedience is waiting in the apartment.
Moreover, there's a convenient hole in the living room
wall leading to apartment 203 (Fig. 6).

You might meet the ghost of Cynthia again in 203.
Everything else seems to be fine and you can get to
the staircase without any trouble hecause the Man
and his Coat have vanished into thin air. He's actually
niding in apartment 204, but you don't ever have

to cross his line of fire {Fig. 7). There's a Nutrition
Drink to find in the kitchen of 204, but you can grab it
without getting near him,
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Cynthia and Co.

o - =

You'll be haunted by several well-known ghosts in South
Ashfield Heights unless you previously staked sach of them
with a Sword of Obediencel Ghost-Cynthia lives in 203, Ghost-
Andrew haunts 107, and Ghost-Richard has taken up residence

in his formar hahitat. You'll have to get past Cynthia and
Richard in any case. But only once. Dn your way back from 105
to 302 you won't sea the apparitions again, so it 's not really
worth engaging in a fight here.

MNow things are getting
serious: five Nurse monsters
are guarding the staircase
{Fig. 8], The stairway that should
lead downwards on the leftis
complately biocked. The creatures
are well spread outat first—so if you
want to take a run with Eileen to the
door on the opposite side, you should
make a break forit now. If you don't, you'll have to stand your
ground and fight the mutant 'angels’,

You doni't have to go all the way to the top level this time,
because you're not heading for Eileen’s apartment. If you're
interestad in the things you can find up thare, then you'll
have to fight your way through — or have a shart side trip
without Eileen.

You're forced go through
apartment 206 because of the
iron bars in the hallway: you'll
find a hole leading to 207 inthe back
room. First you have ta get pasttha
Man with the Coat yet again. He's anly
aot one pistol this time arotind, so0 you
shouldn’t have too much trouble.

Apartment207 will be empty unless Ghost-Richard is still
around. A new stairway in the northwest of Floor 2F finally
leads you down to the first floor{Fig. 9). The stairway is
guarded by @ monster, sotake care.

II: Apartment, 1T

Mow thera's nothing between you
and the superintendent’s apartment
105, Well, apart from the six chains
hanging in tront of the doar, that is.
You'll find the solution to this problam
in the aastern hallway on this floor

108

Eileen will stand rooted to the spot in the staircase, staring at
a sketchbook featuring Walter’s father, The memories about
the father are also responsible for the chainsin front of the
door, Leave Eileen here and continue alone



Inspect tha *figura™
hanging in the comer of tha
halhway ned to Apartment
104 {Fig, 100 You'll hear & “memony™
about the father of e Waker and
the appanton will disappear, (A1
the same time, ong of tha chaing m
front of 106 will dsappaat.)

in total there are s memones of Walter's father o find,
=3 you have five more 1o locate and axaming. You can also

ok them up on the map 1o the right of this page: they are
marked with an @l

You can find the second “father™ next doar in 104, in & round
c2fl Another one is dangling in the middle of apartment

103, closely guarded by sevaral Doublehead-Mutants. You'll
gscover one in the Iving room of 102 There is one more in

2 round cell in 101, and the final father figure is hanging out
#t the upper end of the haliway

By examining the six "father figures” you will break opan
th& chains in front of the superintendent’s doar. On your
wity back you'll mavitably have to go through the staircase
where you'll pick up Eileen again, After a short cut scene
shout Eileen having deeper thoughts about Walter you'l

gontinue on together,

Exarmna the foul smeling red box in
Mr. Sundertand’s ivng room (Fg 11
it contamns the | - part
of the Conurer’s mothar's fiash you've

read about previously in the "Crimson
B . Puge 145 RETEEES
precious treasure and go bagk to 302, You'll have to go alone,
Tough, becausa Edeen seems to have gone ahead already

fi you don't have a free sliot left in your inventory for
Sunderiand’s weird souvenir, you should use somathing on
tha spot, which you can do without, such as a Nutrition Drink
(therwisa, you'll have to go back ta 302, get into Sundarand’s
Inving room, then traipse back to 302 again

On laaving the superintendent’s home you'll witness the

hallways of South Ashfield Helghts being invaded by hordes
| of new monsters. Yet more fiends of the Doublahead variaty:

you'll find them in front of 205/206 and 301,302, What is morm,

Superintendent’s

iapartment 1F

0 e

b

e S

i

Joigty

fu U

Room 105

there wall now ba a Wall Man lashing out at you in 207
Meamwhile the old ghosts of Cynthia and friends wall have

gone — i they warne ever thare af al

S
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Eileen has droppad the sketchbook Go back to Room 302 —take the same route back, you still have
on the floor of the superintandent's some freg slots in yolr Inveatory, you should fill it mainky with
aparment. The picture has changedin -~ useful stufi. Go and wisit nirse Rachael in 106, because you'll

the meantime. This does not bode well. find'a very practical Ampoule there, amang other things.

i i e = O it |
b — ] et T

§ Room 302
Once you've made it baok to 302,
it’s time to prepare for the final
showdown. You should save your
game now. You don't have to heal
yourself since your life energy will
= he completely replenished in a
short while anyway. Collect afl the equipment you'll need
and whatever happens do not forget the Umbilical Card:
You wan't be needing any Saint Medallions, Holy Gandles,
or weapons for Eileen, however. (1t could actually work
to your advantage if you leave some empty slats in the
inventary, Read more about this on the next page.) You'll
find more information about the best possible equipment
and strategies for the final fight on the different difficulty,
levels on page 124,

When you're equipped accordingly and feel ready, climb
through the hole in the wall to the “back room”™. The body
you've only so recently found there has now disappearad
without & trace. But thankfully that doesn’t mean you'll have
to search the whole building for Eileen aoain.

Take a closer look at the round impression in the floor in
front of the open refrigerator {Fig.12). Inspect the black

‘Inqurd. ‘fgu can then climb down into the hale: Henry will
find himself standing in a strange, rad place. Jump into the
gigantic black hole in the ground

The Pinale

After the cut scene the Man with the Coat will approach
from the right. This tima ha's armead with a pistal and a stesl
pipe. {Of course you've already known the true identity of
this Man for some time, but to avoid your stumbling across
this intriguing little piece of information unintentionally and
spailing the suspense of the game, we'll stick to the original
‘Man with the Coat’ epithet.) You will already have seen a
giant ereature in the cut scene. [t's now on your left side. Run
towards i, past the stone plates with the red "bodigs” with
the weird spears . You can't do anything there for now,

stand direetly in front of the giant creature and use the
Umbilical Cord (Fig-13). You've fulfilled the first command of
the “Crimson Tome™ and can start pulling the spears out of
the “tombstones”. Four are on your right side, and four more
are an your left side. Run and pull a Spear of the Holy Mother
out of one of them {Fig.14). Now go back and stand right

in front of the giant creature and use the Spear of the Haly
Maother. Then do this with all eight spears. You could save
yourself a lot of time and effort if you'd maintain four empty
slots in your inventory. Thiswould enable you to collect all
the spears on one side and stick them into the giant monster.

{10




You shoulde't sllow yoursalt to be distracted by
tha Man with the Coat durlnig this episode- apart
from side stepping his attacks. Your attacks on him
will be innefective at this point, Your opponent will
collapsa once you've pushad in the eight spears
When ha gets up after this atteck, he will losa his
Black shadow and you willbe able to harm him
Concentrate on the Man with the Coat from this
BOaInt,

Whanvou're standing at some distancs fram the
Man, ha'll lift his pistol siowly and'shoot (Fig.15)
He'llonly fire one bullet ate time. If you run past
him while he's aiming, he won't shoot. He'll use the
battering weapon instead, with which he can deal
two diiferenitypes of blows. One is short and fas
Far tha other, he IV lifghis arm very slowly and strike
mawide circular mobion. Even il you're standing to
BiS side, re'll be able 1o hit you with this move. Ha'll
unieash his most ennoying attack when you stand
oo close to him: a swirling attack, which throws
Henry tothe graund (Fig. 18). Your agile apponent
£on cover distances in a short spfint. He might alse
use some kind ofteleportation.

¥ you're using firearms, your apponent will start
staggering after being hit three timas in a row {if you
gethit, vou'll have to'start all over again), and he'll
stop whatever attackhe's using at that moment
Fyaul time itjust right, you'can. couse serious
damage: The only problem with thistactic is tha
the revolveris slow, and the pistol doosn't do much
damage. All inall you'll aventually have to resort to
using a battering weapon (Fig, 17). The plain truth
i5 that you'll never have-enough ammunition with
you to win this battle on the difficulty levals Norma
snd Hard {read mora about this in the Secrots
chapter), The goif clubs offer s good
combination of speed and strangth, although they
tend to break after ten hits. Sa you should bring
plenty of these ... Il you're using the Aluminium Bat
tar example, you'll have to get close to the opponent
a#nd continuolsly watch out for the dangerous
swirling attack. The best thing isto provoke the Man
i2 attack with a battering weapaon, side step, hit him
quickly three tmes and then side step again. I you
tan contral Henry's side stepping moves, and can
get the timing spot on, this will be very effactive. Be
Sure to attack aggressively at first —and make sure
that you have plenty of health items with vou too

Yau've probably been asking yourself what
nappened to Eilean [Fig. 18)7 Her relentiess walk
fio the bloody pool is & countdown far you. If

you can win the battia sgainst the Man with the
Cost before Eileen takes her dive, you'll see o

moie positive anding. The speed of Eileen’'s walk
towards her doom depends an her general candition
¥ou'll tind alithe details under the topic Ending

in the Secrets chapter. Thare you'll also find al
information onyour rating at the and of the credits
If you've faithfully followed the advice of this
Wﬂlkthruugh and Eilean is still in good health at the
gnd af the game, you may even get twa dilfarant

endings on your last save data
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On the following
items ralating 1o

Pages we'll introduge ) the
the ditfaren Categories;
aquipmant, items, keys (and similar objg
documonts, |f You are searching for som
Particular, or if yoy'g like to know whe

’ Bapons,
cts) and
ething in
re to use
pecific
References 1p

a certain object, you'j also find this s
information on the following pages.
the relavant Pages will help you f

information in the Waikthmugh.l
enjoy the game

nd more detailgd
0 enable y
in much greater depth, -lqﬂ'




Atthe start of the game Henry Townshend has only an old

Steal Pipa and a Wine Bottle to protect himsetf with, but during
the course of the game fis makeshift armoury will grow into ;
somathing rather more impressive. Fortunately alongside such
guaint items as a Paper-Cutting Knife and various pieces of
golfing equfpment you will also get your hands on some decent
firepower. Keep in mind that ammunition is limited, however. You
will find information and advice on which weapon is best to use
in which situation in the How to Play Chapter on page 17. The
following list sorts the items in the order in which they appear
in the invantory, so that you don't have to search for any longer
than necessary. The golf clubs are treated as a special case.
because they will eventually break and be rendered useless.

halLe L TESCRIPSION
| i
| T an
-
E
| | :
@ Stoel Pipe ! Room 302, bathroom Fﬂ ge I PML A stael gipe, not very pawerful. Attacks
I : | ‘ can ba charged quickly r
t |
E , — .

Page Stationery ltem which can be usad as &
Hospatal World, 1F, Gifice ! '.I'g

b e R

: 2 P
Paper-Cutting Knife | ngu weapon. Fast, bt too lightwsaight to cause
| much damage
| e
i I |
| |
S ! Building World, 85, Sporing Pr,gn F'a{;.u, A powerful bat which should normally be
Alumini al : . y
! um Bat I Goods Shap i used stricthy for baseball

il

L
|

Page | Pege| Atacks can'tbe charged, bresks after

Wine Boitle ! Room 302, refrigerator 32 30 | tan hits

|
/1
¥ o,

Page ! The brokan bottle is more effective than
Broken Win i - -
Bbow l 17 | the intact versian .
| | {
! ' '
g - Page | Pag . ;
Spade § Building World, B8 E? g;e Powarful, but siow and unwisldy to use ‘
{ |
£ A | ] X d Jirg It w
Rusty Axe } Building Warld, B15, Bar S.A. | Fage { Page| An ek ith & shart handla. Swing it with
| 62 58 | one hand toleave a lasting imprassion
|
| :
| ; ,
. n 1
! Apartmant Warld, 2F, Apartment | P Pa vE
Bug Spray ¥ -0a . ke il EEE Eﬂge i Insecticide, vory useful against moths £




Weapons 4]

@ Pickaxe ol Despair

@ Stun Gun

@ Torch

D Chainsaw

@) pistol

@ Richard's Revolver

Info

6

. 3-Waod

. 3-lron

Golf clubs break after ten hits and
t=n then no longer be used, bt they
remain in the inventory. If you usa
2nd break the 3-lron, for example,
you'll find it subsequently listed in
your inventory 65 Broken 9-Iron.

| 10cATIOE - s
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| Building World-2+ sme, B1 [ Fllﬂée [ P;gﬂ
| [
Building World-2 ttme, B, | | Page
Sporting Goods Shap | | o8
!E-_. ding Warkd->=time_B10 F]i'l‘]';f P;E“
: |
[ |
] Faga| Page
ELTans: rld 2F =
EH_S.J-.:H Warld, 2 B 1
|
Burding World, B5, | Page | Page
Sporting Goods Shop i B0 ] 58 !
= — T J.I
Farest Warld, !Page | Page
southeastern area 48 42
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g
” Lo Camy x
1'. J-i::lfl T g "._i. 10
— e e
Forast World-2* tima, Page Page |Avery effective, but alsa very slow
| norhwestarm ares b5 B2 |weoapon
| |
|
- e . = -
i | =
| | i
| e |Page '
Watar Prison World, 2F Poge [Page
?— -
Forest Warld. 7 ume age I?-‘e;-e
Graveye EL | 82
L]
dl
[9]
Sae 5§ Lptn :F,ﬂ_?: ‘ See Secrets Chaptar
113
1
|
Room 302 Living Room Ld:e F'aF-'_' Weak handgum, The -:3!:-6:'["; ofthe
a7 -l M maganne depends on the difficulty leval
| | L
| Apartment Warld, 2F, Page Page |Frearm with more firgpower,
! Apartmant 207 |68 | G4 | One magazine anly holds six bullets




Nightstick

O Submathine Gun

6 ————
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E Suitrwiay Worid, B4, King P-":H"i Page
St Ling ' -

Pitching s Pege]| Paga
Wedge Buibding World, B12 &2 &7
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@ Sand Wedge | Building World-2* time, 810 FIIHDE]U F;g.
Apartmeant World, 2F, T’Paga Page
@ Putter Apartment 207 1 B
I|
- | |
L{]Gh"—’LUb‘ | IoEraTis [DEscRIPTION
Page | Page
thn:p tal Woarld, 1F, Entrance Hall ;Ej | “iJL Inflicts onky shght damage
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| i E
T _ |F'EI-'.-:‘ Page
{ Subweay Woarld-2* bme, B2 7 .’ -7 | Ughtweapon with 2 good range
|
i
| o
-
| |
e & i = o
R d i o Small chain, big impac
{ in fre Wish House B85
|
1
§ Water Prison World-2~time, 3F, | Page | Peget ., .. . . . .
| Surveillance Roon g7 | gg | VETVENRCIVE DAlIBrng weapon
| —
‘ o . Fage =
See Sacrets Chaptor . | See Secrets Chapter |
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Pistol Bullets

Silver Bullets

Revolver Bullats

Holy Candle

Sword of
Obedience

Saint Medallion

Mutrition Drink

Ampoule

Portable
Medical Kit

AL=F
EQUIPME

N

Ammunition for the
Pistol

Spocial bullots to s
ngainst Vietims

Amrmunition far
Richard's Rovolver

Special candlas 1o
gountsract ghost
hauntngs

Used for staking and
restraining Victims

Protects against ghast
hauntings and Victims

Shight haaling powar

Complately restoras
haalth, with addad
hanaficisl aftor-affocts

Medium haaling powar

4=

P le

T

Nutrition Drinks and Pistol Bullets may be plentiful,
but you can still never have enough of them. If only
you had more space in your inventory.. . You should -
always make sure that you have a free slot for rare

itams, such as ammuniton for the revolver, and Samt
Medathons. If you want to know more about using

these supplies, you'll ind 2l you need to know in the

How to Play Chapter on pages 18 and 21.

Sword of B il oy Paga ' Page J) .
Obedience Building World; B3 | g0 :.ib'-
|
Swhard of - ; Pege| Pags
Obedience Bullding World, B8 B 5§
Sword o b Wbt 3t 5o g | PODE | Pige ’
Obedience Subway World-2 tima, B4 8 |
: |
- S i |
| |
1
Sword ol VWatar Prison Worid-2= ! Paga | Page
Obadience time, 2F | = B
Sword of Apartment Worid-Z= time Page | Page
Obadience 2F, Aparrnent 202 {3 [




Albert’s
Sporis Key

Apariment Keys

Dall Key

Ghost’s Key

Hospital
Room Key

Key of Liberation

Locker Key #106

Murder
Scene Key

“It's lockad!” You've certainly read that sentence before,
haven't you? Time for another round of “hunt the key'.
Aside from the more obvious locked doors, there are
plenty of items with an important “key function” in this

game. And there are also items which don't appea

rto ba

of any use whatsoever, Or are they? On the following lists
you'll find all the keys and items, including where ta find
them and where to use them. Don't farget that in some
cases you'll have to fulfil certain conditions or solve a

puzzle beforehand to make said item appear at a location.
{You'll find more information on this topic.in the column

Additional Information.)
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I; Buildmg World, B7, Page Faqﬁl ) Bulding World, BS, Page | Page
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Forast World, | Use the Blood-
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If you've been following the Walkthrough word for
waord, your scrapbook should inglude all 52 entries

by the end of the game. If you've missed out on a
document, you'll find information about the document’s
name andwhere it can be foundin tha lists below.
Some documents are essential for finishing the game
—you'll haveto read them to make certain items appear,
for-example. Other documents contain important
information to help you splve puzzles, whereas

others wall simply reveal more details about the eerie J
ocourrences in Sauth Ashfield Heights. Most of the
documents are pages from a diary, which an initially
unknown author s secretly leaking to Henry,
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Walter's Showdown

You'll fight against Walter Sullivan (formarly known as the

Man with the Coatl in the grand finale. The monstrosity at the
edoe of the arena i1s surprsingly not Walter's mothar, but the
final mcamatian of the mass murdérer =" Big Waler™, You can
find out more at the @nd of the chapter about Walter's hideous
metamorphosis (also see “Would You Have Guessed?™ an pages
147-148]

The strategy to adapt for this hight depends on the difficulty leval
and whethar or not you want to unlock a specific ending. iyou ==
want Eileen to survive ot all costs, make sure that you keep three
siots clear in your inventory, After using the Umbilical Cord you
should have four free slots. Stanting from either side of Big Walteg
run around and collect all of the spears on that side. Return to tha
middle and stick each spear in turm into Walker. Repeat, using the
spaars on his other side. You'll find more information on this topc
on page 110, By the way, be oxtra careful when using the spaars.
Aftar collecting the second sat of spears, the highlight icon in the
imventory will remain on a haalth ilem rather than a spear. This
conjures up the unfortunate prospect of squaring up to Big Walter
and pushing the Usa Button enthusiastically — anly 1o wateh Henty
drink one of the precious Ampoules instead of using & spear. it
might seem like & small point, but your chances of success will ba
greatly reduced if you waste too many pracious health tems

Prowided that Eilean's condition is nat beyond help, you shaould .

have enough time to finish Waltar off before she is fully

submergead in the red hguid (Fig. 1), IF you're playing the game on

Hard difficulty setting, concentrate your attention fully an Henry

and Walar, Whan yau play the game for the first ime, keeping

Henry alive long anough to mount a sustained attack on VWalter

will be your top prionty, You should therefore have as many health
*iterns and weapons as possible in your imdentory, and anly carmy

one spear &t a time when facing Big Walter rather than picking u|'.'|

h“ all of the spears m one go
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On Easy setting you should take the loaded
Pistal, as well as four magazines, any health
itams and possibly a'battering weapan such
as the Baseball Bat. Normally one pistol bullet
will intlict 19 damage points. In this batte,
howaver, it will only inflict half the ususl amount
of damage. You will therefore need 53 bullets
o get the job done. it's likely that you'll miss

@ couple of shots in the heat of battle, s0 you
may find yourself running out of bullets. This is
why the batfering weapon comes in handy as
& backup should you run out of ammo. Since
Walter winces after three continuous hits, jt's
thearetically possible for you to win the fight
withoit your opponent inking back
Incidentally, Walter's wincing does not signify
that any combination of atiacks is aspecially
effective, it's just a temparary reaction that
prevents him attacking for a shost fime

Un Normal and Hard settings, firearms only
inflict a third of the ususal amount of damage, 50
it makes little sense to attack from a distance
You can also forget about using tha Stun Gun
as it has absolutely no effact on Walter, Better
to bludgeon Walter to oblivion with a battering
weapon. But which ane is the most sifective?
On page 17 of the How to Play chapter, you
can raad about the powerful charged attack
of the Pickaxe of Despair (Fig. 2). In theory, i
takes just a few on-target whacks from this
mighty cleaver to thwart Waltar's hlaady ritual.
In practice, that’s easier said than done, as
the axe's lengthy charge-up time [aaves you
vulnerable to Walter's countaring blows

surprisingly enough, it's the golf clubs that
prove to be your best bet (Fig, 3), They have a
comparatively low charging time and relatively
powerful strike. If you only use charged atiacks,
you can get by with just one golf club on Easy
On Normal you'll need two clubs, and on Hard
you'll need three. This should leave you enough
space in the inventory for health items and an
unbreakable battening weapon. If possible, try
to charge the sttack from a distance, keeping

ut of Walter's range. Onee fully charged,
approach Walter slowly and lat rip

valter's whirl attack. If you

bl throw you 1o the floor. However,
successiul aitack, he won't have a cha 7]
too tar, or Walter will run away. Try and find that sweet spot wher

ust close enough to hit him t-"|u~.fa enough away to prevent him from
mber to keep moving as much as possible whenever Walter

i vill be invulnerable for a
1 he's sidestepping or jumping backwards (see also page 17)
IU's a good stratégy to stand behin L: Waltar, then run around him and hit him
hard from bahind

whirling, Rama

aims his pistol at you. Also bear in mind that

short bme wh

I you saved your game before the final fight, you can load the save again to
sam another énd sequence. You will have the opportunity to watch both the
varsian in which Eileen dies and the one in which she survives, presuming
that you managed to defeat Walter. Read more about this on page 131

Ending Sequances
Special Features
The Harror of 302
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Monstor Secrels

Questions
k Angwers

Did you notice?

Would you
have guessed?
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Game Be sult

- :'_ ‘After the flnar credits rolkfeaturing thu nameas uf averybody
~involvgd in making the gamﬂ yuu'll seg the final evalyation of

vnur gamepiay skills " you save the game  aftanwards, you will

: '3f=g&t-5ﬂ'~'2lﬁi E‘xtras thﬂ fekt ﬂmﬂ vou play.

You will Tﬁp-anna pmm‘& I{:n' gach asp&:t of your g::m'n:-u:l!&ullI

parfotmance. f you" v achieved thaiop Sporein-a category,
tha line'willibe Sholum i ingraen. The total of ‘alrpairits earnad

« determineSyousAank;whichwill be reprasented as stars,

 Dificulty: max. 0 Fni?ﬁ!s' i

L]

. Easy 5 F'mms
. Narmal f{l Points
20 Points

‘Hard

Plar‘ﬁml: miax. 20 Paints

If -,rﬂu manags 1o finish 1he wlmle game within two fales,
you'll'get 20 points. [f you take longar-bae point willbe
subtracted for everpthirty minutes extra that you take to
-finish the game. Se,for & time of 2 hours 1 minute you'll
-get19 points, ahd for 2 hnura a1 rninutas wyou'll get 18
pnmts and s0.0f,

Saves: max. 12 Points

You'll be awarded maximum pointsif you manageto

play throughthe entire game without saving once.

Ouite a feat! Eachtime yousave your game, 8 point will |
be subtracted. If you savetiwelietimes or mora, your
final score will be zero in this [:Etagun,-'

"

Continues:max. 10 Points

= — — s

You'll receive the maximum ten points if you never usa
a Continue. Every time you usa this option, a point will
'be subtracted. So if you've used Continue tan times you'll
be awarded zero points in this categaory.

Enemies Defeated: max. 20 Points
I]efeatmq six opponents earns 1 point. After defeating 12EI
oppanents the maximum of 20 points will be reached. It
doasn't mattar if you kill more. All monsters are included
in this total, including Tentacles and Tremers

Memo ltems Found: max. 20 Points
There are 52 Memao ltems in total to collect. You'll get one
paoint for every five percent of all documents collected
(every 2.6 documents). This means, for example, that you'll
get one point at three, four or five Mema Items, and two
points at six or seven Memo ltems, and so on,

Ending: no points
Indicates whi-::h one of the four ending sequences you've
just sean; Escape, Mother, Eileen’s Death or 21
Sacraments: No points are awarded for any of them,
Uiscover the secrets of the endings on page 132,

Rank r

Thie maximum total that you cen achieve is 100 points. The
points will be displayed as two rows of stars. The larger
stars in the first row represent the decimal place, the smaller
stars represent the unit For example, four large stars and
gight small ones add up to 48 points. If you have just one row
of stars, then you probably have large stars only. So you'll
presumably have an even number such as 90, B0, 70. It's
yvirtglly impossible to get less than 10 points, as you start off
with fivie points on Easy and there are several documents you
can'tavoid picking up. Also, thers are several opponents, such
as Tentacles, that you must kill in order to proceed further in
the game.

In theary, you could actuslly earn 102 points, but this will sl
berolinded down to tén |arge stars. So you don't have to
achieve total perfection to get a perfact scora!

The bestway to get a perfect score is to do the following:
Play on Hard, collect all the documents, and kill at least 120

~opponents. Even if you can't do all that within two hours, or

saving atleast once, you'll still be awarded ten big stars. Don't
waste time collecting unnecessary items. None of the itams
thietyou collectin the game will influence the ranking, apart
from the Mamao ltems.

Gaenarally speaking, the Rank that you achieve has little
meaning other than being an intaresting indication of your
gaming prowess. But if you manage to score 90 points or more,
you'll unlock some cool rewards in your next game. Read more
about these Special Features on paga 133,




ENDING
SEQUENCES

How to »
letermine the Ending

After defeating Walter you'll see one of four ending
sequences. Which one depends entirely on your
performance during the game. Thare are two decisva
tactors for achieving a specific ending: the condition of
Room 302 and the fate of Eileen

Factor 1; Room 302

Yau'll aneountar numerous occult phenomena in Room 302
in the secand half of the game (Fig. 1). Thare is a list of all
the events under the topic “The Horror of 3027 (see page
136), You can choose to ignore these hauntings, or you
can exorcise the ghosts and spirits with the help of Holy
Candles

* |f you have exorcised more than 80% of the phenomena
that haunt your home, you'll see the ending “Escape”™
or "Eileen’s Death”

* Ifyou have failed to exorcise mara than 20% of the
hauntings, you'll see the ending “Mother” or
“21 Sacraments”

It doesn't matter how many occult phenomena have
occurred in total. What matters is the percentage. For
example, if just three appantions occured, but you only
eliminated two of them Holy Candles, the percentage
elimnated is less than B0%. To enable you to exorcise as
many hauntings as possible in Room 302, you should use
the Holy Candles spanngly.

B

Factor 2; Eileen

With Factor 1 vou have made your first selection. Now
there ara two possible endings laft to unlock in your
currant gama. Which of the two you'll ses dapands

on Eileen surviving the final fight with Walter. If Eilean
drowns, you'll gat to see the ending “Elleen’s Death™

or “21 Sacraments”. If she lives, you'll see “Escape” or
“"Mather”

The big question is: how quickly can you defeat Waltar?
The selacted difficulty level is very important hara,
because on Hard, Waiter has more than twice as many
it points as on Easy. This makes him very rasilisnt.
Eilaan's ovarall condition is impartant as wall, If sha's

in really bad shape, she'll ba in a hurry to drown hersolf
in the pool of blood. If she feels fine, she'll take much
longer 1o reach her demise (Fig. 2, You'll find all of the
information on Elleen's condition under the topic Eileen's

Exorcmed Hauntinge

Curse on page 138 0 % eod Mare Lexs tham B0 %
Eileen Surmve Escaps Mabar
You can see at a glance in the table on the nght which
| conditions will generate which specific anding Eilzen Dies Edloer's Deash 21 Sacraments




In the foliowng parggraphs you'll find a short description of
thia ditterant endings iat you can unlock. If you're imtending
to play the geme egdin and eventuslly uniock &l of the final
scenarios, you might preter not to-hive them ravealed tog
s00Mn. In that case, turnthe pagal

S .

s BRI - —
Znding: 21 Sacraments
Conditions:

* You've exorcised less than B0% of the hauntings in
Room 302
P 1§

Nt survnve the fing ant

Bad ending: Room 302 is infested with apparitions. Young and
old Walter are in the living room, The radio is turned on, you
hear the news that Henry Townshend has been found dead
In his apartment. The list of 21 victims is complete. The 21
Sucraments are consummatod

_rf }
Ending: liother

it )

1\ s . ' -
Ending: Eileen s Leath

Conditions

* You have exorcised mor e than 80% of the occult
phenomeana in Raom 302

# Eilean didn't survive the final fight

Moderate I'.'I'Ii'jll":g. HF!I'II"r";'.'Eli,L“. up alone in his bed. The
condition of the apartment seams 1o be back to normal You'll
hear the news on the radio that Eileen Galvin has died in
fospital as a result of her injuries. Henry sags to th
Iving room and calls out her name one last ime: ~Eileen

s
| Happy ending: Henry leaves South Ashfield Heights {Fig. 2} and
| wisis s neighbour Eileen at the hospital. She says:” Guess |1l have

1o find & new place to live, huh?" Fnally the nightmare is gver!
e floor in the

Conditions
® You have exorcised less than B0% of the hauntings in

Room 302 |
*  Eileen has sunived the iinal ight |
.i-‘l'uEIhIl;p! and ng Hanry visits Eilaan at the hospaital She SAYE: K
“Wall, | guess | can go back to South Ashfiald Heights now...”.

But tha last scane shows you that horror still fBigns supreme
in Room 202 |

'__—.--"‘I" e e f

‘}a\“ﬁ___, A 1

Znding: Escape

Conditions: \
= You've exorcised more than 0% of the hauntings in
Room 302

Eilean has survived the final fight




SPECIAL FEATURES

A Brand=new Tear

When you save your game after the credits and
evaluation, the final save data will be called “A Brand-
new Faar”. This save game provides access to all of the
special features you'll find described in this paragraph.
Load the save data from the main menu to staqthe game
for the second time. You'll have to choose between the
difficulty levels (Easy,'Normal and Hard) as usual, but
there are some differences to the usual New Game, for
gxample new weapons.

When you save a Brand-new Fear game, you'll ses the
name displayed in yellow in the menu. In the info box
under the list, you'll find not only the number of saves
and the selectad dificulty level, but also which endings
you've already seen. f'you managed to finish the last
game with at least 90 points, the name of the ending will
be displayed in red. It will be highlighted in yellaw if you
finished the game with 100 points.

Strungth

Chainsaw |

T

* Bondsweapon for Henry
« Where to find it: Forest World
+ Condition: A Brand-new Fear

A " brand new fear” also brings with it a brand new
weapan. But unfortunately the technical specs of the
Chainsaw are not as spectacular as one might think from
looking at all those sharp metal teeth. You can find iton the
ground next to Jesper’s car when you're playing the game
for the secand time {Fig. 1). The lumberjacks’ tool can deal
sevaral hits per attack. Its strength goes up to 12.5 damage
paints per second and a charged attack will increase the
amount of damage inflicted by as much as 40.5 points par
second,

+ Lnlimited ammunition
* Strongest weapon in the game

» Whare to find: Apartment Waorld, Room 102

= Condition: A Brand-new Fear with Rank 80-100 Points

The Submachine Gun is a weapon for Eileen that’s wall

worth the wait. it can kill eEnemies in the twinkiing of an eye,
but power comes at a price. You must have reached a Rank
of atleast 90 points in your last game to get this little beauty.

If you fulfil these conditions; you can pick up the Submaching
Gun in Apartment World — long before you meet Eileen in the

*Hospital. Look for it onthe counter in frant of the refrigerator

with tha Torn Red Paper {Rg. 2). ifyou're short of space, you
can leave the weapon there and collect it later on with Eileen
But it makes more sense to take it nght away as Eileen will
then have plenty of opportunity to use it

Incidentally, the weapon will have & serious affect on
Eileen's curse level (also sea page 138). If you take the
weapon and meat Webter Sullivan for the first time at the
exit of Subway World, Eileen's condition will deteriorate
considerably. A disturking development i you're aiming for
the Mother or Escape endings.

= Bonus weapon for Eileen

L1

Would you
have guessed?




Murse Uniiorm

Cynthia

= Costurne for Eileen
= Where to find it: Apartment

World, Room 303 * Costume for Cynthia
* Condition: A Brand-new Fear = Whers to find it Subway World

with the Ending Escape ar « Condition: & Brand-new Fear with all four endings

Mother and the Mursa-Maoda
If Eileen survived the lastgame, and you've started A Brand- Cynthia has an additional raunchy outfit in her closet. If
new Fear, the Nurse Uniform will be vours for the taking. You you want to see har (and her tattoo) in her party frock you
can find it on the armehair in Eileen’s Room 303 (Fg. 3 in the must have a sava game with all four game Endings. Start
Apartment World {2nd time). Although you can't actually use another Brand-new game in the Nurse mode and Cynthia
the Murse Uniform, taking it will allow you to unlock another will be wearing her new outfit for your short encounter in the
new game mode. subway (Fig. 5]

Murse liode

= New game mode
+ Condition: A Brand-new Fear with the Murse Unifarm and
Ending Escape or Maother

You must have the Murse Uniform in your inventany in your final fight
with Walter. Additionally, you must ensure that Efdeen survives the
fight. Load the A Brand-new Fear save game. After you've selected
the difficulty level an addmonal option will appear: Eleen Costume.
You can choose between Nurse and MNormal (Fig. 41, If you select
Murse, fram Hospital World anwards she'll appear wearing the
skimpy white outfit

MEMORY 'l::.i'lnll‘.l:!_.ll:m-J_._—_E MEMORY CARD slot 2

Return (romeBUIEINE World-Znd time 0z 3a
22 Return from c-Room 302 03:24
RE|E1I'I fr‘_l:l_rE:! Aparim t wln_-]’[l.i_ a0 46
24 Bethrn_{rom CI_?IJttld pom 30T oz 09

5 A Brand-ned' B o 0z-15

Retwin irom WaLeEs IS ET ;Jnd tumec

Eileen Costumsc

MNarmal

™Murse

04
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One Weapon lLiode

= New game moda
=« Condition: A Brand-new Fear with Rank 100 Points

i you successfully achieve a Rank of 100 points, you can
urlock One Weapon Mode. Stan by loading the save gama
A Brand-new Fear. You'll ses an arrow pointing to the

right when you're about to select the dfficulty lavel. Press
right to make another selaction. Easy, ormal agd Hard
are also available, but these diffic lavels ara displayed
in & diffarent colour. The names of the save data will be
displayed in pink from now on

The “name” is the “game” in this play mode, There's
no'Wina Bottle in the refrigerator or St
bathroom at the beginning of the game. Instead, you will
find eleven weapons lying on tha flogr m the subnvway
station next to the escalator: Steel Pipe, Wine Bottla,

Stwn Gun, Aluminium Bat, Spade, Rusty Axe, Bug Spray,
Richard's Revolver, Paper-cutting Knife, Pickaxa of Despair
and Chainsaw (Fig. 6). Choose well, because this will ba
your only chance to choose & Weapan in the game There
is. however, an exception to the one weapdn rule: you will

sl Pipe in the

till find the Pistol tha Torch and all of the golf clubs in thair

usual places

Special liode

= Newgamea mode
« Condition: One Weapon Mode played through
(Difficulty: Hard)

If you've unlockad the One Weapon Mode on Hard and
finished it successfully, you'll be rewarded with yet another
mode. Start A Brand-new Fear using the save game, and

In contrast to the One Weapon Mode, you can obtain all
the eleven weapons in the subway. In addion, you can
collect the golf clubs, Torch and Pistol in their usual place.
The most notable aspect of this mode is that you'll have

a constant supply of Nutrition Orinks and Pistol Bulists m
Room 302 when you returm from the otherworlds

Ending Sequences

Spocial Features
The Horror of 302
Eileen

Monster Secrels

Duestions
L Angwers



Kitcham:
appear in front of the cooker

in the refrigerator (Fig. 7)
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Bedroom:
# yoice on tha phone tels you

"I'm always watching you....” (Fg. B)
= moaning shadow appearsin the closet (Fig. 91
* picture on the wall changes

Living Room and Bedroom:
= cracks appear in the wall {Fg. 10)

Every room:
* ghast slithers out of the wall (Fg. 11)

How often you see these apparitions depends on Bleen’s condition. It's possible
for sevaral events to take place &t the same time. All emit & dark aura, (ssmalar

to that of & Victim), which gnaws away relentiessly at Hemry's Iife energy when
he's in the immediate vicinity. The phenomena have three different danger levels,
ranging from relatvely harmless to extremely dangerous.

Class 1: Windows, shoes, wall clock, telephona
Class 2 Crack in tha wall, dolis, television, refnigerator, wall closet
Class 3 Ghostin wall, sasy chair, peephole, tap, picture

The hauntings first appaar in tha fiving room. Later on, the paranormal activity will The Finale
sprand to the badroom. This is-.a much more dangerous situation, because you E
will land nght in the middle of the sphere of influence of the wall closet, picture Eﬁl ‘“HI
and talephone hauntings whenaver you retum to room 302 f you're quick, you

can usually escape to the living room — even if you arrive at your apartmeant with

minimum life enargy Special Features

The dalls that haunt the wall abova the box are an annoying hindrance when you
want to store or collact items, but if you're axtra careful 'ymg: should be ahle to = The Horror of 302
reach the box without gatting too close. Once the box is open, the apparition can't -
harm you until you close it again. The wall ghost is equally dangerous as it can Eileen
crawl out of every wall in room 302, When he appears it's time to exercise your !

inner exorcist and getrid of him guickly before he does too much damage.

= Exorecisnm

You can dispel the hauntings with the help of a Holy Candle. Just place one as
close as possible to the phenomenon. Usually you can put it on the floor oron a
chair (Fig, 12). The closer the candle is to the oceult event, the soonar it will work
Placed cormectly, one candle should be enough to do the trick. If you want to gat
- 7 close to the source of the dark aura, without losing 2ny bfe energy, equip a Saint
Vi = : Medallion to protect yourself. The first tme you equip @ medallon under thase
7/ E - : circumstances, you'll see a message: “The bad feeling is getting weaker_ It must
/ bo this medallion._.". Bear in mind that the protective power of a Saint Madallion
has its hmits: after a whila it vall shatter

The pendant doasn't just protect you from the appantons, it also helps to get

rid of the phenomena by reflecting its power back, and damaging . Why not try

equipping a Saint Medalhon and use it to exorcise one of the weaker phenomena |

such as the clattering wandowsT Just bear in mind that compared to the Anti-ghost |
— effect of a candia, the medalbon is rather weak. A Samt Medalhon won't suffice

ngainst the mystarious lump of lash in the fridge. for example.

The exorcising of the phenomeana directly affects the ending of the game (also
saa page 131). Even if a haunting disappears all by tself, it vall only count as a
succassful exorcism if you've used a Holy Candle or a Saint Madallion. If you
axarciss hauntings that appear in several rooms at the same time (like the wall
ghost and the cracks) they'll disappear completely. Most of the phenomena won't |
appaar agatn after having bean exorcised. Only the cracks in the wall, the dolls

and the wall ghost havae a tendency to reappear. The dolls {Rg. 13) won't eppear if

vou carry tha Shabby Doll from Apartmant Wiarld.




|
EILEEN |

"2 1
Eileen s Curse

Eileen is under the influance of some kind of curse. She's
possessed by Walter, and tha worse her condition gats, the
more she loses her frea will. You can tadl this simply by looking
at the colouriog of her skin. If Ellean’s condition is really bad,
you'll see dark bruises and scars. Her condition is affected by
a variety of different factors

Long-term effects on Elean’s condition
* You leave Eilean along
= You leave Eileen alone in a room with an opponant
|tha obsession will rise significantly faster)
= Eileen is wounded by an opponant
= Eileen drops to the ground after being attacked (Fig. 1)
= Henry attacks Eileen when there are no opponents in the roam

Short-term effects on Elleen’s condition

* Eileen drops to the floor

= Eileen stands next to an anemy's dark surs
« |lse of the Submachine Gun bonus weapan

In some situations you will have no cholee but 1o lasve Eilsen
alone. Tha longor you leave her, the more her candition will
dateriorate, Theraforae it's nevar a good ides to leave har for too
long. If she suffars too many ill effects from your absence, you can
always take positivie staps to restore some of hor sanity,

Positive changes:
{* The ciysse leval goes down when Eileen is with Henry

But you'lLhave to keap active for this to have any affect
It's not anough for Hanry to stand naxt 1o Eilean while you
go off and mako & cup of tea. ( This will only have a very
small positive affact.)

¢ |iza ap mam with an Anti-Ghost Effect - preferably & Holy
Candla (Fig. 2. Tha Saint Medallion will reflect the occult
aura, but this will anly help Elleen if she herself activated
the aura

lt's possibla to sooth Eleé#n's tormanted soul for & shon
tima. Light a Holy Candie in front of Eileen, to instantly raise
her spirits. You should slso place a candle at Eileen’s feal

WhHEnever you have to ieawve her alon Ihere are, however,

* Henry bumps imto Eilleen (Fg-3)
* Henry hits Eleen while there are opponents in the room

Even if Eilean is so distressed that she cries out at Henry's
clumsiness, it won't have any overall effect on her well-being

You'll see the physical effects of the curse for tha first time
when Eileen and Hanry encounter the grown-up Walter upon
leaving Subway World (2nd time). But the curse level will have
baan calculated evar sinca Elloan met Hanry in the hospital,
This means that her condition can changa dramatically for the
worse from this point anwards,
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The Possession

The evil effects of Eileen’s condition will becoma
increasingly apparent at the end of the game. Once
you've banished the memories of Walter's father and
returned to Eileen on the staircase (Fig. 4), she'll react
to the sketchbook {see also Walkthrough, page 108
There are three different versions of Eilesn’s resction
- depending on which curse level she has reached!

Level 1: -

ir's terribie... That poar little boy.. His parents fiist thraw

him away right after he'was born... Poor thing.. He really
thinks that Room 302 is his mother... I've gotta..I've gotta
help him

Level 2:

Oh, my head hurts_. Th-That boy..he's coming in... His pain
Ifeelic.. Oh, it hurts_. That boy... He reaily thinks that Room
J02 is his mother_. O, my head_ Oh._oh God. I've got to help
T

Level 3:

Daddy...? Where are you...? Where did you go..7..
Mummy...? Mummy! Why...? Why won't you waks up... 7
H-Henry..? Ah, my head... Mummy... Hanry... That bay.. |
have to help him...

Dnly a short time after that scene, while you're examining
the Umbilical Cord in the superintendent's apartmant,

will you be presented with ona of another thrae possible
phrases that Eileen might say (Fig. 51, Howavar, this won't
change the fact that she leaves Henry behind,

Level 1:

Henry? Are you okay? it's Walter.. He's erying... Even
finishing the 21 Sacraments... It won't help that boy... I'm
going back, Henry... To the room whara he is,.. We're the
only ones... The only ones that can stop him..,

Level 2

Henry? Are you okay? Walter... He's crying... Even
fimishing the 21 Sacraments... it won't help that boy..
I'm going back, Henry Townshend.... To the room whare
Walter Sullivan fs_. We're the only ones... The only ones
who can stop k..

Level 3:

Daddy...? Mummy... ? Why did you leave me? I'm scared.
I'm s scared... It's dark, and I'm g0 scared... Mummy.,
Mummy._? Are you asieep...? Mummy... Il wake you up
| will,

The cursa level is a really important factor in the final
fight The worse Eileen’s condition (the more sha is
under Walter's spell of pussession), the faster she’li rush
towards certain doam

It's not only Eileen’s skin colouring that alerts you to her
curse leval. Her speech gets increasingly bizarre as the
CUrse starts (o eat away at her sanity |Fig. 6)

* I'mcold.. Help ma.. It's him... Ha's eoming in..
* 'm scawed!]

+ Where's mommy??

+ Daddy..? Whera's daddy???

« Mommy.. Wake up... Lot ma in.,

=@

FI'RESHES @S

5
& Jo.se ph 0

« Hen_.ry_. Towns._hend._

* And God said, thou must return to the wellspring
of sm.

* And God said, separate from the flesh too, she whao is
the Mother Reborn and he whe is the final Receiver of
Wisdom.

. FRISE<.

« =R _FI'GISFR. T

Once Eileen starts spouting gobbledegook, it means that
har condition is getting very serious. She will frequently
stop and hit her injured arm. Aside from being downright
disturbing behaviour, this mania also causes Eileen to
amit a Victim-like harmful dark aura. Place a Holy Candle
in front of her before she can do too much damage,
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Eileen’s lionologues

T

Apart from the jndicators of Walter's growing influence on
Eileen mentioned gn page 139, she’ll also start talking to herself
from time to time. It's most likely to happen when you stop
tempararily. Dapending on where you are, she'll utter several
santences at random.

Hnsphal Wurl-:l

| = This is-a nightmare..ltcan't be happﬂnmg

= Jown? Where could thatbe...?

= The boy that helped me... | wonder if he's okay..

= Howdid | getinto this..?

« That man with the coat... Something about him isn't right

— = —— e —

IJn !ha wnll:mv between the Wnrld&
= Whiatis thisplace? .

= This 15 just horrible.. (Fag. 7)

» | wondar what could be down there...
= This must be what Hell is fike...

‘Subway Warld:
* [wonderif Joseph is still alfve...
s This looks like South Ashfield Station...

| = This lopks like the station closest to our apartment...

» | used to livein North Ashfield.. | ussd this subway all the
time when | was younger..

| Forest Waorld:

| = Could this be...Silent Hilt woods...?

| = ['m protty sure that somewhera in these woods,

| isan orphanage called Wish Houss... .

- = | studied archaeology back in callege, but.,
i L. - -
| S e

- Water Prison World:
| * It's 50 damp.and gross hare,.
- = Could this be..that Sitent Hill cult..? The place where they
Kept all those kids focked up...7
| * [ wonder if this is where that boy was kept tog...
» That article that Joseph said he was writing...
Was it about this place?

| Building Waorld:

| = Fremember this place.../t looks a lot like downtown Ashfield..,

= Are youi...okay?

+ Considering the circumstances, [ guess we're doing pretty
good, iuh...

+ |5 this really what happened to the city... 7 Or are we just
going insane...?

+ I'm in too much pain for it to be & dream... Plus, [ can see you
sa claarly..

| Apartment Warld:
| = This is our apartment building, but..now it looks like some
kind of nightmare.
* Vo can'tgatout of here...?
« That boy.. | feel so sorry far him,

This 12 just horrible. ..

Walter’s Diary

Back when young Walter Sullivan lived in the Wish House, he

—— wrote an unusual diary. You'll find 16 different notes on stones

or tree stumps. in the Forest World (see pages 82 and 83}, Henry
iz unable to read them, but they make perfect sense to Bileen
{Fig. BL. She'll only reads out loud when there are no distractions
close by [such as monsters or little boys).

0B

" = Octaber st

He tofd me | could write whatever [ wanted because nobody
will ewer see it | fike fo write. My reacher taught.me how

Explanatory note: "He™ is probably Andrew DeSalvo, who
worked as a warden for the cult at that time,

= October 2nd
I playedwith Bob. ftwas fun, tru: ' wen; too far away and
“He " got angry:

Explanatory note: Bob and John {mentioned |ater) are other
children from the orphanage.

= October 3rd
| played with Bob again. | went evén further this time...
(The writing fades out after that..)

» Dctober 4th
My chesk hurts. | hate him.



+ Detober Sth
I got hit again, | didp't do anything wrong.
I wish he was dead.

* Dctober Gth
Tomorrow is Book Study in the chapel If | can’t read well,
'l wind dip like John. I'm really scared.

= Dctober 13th
I finafly got outside. John is stilf stuck in thet round call,
P hope | read wall tomarrow: )

= Detober 14th

I didf a good fob reading today. | was so happy. But the 21
Sacraments for the Descent of the Holy Mother was hard.

* Detober 15th
Bob is gone, Nobody will tell me what happened. | bet..,
(I can'tread amy more than that...)

* October 16th
Some impartant people came today. One of them, Dah._
(fy’s cut off_I can’t read any more.) -

* Dctober 17th

The important lady told me my mother was aslgep in
Ashfiald. | have & mother, too, I'm so happy. | want to see
my mother. Whers iz Ashfiald, anyway?

Explanatory note: The Important Lady is a key figure. lf's
Dahlia Gillespis from the first part of the Silent Hill series.

* Oetober 18th
I trave to stay in the round cell even if | read welf
tomorrowe If | do it God will be happy. So | will do it
He comes into the round cell & fot to visit, but it's okay |
guass,

October 21st
Sunday is the day | leave the round dell to read the
Book. | read very well today. If | can do a good job
reading the 21 Sacraments for the Descent of the Holy
Mother, I can meat my mother. The important [ady told
me that. But tomorrow ['m going to the round cell again.

October ZBth
I frave to take a train ar somathing 1o get to Ashfiald,
Everyone says Ashfield is a scary place, but | really
want to ses my mormmy.

* February 10th
| want to visit Ashifield again. Again, I... samething...
somathing... ..mommy. {Some of it’s blurred and | can't
read past there...) :

L

* March 17th
I went to Ashifold again. It was my fourth time. Jus? like
last ime, my mother._something... The city is scary and
the apartmant where my mother s has... (Um, | can't read
any more than that...)

Explanatory note: There Is a hint in this inscription as to

why the Building World balongs to the nightmars worlds.

Eileen can only read the tmds because she's possessed by
Walter. That also explains why sha reads the inscriptions
in a child-like voice whan the curse level is high. I her
condition is bad, she can read even more of the Inscription
in some instances. .

* Dctober 3
| playd wath Bob sgin. | went even frifier this time. There
was a hew; rock. [t was reely kool HE beat me up sfirit

= October 15
Bob fs gawn. No body will tell me wut haping, | bet HE did
it =Andruf

* Detober 16
Sum impauriant peepla came today. One of them wuz 3
lady namd Dalesuh...

* Fahruary 10
| went to Ashfaeld agen. Again | couldn't find mommy:
Sum mean girls in the train sed mean stuff (o me and | got
scared He haet me agen toa

Explanatory note: There's a hintin this inscription why
Cynthia is one of the victims [ “the mean girls in the train”)

"« March 17

{ wentto Ashfeeld agen. It wuz my forth time. Just like
befor | didint see mommy. The sity is scarey and the
upartmnt werg mommy 8 har a scaray guyin it If | can
Just reed the 21 sacrumantz for the holy mother thing |
can be with hier




MONSTER SECRETS [ g

The ?lctlmb

These monsters get their name from Ihtr fact that they are the
victims of Walter Sullngan, or more precisely, the ghosts of the
deceasaed victims of the serial killgr. Doublehead and Walter
Sulirvan also balong to this group

All ghosts emit & toxic dark aura that sucks Henry's ife energy
if he's standing within a radius of approximataly five meters
They also boast a natural healing power that anablas them to
regenerate their own lost HPE. The table ion themght-ol-this.page
cutlines their powars of regeneration,

— ¥

Vietin - 0ld Type

Inta: Victim of the Firs: Revalation, The haart
wai fippod out for the “Riwal of the Holy
Assumption”

# Thran fimas tha ususl anti-ghost damagn

- Loval Stamina || Attnck | Spend

'_,. Eany 100 80 750 | 044
 Normal | 200 i0 w12 | 0z
] ) Hard 0 100 15-11 I Q6-1.4

.’ 7}
Vietim 10
Inba: Terth wictm af tha Frat Revelation

| yEumigsr ma fl
 Thine bwnas tha usial anti-ghast damage

Samina | Amsck | Speed .
| m | 158 | osis /
| m w2 | os2
| 1518 ! 07528

b 13 vieti, Second Revalateon |
Ghoet of an old waman -

Staming 1 Atmasch | Spesd
=i By B %0 168 | o
Nermal 150 = 10-12 ! 05125
Hard ] ki 1518 I 0815
f <5

i o

T —

) Lol

| Aura Domage | Healing Power
| 0.2 Paints 2HP

0.5 Points P

Easy

Narmal _3 HE

1 Hard

1 Point _1 HF

F _ ——

Should a ghost's stats differ from thase values, you'll iind the

details in the info box_ (Details on the boxes can be found on page

19} Decasionally you can also find some information on 'Ants-

Ghost damage’. Not only do Saint Medalions and Holy Candles

block ghosts” harmiful apras, they also reflect damage back onto

the appartions. Usually this happens on & 1:1 basis. Some Victims
___are more sensitive 1o it, some less.

T

Info: Fourth wictim of the First Ravedation,
|middie-sgod person)
= Tiwice a8 much anti-ghost damoge

.. Loval WP | Stamina | Anack | Spesd

e —l_ o
Easy 250 | 7515 | 12

12525 —

153

10-15

|

|
Mormal |
125-15 I

Herd 100

Vietim 12

Infi: Twwaifth wictim, sacond wistim of the
Sacond Revalstion [young man 0 3 sweal
suith
= Thres Gmes the usuad ant-ghost damage

| Stomima | Amack | Spesd -
L Eaww wm | m 7519 g5-12
l | e o 0615 ,J
1518 I 07518 g

- - =
Yictinm 14

e 16= wictm, Sscond Revelabon
= Three omes the usuzsl anti-ghost demage

1
| Stamina Attack Spend
| Easy 00 & 754 | 0S50
prmal 400 109 012 | 0814
MHerd | 500 140 15-18 ! B7-18
— -




Ghost=Cynthia PR

Imdoc 167 vactem, Third Reve'ation
Lashes her vici=ws with het long hae
Skthers rapidly across tha foar
=Aurn damage 04/71/3

el 17 siztim, Thirs Revelaton

= A filth of ant-ghom demage

« Aurs damage T/ 10/ 15

& Rivs redis 2 maters

* Hasling powar, 37 4/5

* The burning Torch inflicts anly 8 1/4
of the wsunl damage

NP Stamina | Adinck | Spoed || Saminn Artach | Spend

300 o | 750 | os2 | w0 7515 | 18228
f Normal B0 110 10-12 f 0.75-28 H-15 153
: ard ) 150 15-18 [ (TR 12515 3318
l-_ * p—y =

Info; 197 wiotim, Third Revelation,
+ Doasn't foat, can wabk through walls, b
% able o tefoport. Moves unprodictabiy
= /2 anti-ghost damage
* Ayrp damage-0441/3

= Apry radies 3 metery
= Healing Power: 3/ 4/5

F
lbo: 187 wictim, Thard Revelation
* Damaped daalt by his anging: & 7/ 10
= Singing can be hlocked by Saint
Medallions and Holy Candles, but not

reffacted haek /
* Aura demage: 1 /1573 |

* Aura radiug 4 metars
# Healng power. ' 4/ §

Stamina | Amsck | Speed level | WP Sumiss | Amuck | Spesd
[ w0 | W | 03428 fary @ | m | 151 0%
| 200 820 | 0415 Norma | wis | ps3
- Haed 300 16-20 } 052 Har 120 | 20 18 053

e

Creatures

i
Vietim 13 ey,
gactin 1l ~ Walter Sullivan
Although tha Doublehesd is » corporesl
cregiore. it ks still regarded na & viectim of
the First Reveletian, The Doublehend is in
et ten people, Billy and Midam Logane,
Walter Sulliven’s seventh and esghth = Healing power: 4/ 6/ 0
victims The suboonscious gusit of the mass U Damnge of his nttachs
murderes is manifested in this two-headad B what 10, blow 18, charged
creaturs, 8 | blow 25, stab with
& Chainaaw: 7, swiap wih
chainsaw: 12 [par bl

& At 11* wictim, first wictim of
2 the Second Favalatian

3
3

. . £

] 'i Lewei | WP I Anack Spoed
2 |
% Enl 45 Hn 7-25 1-4
The Dowblghesd-mutaton is slso o A : - I
manifesiatian of Water Sulllvans =1 & = Normal L] 280 1-25 -4
subcondciows This monster was born out K- |
of his memories and the smotions b fol - gid 1% - 15 L,

Feir his family, r3
7 ;ﬁ_hnmufltn tha Futund of the Haly Assumption, Walter Sullivan

Ll to becama his own victim. As he made himsel tha lord of the
Woedds. e can't be deteated in any of them.

="

3 mfiict e demage on Watkar Arsciy wll the burmirg

Ewal thiwd Dmad 8L much &1 the cauel damege. Wettsr wonr f}
i of o ey PEELTCN MRETIOEVET whien FiEsched with the
Chisirsnw of Torch, bat the sttacks wal 53| cause him demage

e
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Imfo: Tho Frame Man consists of 12 Wall
Man, The Dae Truth (ses also page 102
hais tewece b mauch HP ps all cho others, N
ha gats hit, all the othar Wall Men in the
room will react, too. Whaen you'va defaatesd
the One Truth, you've defeated tha Frame
Man; so no need to waste time aitacking
the athars

| Sumint_ ,I Atack Spood

Tl = ey
120 10:15 ’ . A
15215

iF
1%

ol =y

&

Inthe following section we hope to answar any remaining
questiunjsl that you might have about the game. You'll find more
information,on the stary of the game in the section "Watld you
have guessed?” at the end of the chapter.

P 1= it true that collecting items has no influence whatsoever
on your ranking?
I: True,

7 Iz it worthwhile fo collect all the golf clubs?
I: The golf club collection hes no intrinsic value whatsoever,

7: Is the Stun Gun worlh the detour (also see page 5417

I: Probably. The Stun Gun is rather effective against hordes of
monsters, which are vulnerable to electric shocks. It's also very
helpful in the fight against the six Doubleheads in the generator
room, and against the five Nurses in the South Ashfield Heights
staircase.

7: 'm stuck at a certain point in the game. Any hints?

I: Henry is strengthened by the repeated use of Continues (also
see page 18). The effect fades in time, but it can help you to
overcome certain difficult situations. For example, if you are
gxperencing problems with Walter in the final fight, vou can
make things easier for yourself by using repeated Continues. If
you run out of health items. you may well find one in Room 302
aftar using a Continue. On Easy and Normal you will often find
one placed there at random.

ot _=g_=:,E:-___;*—-1 h‘;:'__‘:ﬂ—'?_w:‘v‘ _ o ﬂ_d_-- N 'y :

The mare intelligent type of Aubsar Face is not only
able o use goff clubs as weapans. He's also outto
steal waapans and tems from your invantory, Kegp
& close eye on your Sweel Pipe, Peper-Citing Knile,
Golf clubs, Wine Bonle, Stun Bur, Bug Spray and
Hely Candle as ha'd lke vo taki &l of thim, Unike
Henry, a Rubbar Face can use o Holy Candle against
yau as an attacking waapon. Dnco you've defeated a
Rubbar Face you can retrseve any stolen item.

T

Some Wheeichslrs castthe shadow of & human
Bming. This spacies is extramaly dangerous. They
ave more than twice as much HP as & standard
whealchair, and thay also cause a higher
aura-gamage af 1,3 /8 paints within & redius of
twa mietors, i

a i " i
="y
- -l L .\-:___.r'"-’ L

? | can't find a Red Diary page where it’s supposed to be...

|: The pages have to be collected at the right time. Red Diary
4th April will disappear after Richard's death, for example, The

antry for 8th April will disappear after Andrew dies, All the notes

under the door of 302 will disappear when the door is finally

opened with the Keys of Liberation.

7 Are Victims inviineralile while getting up?
I: No, A Victim may not seem to reactto an attack while it's getting
up affthe floor, butitwill still be taking damage (Fig. 1), this will be

. combined with damage from the first hitin its "normal”™ condition.




7-Is the spiked ceiling in the hospital deadly? # W1 run into & Tentacle, will it count as a defeatod monster?
I: No. This “trap” in one of the rooms on the upper floor is I- Yes. It will be considerad to be a defeated opponent fof the
not dangerous (Fig. 21 purposes of your final total score (Rg. 4. The same apples for
Tremers. When you crush a larva if's countad as a defeatad
opponent. On the other hand, i a monsteris lollad by Eleen o
Walter, it will not count towards your final total score.

02
?: What's going on with that giant worm in the subway?
[: Mothing at all. You can’t kill it, and it waon't attack you aither
{Fig. 3. The same goes for the worm in the Water Prisan. 04
#: I've found a Steel Pipe in Building World. Does if have
any advantages?

I No. You can't have two of the same weapon, so if you
place both in your inventory or box, one of tham wall
disappear

7 Will Henry die on retuming to his bedroom if if’s haunted?
I: Not abways. Even if you don't have much life energy left,
vou should be able to reach the door to the living room
before the phenomena start to take their toll. You just have
to start running at the right time.

7: Can | use firearms in Room 1017
I: Na

7- What happens when Heary takes the Umbilical Cord?
U3 |:The pictures that flicker scross the screen show how
7 Which puzzles are more difficult on Hard? 'Walter was abandoned by his parents |Fg. 5)
|: The comect rotstion of the calls in the Water Prison
You'll only find the texts “I'm sleepy..” and *| want to go
home” in the two Surveillance Room Reports. So you'll
have to try itwithowt & detailed explanation of the operating
made and without the impartant hint about the bloody beds

?: Is the tarch & mare powerful weapen when lit?

|: With most of the monsters it doesn't make any diffarence
It inflicts mare damage on Walter, but almost nong on
Jaspers ghost

7 What's the use of the giant head in the hospital room?
I: It has no function, other than baing raally, really creepy

05

 Is that person hanging from the ceiling in the Room 302 of
the Past really Joseph Schreiber?
I: Yes, indeed. More precisely, it's s ghost

7 Is it possible to open all of the doars in the game?
I-No, some doors will remam closed for ever

¥ Is there a UFD ending?
I: No, unfortunately there’s no UFD-ending!
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DID YOU NOTICE?

r

liyou leave Hanry alone farafew minutes he'll start to'mave
around a bit, What he doss dEpEﬂ:ﬂE gnitheweagon he's holding
{Fig. 11,

You'll s&e & round symbol or a silhouetts during the loading
times of the game (Fig. 2). You can move these patterns around
and distort the parspactiva with the stick or the approprizte keys
or buttons.

Uz

You'll see bloody hands printed on the wall when you're looking
out of the peephole in your front doar,. The number of prints
relates to the number of Walter's victims. At the beginning of the
game there are just 15, aftar Cynthia’s death 16, and g0 on.

Even on your first excursion to the Apartment World you will
motice that there is something wrong with Room 302. Althaugh
the floor plan of your own apartment isn't shown on the map,
you can deduce from the two apartments under it that there are
rooms missing in 302,

(ccasionally you'll hear reports in the news on the radio about
the impropar behaviour of a Mister Suguru Murakoshi. Could it be
coincidence that the director of this game has the same name, .7

In the wery first sequence of the game you're npt seeing through
Henn's Byes, but Joseph Schraiber's. He wrote-his comments
on the condition of the apartment in Red Diary - August 2. His
remarks of the furniture are further proof {“Whera did this big
TV coma from..? | thought | had & record playar here..”, “That's
wiird.,. My red typawritar is gone...”). The two residents of

-Room 302 dre pbviously sharing this experience, begausa Henry

is alsp abletoremember the “dream.”

When you get the Superintendent’s Memo and retur from
Building Waorld, you'll hear someone knocking on your door On
looking through the'peephole you'll see the wwriting on the wall:
"Batter check onyour nalghbour soom.”

You'll find signs leading to Cronenberg Street downon the

King Street Line platfarmin the subway world (Fig. 31, This is in
homage to the director David Cronenberg, who is famous for his
harror movies (for éxample “The Fiy”)

w03

When you're coming out of the Pet Shop on your second visit
to Building World, you'll find a newspaper lying on the fioor An
articlg in the newspaper infarms you that the shop has been
artacked and the owner, Stave Garland, killed. If you return to
the pet shop, you'll find it in the same condition as it was during
the attack (Fig. 4}, According to the Red Diary — August 7 Steve
Garland was Walter Sullivan's fourth victim,




On your first visit to tha Wish House the fromt door will be
closed. If you retum to Jasper instead of going on to the
graveyatd, he'll say: “That building, did you see it? A long
lime ago, | was curious, so | took & look inside... | was

$0 scared, | come right out . People say the town near
hare... Crazy stuff happens there too... Thay say those
guys have somathin® to do with that too... That place is
real scorytoo..”

If you're brave enough to risk looking outside during the
occult phanomenan "bleeding peephole”, you'llses an
extremely battered looking Henry Townshend standing in
the hallway... (Fig. 5

WOULD YOU HAL

Silent Hill 4: The Room may be the fourth instalment in
a saries, but you don't nged to know anything about the
preceding games to understand the story. Just the few
well-gstablishad eleaments reappear this time around,
inciuding the raligious cult of Silent Hill. Read onto find aut
whare insiders are pricking up their ears, and where real

. Silant Hill aficionados nod sagely.

And just in casae you still think that hell hatino fury ke

a Walter scorned and wonder why he actually did all'the
thirigs he did, you can read the mast important points of
the story again on the following pages. But consider this
it's highly recommend that you only read this information if
you've already played through the adventure ot least once.

Walter Sullézgn

. The name of Walter Sullivan has already been mentioned
nthe second part of the series. A newspaper article told
about the murderof Billy and Miriam Locane and about
his suicide in prisof. There was no talk whatsoever about
further crimes or even a Walter Sullivan case at this time
The whole thing merely belonged to a morbid quiz, in which
the name of the murdarer was mentioned.

Joseph Schreiber

The nama Joseph Schraiber appears briefty in the third
part of the series. He's quoted as being an author of an
article sbout the orphanage of Silent Hill. At that time the
arphanage was still known as Hope House. Apart from
that, the text 15 identical to Joseph's Article which you've
found in apartment 301. The article had no further meaning
in Silemt Hill 3 2nd its main purpose was o creata an
ominous atmosphere. (By the way, it's no coincidenca that
the journahst is called "Schraiber™ - “Schraiber™ means
y “writar” in German.)

Dahlia Gillespie

SILENT !
THE ll!g]ﬂ’ﬂ‘

How 1o Play

Walkthraugh

Secrets

E GUESSED? |

Frank Sunderland

One of the random comments about the phatograph in
Henry's living room is the following: *1 got this phota fram
aunderland, the superintendent. | heard his son and
daughter-in-law disappearad in Silent Hill a faw yaars
back..". The superintendent's son is none other than
James Sunderland, the main character of Silent Hill 2.

One of Walter's diary entries scattered around Wish House
mentions an important lady. This is a reference to Dahlia
Gillespie, the leader of the religious cultin the first Silent
Hill Adventure. She sacrificed her daughter, Alessa, so that
her goddess could be born. A piece of paper in the Wish
House reminds us of her daughter with the message "Hava
you found Alessa yat?”



llemories ol
Silent Hill

The graphic print on Jasper's T-shirt {Fig. 1] shuws the goddess
of the Silent Hill Cult. This deman is the final boss in the first
game of the series, His (or her sign is the symbol you can see
on the loading screen. This symbol marked every save point in
Silent Hill 3 (Fig. 2).

02

This eute plush-bunny on Eileen’s bed (Fg. 3] is the mazcot .
of the fabulous Lakeside Amusemeant Park (Fig. 4}, one of the

also visited that famous town sometime ago. ..
can see & bunny-shaped hot-air balloon flogting over the town
whean looking out of Henry's window.

03 04

|

wqnet the fellowing message: “There's something in the toilel..
Should | grab it?*. And then nothing else happens, because the
answer is “I'm niot brave enough to do it..."

an important item out of the toilat.

If you turn on the radio, you might hear the following

advertisemant for the pleasant holiday resort of Silent Hill. “Are

you yeamning for that special placeto spend quality time with

your loved ona? Thistext is a reference (o a letter written o

James Sunderland, which played an impontant - and special
role in Silent Hill.2

The wheslchairs a;é avocative of the first par of the series, in
which Alessa was whaelchairbound. For this reason they are
also omnipregsnt in the thifd part of the series.

In the hack room of Raom302 yoli can find a bottle of white oil
and a bowl made from obsidian (the black.cup in the document
Dascent of the Holy Mother), These objects and two holy books
were also needed in Silent HiMLZ for & ritual to bring the dead
back to life. :

The photographs in Room 302 are all remindess of past Silent
Hill adventures. The lighthouse was:a logation in the first game.
The comment “There was even a rumour that & UFD came flying
right by the lighthouse.” is an allusion to the infamous “UFD-
ending”, which saw the hero of the game being abducted by
aliens. (Unforunately, this time there's no UFD ending!)

locations of the third part of the senes. So apparentty Eilean has
Occasionally you

If you're frequently investigating the toilet in the bathroom, you'l

. This is a reference »
to an incidant in Silent Hill 2 when James Sunderand had ta fish

The church has been an
important location in parts 1
and 3, Part 2 started &t Toluca
Lake, The picture of the fine
and sunny day is espacially
amusing: “Apparentiy, t's
supar rare to have a sunny
day in Silant Hill" s
That is an undarstatement of enormous proportions, because in
the other games Silant Hill is always shrouded in dense fog

[Fig. 51. You can hardly see your own hand even when you hold it
up to your eyes. Indeed, the malevolent fog, and the mysterious
terrors that sa it as a cloak to mask their evil deeds, ara =
trademarks of the Silent Hill saries.

Thlrd Revelation
All four of Waltﬂr s victims have & cunnectlun to his p'isT
however unwittingly. It's obvious why Andrew (warden of the
orphanage) and Richard, wha chased young Walter out of South
Ashfield Heights had to die. A diary-stone in the forest will tall
you why Cynthia was targeted (see page 141]. She represents
all the mean girs, who wera nasty to little Walter on his way

to the town. Jasper is a fan of the religions cult who operated
the terrible orphanage. His t-shirt makas that pretty clear. Ha
also knows the bible of the cult, as his lectura about the Third
Revelation proves — he'll get started on that as soon as he sees
young Walter

His would-be fifth victim, Elleen, also knows Walter from his
past Walter will tell you in the monologue on the stairway of
the apartment building that she once gave him the doll. The
gdditional fact that she lives in apartment 303, exactly next to
the apartment where Waltar himself was born, makes her the
Mother Reborn.




il

-

Other Worlds

Allthe grussome locations in Silent Hill 4 have some
connaction to Walter's childhood, He had to usethe
Subwayto get to his “mother” in South Ashfield. The
Forest was the locaton for the orphanage he would hava
spent his childhood i if he hadn't been locked up in the
Water Prison, The Buitding Warld is the- cify of Ashfiald
which scared himas a child, as the diary stones in the
forest will toll you |see page 141). And after his birth in
the apartmeant building of South Ashfield Haights he was
taken to St Jeroma's Hospital. Due to the Ritual of the
Haly Aszumption all these places becamea part of his
bigarra world.

Rituals

Waltar Sullivan enactad the Ritual of the Holy Assumption
ten yaars ago inthe back room of Room 302. According
to the unholy book, Descent of the Holy Mother - Tha 21
Sdcraments, he needed white oil, 2 black cup and the
Blood of the Ten Sinners to perform the ntual Because of
that only the hoarts of the first ten victims were removed
The othar victims remained intact The ten murders are
the'Eirst Sign for the Completion of the 21 Sacraments

The Second Sign is the ritual itself. Four more victims
werg neaded for that: the personifications of Yoid, Gloom,
Darkness and Despair — the last one in the person of
Joseph Schralbar, Thus Walter was released from the
bonds of the flesh, and gainad the Power of Heavan.

This way he created a world of his own, for him alone to
gontrof (also see Book Scrap). So its not really all that
astonishing that you couldn't finish off the Man with the
Coat once and for all.

The story af Silent Hill 4: The Room finally tells you of the
completion of the 21 Sacraments, which were supposad

The Final Sign

On his descent from the back room of Room 302, Hanry's
path will take him 1o & red chamber. At the beginning

he's floating in an embryonic state and the whole room s
immersed in red — symbaolising tha womb. On the wall you'll
sea ten glowing gravestones — aquivalent to the ten victims
of the First Revelation. Further down, the final fight wall
gocur. It takes place in an in-between world, which partly
gxists physically undar South Ashfield Haights — that's why
Walter is shouting somathing to young Walter while loaking
upwards. Bacause young Walter is "upstairs™ and knocking
at tha door of Roam 302.

At the beginning of the fight you must follow Joseph
Schreiber’s from Room 302 of the Past You'll have o follow
the mstructions in the Crimson Tome. "You must bury part

of tha Conjurar's mother's flesh within the Conjurer’s true
body”™. The “part of the mother™ is the Umbilical Cord, which
supanniandant Sunderiand has been 5o kind to keep for
thirty years in his lving room. And the “true body™ is the
manster a1 the edge of this area — Big Walter. That is the
true Walter, who axecuted the Ritual of the Holy Assumption

10 lead to the Descent of the Haly Mather. The Third Sign
is tho four victims: Cynthia, Jasper, Andrew and Richard,
roprasenting Temptaton, Watchfulness, Source and
Chaos. The Final Sign requires the deaths of Elleen and
Hanry

Thamast hizarre aspect of the whole story s that Walter
raally wants to make his delusion come trug and bring his
awn mother back to ife. According to his bibla he wants
to frae Room 302, which he regards as his mathar, from all
the corruption of this world. The problem is that the “Holy
Maother® from these scriptures is not just any person, but
the demaonic goddess of the religious cult from Silent Hill

all those years ago. Do you notice how his poss and the
tube-like structure are reminiscent of s old, human body
in the back roomT The Man in the Coat is just an image of
Walter, an unholy idal he created himsalf, Young Waltar

on the other hend is another product of his subconscious.
Joseph Schraiber explained it thus: "His boyhood dasira
to roturn 1o the bosom of his birth has dwvidad him, Now his
child self has manifested itself in this world,”

Ta start the fight, you must first'Stake the Conjurer with aight
spears, The spears are stuck in eight gravestones arranged
in two groups of four each — corresponding 10 the victims

of the second and third revelation. Because of that thay

are also called Void, Darkness, Gloom, Despair, Temptation,
Source, Watchfulness and Chaos in the Cnmson Toma

The Conjurer’s unhaly fiesh will become again what it once
was - and you can finally vanguish the Man with the Coat

- which you have of course successiully done by now!
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On the following pages you'll find an alphabetical listing of
“gvory important term used in the game. This should help you to
: gm:lﬂ\f and easily find the page that contains the information

you're lboking for. A colour-coded systemhas bean introduced

far easier navigation arcund the guide, Il there are several
cross-refarences for one tetm, the colourof the highlight wal
indicate the type of information you can et to find when
you turn to the re;?nt page. Referencesto text are written in

ngrmal script. cross-references 10 maps @re highlighted in blue,
and cross-refere r are highlighted in
red. As the Secr Fmatian that you might

o, tha red highlights
could also be congidersd to ba Spoiler wamings!

mé/?‘m‘

s to the Secrats Cha
I:Q;Iti«r conta rn:i '

15 Coln (lem) 118
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SILENT HILL4
THE ROOM

Walls closing in? Feeling helpless, trapped, with nowhere to turn? Never fear,
salvation is At hand. This guide will light your way through the darkness ns you
struggle to break free from the oppressive confines of Room 302, But it's not just
ahout survival. It's about delving deeper than ever before into the twisted Silent Hill
mythology. Within these pages, the darkest secrets of South Ashfield Heights are
revealed and the hidden connections between all four Silent Hill games uncovered!

How to unlock all Iour endings
Comprehensive Seoret weapon dosslier

All you mend to know about
gpecial gameplay modes

&f
Complete step-by=-step walkthrough

Detailed =maps of ever)

item, weapon, document,
monstar and ocharacter

The complete story revealed,
including the developers’
oificial interpretation

For PlayStations, Xbox' and BC

KORAMI x y [HITLE i .|.'-|."'..'l:':: i = PRTHIL AT [ w g PR 2
PiEEyhELE XEDX I'Ill""'lllll“"l'l:. B priruotl Khoa whd the K logos aba sl Fagai wpde _|I_.|.|u-.;“u|-.m| e Cin i i b L ¥ i | e

_‘, aril Py |;.. " are g inee g iamo e o Giey Comgiegs Emersinmaeipes



	Cover
	Contents
	How to Play
	Main Menu / Options Menu
	Room 302
	The Other Worlds
	Fight
	Enemies
	Company of Ladies
	Hints

	Walkthrough
	Room 302
	Subway World
	Forest World
	Water Prison World
	Building World
	Apartment World
	Room 302
	Hospital World
	Subway World 2nd Time
	Forest World 2nd Time
	Water Prison World 2nd Time
	Building World 2nd Time
	Apartment World 2nd Time

	Items
	Weapons
	Equipment
	Keys and Items
	Documents

	Secrets
	The Finale
	Ending Sequences
	Special Features
	The Horror of 302
	Eileen
	Monster Secrets
	Questions and Answers
	Did You Notice?
	Would you have guessed?

	Index
	Credits
	Back Cover

