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This is a game filled with tons of items and a lot of space
to explore. Your journey through this game will involve
more than a hundred items and numerous puzzles. There
are several unique aspects to this game, and mastering
them is the key to success.

NOTE: Health pick up locations on the maps will vary by type and location, depending on how
much health you have, and how many you already have in your inventory.

In a simple manner of speaking, acquiring items is one of the core elements of the game.

If you don’t find enough supplies or weapons, you will have a very difficult time completing
your task. Also, missing a key item will make it impossible to complete many of the puzzles.
The fundamentals of searching involve
maximizing the game's inherent features.

You start out with a Flashlight
that will be your constant companion. The
atmosphere of this game is very dark, so
you will need to rely on this light-giving tool
to notice many of the subtle objects in the
game’s world.

To further aid your searching, your character is
very observant and will look toward objects. This slight ~
head tilt is one of your best indicators to find objects.
It may seem very subtle, but your character is ever
vigilant and he notices just about everything. Learn to
note his subtle gestures and make sure to search when
you see his head tilt.
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Staying alive is not as simple as not getting hit. You are bound to take damage, but knowing what
to do about it and how hurt you are is what you must learn to assess. There are many ways to
check your current condition. In the inventory screen, you can look at the small graphic on the
bottom corner to see how red it is and how much it flashes. The faster the flash and the redder it
gets, the worse you are. But you don’t really need to check that screen, as you have several other
visual indicators. On your screen the edges will start to get a red border that will get thicker

as you get weaker. Also, your character will begin to slump over when you have take too much
damage. Use the right amount of healing (Health Drink, First-Aid Kit, or Ampoule) depending
on the amount of health you need to restore. =4
Health Drinks are more plentiful, but only
restore 25 health when others give you 100
health.
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This series is infamous for its great puzzles! Many are logic
based while others will require you to be very observant of
objects and your environment. Solving puzzles will require
you to pick up notes of various types and get clues from
their content, ALl this information is stored in the Notes
tab on the inventory screen, and you can view the contents
of any note you acquired. The info in these notes is critical
to solving many of the puzzles as well as disclosing many
elements of the story line. Check out the Secret section for
a complete listing of all the content in these notes!
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Early in the game you will be introduced to the concept that Travis can use mirrors to travel
between the Mist World and the Other World. This is a major element of game play that is
essential to making progress and solving puzzles. However, it is important to note that objects
and the environment changes in each world. An area may not contain anything in one world but
have several items in another. Due to this somewhat obvious fact, you should always be sure to
check every area you can access in each of the worlds. If you feel like you are stuck, chances are
you need to switch worlds to keep moving on.

The map feature is so critical in this game that it is given its own button on the controller. It may
seem like you're peeking at the map constantly, but it is a necessity that feels
very comfortable. A quick look can tell you where you
are and where you need to go. What makes =
the in-game map so useful is that it updates
special objects, displays some goals, and
indicates if door/pathways are blocked

or locked. This becomes a very important
indication to track where you have been and
what areas still need attention.



This updating map feature is also in effect on the main
Silent Hill map. With the door, object and goal indicators
the auto map will certainly become your best friend! If
you get stuck just check your map to see if anything is
highlighted or for any accessible doors you haven't tried.

Silent Hill Origins is not merely an adventure game
— there is a lot of combat! How you choose to fight will
be a personal preference. You can go toe-to-toe with
melee weapons or blast away with firearms. Of course,
you will need to master both systems in order to fully
take advantage of what the game has to offer. Here are
several important aspects to keep in mind.

Many of the available weapons in the game are hand-to-hand. There is a large assortment of Sl
variausitypes of weapons, including swords, spears, knifes and hammers. Each class of weapon
has its pros and cons. For example, hammer types are slower but tougher than spears, while
knives are quick to use but give up valuable range. You can bise any type of weapon that suits
your fighting style. However, you have to keep in mind that damage and speed are not the only
factors here. All melee weapons have a durability rating that,determines how much they can be
used before they break. Breaking a weapon during combat can seriously throw off your attack,
s0 check them to see how much durability they have left by noting the color of the “+” indicator
on the inventory screen. This little icon on the —Zeo

bottom-right corner will change from green to
indicate it breaking.
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There are several types of special melee weapons that will break on a single use. These one-
hit weapons usually do a lot of damage. They are very useful for weakening a tough monster or
dealing big damage in a bad situation. What makes these even more
useful is that they can be thrown at your
current locked-on enemy. Essentially, this
fact makes these melee weapons deadly
projectiles that you can use from a safe
distance!

':;: Charging ‘Attacks

Both types of melee weapons (one-hit and standard) have a Charge Attack. They are both done be
pressing and holding the Attack Button to power up the attack. For your regular melee weapons,
this will usually result in a great lunging move that will give you increased range and damage.
This takes a while to build up, so use this when a monster is slowly moving toward you or getting
up. For the one-hit weapon, this actually turns v
the attack into a projectile as the object is
launched at your enemy. These aren’t as
common as bullets, but they do a massive
amount of damage, and when launched from a
safe distance, they are hard to put down.
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You have several guns to choose from, and unlike the melee weapons, they will never break.
Unfortunately, you will need ammo to fire these guns, so they cannot be used indefinitely.
Firearms are a great way of killing monsters from a safe distance. Each gun has its own stats in
terms of firing speed, range, rounds before reload and damage. Choose the right gun for the job
based on the situation. Check out the Weapons Data section for a complete breakdown of each
qun.

Here's a tip about reloading: Since guns will never break, you don’t have to worry
about that problem, but what is even worse is running out of ammo and shooting blanks at an
approaching monster. You can reload your active gun while in combat stance by pressing down
on the D-pad. However, the best way to reload your gun is to go into the inventory screen and
manually select reload. Reloading your gun in combat stance takes a bit of time, and you can
get hit, but if you manually reload the game when paused, you will always have full ammo!
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th>Monsters

Fighting monsters is a matter of personal approach. Once you know their attacks, you candecide
on what type of weapon is best to put them down. The tricky thing to learn about monster combat
is that each regular monster has two important ratings. They all have health that determines
how much damage it will take to kill them. However, they also have a “fortitude” stat that'is the
threshold of how much damage they will take before getting knocked down. Unlike health, the
fortitude will regenerate, so the monster will be able to stand and get knocked down again once
it is depleted. For the most part, monsters will run out of fortitude before their health is gone, so
they will stand back up if you don't finish them once their fortitude has recharged. This is why
the finishing move is so important to take the rest of their health once they are down.

Each monster has its own unique type of attacks,
ranging from lunging moves to projectile assaults.
Some even have a grapple move that they can perfurm
if you “get too close.” While the grapple s ——
attack may vary, it will always be one of two
types. The first kind is the simpler one to
deal with. A button prompt will appear on the
screen, and you must press it rapidly to break
free.




The other grapple situation will flash a
button on screen to prompt you to quickly
press the corresponding button in a small
amount of time. If you press the wrong one
or miss the short window of opportunity, the J
monster will attack. Some of these grapple
moves can be fatal if you don’t break their
hold!
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Finishing

Monsters run rampant in this game, and you need to know how to defeat them. Once a monster #
has been knocked down, you have a golden chance to finish it off before it can rise again. Just

important technique, because it will save you a lot of fighting and wear/use on your weapons/
ammo. Remember that a monster can fall down and still have a lot of health. If you wait for it
/ to get up, you will consume a lot more effort -
and resources. Once it is down a single P
blow will finish it off: Furthermore, while
performing the finishing move, you are
immune to attack, so it is great even when
surrounded by many foes.

There are a lot of objects to interact with and two
How to Use overlapping worlds to cope with! To make it a bit easier we

Th]é.Gl‘ude have used the same color coding in the game and added a
few more designations.
Supplies = Dol vod Gmt LGB oldlbrownitex
Weapons and Items = Bkl bl Gt Mist World text = Normal black text

Ammo = Ballll green Other World text (OW) = “scary red text”




It may be hard to believe, but all the mystery, murders and
nightmares of Silent Hill begin with an innocent attempt of a trucker
taking a shortcut to get some rest from the road. Travis Grady is on
his way to Brahms, but he could never foresee that this simple act
would set in motion the events that will define the horrors of Silent
Hill. t

Travis’ chat on his CB is cut short as his signal mysteriously breaks
up mid-conversation. It is raining heavily and visibility is not great,
especially at night. However, as weary as Travis may be, he notices
a hooded figure staggering out into the middle of the road.



Strange visions pass through his mind, and as he fights to gain
a mental focus, he must also fight to gain control of his massive
truck that is speeding toward a helpless pedestrian.

Travis jams on the brakes. His trailer begins to skid,
pushing his rig on the verge of jackknifing!

Luckily, or perhaps not, he is able to stop in time to prevent his truck from crushing the stranger
in the street. After he exits the vehicle, he looks around for the wayward person. Nobody is lying
in the street, but when he glances into the side view mirror of the
cab, he sees a ghostly image of a girl surrounded by fog. He turns to
confront the child, but she is not there. It is as if she is only in the
mirror!

o

Travis peers out into the now consuming fog, and he
can see a young girl in the distance who seems to
beckon him. She turns to run away, and he follows in
hot pursuit — eager to find out what's happening.

As he runs after the girl — determined to get some answers
— the game begins its awesome intro music, and you can tell
you are now entering Silent Hill. Follow the girl and continue
running down the highway. There is only one way to go, and
you don't have to worry about any objects on the side of the
road. Just keep after the girl, and when you run past the sign
welcoming you to Silent Hill, you will begin your adventure.

——



Travis is a good-hearted man who is not afraid to get his hands dirty.
So when he comes upon a burning house, he doesn't just turn the
other cheek. After he hears a scream coming from inside, he knows |
he must enter the flaming residence and save the helpless victim.

7

The inside of the house is ablaze! Running into any of the fiery walls will send Travis reeling in pain. The
scream you heard came from upstairs — walk forward
and turn to the right to ascend the staircase.

All the other doors on this floor are not
accessible, so simply walk forward and open the door
right in front of you.

This room is a maze of sorts that is sectioned off by flaming walls and burning debris. The good
news is that there is only one path to take you through this labyrinth.

Run forward and take your first left past a chair. Walk
forward a few paces and make a quick right past another chair.
Again, you will only walk a few paces, and you will need to make a
right (the path to the left is a dead end).

el
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Follow this path around a desk in an S-curve, and you will find a burnt child on the floor with a strange,
demonic-looking insignia. Being the hero that you are, you refuse to let her die. You scoop the charred
child into your arms, and make your way outof %
the house. When you approach the door you first ]
entered, the floor will give way, and you will fall
with the child to the first floor.

Run forward, and as youround the corner
to the left, the insignia you saw under the child
will appear in front of a path that is blocked by
fire. The flames will vanish, and you can proceed
past this barrier.
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Continue your escape, and turn right, looping around a fiery couch. Another flame barrier lies in front of
you, but as you approach, it will disappear. Follow the path that curves to the left, and go through the
door. Head forward and turn left at the staircase you used earlier to leave the inferno through the open
front door.

As you exit the burning abode, it collapses. It looks like you were
conveniently just in time to save this child. The strain of this
harrowing event takes it toll, as once you and the child are safe
from danger, you pass out.
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EStart to *Hospital
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ROOM 502 KEY  HEALTH DRINK

ACADIA Rd.



You awake after that harrowing evening on a bench in a daze. A
quick look around confirms that you are in Silent Hill and that some
bizarre mist is covering the entire city. The first thought that comes.
to your mind is: What happened to the child you saved? Travis has
to know what happened to her, so it is off to the Hospital.
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~ You start out in the middle of Crichton St., so head north down
this road to the Hospital. You cannot detour very far, or Travis will
remind you that he wants to check on the child.

Run all the way up the road, and pick up the Hinallilh ek
near a light pole in the corner of the narkAr

Head back down the road to the right side of the Post Office. There
is a narrow alley here (grey on the map) that hides a few items.
Climb the metal fire escape staircase to find the Ream SR Y.
(NOTE: This is only available after you have beaten the game once.)
Descend the metal stairs, and go to the end to the alley to find
another Hisallih Bulialk Andy's Books, that is located on this street,
is locked and all other areas are blocked, so it is time to enter your
first main area by climbing the steps to the Hospital.
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You are probably anxious to explore the first area and to learn the
fate of the child you rescued, but make sure to look to the left of
where you first entered. On this wall is a bulletin board with the

DD to the hospital and a note: (R e,

Walk around the large counter in the lobby to find the Save
icon. You can use this now, plus you can return here whenever
you feel the need to do so.

For now, the Exam Room Door is locked, so continue
down the hallway through the door. The doors to the Staircase
and the Men’s Washroom are inaccessible. Also,
the Women’s Restroom Door is locked from the
other side. You have no choice but to enter the

next hallway.
The Staff Lounge is locked and the other

doorways are blocked, so head north to
the end of this hallway. Here you will
encounter Dr. Kaufmann. He claims they
have had no new patients, but you aren’t

buying it.

]
| Follow him to the second floor by pressing the Elevator Button on the panel to the right of the doors.
Once inside, you will need to press the No. 2 button to get to the.second floor. The other floors are

|
| notavailable to you at this time.




{ Walkthrough ¥

There is nothing in this first room, so go through the door when
you are ready — and | mean ready for a surprise! As soon as you
enter this hallway, you spot a Nurse, and you try to ask her about
the child. That doesn't go so well, especially when you realize it
doesn’t have a face and wants to kill you! The camera swings to a

view of a [HEIEIRER on your left.
2 o - -

ITEM ACQUIRED!
HAMMER

| DAMAGE: 20

This is a good ol’ construction-
grade sledgehammer. Nothing
has damage and destruction like
a heavy hammer. However, its
weight has a hefty price to pay, ’
since it is a very slow weapon to
swing. While it does have good
range, you have to be careful
using this up close, because most
monsters can attack faster than
you swing

"‘\A

Take the visual cue, and press X to pick it up. Quickly equip the weapon, and tap the Camera Button to
get a better view of your assailant. It will only take a few hits with this heavy Hammer to drop the undead

Nurse, but make sure you use the finishing move to stop it cold.

EXEMY ENCOUNTER!
NURSE
ALTH: 100

- The Nurses are the base level monstersin the game. They are not very
dangerous unless they are in groups; but they are still nothing to take-for
granted. If you are low on precious weapons, you can even fight them hand-to-
hand. However, look out for their Grapple Attack. If they get in close, they can
grabyou! You must then rapidly press the X Button shown on screen to escape.
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With your first battle under your belt, walk down to Room 205 and
enter it. On a tray table on the right side of the room is the DEGEFS
You will notice a wall-sized mirror in the room, but there |
is nothing else to do for now. Attempt to leave the room, and you
will see a girl who appears to be on the other side of the mirror.

Approach the mirror, and use it to learn the chief mechanic of this
game: the ability to change from the Mist world to the Other world.
As you touch the glass, you will experience the transformation into

ITEM ACQUIRED!
For example, the hospital SCALPEL

bed that contained

| DAMAGE:17
nothing now has a Seafijpel T o
More importantly is % A pretty familiar sight in a hospital, the Scalpel is just as
that to the left of the fearsome in the game as in real life. A surgically sharp blade on

3 % < a light handle makes this a great weapon for dealing damage
giant mirror is a box 4 ~ ”

very quickly. Use rapid stabs to immobilize monsters so they

that contains the Fiagiie can't fight back.
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Before you leave 205, there is one more item you need
to pick up. To the right of the door in a medicine
cabinet is 2 Jiasliih Defle When you go back into the
hallway, another Nurse awaits you. You can use either
weapon you have to dispatch this foe, but if you are
having any trouble, remember the Scalpel is faster.




You can't go back the way you came, so continue south
to explore the Hospital. The other two rooms in this
hallway are blocked, so go west into the next hallway.
Room 202 is open — make your way inside, and grab
the @alilem By and the gD from the counter

to the left of the sink.

+\

* Exit the room and go to the end of the hallway to find
the JRisGafifle BY. This is a heavy, one-hit weapon that
can drop weaker foes instantly. Enter Room 204 right
next to you, and walk up to the table to find the
[B®. This serap of paper will give you a valuable hint
" on how to open the medical ice chest.

ITEM ACQUIRED!
TORTABLE TV

| DAMAGE: 100

These little TVs are great for calchmj up on your hottest syndicated shows, but more importantly,
they are extremely heavy and deal a lot of damage. This is a one-use weapon that will be destroyed
on impact, so prepare to immediately equip another weapon after use. Pull this out any time you
need to drop a monster quickly.

When you head out of this room and
attempt to go back down the hallway,
another Nurse will appear. If you are
using the Hammer, it will break on
the last hit before it drops this foe.
Take this as a lesson that all melee
weapons will eventually “break.”




Travel to the staircase and open the door. On the left-hand side is another JiNEReP

to replace the one you might have broken. At the top stair on the left before you /
deseend, be sure to pick up the Energy Drink. Go down the stairs to the first floor.

Before you open the door, prepare your weapons of choice, as another Nurse awaits

you. After dispatching the Nurse, grab the Afliesihefl Betlle on the rack. This is

another one-hit weapon that packs a big punch. The only door accessible to you is

the one with the yellow image that covers the door to the Women's Restroom. Use

the Golden Egg vou obtained earlier to unlock the door.

n the
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ITEM ACQUIRED!
ALCOHOL BOTTLE

f DAMAGE: 75
This medical-grade alcohal is the highlight of hospital office parties, but it also makes a great
weapon. This bottle pack quite a kick, but as you would guess, the fragile glass will shatter after
one hit. Reserve the use of these big objects for troublesome foes.




Inside the ladies’' room, look to the small section
of the wall to the right of the mirror (don’t

use the mirror yet). It contains the m
mﬂmmﬂi that will give you a handy way to
remember anatomy.

Walk to the last stall, and you will
notice that the cistern can be lifted.
Remove the top cover to reveal the
Filactile B8Fer. Grab this fun organ,
and use the mirror to switch back to
the Mist World.

Now that you are back to a slightly less dangerous world,
be sure to pick up the new items, like the EnsggyRullak
on the floor and the Siafif lewngB &y on the toilet in the
last stall. Before you leave, take note of the door in the
middle stall. Someone has written something in blood:
Amy 31.

When you leave this room, you will unlock
the door. Go out and turn right to make your
way to the Staff Lounge to try out your new
key. The key will unlock the door when you
attempt to enter the room. Just to the left of

apo)) 1891;) 80] A3 HorL)
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the door is another message written in blood.

Take careful note of this scrawling: Lucy 23.

o meone Bias yritten on the \Au

It says Lucy,

Ii




On the counter in the corner is a handy one-hit
weapon: the TRESEE. Also dangling near it is the
e [Romm gy As you make your way around the
counter, check out the GBS on the cork
board. On the opposite side of the room is an-

ITEM ACQUIRED!
TOASTER
| PANAGETS
A somewhat small electric
appliance that still is capable
of delivering high damage, this

bread warmer will expire after its
first use, so be selective when

Another key means another new room to check out. After you are done collecting the goodies, head
through the next two hallways to the Exam Room and use the key. On the desk is the SiEffRimD. Pick
it up, and take a look at the X-ray on the large lighted board. Press the light switch to read the X-ray
and the message: Sarah 19.

To the left of the X-ray are two sinks that each
contains a valuable item. Pick up the [iasiis lnfesie in the
first and the [Flasilis@tmash in the second.

Grab the Alcohol Bottle near the door, but be sure to
check out the main attraction: the Anatomy Doll. Right now you
don’t have all the pieces to complete this puzzle. Remember
that ice chest you ran across before in Room 204? Well, it's
time to find the last piece of this anatqmy lesson.




Go back to the Women’s Restroom and reenter the
Other World. Head to the left and elimb the stairs HINT: The three beauties
to the second tloor. Run up to Room 204 and enter who cause it to pump are the |

it to solve the Ice Chest Puzzle. \/ . Age before beauty.

|

|
REWARD: ;
|
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Press X to examine the ice chest ‘

B |11l Dring up the keypad. You |

' i ; eed to enter the code to open |
Collect the last piece of plastic body parts, and ad WA

exit into the hallway to return to the doll. A
ey to this

Nurse will ambush you as soon as you open | puzzle lies in

the door. Dispatch it quickly, and head back "gx:‘:%lo;‘ﬂy

down stairs. Another Nurse ambush awaits ):mmtio’n to .

you when you go through the door. It is very ,?,':,"‘,::,Jg:ﬂ;f.n‘.i:ﬂ;"ﬂ‘: three

close, and if you are caught off guard, it will eatities the note refers to mean
7 2 . the‘combination involves thre

. women. Yot have already n
‘tHe names and pumbers of three
en so far. The numbers
jrrespond to their ages, and as
e stat s Pefore beau

grab you. If
this happens,
rapidly hit X to
break free and
destroy this
creepy foe.

Enter the Women's Restroom, and use the mirror to go back to
the Mist World. After you are back in a more normal
environment, go to the end of the hall and proceed north to
the Exam Room. Walk over to the doll, and it's time to put this
body back together.

PUZZLE: Anatomy.Doll _YINT: ¥olloW
the order of the
Press X to take a look at the dol ¥ Mremoric:
will be shown an empty body eavity with all et
the organs you have collected on the bottom. place the Teart be
Follow the order of the Stident’s Mnemonic. Stomach before the Liver

st fe in'red show you the
side -tevie | Y When hl@ﬁv
This means you ¢ 2 the doll ;.

Stomach, Liver, Heart and Lung

order from bottom to the top. S
snap into place when they are in the right
position. You ean actually place some of the
pieces out of this strict oﬁ}l_er, Dut you ‘::!_l st



With the Glass Eyes, you can now open the final

" E blocked door in the Other World near the Exam
A Cadbene 8 e which i

Room. Go back to the Women's Restroom and use
W eyes

ot the ture the mirror. Exit the door and look at the strange

mask covering the door. Go into your inventory and‘

use the Glass Eyes to unlock the door. |

Before you open the door, make sure you are ready for a fight. Behind this door is

not one but two Nurses! This is the first time you will have to deal with two foes,
and it can be tricky. Your goal is to dispatch one as quickly as possible and deliver
the deathblow. When you are performing the finishing move, you cannot be hit, but
while you are fighting, either of them can
strike you. To make matters worse, all those -
attacks could easily break your weapon.

{. Go down to the end of the hall and grab the Resteiflo
GW. Turn to the left, and right before the double
doors, you can find a Jiseiih Defalk 2ni Baesgy
Dl This will come in handy to replace the items
you just used in the previous fight.

When you gathered the loot, go back down the
hallway and enter the Exam Room. On a small table next to the now bloody doll
is a Scalpel. Make sure you are healed and armed when you enter the Doctor’s
Office, because you will face a new foe!
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This warped-looking enemy is not something you should
L take lightly. Although its arms appear to be bound to its
./ body in a twisted and mutilated straitjacket, it's extremely

\ Vo
Y “rl"\. deadly. It's a pretty versatile creature with an up-close % ‘/v Y
Y\ grapple attack and a long-range projectile. From afar it " "'\.EQ v VY
i AR ‘< spits a corrosive acid that can take you out in a few hits. ' ;(((( X
X You must dodge this projectile vomiting, or you will take a S Y
‘ !}/ great deal of damage. A
e AP AN Because of this obvious fact, it is best to get up close and deal. .
£ damage as quickly as possible. However, you can’t merely run
Y oy ¥ right at this foe, or you face getting grabbed! (Well, its hands
3 ! £ are bound, but it can jump on you and wrap its legs around
X you.) If this happens, you must quickly press the button that Y
X it shows on the screen or face taking damage if you fail to X
3 ANV > counter its attack.
o
oX
AAA, The best strategy to defeat this monster is out maneuver A
Y it to avoid its main attacks. Simply run around it, and hit it
{‘x‘\'\ from the back! Continue to circle the creature until you are
100¢ comfortable at its back, then you can land an attack with
¢ ) no fear or relation. Equip your heaviest weapon, such as a
) Portable TV, Toaster, etc., and deal some big damage when
2 A\ you get the chance. Just be sure to quickly select another
A (0 £ weapon when this one is used. 0
XX AA
X Y
Another key point to keep in mind when battling this foe s that
4 v F% ~ besides circling the monster, you should hit it quickly once you
i Ay T are up close. If you can strike it fast enough when you are in its (
&F ) . “face,” it will not have time to react and launch any attacks. To ; Y v §

this end a quick weapon, like the Scalpel, can be very handy,
but you can even use your fists if you are quick and relentless
on your attack.

Pick up the object in the center of the room to collect the Future Piece. * v y
The mysterious little girl you saw earlier will appear and knock you unconscious with her mental

abilites. ] P,
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£STREETS OF SILENT HILL 2%

TOLUCA Ave.




After your brief chat with Lisa, you are in hot pursuit of her and any
answers she can provide. Exit the Hospital at the back door, and run
out into the edge of the courtyard to collect a nallilh Bullalk

Run out into the street, and you will be greeted by a
Straightjacket, which is the same:type of creature that you just
fought as the boss of the Hospital. Since you have plenty of room, run around it and strike it from behind.

N ﬁ-uga
ENEMY ENCOUNTER!
STRAI(‘ HTJACKET

This monster may have its arms bound, but that does not mean it can't

" physically attack you. If you get too close; this creature will jump on you,
wrap itslegs around your waist, and spit acid in your face. Also, this thing is a
menace from afar, since it can vomit its deadly toxin at great distance. The best
way to tackle this foe is to circle around to its back-and strike it from behind. Be
sure to hit it fast and furious so it doesn’t get a chance to retaliate.

After you dispatch that monster, continue north to the / ITEM AC vapw
right side of the dead-end road. Here you will find a
and a piece of
Mol Bl 5 i of Jogged S
o
This may be your last choice
for a weapon, because it is very
fragile. It will snap after only a
few hits, but what can you expect
from a piece of wood? Its most
effective use is the Charge Attack
that covers a huge distance with
the jagged edge being thrust at
your enemy.

i -




Head back south down Canyon Street, and two more Straightjacket
will assault you. You have plenty of room to out maneuver these
monsters, but be very careful that you don’t get caught in the

| DAMAGE: 18

The Baton is a standard-issued

crossfire of an acid bath. Try to lure them apart and deal with each

one in turn. On the west side of the road is a police car with a "'“;’ ‘“:?;“a:”‘ Symgha "‘g“

bunch of boxes. Search the open box for an Enengyillalkand the - :rk:;:":g":mﬁi:?d";x S

hood of the police car for a Bafiam and 2 el Bulalk faster than the Hammer, so it is
a decent choice to inflict some

pain, but don’t expect it to kill
- your foes too easily.

f | _ o
' side of Midway is anothe tjacket and a
asliar near an overturned trash can.

Take a brief detour here if you are in the
mood and go east on Midway to a small alley.
The Lumber Yard is locked for now, and as you
run down to the end, another Straightjacket will
assault you. This can be a bit tricky, since there
is not a lot of room to run, but you should keep
in mind that you can run past the creature if you
need to. Take a left at the T intersection and

claim your prize: a Hinallih Bullak




There is nothing else to do on this end of Midway, so head
back west down Borden Street. On the east side of the road
you will find a el Bullalk near a grey wooden fence. Further
down this side of the road you can find a [EENEREF by a small
section of fence and two upright trash cans.

Cielo Avenue

Cross Cielo Avenue and right before the dead end to the east
is an [aeggyMullak Since your path here is blocked, go back
west on Cielo Avenue on the south side of the road. Look

near a tree by the brick wall at the corner of the road to find
JaggedWead A bit further west you will find a MiseREleelk

near a dumpster.

ITEM ACQUIRED! The opposite side of the street has a small alley that connects
MEAT HOOK to Midway. Half way down you can find a piece of‘
. Whad However, more

DAMAGE: 30
N Bt = e importantly, be sure to
Surprisingly or not, this utility walk up the steps of
item makes a great weapon. It is Town Hall to collect the
fast, long and really sharp. Save \ _-

this hook for some of the tougher
enemies, as it is a great damage

and amazing duvahvlly\‘\)

Low Street

When you reach Low Street, take a left and run all the way down
to the Butchers. Going through this door is your only option — all
other roads are blocked.
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On the deli counter is a [isallifh Bullalik and on the opposite wall is a
Save icon. Be sure to take advantage of the save option if you have
done a lot of exploring, because there is still a ways to go before
you hit the Sanitarium.

Grab a iigeR ek from a slab of “something” s .
hanging in the corner. Go through the only door and prepare to meet the kmdly Butcher. Well, in this \
crazy town, nothing is too friendly. In fact, you arrive just in time to wateh the Butcher practically
slice a Nurse right in half. Once you're over the shock, grab the [l on the wall between the ~
set of double doors. Also, be sure to grab the [neggyullalk on the opposite wall of the dead nurse.

ITEM ACQUIRED!
MEAT CLEAVER

DAMAGE: 40

This is a great tool for chopping
and cutting away at monsters.

It is not as long as some of the
other stick-like melee weapons,
but it is quick and powerful
enough to chop through flesh and

!
L R

As you turn the corner, pull the MSeRENENEF out of the slab of
meat. Go down the hallway, and exit through the back door into
the back of the Butcher’s alleyway.

Toluca Avenue

Walk down and go east to the next alley on the
same side of the road. In the back of this alley
you will find el St A and an ERSNgy
ik 0f course, another Straightjacket awaits
you in this general spot, so dispatch it quickly
and then head down to a green car with a ticket

on the windshield to find a [Refing TREER




ENEMY ENCOUNTER!
CARRION

The hideous beast acts like a mutated dog and will luage
at you witheut hesitation. It has a small head and-a large
“hody and hindquarter, but do not attempt to fight:it head
on. Try tomake it leap at youso you can run around it

to attack from the side or rear. However, this is a pretty
tough monster to avoid. The easiest and most logical
choice is to use your firearms from a safe distance.

Continue down the north side of Toluca Avenue, and stop by a

dumpster to grab the @i and then a piece of Jagged\lioad

further down the road. When you reach the intersection of Acadia | '

Road, take a left and go north. On the right side of the roadisa ||
car jutting out of a small garage. Grab the \iliiemslh and Hisellilh ‘w
ik off the hood before you enter the gates of the Sanitarium. I

ITEM ACQUIRED!
WRENCH

ITEM ACQUIRED!
CRATE

DAMAGE: 40

DAMAGE: 30

This is another one-use weapon, This is something a truck

but since it is made out of mechanic would use on the axel
plastic, it's not very damaging. It of a big rig. It has a long handle
may not be as powerful as some to give you the reach you need.
of the other single-hit weapons, It is one of the most sturdy

but it can still help out in a pinch? weapons and has a fast swing.
—-o"'—J\ _-"—/\"\AJ

4

At the next intersection

you will be in for a pretty
good battle! You might not
only find two Straightjacket
but also the Carrion. This

can be a tough fight if all
three monsters are grouped
together. You might want

to consider using a one-hit
weapon to drop one of the
monsters to lessen the crowd.
If this gets too hectic, just
run away until you can tackle
them one at a time.
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Take a quick look around the
expansive grounds before you
enter the actual Sanitarium.
There is an /Nisefhell Bl on
awindow ledge to the left of
the entrance and some TEIgER
[FsllAmmmD near one of the

trees in the corner...
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When you first enter this cheerful place, you will walk into a large greeting area. On a couch to the
| right is a BRI After you grab this weapon, head north to the Doctor’s Office, and you will find the
// Do note under the door. It will give you a hint about where to find a key for the Archives and o

Basement.
The other doors in this-alcove are locked or

blocked, so take a.smalldiversion to the West
Solarium. In the center of the room, you will find
a wooden wheelchair that holds a doll and the
TR Pisell If you collected the ammo outside
on the way, you are ready to use your first gun. If
not, there are two sets of TEgER STl AMIO on
the floor in front of the chair. Also, be sure to take
note of the small table nearby, and you'll want to

grab the other new weapon: the [illing Gafifinst

There is nothing else you can do in
the West Wing, so make your way to the East
Solarium. Just to the right of the entrance is a
desk with the much-needed DD of the area. Also,
in the back for the room on a desk in the corner is
the S RepaR RARGAD. Pick up this tasty

bit of info, and head out the other set of doors.

Dahlia Is Delirious

| Asyou proceed down the hallway, you will
encounter a woman you've seen before in Silent
Hill. In fact, it is the same person who was near
the burning building that started this nightmare.
A brief conversation with her yields a few answers
— and, unfortunately, even more questions.
Rightfully so, you declare that everyone in this
town is crazy. However, you will learn that it's not =
a case of being crazy as much as mentally twisted.




_—an V. You can only perform one

Turn left down the next long hallway to make a quick detour for
some extra weapons. At the very end of the hall you can find

the Drip Stand in the corner. Head back down the hallway, and
enter the storage room on your left that is a veritable treasure
room. Grab all the goodiesiin here, including the TR and the
Sy and two sets of TRFIERFASHILAIED on the shelf.

swo0y] 9103y 18 dn 9018

_.-aar/. STNOLI(T ST BIUE(Y / ¥SIT 10 HOOT

N ITEM ACQUIRED!
DRIP STAND
| DAMAGE: 15 ITEM ACQUIRED!
T e SCREWDRIVER

This long pole-like weapon is the
kind of stand that is used with

DAMAGE: 20

swing at a time, so don't plan on A standard household tool like the screwdriver might not seem

doing a combo of quick attacks. intimidating, but it is a fast weapon that can keep foes at bay. It
What it lacks in speed it certainly is rather short, so you won't get much range out of it, and this
compensates in range. handyman’s weapon does will not last very long before it breaks.

L )

Once you have thoroughly looted the storage room, travel south
to the end of the hallway and go through the double doors to the
stairwell where you can find a Save icon. The basement door

is locked downstairs, but you can head down there to pick up a

Wivemslh and some TEEERFSIHLAGEID hidden among the debris.




Take a jog up the stairs, and go all
the way to the second floor. When
you open the door, you will encounter
a Remnant at the end of the hallway.
This is a quick enemy who can be hard A
to detect since only a small portion is 0is ,nvisiblgextéﬁf,fa '
visible. Use your firearm to drop this “wire cage” that appears to be hovering. This creature is
menace from a distance. fast, and itis fond of darting toward you with a dangerous
lunging attack. Like the Carrion, this quick darting-attack
makes it one'of the more difficult monsters to deal with,’so
don’t hesitate to use your bullets on it. You can avoid this
lunge if you-streak past it, but it may be tough to learn the
timing and even harder to manage in groups.

After you do away with the invisible monster, take a brief detour
down the other hallway to the north. Stop by the Storage Room on
the left, but be warned: There is a Nurse lurking in there! Pick up
a couple of ieafhel Bailles. and be sure to grab two sets Shelgm
D on the shelf right next to a el R

Exit the Storage Room, and go down the short
hallway to pick up a Wlixemelh near the blocked
door. Go back to where you defeated the Remnant,
and pass through the double door to the large
open area that happens to be riddled with Nurses.
Fortunately for you, they are spaced out around
the center cage, so you can take them out one at a
time. If they gang up on you, run a few paces away

to separate them.




All the doors in this section are currently
locked or inaccessible, so head toward the

TB Ward. Near the back of the room you will
find the [17em Mm@ Wil 1t talks about

the iron lung. This is right next the control
buttons. To the right of the.control is a key, but
you need to figure out how to get to it first.

=PUZZLE: Iron LUNg e 5, et e key it REWARD: ’ﬂ ’

takes an overwhelming
accident.

The note you just picked up talks about
“accidentally” overloading all the circuits —
that is exactly what you must do to retrieve
the key. To use the machine you simply place
the arrow over the red button below any
gauge and press the X Button. The important
thing to note is that you can press any button
more than once. Start out by pressing each
button, noting how it affects the gauges.

The first button will raise the first gauge half
way and the second gauge a quarter.

The second button will raise the second

by half, and the first and third gauges by a
quarter,

The middle or third button will raise the
second and fourth gauges by a quarter and
the third by half.

e
X KKK

The fourth button will raise the fourth gauge
by half and the third and fifth gauge by 2
quarter.

The fifth button will raise the fifth gauge to
half and the fourth by a quarter.

ogic on this puzzle is to even out the
';::ulefm they al]‘overlom\ at thel same time.
The key factor here is that the middle button
does not affect the first and fifth gauges.
You will want to get these near overload
first. Do this by pressing the first and ﬂm)
buttons twice each. Now just press t.he third
Dbutton twice to boost the second, third and
fourth gauges so that are :A]} in ovel'klad_. The
sequence of button presses 18 1,1,5,5,3, 3,

Go to the right end of the iron lung and grab them“ When you leave the room, the
large open area will be repopulated by Nurses and a Remnant. You have a choice: Kill all these
monsters or just make a run for the stairs to descend to the Basement...
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Explore thé B‘g ement

There is a lot to explore down here, but be careful in these tight quarters. If you head straight
through the doors in front of you, there is a Storage Room on the right. Inside you will find a Bijp
Sl and some TergeR PRSGELARIDD on a desk. Exit the room, and if you continue down this
corridor, you will encounter three Remnants that will demand some gunplay to circumvent. There is
some TR FSELAGIED down this corridor and a piece of JaggedWlieed down the other. Frankly,

this bit of exploration may not be worth it unless you love killing monsters.

A better choice, for now, would be to travel

to the northern section of the Basement. The
Storage Room here is locked, and the other bad
news is that you have a Carrion to deal with.
There is nothing for you down this long, dank
path, but you should note that in the East Pipe
Room is a sewage drain you will need to come
back to.

With nothing to collect in this eastern segment, continue
your trek north down the diagonal tunnel. You will find a
lone Straightjacket that shouldn’t pose much problem, as
well as a DiseRfinalk on the wall. Enter the stairwell, pick
up the [EHRIF near the stairs, and go all the way up to the
second floor. A few Nurses roam this section, so clear them
out before you continue your exploration,



_~< ITEM ACQUIRED!
RAZOR

DAMAGE: 20
It looks like an old-fashioned shaving razor. These blades are great for a close cut, and the light
and sharp blade makes a good slashing weapon. It is quick but certainly not the most powerful or

most durable of the bladed weapons.

Go all the way down the hall to the Female Hydrotherapy
Room. Be sure to use the Save icon if you need it, then
check out the middle tub. Inside you will see a key at
the bottom of the tub that is filled with scalding hot
water. Press the green button on the control panel to the
right to drain the tub. Unfortunately, you will not be able
to grab the key before it goes down the drain, but you
should have a good idea where it went if you visited the
East Pipe Room.

When you exit this room, return down the hallway to
enter the Female Treatment Room. Use the mirror
over the sink to enter the Other World. On the bed is

some TBanged Fliel Ammo

Exit the room, and be aware that there are
Remnants on each end of the hallway. Pull out your
Target Pistol, and eliminate them if they get in your
way. Look down the hall a short distance to find an

All the rooms in this section are inaccessible, so
go north and take the staircase on the left.
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M_vsticél Lock

Be sure to grab the Tage Fiel AGme at the far
end of the top of the stairs, and then head down to
the first floor. Use the Save icon if you want and enter
the hallway. The door to the north is locked with some
sort of mystical key. Return here once you obtain

something with that shape.

For now, head south to Female Dorm 3, and grab ITEM ACQUIRED!

KITCHEN KNIFE

the Target Pistol Ammo. Next, go into the Women's p =

Restroom. Take note of the barbed wire covering one

DAMAGE: 30
of the stalls, and enter N el

the bathing area to grab It's low durability makes it a

the Kitchen Knife. There
8 has to be a way into

i

| that stall, Try using the

0T TV p—

better tool for cutting vegetables
than slaying monsters, but

this weapons has made many
appearances in horror movies

[

The blade is sharp, and the
weight is balanced to allow for a

series of quick stabbing motions.
—-'"—J Ny, }

Flush Your Frustration Away

e

mirror to return to the
Mist World.

Just as you hoped, the wires are gone and the stall is open! Enter
the stall and flush the toilet to send that metal clanking thing down
the pipes. Could that metallic noise be the key that was flushed out
of the hydrotherapy tub? You bet it is! And now it is somewhere on
the Basement level.

Your duty is done, so to speak! Go back out into the hall and defeat
the Remnants lurking about. Down this path a bit is Female Dorm &
where you can find a Bt and the Dfyyllags e Seslwsim on
a chair. Be sure to pick up the TERgER FRSTGILARIDD on the desk that

are right next to these items.




Go Through the%_Ik’_éELent’s Belongings

Keep searching the room

until you find the FeffisR P

ITEM ACQUIRED!
TYPEWRITER

ITEM ACQUIRED!
TABLE LAMI”

Belemgigs ey on the bed and
the Tilfis e on the opposite \SEEAAGREY \ SR NLAOPaL =
side of the room. When you exit A typical household item, but its Doesn't this place have
this room, to the right of the heavy base makes this a decent computers? Well, the old
L g one-hit weapon. Smash it on Teddington 1500 might not be

staircase, you can find a i@ A g

some deserving monster, but high tech, but this one-hit wonder
-a“d a_' Make remember it is not as powerful is sure heavy. Crash it down on
sure to unlock the door to the as many of the other one-hit your enemies to make them fear
stairwell then proceed south to weapons. the power of the written word.

the other hallway extending to '_\J ’\\J
the west. e et

When you head through the double doors, two
Nurses will assault you. Deal with them as you
wish, and unlock the door at the end of the hall.
Your goal is to now make your way through the
East Solarium to the Patients Belonging Room.
However, the East Solarium is no longer empty.
Several Nurses fill this room that you should be
able to handle ... as long as they don't gang up on
you!

When you finally get to the Patient Belonging Room, to your

right is a desk with a Tjp@ER. two boxes of ShEigm/ARIND
and the S Reper ARDG].

Use the mirrer in the back of the room to enter the
Other World. Walk toward the door to find CheiFuR
| Asw® and the SROAGER itself. You now have two

| firearms at your disposal, and you should have plenty
of ammo.
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. .-and has enough length to hit

Leave this room, and go to the Day Room to find a
ifligp on 2 chair and 2 Fisshull TH 2nd Shelgum
A on an overturned wheelchair. After you
collect these items, head east through the double
doors, and turn left to go into the East Solarium.
Defeat the Remnant, and collect the CREiZNR
Amne and Filing Gafines on the desks in the back

of the room. }
ITEM ACQUIRED! .

POKER

DAMAGE: 25

This is the kind of pole you use
for a fireplace. It is very pointy,

enemies from afar. This is more

of a steady swinging weapon Make your way north to stop by the Laundry. In

than a quick stabbing type, and this room you will find SRefHuR AMNR® and the
its higher durability will keep it RIEEREER on a shelf, as well as a cleverly hidden

wm.k\\-} el Dafiale that lies on the floor.
™\

After this pleasant little diversion, go back down the hallway to the stairwell
and head downstairs. Go around the back of the stairs to locate some m
Fita Agm® Enter this new corridor, and proceed all the way east to the East
Pipe Room. Now you can finally claim that key you saw two tloors up in the

Hydrotherapy Room. Pick up the nfierviow Asdiives Rey.

¥ Y %

got the interview archives key.




If you're up for a detour, go down the diagonal tunnel, and grab the Meat Hook.

However, your main goal is the Storage Room. Pick up the Hammer and Ampoule on

the shelf before using the mirror to return to the Mist World.
TN - e

Now you can finally unlock this door and make your way to

the Archive Room. Go toithe nearby stairwell and climb to

the second floor. Sprint West ta,the Archive Room. Grab the

[Pantehile TY off the shelf and the CRORGIRATED from the

desk before using the mirror to return to the Other Warld.

W00} FAIYOIY 3U] 07 05)
o/ urexy ademag

‘Walk around the large shelf to grab the Safieme
and then enter the large open room.

ITEM ACQUIRED!

KATANA
‘When you leave this room
a slew of Straightjackets
will attack, Try to space
them out by running or < This is an awesome weapon with a great balance of speed, power
and range! This is probably the best melee weapon you can find.
Its damage and toughness are some of the highest of this type
of weapon. When you add this with the great range, you havea
winner on your hands!

DAMAGE: 40

just break out the Shotgun
and drop them quickly.



All the other doors in this open space are

-inaccessible, so head west young man to the

stairwell and go to the Basement. Travel medications (40 8ot mess up)

north up the long diagonal tunnel to the next
staircase in the upper left-hand corner and go
the first tloor. Take a left onee you exit the
stairs, and enter the Male Seclusion area. On a
chair near all the doors in the back are au
and a Clipboard that has a colored listing of
medications.

Enter the first room and grab the Razor The second door i§ scorched shut, but this

off the desk. Also, be sure to note the is still an important clue.

blood and razor blades strewn about.

The fourth door is heavily barred,

Behind the third door is an assortment of 80 your only clue about this room

perfumes and a dress-making mannequin, was that someone might have been

Whoever was in this room had some pretty dangerous and needed to be
strange ideas on fashion ... this is a men’s regtrained very well.

ward after alll__

 The fifth and final room is filled with tons of uneaten
\ food. Perhaps one of the patients had an eating

§| disorder, since you can also find a scale in the room to
- indieate a preoccupation with weight.




After you are done looking through all
these room, go down to the Infirmary.
There is a Save icon in the room, so use it
if you need it. On a long table is a Sefipel
but across from it ig the real object of
interest. On the counter you will see an
i s b
o)

| into its mpﬁl’u\.» a look
| Yeu

ornate cabinet with five miniature dolls on
it. Take a look at this odd item and solve
the puzzle.

-PUZZLE: -Pill Cabinet Wisaeethe FREVARD:
pills into the correctis - 4
based 4| 3

i i ills i hof outh ed SR
The goal is to put the right pills into eacl et o
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from the medication list on the Clipboard. ia rizor, and yellow is 7
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After this feat of masterful logic, head back to the staircase and go down to the

Basement. Travel all the way back the diagonal tunnel to the Storage Room. The

only thing in this room is a mirror, so use it to flip back to the Mist World.

On the desk be sure to pick up the AmerEHERRERIR 1t

warns you of Female Seclusion Room 5. ... | wonder if we will be
seeing that soon? Enter the stairwell and grab the \illiemalh, then
go up to the first floor. Continue on your way straight ahead,
and unlock the door in front of you to reach the open area. Turn
left in this wide open space, and enter the Doctor’s Office. Grab
the Bullp@md in the room, but more importantly, pick up the

Jonasin Auiiask 2nd the FeffER s on the desk.

With this item in hand, you can now open that strange lock you
saw earlier. Go east through the East Solarium to the Women's r ’—i}

Rest Room and use the mirror to enter the Other World. w

Leave the bathroom and go straight down the hall. At the end of
this hallway you can go into your inventory and use the Jocasta
Artifact on the door to the Female Seclusion to unlock it. Lisa is
sitting outside the room to door number five the note mentioned
from earlier on. She is weeping over the poor person in that
room.

Grab the Befim on the chair and then Lok around at the strange
pictures in this area. It looks like a very sick child made these
drawings. When you are ready, use the Save icon and open the

door to find out who is inside:
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D A brief flashback done in a classic black-and-white style
. reveals who this person is and takes you back to a rough
time in your young life. After this interlude you snap
back to this reality still dazed by the trauma of what is
happening.

There are no items in this room, so don’t bother to look around
for kind of “support.” The only good news is that there is plenty
of space to run around this boss to pick and choose your type
of battle.

This monster has two main forms of attack

that both have a specific radius of damage

associated with them. The first attack is a

green smoky bile that she will project around

" her. Itis damaging to touch any part of this

W toxicsludge. Luckily, this attack is telegraphed Y
1) byasmall amount of smoke that emanates X

from here before the large clouds engulf the VA

area she is in. Also, the attack takes a short '

time to progress from first smoky trail to full- y

blown green- and-black death cloud. Obviously, X «C

when you see this first signs of smoke run, t

out of range but don’t just run away. The other —

important thing to note of this attack is that

while the dark mist is pouring out, she will not (

5 move. This is a great chance to fire off some Y

*rounds from one of your guns.




Battle

BOSS:

Option 1

)}

" Her other main weapon is springing, long, thin spikes

¥

from the edge of her wire cage. This attack has both a
predictable and random factor to it. There is a certain
amount of randomness that the spikes can shoot out
while she is moving around the floor. There can be little
to no warning, and that aspect is sure to keep you on your
toes. The other very obvious time she will use this attack

is after she has lifted off the ground. When she comes ¢
back down, expect the spikes to extend. You always want W %
to stay out of the range of these pointy things, but the -

real trouble is that you can be bounced on several of :
them, if you are caught in a bad position.

This boss can be tackled from the safe range of your

A firearms, or if you are bold, you can attempt to slay the
% * monster with melee weapons. Of course, you can mix up
4 both tactics to save your ammo and exploit the lulls in
- ! her attacks. The first thing you must do is run, but do not
- simply cower in a corner, or you can get trapped by either
5 of these ranged attacks.

Continue to move around the room from one side to the
other, and force her to chase you. By doing this, she will "
remain more toward the center of the room, so you will ¢
always be able to maneuver around her. If you want to
rely on firearms, your tactic should be to lure her from
side to side and fire anytime she does one of her attacks
where she is temporarily immobile. Also, if you are
speedy and can get to the other side of the room quickly,
you can shoot her while she chases you. This is the safest
way to take her down.




For those who are low on ammo or want an adrenaline rush, you will need to time your attacks a lot
1 better. What you will need to do is take advantage of the lulls between her attacks and the timing of a few
of the more obvious patterns. For example, after the gaseous
X A attack, she will usually raise up in the air. If she starts
\ ) hovering, you can try to hit her on the way up, but it is risky.

Yot A Instead, back away, as the spikes will pop out when she

’ i \‘ lands. However, don’t move too far away — just a few paces
Y X — since the spikes will retract shortly, and you can step in

i for three quick hits. You could also use a charge move, since
it would extend the range of the spikes (assuming itis a
longer weapon)

i

The trick to fighting her face-to-face is knowing that she

y will not perform the spike attack twice in a row from the ry

X same spot. Because of this, you can stay just out of range 'S "

of the spikes and run in as soon as they are pulled back

for a few quick hits. You can try to time charge moves as
well, but the safest bet is hit and run.

X When she is finally defeated, you can grab the Past Piece
Y in the center of the insignia on the floor.

Again that strange girl appears, and before you can
question her, you will be knocked out. You awake in the
Sanitarium lobby and all the doors are locked. As you
make your way to the exit thereisa | 1 Ticket on the
table to the left. This is a clue to your next destination,
so take your lucky ticket and hit the streets to go catch a
show...
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When you exit the Sanitarium, you will notice the blue car out front
is running. You're not sure how that could have happened, but you'll

definitely want to take the [immiber Vsl lggy from the open trunk.

The good news on this run to the Theater is that if you
diligently collected the items on the way here, you don't have to
spend a lot of time searching around, since you will be backtracking
for half of the trip. However, even though the items don't re-spawn, the monsters will. As you run down
the long road to the Sanitarium, several Straightjackets and Carrions will attack.
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Head out through the main gates and go south on Acadia Road.
If you are looking for a fight, there will be plenty of monsters on
this short bit of road. Turn left at Toluca Avenue.

Go west down this road, and duck back into the alleyway following the delivery signs to enter the back
of the Butcher.

T
e ————_.




Not much has changed at the Butcher, but you will notice

that the nearly severed Nurse is gone. To make matters more
gruesome, there is a heavy trail of blood on the floor that leads
to the door.

Follow this trail to the next room with the meat
counter. The Save icon is in the same place and
can come in handy since the last boss fight:
Before you make your way outside, be sure to
pick up the Bloody Cap right in front of the door.
=t Outside the shop you will find out what
happened to the Nurse. Take a step closer and
examine the body for a gruesome look at the
Butcher’s handiwork.

e

Cielo Avenue is littered with these canine-like creatures, so tackle them as
you wish or sprint to the small alley to the left of
Town Hall. You could also run all the way down
Cielo Avenue to Borden Street if you wish. Either
way you will end off on Midway Avenue and will
need to go east to the Lumberyard.



Walk up a few paces, and make a quick right and left onto the
tiled floor. Follow the path as it winds around some barrels to
an opening with two upright planks in the center. Take a left

at the far end of the room where the crate is atop a green tarp.

Just as you round that corner, grab the Newspaper on the
green tarp. It asks you a very good question: “Why are you
helping her, Travis? Did you see that Nurse?" Well, | guess
you are just the curious-, crazy- or stubborn-type, because
you will'see this to the end.

ysy / mory / doyg sgeuoqug ’. -

Go straight ahead and make a U-turn around the wall. Follow
the path and find @ Hammer on another green tarp. Turn right
and go all the way down to a pile of sawdust. The back door to
the Lumberyard will be on your left.

For a quick detour go south down Ash Road. There are a lot of police cars that seem abandoned. Stick to

the east side of the road, and in the first inlet, you can find a iisaRHlRGK Go a little further south and be

sure to grab the--at the corner of some hedges. Trek across Cielo Avenue, and go down one

of the alleyways near a brick wall to find some TEREER FiSULAIRD.
el




Go back up to Midway Avenue and proceed east to the
second doorway to grab a HisalihBulialk There is nothing
else to collect on Midway Avenue up the blocked-off
interstate. Turn north down Acadia Road.

Stay to the left side of the street
to pick up a few valuable items.
Check the middle doorway to find
the Jagmedlioed and » Healilh
Ik This street will soon dead
end, so take a short tour west
onto Industry Drive.

¥

Down a long, narrow alleyway, past two trash cans, is some TEIJER
ISRl A, Pick this up and continue west until you can run behind

a large dumpster to find two sets of TgER (FISGAERD and o GEl.

G e goodies and continue your searching by going into the alleyway
e Tavern. At the end of this long alley is another set of TETgER

Now that you have thoroughly looted the town, ﬁo east to the
Cemetery to get around the roadblock on Acadia. Enter the
Cemetery gate and follow the path around the fence. Pick up the
TEEERER in the corner and the i and Energy Bk near the
dumpster, There is nothing else to do in this area, so climb the
metal stairs to reach the Apartments.




In the kitchen, pick up the TR@SREIF near the stove and the
ameumdlilvar by the sink. Enter the living room and search
the couch. It contains two boxes of TSR FRSLAD to
replenish your supply after battling all those Carrions. At the
far end of the room near the wild curtain is a Triiip lemp.

When you are done here, go through the doorway and turn left into the
bedroom. It is not a pretty scene in this room. Someone has mutilated
., amonster on the bed, and it is really
gruesome. Pick up the [ on the
right of the bed and grab the Napkin on
the left bedside table. Proceed into the
\ bathroom and pick up a e R
B on the wall. There is a huge hole in the
floor, and your only option is a leap of
faith...

Before you head out the front door, take note of the mailboxes.
Room 203 apparently has an overflowing mailbox that has not been

attended to in many weeks.

Back on the streets go into the alley to the right of the Theater.
You can find a DiiseRllealias well as some new Semiise Fisil
[NEED. To hedge your bet on this next major area, go around
the metal fence on the southeast corner of Koontz Street. If you
wa{k all the way down, you will find Semiise FistHlARmS and
[RiftefAmmol

Step up to the ticket window of the theater and
use the ticket from your inventory to unlock the
double doors to the right. Open the doors and
catch a show!
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Before you feed your urge to revel in some classic plays,
pick up the TRGEEFRED on the bench in the back of the
box office. T the (eft of the Lobby near an ashtray, you can
find a Higeifh ullalk and 2 Wiemelh There is no other way

to go, so you must enter the Auditorium. To the right of the
doorway is a stand with the ITCEER AIEEmRETR. Be sure

to note the words in red. Also, further to the right is a Save ?*
icon. b



As you walk down the center aisle, you will run into Lisa.
Strangely enough she is not worried at all about what is
going on around this creepy town. Also, she will become
inspired by her surroundings and give you a d ation of
her acting ability.

Go up the right short set of stairs to grab the Hisellil Bullalk
This door is locked, so proceed to the other side and use that
door.




As soon as you enter the Storage Room, you can pick up a

Tpemmiliar: If you examine the room, you might also notice a
puppet that is in for repair.

el

Go out the adjacent door to the stage. The Safety Curtain is down,
0 you can only view the front section. Run along side the curtain,
and grab the JaggedWead near the door on the opposite side of

the room.

[ [029U0)) UTELNY) / 95elg 'qirm_:( / UmuoNpny/ Aqqoy

There is a Save icon if you need
it, but there are also lots of items
to be had! There is a large lever
on the wall that is used to raise
the Safety Curtain. Examine this

to find the ToeinHmRSWERE. -~ These items are used in the Theater to hold down scenery, so you
which will describe that the know they are very heavy. This is a slow but devastating one-hit

weapon that should take down any regular monster. Save this for
a trouble spot or when you have too many enemies ganging up on

ITEM ACQUIRED!

IRON WEIGHTS

DAMAGE: 100 ‘

curtain and the lights are on
the same circuit. Perhaps you o
can use that to your advantage.

Right next to the lever is a set _'—-——-/ N M-__ﬂ)
B 0T e — i

On each side of the
Save icon you can
find a [iiiaihem iy
EldServicelpistoll
JAmmol




When you exit into the hallway there is a HEEEREF down a bit
on your left. Grab it if you need it, but head north through the
double doors. As you pass by a puppet, it will come to life. The
Ariel Puppet is a foe that will grapple you from the ceiling and
continue its assault when it lands on the ground. You should be
able to tackle it with melee weapons, so save your ammo. When
the battle is done, grab the sl Bullalk from the shelf.

v

This seemingly inanimate
!/ objegt has come tq{lile %
| o ling across the ceiling
+ toattack you from above.
~/1f it gets close enough, it
Wil perform a grapple,
;and you must rapidly press
‘the X button to break free.
* It wilt take several hits
to drop it down from the
ceiling. Whenit falls on the
ground, it will assume its
second form that you also
may encounter. This/form -
consists of the terrible
Puppet begin upside down
and attacking with its legs.

Grab the [fiEmA half way down the long makeup table, and then ~
check out the mirror. There is a set of (AiGERR MES that
mentions how each stage is to be set up. You can check out the
costumes if you like, but don’t use the mirror just yet. Instead,
go back into the hall and continue down this corridor.




Pick up the [Ren@EB®TW on the left and round the corner to
get to the Director’s Office.

As you enter the room, you will notice a blue square
item. Pick up the Gum TR which will be a piece of a puzzle
later on. In the back of the room, you can find a Hisalilh
Bk on the bookshelf. However, the real prize in this room
is the Semise Pistal that lies in an open drawer along with
a box of Saiee FRSGILAGRD. To the left of the drawer is a
[t DefigyRege for you to collect.

b @Xenneeoull  When you are done reveling over your new weapon, go back out
DA lOBYERNA  into the hallway to the very end and grab the SERgID/ATID
on the chair. The rest of these doors are inaccessible, so it is
time to go back to the Men's Dressing Room to use the mirror.

DAMAGE:

The Service Pistol is an
incremental upgrade to the
Target Pistol. It does slightly
more damage and is a good
replacement. One of its best
features is that it has an eight-
bullet clip. This larger capacity

and increase in damage means
fewer reloads and a quicker death
for your enemies.

Sl

Once you pass through to the Other World, exit the
room and tackle a pair of Ariel Puppets. One is not a
problem, but two can be a bad situation. Use a heavy-
hitting weapon or run down the hall to get some

distance and try out your new gun.

Go back to the Director’s Office in this new world.
Inside you will find Sereites Fiked Amm® and the
Befleeny Gemifler ey on a chair. Grab these items

and go back to the Men's Dressing Room to return
to the Mist World, so you can use that key.

B30 J() §,10308.11(] ]
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After using the mirror, travel your way back to the Lobby,
cutting through the Curtain Control Room to the Storage Room

and then the Auditorium. Note that the lifeless puppet you saw
earlier in the Storage Room will be alive and swinging. Knock it
off the ceiling and destroy it.

When you reach the Lobby, use the staircase to climb to the
second floor of the West Wing of the Theater. On the'coueh to
the right is some TERgERFASTILARE. Take the box and use
the key to open the Balcony. About half way down the corridor,
enter the Lighting Room.

Take the First-Aid Kit on the control board. Walk to the end of the room and grab all four Bulld® from
the boxes on the shelf. On the opposite wall you can find the Wiiiages. This note has a clever
description of the order that the bulbs should be placed. Make sure to pick up the SeTSudHRIEF and the

SheRgm /A, which are right next to this note.

Leave this room and continue down the corridor into the hallway. A
lone Straightjacket will be lurking, so be sure you are well armed.
After dispatching this monster, go down the stairs to the south.
Pick up the [isallilh Bullakin the corner on a crate on the first

mezzanine and descend to the first floor.



As you enter the first floor, another Straightjacket will launch
an acid bath across the room. Run around the display case in
the center of this area and take it out. The center display case
contains a valuable puzzle piece. Take the Miem e from
the case, and you will have both pieces to unlock the door on
the second floor in the Other World. Unlock the door to the
north, and head all the way up to the Men’s Dressing Room to
use the mirror.

T g0t the

After reentering the Other World head out the door. Down this hallway a Carrion
will pounce at you. Equip a handgun and take it out from a safe distance. When
vou pass through the next set of doors, an Ariel Puppet is already on the floor and
charging in fast. Note that if you went to this area earlier on, you could find an
elusive roaming Red Straightjacket that is very aggressive. In fact, shooting this
creature can be tough — it moves in fast, and it has that long-range acid attack.
At this point in the game, it is probably next to the Director's Office.




Climb the stairs and grab the mmm on the railing between

the two staircases. When you venture

out on the second floor, a trio of Ariel
TPuppets lies in wait. These foes can be
tough if you let them gang up on you. Now
might be a good time to use a one-hit mega
melee weapon or one of your most
fearsome blades. If you are feeling
overwhelmed, run to the end of the
hall to space them out and use your
firearms.

You can now unlock the door at the

end of the hall. When you examine it
the deseription mentions light on the right and darkness on the left, so place the
Sun Totem into the right slot and the Moon Totem into the left one.

Go up the stairs and head down the long hall. If you
are quick, you can run up to the Carrion in this hallway
and attack it from behind. Enter through the doorway
to the west. There are several Ariel Puppets to contend
with down this hall and a Kitchen Knife stuck into some
type of vine at the corner. However, turn right at this
corner to find the real prize: a totem pole holding the
Hunting Ritle. This is a very long-range gun that will let you drop enemies from
across a room. However, it fires slowly, so only use it at a safe distance,



ITEM ACQUIRED!
HUNTING RIFLE

\Walkthroug|

DAMAGE: 80
A hunter’s best friend next to his dog, this gun has excellent range and is second in damage only
to the Shotgun. Be warned! This breech loafer is a bit slow to fire, so do not use it in an extreme
pressure situation. However, it does have a slight advantage in that it holds four rounds before you
have to reload. This is best used after you have put a decent amount of space between you and your
foe. A handgun is better for close combat, but this rifle is excellent at doing long-range damage.

Now that you are even better armed for combat,
2o back down the hall to the Costume Storage
and use the mirror to return to the Mist World.

Pick up the [EfiEmR on the shelf and walk over to the sewing
machine to grab the Sieliafies and the HsgliBulllk The

piece of paper talks about the Butcher — that big brute you
saw nearly cut a Nurse in half.

Out in the hallway are a couple of Ariel Puppets that are
spread out enough to not cause you any problems. Go west
down this hall into the Orchestra Storage. There is a Save icon
if you want to use it as well as some [iumWUelighl® in the back.

At the very end of this hallway, just outside the Storage Room,
is a valuable Apewll®. Grab this life-giving vial and go into the
southern hallway near the Catwalks. Twa Straightjackets lurk
about, but they are spaced out enough to deal with them any way
you choose.

The door to the first Catwalk is jammed, but there is a box of
B ATmD in front of it. Go to the next door to finally find a
use for the bulbs you've been carrying around.
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ZZLE: -Bulb Placement _

HINT:
talked
Also, the Wiring Note has a
complicated formula for the order
of placements.

Th ol n's Warning
about the spotlight cireuit,

From the Technician’s Warning you realize
that the safety curtain is on the same fuse

as the spotlights. So, you must replace the
bulbs in the spotlights to lift the curtain. Of
course, nothing in ever that simple. You have
four bulbs of different wattage, and they must
be placed in the crazy order denoted by the
‘Wiring Note.

This is basically a logic puzzle that looks like
something on a math test. You can see that all
the spotlights are clearly labeled with a letter.
Now you just need to figure out where each
one goes. The bulbs you have at your disposal
are 125, 250, 500 and 750 watts.

It’s time to break down what the Wiring Note
is saying. To put the text into an equation
format, it would look like this:

B-1/2D

AB<C
D<A

lever on the panel to raise the safety curtain.

With the lights back on, head south to the stairs. Unlock the
door and take the next flight of stairs all the way down to the
first floor. Make your way to the Curtain Control, and throw the

The first line tells you that B is half of D, so
B can only be something that is half of one
of the other numbers. This means B is either
125 (half of 250) or 250 (half of 500).

The last line tells you that A is larger than
D. By substitution put this into the first
line A which is large than two times B.
Mathematically it looks like this: B=1/2D is
the same as 2B-D. So if D<A, then 2B < A.

The next line gives us the last clue, which
says that C is greater than A and B. So that
says that A(2B) + B < C. The only way this
works is if B is 125 since three times any
other number is higher than 750. So that
makes D = 2B- 250. That leaves only 500 and
750. If A is larger than D but less than C,
that means A is 500 and C is 750.

‘When the bulbs are all placed correctly, go to
the end of the Catwalk and clink on the small
knob on top. If you did everything right, the
blue light will glow, and the spotlights will
now shine brightly on the stage below.

A heavy switch

Controd

Should | pull ie?
Yes




A Walkthrough'*

Go out onto the stage, and go to the far-left side

to find some STERGURATEI. On the opposite

side are control levers for the props and scenery.

You will notice that the bottom prop’s lever is
missing. The goal here is to use the levers to
properly create all three scenes.

HINT: — Set the stage with
corresponding props and Searchiaround for a bloody-looking

background scenes. dead tree to the left. There is a large
knothole in the tree that holds the
Shage @ffles Bag. Grab this and use

the mirror to return to the Mist World.

REWARD:

it

o
| Each lever controls a different
| piece of scenery and props. You

[‘é:;“'ﬁge e\'ﬁ"n.cu_v. YWhen the scene
|4js'set correctly, the mirror in the
fmﬁgﬁxnd will hecome active.
b L er and specification of
~each lever is as follow from top
“toDottom. :
X

Bcenery
1- Trees and Arch
2- Tey Cave
ccases with 3 doorways
2 Lat

A
s
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Go back to the production panel, and throw the third scenery lever and the first props lever to create a
library-like setting. Once again use the mirror in the background.

Around one of the books shelves in
the back-right corner are SRRGHER
Amme, «n Ampeuds, Bille Amwe and
the letter Minfifestations of Delnsions
resting on a pedestal. Pick up all the
goodies and search the large table in
the center for three notes that give
a lot of insight into your
“gituation.” On this table you
will find Am 5d Tesm fm Two,
Astrall IPrefections e Rexfek
Acmagsfin, and Repression and
@©eereliem Use the mirror to

return to the Mist Word so you

can use the key you picked up.

It's time put the Stage Office Key to use. Make your way through
the Curtain Control Room and all the way up and around to the
office. A Carrion and several Ariel Puppets will attempt to slow
your progress. Use the handgun on these foes when you have the

space.

In the Stage Office lurks another Puppet crawling on the
ground. Smash it to bits and grab the (e Gomfizel lLewar on
the small table in the back corner. Now you have to make the
long trek back to the production panel.

Use the lever on the production pane, and the third
prop setting is now available. Throw the second
scenery lever and the new third prop lever to create
the cave dwelling. When you are ready — and we
mean ready to leave the Theater — enter the mirror
in the scenic background...
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_able to run around this monster and get

This is the largest enemy you have
encountered, and it can be very
intimidating at first. Also, this beast is
extremely powerful, and a single hit can
end your life. However, the good news

is that something that size does not
mave around very quickly. You should be

SSOd / 9delg ayj Suryjeg

plenty of distance. x Y Y

This behemoth does move rather slowly, but |
don’t get over confident, as it has a charging- "
type move that can cover ground really Y YO
quickly. This lone move can bowl you over and ‘
send you to game over before you realize it.
s This is slightly telegraphed by the creature
e crouching down before it springs.

Its other main attack is to raise its front hoof-like legs and stam them down on you. This attack is
completely devastating, and it will take you on fast. Luckily there is a bit of a warming as it rears up
before slamming those feet to the ground in a dust cloud.



Battle Option 1

BOSS

The safest method to bring down this beast is to take
. advantage of your newly acquired Hunting Rifle. This
() areais very long, so you can

4 sprint all the way across
from side to side and make
the slow creature chase
you while it eats bullets.
Atthough this rifle is slow to

' fire, there should be plenty

of time if you race from the

far left and right edges.

__::x:‘-_ e R g 3
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This monstrosity can be defeat with melee weapons if you
are quick and careful. Because all of its deadly attacks
are from the front, the logical choice is to circle around it
and attack from the rear. Lure the beast out into the open
and run around it until you can out flank it and attack
its sides or rear. Just be careful you don’t bump into the
beast or get caught by its massive hooves as you circle
it. One of the best opportunities you will have to strike is
right when it begins its
Raised Stomp attack. This
by should give you plenty
Y of time to run around the
% creature and get a few
 hitsonit.




Alternatively, you can use one of the handguns, if you
want to get more up close and personal or if you want to
burn through some of that ammo.

1 got the falsehood piece,

s R
”’\'nl need f

When you awake there is a corpse in the Lobby that has the
Motel Key. Grab this item and head outside to journey to that
somewhat familiar location.

When the battle is over, pick up
the Falsehood Piece in the center
of the insignia. The girl in the
blue dress will appear once again,
and you begin to realize that she
wants you to collect these strange
pieces. Once again she will use
her mental abilities to knock you
out.
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Awakening

When you awake, there is a corpse in the Lobby that has the Bilsisll
.. Grab this item, and head outside to journey to that somewhat
familiar location. In the alleyway just to the west of the Theater

are a [l Bk 20 d Sigm Amm.

Cross Koontz St. to enter the Public Records Office. To the right
of the large counter is a Filing Cabinet near the widow. Go to the
back of the room, and you can find two boxes of [iiile AmIR® and
the note: GRS @aSE. The middle table is empty, but the last

one has a TjpemEler

Head into the small office to get two boxes of Seiiee Fisill
[N, Right next to the ammo is the Afieed] [Rallie [Repet that

covers up the incident with the little girl you saved.

As you make your way along this road, you will
surely encounter Straightjackets and Carrions.
However, a new larger Carrion also makes its first
appearance. This huge version of the monster is a
lot tougher than its little cousin. You can pump a
lot of shots into this thing before it will drop. The
only good news is that its large girth prevents it
from performing a fast lunge, like the trial-size
version. When you are finally able to slay this
beast, it will vanish in a green mist.
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ENEMY ENCGOUNTER!
CARRION MOTHER

This is-a super-size version of the Carrion that is both stronger and slower than
its little namesake. Thankfully, its large size means it moves stower. It should

_ giveyou a bit more time to circle it and attack from the rear, or run and get
some distance to'shoot it down. Unlike the smatler version, it does not have
the quick lunge attack, so while its size is intimating in many ways, it is not as
lethal. However, it does have its own unique attack where it will stand up on its
hatinches and come crashing down. If you stand in-front of it, you can entice this
attack and quickly run around to its backside for some quick melee action.

On your journey west on Koontz St., stop down Wein St. to pick

up an [EnsggyBullak 2 d a Baflam near a abandoned police car.

Halfway Down Canyon St. you can find a [EEREF, and on the
opposite side of the street, you can locate a @h@well at the
end of Simmons St. in back of the broken striped gate. Keep
traveling west on Koontz St., and stop by the front of the Cafe
Sun to grab the [isallil Bullak o the table and the Semile
[PisEllAmmo in the corner.

ITEM ACQUIRED!

SHOVEL At the far end of the Green Rharmacy, you can find more

DAMAGE: 25 [ServicelRistolfAmmoJuER you can use on all the creatures
e roaming around outside. L
Continue around the

The Shovelis not a high damage-
dishing implement, but fora

weapon with this range, it is pharmacy, and in the
actually one of the best of its alley, you can pick up

+ type. It deals more damage than the @il and Sheigm
most of the very long pole-type m

weapons. Not only is it a great
tool for burying bodies, but it also
helps kill them.




i * By now you are running out of roads to search, so head
down Wilson St. At the far end of the road, pick up the
Saiten FistlAmmD 2nd an By Bullalk That pretty
much ends your treasure hunt so far. It's time to go back
down Wilson St. to enter Andy’s Bookstore.

usv / Awooy e

Ash Road

Go behind the register to the back of the store to find a military standee holding the AsSEmRES. This
gun has automatic fire speed and a large clip to pelt enemies with bullets! To the left of the gun you can

find two boxes of AsseniR Rl AW to provide some target practice.

ITEM ACQUIRED!
ASSAULT RIFLE

DAMAGE: 12
| DAMAGE: 12

This iron curtain knock-off has an very fast rate of fire. Thankfully,
- the magazine clip can hold 18 rounds, so you won't run out too fast.
The damage of each shot is not very high, but you have to consider
that with nearly no delay between shots, you can pump out bullets
quick enough to pin down any enemy. This is a great weapon when
you want to mow down your enemies.

A ="

Now that you have this awesome firearm, turn around and check out the cash register. When you
examine it, you will get the SGPEIRER. There is a very important clue highlighted that mentions the
mailbox number of the Greenfield Apartments. Remember the mailbox that was overflowing from before?
This is the combination to unlock the register. Take a look at the register, and enter the code 213. The
drawer will pop open, and you can get the“. Use the key on the back door, and go back out
onto the streets.




Crichton Street

Go back to the area outside the hospital to find some new
items. On the dumpster by the gate are a (el Bl and

two cases of SERGURATID. Be sure to check by the main

entry doors to find the ToelbER.

ITEM ACQUIRED!

On the opposite side of the street, you can go back down TOOLB(

into the alley you entered in the very beginning of the game. ¥ DANACESma
It is now repopulated LT s
with a [isalilh Blalk and
a TR Head North

on Crichton St. to find
two sets of ASERETD
[ on a bench.

A nice heavy metal toolbox with
- sharp edges is just what you need
to battle monsters. This one-use
weapon does a ton of damage,
and since the lock is busted, the
best use you can possible find for

- itis to smash it @:}

Now it’s time to make your way
south via the General Store. As
you travel south on Crichton St.,

ITEM ACQUIRED!
MEAT GAFF

| DAMAGE: 30 grab the [iitaliem il from the
» iwm - place where you originally got the
Just like the Meat Hook, th|§ is a long and very sharp mgtg\- map to Silent Hill. A little further
hooked weapon. However, this has a very long pole, and it is also 2
down, you can find som

slow to swing. While this does a good degree of damage, you
X JammoRtiiiAssaultiRiflelAmm]

cannot swing it very fast, so don’t look to perform combo attacks
with this weapon.

on a dumpster. Right next to this
ammo, on the gate, is also the




Finally, you earned a chance to save your game with the icon on the wall. There are a lot of items to pick
up while you are here. If you walk straight ahead from the entry doors, you can find an ASpeuli® below
a vertical a sale sign. The next aisle over has a trio of ammo, including AssenRREHe ARG and two

LRCRS e vicelRistoAmmoy

ITEM ACQUIRED!

On the floor near the open cooler are a SENEMHEF and a AROKEN POLE
halax Opposite the Save Icon are a Health drink and the Tl

As you pass | DAMAGE: 15
through the opep doors, This is not a very damaging

2 Biem Pl lics on _weapon, but its long length can
the floor. Use the back be used to keep monsters at bay.
door to get back to the Itis a light weapon, but its swing
streets is very slow. It's not your best

choice but use this on foes that
you can safely keep at a distance

\

Before you exit this alley, get the nsggyBullalk

on the crate. Head down Midway Ave., but you
will find that it ends abruptly. You will need to
turn right down the small alley to get to Cielo
Ave. About halfway down, you will find a Hsalllh
Wil near a trash can. Look out for the Carrion
in this tight space and shoot to kill.

-
e
3
o
e
]
3
&
3
&
=
=
7]
=
2]
=
@
g
=
=
Z
©
s




several items on a bunch of crates, including a

§ Mealith Bulalk [ifio Ao nd » TRl While
] itis tempting to use this alley shortcut, go back
| east on Cielo Ave. to collect a few more items. Be
cautious, however, as a Caliban will be lurking
about and will re-spawn here. Remember that this
huge monster has q'charge and front slam, so try
-4 toentice it to rise up and hit it from the rear.

There is a trick path that leads around the
Allen Storage building at the end of the street.
In the far edge of the corner, you can grab some

When you get to Toluca Ave., you can only go west. Be careful of all the “great biggies™ that roam on
this street, such as the Big Carrion and the Caliban. Enter the first area of the Scrap Yard for some trash
e picking.

Toward the back you can find a Elmuell and Assenit (il Amme.
If you keep going all the way to fence, there is an [EnsggyBullak and
TR FstLARRD. Follow the chain link fence to the other corner
to get the ok

el

R




In the next alcove over, you can
find some EHfte/AMD lying by
the dumpsters. Keep on going
DAMAGE: 25 west, and you can pick up two
-8 cases of GO near
This is definitely great for handling hay, but it might not be the back fence with the trees
your best choice for slaying monsters. It does a fair amount of and fallen leaves.
damage, but it is rather slow. If you intend on using it, be sure to
take advantage of its range.
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Sadly, your street-roaming days are
almost over. Before you go to the Motel,
head all the way down Riverside Dr. on
the east side of the road to duck into
a cubbyhole that contains a @Efi® and
jlargetibistolfAmmo}

It's time to get back to the business at
hand, and check out the Motel. Go up
Riverside Dr. and look for the Motel sign
on your left. Go around to where the sign
says, “Employee Entrance™ and enter the
Motel grounds.
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You start this area in the Employee Parking Lot. The only thing
you can do out here is use the Save icon on the wall, or walk
up the ramp and use the Motel Key to enter the Reception Area.
When you enter this new spot, a flashback will ensue.

There is a lot of nifty stuff to look at here, but before you
do anything, take the DIGREIRER from the wall. Step up to the
front counter and grab the GUBSRREEASER to find a similar name. On
the other side of the desk is a Rotary Calendar, but you can’t use that
yet. Also, behind the desk is a board full of keys. Grab the Fioam&28

[y and head out into the courtyard.

Many of these doors are chained, but you can go south to
enter the first area of rooms.

Each of these internal courtyards is filled with rooms.
Since nobody is around, you mightwas well check them
out. Room 302 is open, so pop in and take a look around
to find the LgRREEMA This is another long weapon but
without much kick. Room 209 is also open, but look out for
the Straightjacket that is in the bathroom. Kill this monster

quickly, and grab the S /AMRD near the sink.
VThIS is a long pole-like weapon

i3 That's it for the open that excels in range but not much
rooms in this section, but else. It is not very powerful,

before you go back to the but when you want to keep a

first area, stop by the side of safe distance, it will get lhe job

Room 504 to grab the GElD done. Keep in mind that this is
an average Light Stand, not a

by the dumpster. Go back to sharpened tool of destruction.

the first area, and use the

metal staircase in the back
to get to the second floor. __/_—‘

ITEM ACQUIRED!
LIGHT STAND

DAMAGE: 15



In Room 312 another Straightjacket lies in wait. It will charge at
you as soon as you enter the room. Act fast, and run around it

to turn the tables and take it out. Pick up two boxes of@m
50 and head down to.Room 314. Outside this room on the A/C
unit is a Hiselilh Bullalk

Room 316 contains another MR @Remd and some wedding gear
that looks like it has been sitting for a while. The rest of the
doors are locked in this row, so follow the railing to the end and
go downstairs to a new set of rooms.

When you enter Room 308, you can expect a serious ambush
by a Two Back. This monstrosity has both a lunge attack and
an acid attack that can make it very deadly up close or in

distant combat. Spare no expense on this foe, and break out
your best weapon. Be sure to take your spoils of victory, and

grab the STERYIMATIED in the bathroom.

SWI00Y] JOOLY PUOOSY
SUI00Y] OO 181 / uorydaoayy

The double-decker morister is
very deadly! Not only can it spit
acid from across the room, but
it can also pounce on you with a

devastating lunge attack. When
you have the space, use one of
your firearms to drop it from a
safe distance.



Instead of entering Room 306 just yet, go all the way north and
be sure to unlock the two gates to the north and west. This will
help you get to the Save icon and allow for easier backtracking.

You will finally get to use the key you found in the Reception
when you open Room 306. Sadly, there are no items in this
room, but there is somethingwery important to your progress:
amirror! You have explored all you can in this world, so use the
mirror to cross over.

In the Other World, you can grab a heartfelt note — T 3y Bellowed Wie — on the
wall before leaving 306.

Room 309 has a couple of goodies for you, but look out for the Straightjacket
that has taken up residence. It will be off screen when you first enter the room, but
it can use that acid spit from a great distance. After you have taken care of this

monster, grab the Spear and head into the bathroom to get the Sigsiiilis Defiale from
the toilet.

ITEM ACQUIRED!
SPEAR

DAMAGE: 20

This is just what you expect ... it
is a spear. It's long, pointy and
somewhat slow, but it does a
decent amount of damage for a
pole weapon. Also, this has great
durability to continue to keeps
those nasties from getting close.




The rest of the rooms are locked, so
go northwest through the gate into the
area near the reception area. After you |
pass through this gate, there is a pair
of Carrions roaming around that can
cause you some serious grief if they
group together. Run away to deal with
them at a safe distance, or try a one-
hit weapon to even the odds. In the far
corner, pick up two boxes of wm and proceed south to the next
set of rooms,

In Room 209 there is a —that vou can nab. There
is nothing in there to fear for a change! Down a ramp
in the center is a Jiieliflesl in the corner.

Go over to Room 301 to find another
Straightjacket. If you walk in too far, it
will quickly grapple you. If this happens,

hit the button indicated by the prompts,

and slay the beast. Your reward for all this

is a2 i858 in the bathroom.

Check out all the rooms in this row. Everything in
this sections is locked up tight, so go into Room
503, which has a mirror to return you to the Mist
World.
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" - Backin the Mist World, when you arrive in 503, you'll see lots
‘of strange and disturbing drawings on the walls. When you are

ready to leave the room, grab the [lsfi> an @ EHEl near the
door.

)

~

If this is your second time through the game, you can access
Room 502. Of course, this assumes you got the key from the
second floor using the metal stairs in the alleyway north of the
Hospital.

Go toward the Maintenance Room, and pick up the
Shovel near the door. A lone Straightjacket roams this
large area, so take it out before you start exploring.

On an L-shaped counter in the back, you can find the

WianitorsiNote] ~ ] " eI RedeemerfAmmoRe
i don't actually have a gun that can use that ammo, but
you will. Be sure to also pick up the @il lying on the
floor near the lockers.

Keep searching the room, and take RS
note of the vice on the other side of the
L-shaped counter. As you explore you will
find a maintenance tunnel. This long, narrow
walkway conveniently has peepholes to look
into the adjoining rooms. The first hole on
your right is Room 500 where your father
once stayed. Check out the room to catch a
flashback, and when it is over, you can see
the calendar on the wall with an important
date.




Right next to this hole is a Broken Pole. The last room on the
right, 504, has a real special visitor. Can he tell that you are
watching him?

At the end of the line, you can find the Manager’s Office
Key and a gruesome photo of a Death by Shotgun. What a great
shot for your photo album!

It's time to put that key to use, but you will have to take the long way back to the Manager’s Office.
The only route you can take is to circle around the Staff Accommodations. However, a lethal pair of Two
Backs is stalking this terribly narrow passage. Do ki o0
yourself a favor and use a powerful firearm to kill
these creatures from afar. When you wrap around
the building, you can finally unlock the gate and
head north to the office.

Use the key to unlock the Manager’s Office and step inside. A
Two Back awaits you, so shoot it while it is off screen. Right
by the door is a [iling @aliflae® that can come in handy. Go
over to the desk and collect the AsseniREHB/AmR and the
Bufiyllag for an update on Room 500. The door is located right
next to the stuffed and mounted animals that make you sad.
4/ See, killing is not a nice thing!
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When you step back outside, grab the i lam off

the blue car. Be sure to unlock the door to the other
courtyard that connects to the Reception. Enter Room
108, and let fire with the Shotgun to destroy the charging
Two Back. Pick up the AsseniR Eiile Amme and 2 Hsalil
Iallalk for your troubles. There is a Crate in the
bathroom, but the real prize to be had is the .
Redeamer firearm and Reflbemer ARIS. This ~
is the classic .44 that has enough stopping
power to take out a monster in a few shots.

ITEM ACQUIRED!
REI MER

DAMAGE: 6:

Aclassic hand cannon, this is the most powerful handgun you can get. In fact, it packs nearly

as much punch as the Rifle or Shotgun. While it does do less damage and it might not have the
same range, it holds more rounds and fires faster. This is your new best friend when dealing with
ambushing monsters or tough bosses!

Room 106 houses another Two Back that can be killed with any powerful firearm. Grab the [ifishem
[iflil® on the bed and the two boxes of BB/ on the window sill. At the end of this room is a

bunch of trash bags with some Jagged\ibed




'ng‘

(X A
Y'Y

o

/801-C0T sw00y pue uondasey

You are treated to another spectacle of oy

watching the Butcher slice and dice a " O

screaming Two Back. You almost feel -B9S

sorry for the monster as that massive ] ,\\‘ (':_ T
AVAYA

Butcher’s Sword rips it to shreds.

T et
AL A‘ -Q\'Ebéﬁr' i

The goal here is pretty clear: Stay out of J

range of that huge blade! This can be a " A
tough melee fight to win, and in a war of

attrition, you will lose or burn through all

your health items fast. The only way to beat = . p
this powerful foe up close is to entice it <,‘_ ¥4
to swing, run out of range and quickly run
in for a few hits. If you don't wait for it to
attack first, it will counter your hit with a
slow attack of its own that will still hit you
due to its incredible range.




Battle Plan

BOSS

The other threat of fighting this brute up close is that it
can grab you. This is not a simple grapple like you might 0
have experienced up to now. It is a two-stage grab-and-
slash that can be deadly! However, it is possible to break
free from this attack. After this hulk raises you off the
floor, be sure to press the button that corresponds to the
on- screen prompt. Failure to do so will give you a taste of
awicked blade.

The next attack is even worse, and failure to hit the right
button will leave you dead and impaled on that massive
blade. You don’t have a Lot of time to hit the button, but just
be sure you hit the right one to kick this foe back.

The easiest way to defeat this hulking monster is to
run around the center table and fire when you get some
distance. Take advantage of your speed and make it chase , )
you. When it is on the opposite side lumbering toward '//. v
you, pump a few rounds into it and continue to circle the &
table. This is not the most heroic approach to killing the
Butcher, but it is the safest thing to do if you have the
ammo.

When you finally defeat the Butcher, in true
poetic style, use its own weapon to finish it off!

After a job well done, grab the Meat Cleaver ~ /' &
off the table and the Meat Gaff near the door. {1 ! ;
Go through the door to enter the Dinner. On a
table near the Save icon, you can find the note:

To My Absent Wife. This s a touching '
note you will not want to miss.




When you exit the diner, you will be in the pool
area with a lot of new rooms to check, so let's get
to it! However, before you search around, check
out the heart-shaped pool with the heart-shaped
object on the bottom. If only the pool was empty!
Room 102 has a Two Back as well a (g Glemd
and two boxes of Tt AR on the bed.

Check out Room 201 — it is filled with empty cages. Just be
sure to kill that pesky Straightjacket that is hiding in this
room.

The rest of the doors in this spot are locked, so take a quick

trip to the game room to check out the action. Next to the door
you can find four [Regll@m8® and another one on the pool table.
Go to the upper area by the pinball machines, and grab the ITEM Af
TWillem Another flashback will ensue. This must be a pretty old
town or just really out of date, since there are no videogames.

While this recreational weapon
does dole out some decent
damage, it is not very sturdy.

« The range it provides can come
inhandy, but don’t expect this to
replace some of metal counter

; 3ol o tokens g, parts.

olay the. plnbll.
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Check out the Laundry by the northern staircase. To
your right is a sl Bllalk on one of the last chairs. In
the center of the room is an ironing board with a basket
of clothes; examine this to get the \Isiifing Dieciifie
Manual

There is only one working machine in this room,

and it has something metal inside. Go into your inventory,

and use the Token to start up the washing machine.

on n open,

cthing
s turned off,

HINT: You need to reset the
ine to open it.

REWARD:

This puzzle involves using the
information from the Janitor's
Note on how to‘perform a rinse on
the washing mnchin Accordm;:

in the center  F8
‘of the control [l
el, turni it
‘the correct settings and press
| to aetivate that
The ¢ - order is low
!‘pm Jexrelmmmnme dot, 60
with 2 dots, ‘drain



That will do it for this level, so use the staircase just outside the Laundromat to go to the second
floor. ... Although Room 111'is open, there appears to be nothing inside. | guess you can't laot every

room you randomly walk into. Go around to the Cleopatra Suite, and use the key on the door. Grab the
IRl T on the shelf and the B ARIED from the desk. In the bedroom you can find another one
of those gruesome death photos of ST,

When you head into the bathroom, you will notice the
tub'is missing. Well, more than missing, it is broken and has
left a huge hole in the floor. Take advantage of this structural
mishap and jump to the floor below.

When you land you will catch Lisa and Dr. Kaufmann
having a little chat on the bed. Whatever could they be doing
here in the Rose Suite?

As you investigate the room, you will find some white
powder on the dresser. Well, | guess we now know Lisa’s
weakness and her “need” for the good doctor.

6o out into the living area, and check the desk for some SRERg
NGO and a very revealing Telegram from Dahlia. There is a
Tpemiliar on the far corner of this room, but you can't leave
through the door. It is still Locked, and your only method to
proceed is to head into the bathroom and use the mirror.
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When you enter the Other World, it should not be
surprising to find a Two Back in the next room. On
the wall in the living room is another freaky photo of
death by @werfleg® and near the door is a 3iisal Heelk

to add to your collection.

Go out into the pool area and enter the Diner to

find an Qumesnenis Dagger sticking out of a side of

“meat.” The rest of the room is filled with cages and is

inaccessible.

\

Room 102 is open, but it is only filled with more gruesome chunks of tlesh.
However, in the corner of this area outside Room 104, you can find a pair of Il “‘
Aam® boxes. Now that you have scoured the perimeter, it is time you went to the ‘\
pointed end of the heated pool and find out what is at the bottom. In the Other
World the pool is drained, so walk down the steps to get the Jiowelief Hsast

1 got the jeweled heart.




Once again, you have exhausted all options
downstairs, so head up to the second floor via the
staircase by the Laundry Mat. Rooms 112 and 212
are open, but outside of some bloody graffiti, there
is noting to loot in there, so move on to the Nero
Suite.

p— M R T
The Nero door has a slit in it that looks just perfect for that dagger you found,
Use the dagger from your inventory to unloek the door. In the corner of the
room is some SHEGHUR AMMG The next room has a death by Stabbing Pheto.
You are really starting to gather an
impressive collection of photos for
you scrap booking project

Grab the Meat Cleaver in the
bathroom, and you will notice the
maintenance issues carried over to the
Other World as this bathroom also has

a huge hole in it. Once again, jump

down to the tloor below.

‘When you land in the King Room, go out on
a ledge to grab the First-Aid Kit. After this
backtrack into the hole leading to the Maintenance

Tunnel.

Go all the way to the end of this tunnel
to grab the Bireiem Heart Phete. (Several of the
peepholes in this tunnel are still available, but the
scene i§ pretty gruesome!)
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Go into the Maintenance Room and snag the Wisemel by the door. Follow the U-
shaped tloor and pick up the note: Wo @ @lesk. At the end of this path, you will
be able to unlock the door. Your mission now is to go into Room 503 and use the

mirror to return to the Mist World.

Once you are back in the “saner” world, return
to the Maintenance Room and use the Jeweled
Heart in the vice. This will split the precious
piece and give you a new precious \Ilililing
[Ring]

You now have all the pieces you need to
solve the last puzzle in this area. Go back to
the Reception Room via the long-cut around the
Staff Accommodations.

>UZZLE: Rotary Calendar _

HINT: Think about all
the special dates in your

eweled heart.
'rﬁ"""'h """'m A ki
o

REWARD: T

is a tough puzzle if you have not been family's life

paying attention to the story line of the
game. You should have seen many things
that will point to a special day, month and

ar. The month comes from the wedding

ng vou recently found from your father to
your mother. It mentions a June bride, so
the month is 06. The day can be really tricky
if you didn’t notice the calendar through
the peephole. The date when your father
was there was the 12th. Finally, vou are left
with the r. There are a lot of notes with
different years, but you only need to look at
the one item you have carried around since
the start of the game: your lucky quarter. If 3
you examine this lucky charm, vm‘} will notice When the date is set correctly, a secret 2
2 61 scratched on it. So the date you need is gompartment opena up that has a depression,
06/12/1961. 2 I l:}ce tllue wedding ring in the depr

noise will sound, and the
appear on the board in back of you.

difeayie momg,

g4 the. room 500 ey

Finally, you can use this key to put an end to
the myst u were drawn to this
place! Go to Room 503, and use the mirror to
enter the Other World. When you are ready,
open Room 500, and prepare vourself for
what has been waiting for you.




This is indeed a heart-wrenching story,
WA but the creature you see before you is not
D really your daddy. This monster must be

X stopped, but it will be no easy task.

 Jrepuare)) ayy esn pue eslf ou) usdo

This is the toughest battle you have fought

so far. What makes this so challenging is

that the boss is very close to you, and there

is not a lot of room to run. This means you

will have to constantly keep moving to avoid

its attacks while trying to damage it. There v
are three main attacks to worry about. AAeh

Its first attack is a tentacle grab. While you are running around, it will dangle its tendril
2 after you and try to snare you in its grasp. This move is not a problem, if you can press the X
A Button fast enough to escape. But if not, you will be choked to death!




Battle Option 1

BOSS:

T ——
ST CEET I

Finally, the last thing you need to watch out for is its deadly spew or venomous blood. It
will shoot out a large stream of deadly red bile for a while that will really do some damage '
if it touches you. It might even kill you if you are caught full stream. i

Trying to tackle this monster with melee weapons
is very tough. It has a really quick reaction time,
0 you can't merely run up to it and swing away.

Battle Optlon 1

I ﬂ_\ o .

The other two attacks are more direct and a lot harder to Y

avoid. This creature has a long neck, and it can snap out AN
toward you any where you can run. This can be somewhat 2 X
unpredictable, and it is rather damaging. {,‘ )‘

AN




Your only safe bet, should you decide to go the
melee route, is to keep running around and get
it to attack and miss so you can counter for a

single hit. If you try any long combos, it will Yo't

retaliate. Hit and run is your only safe bet, and {1(‘

a good blade like the Katana can help with its Y v\‘x

range. oo %
Y X

fighting this boss. However, you will still need

you. If you stay in one place too long, you will
die. Because of this fact, use the inventory
menu to reload your firearms so you don’t
waste any shots. After it misses with an
attack, fire off a few quick rounds and move
along.

When the deed is done grab the Truth Piece in
the center of the room one last time. As Travis
s0 aptly stated, it's time to see what's inside
that sick little mind of this mystery girl.

Using a firearm is a lot less scary when X

* to keep sprinting so it doesn’t get a bead on VY N
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When you wake up you will be in the basement of the Hospital
Look for the First-Aid Kit and the Redeemer Ammo on one of the

crates covered with a tarp.

Go into the next.oom, and you can find two more items
on a naked crate, including an Ampoule and Assault Rifle Ammo.
There is also a Wrench on the other side of the room, but the
familiar insignia on the floor will probably grab your attention.
When you pick up the Present Piece, you will realize you now

literally have all the pieces of the puzzle.

PUZZLE: Restore the Flauros

At first this puzzle can seem overwhelming,
like trying to solve a Rubik's Cube. However,
it is really not that challenging, if you keep
your head and use a methodical approach.
‘What you need to do is attach the correct
piece to each of the empty corners from the
choices on e =
the bottom. |50 £8q
Of course,
picking the
right one for
each spot is
the tough
part.

Before you dive into this puzzle, take a
moment to get used to the controls. The
Analog Stick will allow you to move the
center core around in a limited fashion. It
may feel restricted in its movement, but it
this actually works to your advantage. You
have just enough movement to see any three
sides, and that is all you should think about
at any given moment.

When you are ready to place a piece,
press the X Button to choose it. It will

automatically

into place. 7 aqe
If you made

a mistake,
simply use the
O Button to
remove it.

Once a piece is attached, you can rotate it by
pressing the Square Button. This will spin the
attached piece from one side to another,

To solve this puzzle you have to figure out
which piece goes on which end and rotate

it so that all the sides match. Then vou will
need to spin the entire tetrahedron with L1 or
R1 to choose another empty node. There are
four patterns on this tetrahedron that look
like the pictures below.

Each of the moveable pieces is spinning
below, so you can see all the patterns it has.
To find out which one goes on which end, use
the Analog Stick to peek at the core piece

to see which three (of the four) patterns are
showing. Then, you just have to pick the
corresponding piece on the bottom and rotate
it into the correct facing.

If you are having a lot of trouble picking the
correct piece, don’t worry. Just attach one of
them and rotate it to see if two of the sides
match. If not, remove it and try another.

By pure trial and error, you can eventunally
place all the

pieces. When it

is assembled and

aligned correctly,

it will begin to

glow.

0
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After you have finished this puzzle, you learn that the completed /\

object has set the girl free. This was your intention all along,
but now you are not sure if this is a'good thing or not

Follow after the little girl through the door she just
passed through. After a search you will find only one door that
you can access. When you open this door, you will begin to
realize that you are in the basement of the Hospital. Climb the
steps and leave this place once and for all.

Unfortunately, getting out of Silent Hill is not that easy.
Dahlia is there to greet you as you leave the Hospital, and
she will confirm that you have in fact freed the little girl.
However, this is very special and powerful child with an
equally unbalanced mind.

After all your efforts you will finally witness what
you have wrought as Alessa unleashes her power on the
town of Silent Hill.

Canneon

These nightmare streets of Silent Hill are filled with tons of
monsters and a fair amount of items as well. Unless you are
looking for a high kill-count, stick to the blue path on the map.
From your starting point, head all the way south to find a (el

and an AMPEUe near a barrel.

Go back up the road to find the Child's Map hanging on a wall
right in front of you. There is not a lot of detail on this map, but
you can compare it to the “normal” version to get an idea of how
it was created.




Koonts

At the intersection of Koonts turn left. The roadways are completely broken up, so you will
have to weave a bit in order to go in what seems like a straight line. This first detour will
place you in the path of several Two Backs, but the reward is worth it. At the dead end of this
side trip, you can find the Meat Gaff, First-Aid Kit and two boxes of Redeemer Ammo.
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On the east end of Koontz, you will encounter the Large Carrions. The darkness can make
it tricky to dodge their toppling attack, but you can always see them far enough in the
distance to shoot them. This very brief diversion will net you two boxes of Assault Rifle
Ammo near a ledge at the end of the path.




‘ v " Simons

There is no more to explore down here, so make your way up Simons. After a few more Two Back
attack, you can find a Pitchfork near a tree stump

At the slight turn right on Simons, a Caliban will try to
b halt your progress. There should be enough room to maneuver
B around it after it performs its slam attack.

If you're up for another quick detour, turn left onto Sagan. At the end of this path, you can find an old-
fashioned stroller with a Broken Pole and two boxes of Assault Rifle Ammo near a gnarled tree.

This is on the main path, but you will need to go around the fence to grab the Assault Rifle Ammo and
the Energy Drink. You will be forced to wind back west on Sagan and battle another Two Back. After
going through the S-curve, you should be back on Simons.

\ Run back to the east side of Sagan, and you can find a small alcove leading around a fence.
—
|

- This part of Simons is really wide, but there are many gaps
~in the road. This will force you to cross the gaps using short
narrow “bridges.”




Itis really easy to miss the next batch of items, since this
section is so wide, but there is some precious ammo next to
a tree that has a Spear sticking out of it and twa boxes of
Redeemer Ammo at its base.

The last blue-lined bump on Simons is a break in the road that will force you to cross on either
side via a small makeshift bridge. Before you enter the doorway, be sure to grab the Tire Iron and the

Health Drink from the window in the corner.
Yorte

WO0IBIY Y1) / suom;gp[(uvﬂ'em mﬁ*

Finally, you are safe from the mean streets of Silent Hill. Go over
to the desk to acquire the Yellowed Page to learn all about the

mystical item you are carrying. There is not much else of interest
in this room, so go over and examine that hole in the wall.

This hole will lead you to a tunnel that will have you
crawling on your hands and knees for a good long time. Think of
this as the calm before the storm, as you slowly make your way to
the Cult Anteroom

Use the large set of Save icons on the wall, and check out
the altar before you follow that red “ribbon” to the culmination of
all these horrors.

As you bust into the room, you observe the strange cult
hovering over the burnt girl you saved at the beginning of the
game. This has all come full circle, but before you can intervene,
you are gassed and sent into a deadly dream battle for your very
life.



This is the final battle where you

find the demon within. There is no NS
doubt that this boss is one of the )’\ {
toughest things you have come up 23
against. It has several attacks at a0
its disposal, and one is very hard to »\‘ A

avoid.

The first attack to look out for is a huge energy beam. It will
rear back and place its hands to its chest, opening a cavity that
will project a deadly beam straight out. This beam will actually
last a fair amount of time, so the good news is that if you don’t
get hit, you can retaliate with your own attack.

If you happen to be fighting this creature melee style, you A0\
may be on the receiving end of its Claw Swipe. This is just a X
telegraphed swat attack that it performs to keep you from o\
staying at close range. You have a chance to avoid it, if you N

notice it turn to the side before delivering this haymaker. 1

Its final and most frustrating attack is the Rain of Fire. When
the creature bends down, it is summoning this spell. Once it
stands upright, it will spread out its arms and rain fireballs
down from above. This can be very tough to avoid and your only
real hope it to run.
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. Tofight this creature melee, you should pick your best & $ o
/- weapon, like a Katana, and look for your chances to strike. [l e = E
""" One of best times to attack is right after a Fire Beam. Side I N
( (" step this move as quickly as possible, and hit it a few times /"1 AN
' 1 from the side before it s finished. -—o A

( One of your best opportunities is during

7.3, the Fire Rain attack. While it may seem X
crazy to stay close to the monster while

fire is pouring around, you will actually

have a great set-up. Since the creature is
immobile while it pours fire from above,

you can run around to its back to get

several hits in. You may take a bit of fire

damage, but it is a decent trade if you have

a few health items.

AL Ifyou plan on fighting this boss with the
gun, then you will have a lot easier time
with it. The room you battle in is very large,
and many of your firearms have excellent

‘ range. Dash to the far side of the room

} and use Hunting Rifle to blast away from a

“safe” distance. The downpour of fireballs

can still hit you, so try to time your shots

around its attacks and keep moving to make
it chase you.




Guns are a great tool but they are natall the same. White many of
¥the handguns fire faster they usuallydo less damage. Also, guns
_ (ike the Hunter Rifle have a great effective range. Pick the right

gun for the task based on its starts below. Fifearms are often your
I < best choice for taking out-monsters and ayoiding hieavy damage.

FIREARM

This knock-off oftan iron curtain rifle has a
large magazine that holds 18 bullets

Andy's Bookstore on the military standee

FIREARM

A sleek hunting rifle. This breech loader is
AMMD. slow to fire but powerful, with a long range
HELD

(OESN | REUCIR theate 01): Totem between Storageand
MA“C? 1 Orchestra Storage

FIREARM DEEMERIPISTOL

A heavy, reliable six shooter. A classic .44 hand
cannon. Has “Redeemer” etched on its side.

Motel: Room 108 on the desk next to the gun
magazine

FIREARM

This US Army surplas weapon is well used but
still as smooth as ever.

Theater: Open drawer in the Director’s Office

FIREARM OTGUN

DAMAGE PER m DESCRIPTION
SHOT A wide-bore shotgun. It only takes two cartridges

AMMO at a time, but at close range it's unstoppable
HELD

LOCATION
S‘y’ﬂﬁfx Sanitarium (OW: Patients Belongings Room

ACC




FIREARM

A light target pistol, The kind of thing you see ona
gun range. It stings more than it bites.

Sanitarium: Chair in West Solarium

MELEE

There are two types of melee weapons the one-hit “bulk” types that will break on impact and the
regular ones that will break when their durability is used up. The advantage of the one-hit weapons
is that the do a lot of damage and can even be thrown. However the regular versions can deal a Lot of
damage with quick successive hits and you don’t have to rearm yourself immediately after use.

ESRRLUl 1 bottle for medicinal alcohol. Made with

thick, heavy glass. It's empty.

LOCATION
various locations

DESCRIPTION A plastic crate used to carry bottles or

something.

LOCATION i
various locations

USRAELI 1 nanageable filing cabinet with sharp edges

It's empty.

LOCATION
various locations




- Na———1

ip ~ —

They use these to tie down scenery and other
theater stuff. Very heavy.

various locations

Aheavy, portable TV, Not so portable without
a socket

various locations

R SuLk LRI 1he tamp with a heavy, sturdy base.

50

LOCATION

various locations

DESCRIPTION

A toaster with two wide slots for bread, muffins,
and pancakes. Made of pretty tough metal.

LOCATION : ?
various locations

LSAUU 2 neavy, metal toolbox. It's empty and the lock s

busted, but it's still a hefty weapon with sharp edges.

LOCATION
various locations

cuss JEITER DESCRIPTION ATeddington 1500 portable typewriter. In good

working order.

LOCATION .
various locations

Unarmed.

CLASS @ DESCRIPTION
DAMAGE

LOCATION
Start of game




Used to subdue violent patients, this variation on the
“bitly club” is durable, but won't cause lasting damage.

various locations

ciass RN DESCRIPTION

Afairly long pole, might come in handy for
keeping things at a distance.

LOCATION

various locations

SINHLI B SNOJIVHA

AL URUCEI 7he kind of stand they hang Vs from in

hospitals. Has a surprising heft to it

LOCATION -
various locations

cuss [REREEN  DESCRIPTION

Along, heavy sledgehammer. This thing could
cause some damage.

various locations

Alength of timber, jagged and broken at one end. Not
exactly lethal, but better than nothing.

various locations

A katana with a sharp-edged steel blade.

various locations

Nicely sharpened, this steel blade looks like the kind
of thing you'd expect to see in a decent chef's set

various locations




DESCRIPTION

This light stand is missing its bulb and shade,
but looks fearsome enough.

LOCATION

various locations

MELEE

DESCRIPTION [P, sturdy wooden grip, this meat cleaver is a

powerfut tool for cutting through meat and bone.

LOCATION
various locations

DESCRIPTION

A long pole with an evil-looking spike and
hook tethered to the end

LOCATION 7
various locations

SR 1 cruel-looking curved meat hook, lethally sharp

and ideal for piercing flesh.

LOCATION
various locations

DESCRIPTION This pitchfork has four sharp iron prongs and a handy.

grip

LOCATION
various locations

MELEE

DESCRIPTION The kind of poker you use to stoke a fire. It's

pretty heavy and sports a sharp tip

LOCATION
various locations

MELEE

DESCRIPTION

Long, stender pool cue. Looks like it's seen
plenty of action.

OCATION
4 g Start of game




DESCRIPTION

An old-fashioned cut throat razor,

LOCATION

various locations

DESCRIPTION

A surgeon’s scalpel. Very short but incredibly
sharp.

LOCATION

various locations

SINHLI B SNOJIVHM

DESCRIPTION

Standard screwdriver. | got a set of these in
the truck.

LOCATION
various locations

cuss DESCRIPTION

Short-handled shovel, good for maiming bodies
and then for burying them

LOCATION
various locations

DESCRIPTION

This is no prop. It's a genuine, sharp spear made for
hurting.

LOCATION

various locations

DESCRIPTION

Atire iron used for removing car tires. It's
heavy with a sharp tip.

LOCATION

various locations

DESCRIPTION

Looks like the axel wrenches they use back at the
truck depot

LOCATION
various locations




DESCRIPTION

A 18-round clip for an Assault Rifle, loaded
with 7.62mm bullets.

DESCRIPTION

<38 caliber bullets, designed for use ina
hunting rifle.

e T

REDEEMERYPISTOLYAMMO,

DESCRIPTION

Bullets for a .44 hand cannon.

RVICEPISTOLNAMMO}

DESCRIPTION

9mm bullets for a medium caliber pistol
o

DESCRIPTION

Shotgun shells loaded with buckshot

DESCRIPTION

.22 caliber bullets for use in a target pistol.




SPECIAL WEATONS

After you complete the game you will be awarded Accolades. Below are all the special weapons that
you can earn by unlocking specific Accolades [see that section for complete details). All of these

weapons are VERY powerful or useful and they make replaying a lot easier and a lot more fun!
P 2 i

SIHLI » SNOJIVHA

Long-handled axe, very strong, very powerful and
wickedly sharp.

INE Rescued Alessa in less than 80 seconds

GREATHCLEAVER

o Agiant butcher’s cleaver. The favored tool of ‘the
Butcher.
190
Kitl more than 100 enemies [and have completed
INF. the game once before]
LONELYJMOONJGAUNTLETS
s A pair of powerful, mystical gauntlets. Engraved in the
50 metal is the phrase “watched over by the lonely moon.”
INE. Complete the game once
TESUAYRIFLE:
FIREARM The Tesla Rifle harnesses the power of moonbeams
to dispense unlimited electric death. Rumor has it
b the gun was developed using alien technology.

Get the UFO ending




to avoid wasting these precious supplies. Also, use Energy Drinks often when exploring outside and
anytime you get too tired to run away from monsters. This can save your hide as well as a health item.

AMPOULE!

DESCRIPTION

SUPPLY

can ease the pain of any injury. They pack a
kick, too. Increase health by 100

and removes fatigue

LOCATION many locations

ENERGYJDRINKS

LUSIRLU A caffeinated drink with a kick. | sometimes “_

drink these on long drives; keeps me awake £
Removes fatigue

SUPPLY

[OIVN(0TI many locations

HEALTHJDRINK

URIMISIOII With a mixture of herbs and wtamms‘w

drink is perfect for combating aches and
pains. Increase health by 25

SUPPLY

(LTI many locations

HEALTH

DESCRIPTION

SUPPLY

Filled with bandages, sutures, and other “_

medical supplies, this can treat serious
injuries. Increase health by 100

(G many locations




KEY ITEMS

There are lot of key items in the game and except for the Flashlight, Radio and Night Vision Goggles
they are all required to complete the game. This easy reference guide will tell you what each item

is, where to find it, and how to use it. If you are stuck during your gaming experience chances are it
relates to a puzzle (which rely mainly on logic and the Notes found throughout the game) or you need
to find an item to progress. Careful searching of every nook of the game will help you discover all of
these items as well as life giving supplies and life saving weapons. You will always know when you
have picked up a key item because they are original and their shape or description will give you a hint

to their use. Happy hunting!

1 got the jeweled heart.

[125)WJBULB!

1 got some plastic lungs.

PRG0N A bulb for a spotlight, rated 125W.

[OIVN(GITI Theater: On a shelf in the Lighting Room

Place is spotlight B to
restore the lights

f250)WlBULB

(LI A bulb for a spotlight, rated 250W.

Theater: On a shelf in the Lighting Room

Place is spotlight D to

restore the lights

[500AWJBULE]

[T A bulb for a spotlight, rated 500W.

Place is spotlight A to

Theater: On a shelf in the Lighting Room

1

restore the lights

SINHLI B SNOIVHM




750 WABULB

ST A bulb for a spotlight, rated 750W.

Place is spotlight C to

LOCATION

Theater: On a shelf in the Lighting Room

restare the lights

BALCONY{CORRIDOR

(N1 A key marked “Balcony Corridor.”

Unlocks the upstairs

(GO Theater (OW): Director's Office

Balcony in the Theater

BASEMENT

RO A scuffed iron key. Covered in dirt. Says
“Basement Access” on the tag.

A giant butcher’s cleaver.

(GIWNOITR Sanitarium: Overload the Iron Lung

The favored tool of ‘the
Butcher.”

BOOKSTORE

USRI A key with “backdoor™ written on its tag

i

A giant butcher’s cleaver.

LOCATION Andy's Bookstore after entering the cash

register code

The favored tool of ‘the
Butcher

CLEOPATRA

IIIRI(GIT A key with “Cleopatra™ written on its snake
keychain.

i

Motel: Unlock the second

Motel: Found after successfully resetting the
washing machine in the Laundromat

LOCATION

floor Cleapatra suite

JORYHARRIS;S]KEYS

DIECIOI A key with “Dr. Harris™ written on its tag.

Unlocks the Dr. Office in

Sanitarium (OW): Infirmary - after
completing doll cabinet puzzle

LOCATION

the Sanitarium

JEXAMFROOMIKEY]

[N A key marked “Exam Room.”

Hospital: Staff Lounge

LOCATION Hospital: Staff Lounge




FALSEHOODJPIECE!

(SOOI A tetrahedron with the word “falsehood™ USE
engraved on its side, Feels heavier than it
looks. Complete the Flauros

LOCATION Defeat the Theater Boss

FLASHLIGHT,
DESCRIPTION

A battered clip-on flashlight

Turn it on to illuminate a
small area in the dark

Start of the game

LOCATION
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FUTURE

DESCRIPTION

Atetrahedron with the word “future”
engraved on its side. Feels heavier than it
looks. Complete the Flauros

[GIVNITR Defeat the Hospital Boss

GUASS

DESCRIPTION

A pair of glass eyes. USE

Place in the death mask
to open the door

Hospital: Exam Room after solving the Doll
Puzzle

LOCATION

GOLDEN

I  Warm to the touch, this ornate golden egg
is larger than a hen’s and has an oily shine
toit. Place in the yellow door

f the Women's Restroom
Hospital (OW): Room 202 g
LOCATION ospital (OW): Room inthe Hospital (OW)

!

INTERVIEWJARCHIVES

[IETCI{INI A heavy iron key, with “Interview Archives™
written on the tag.

Unlocks the Interview
Archives in the

(OGN Sanitarium (OW): in the drain in East Pipe

Room Sanitarium
JEWELEDHEART,

A golden heart intaid with jewels. “

A precious item that
contains a precious ring
when used with the vice

DESCRIPTION

Motel (OW): In the center of the drained pool

LOCATION




This symbol is made of metal and has the
word."Jocasta” etched into its base.

DESCRIPTION

Unlock the door with the

[LIA(LII Sanitarium: Dr. Harris's Office

Jocasta symbol

LUCKYJQUARTER

YT ! ve hed this quartersince | was a kid, from when
my parents died. s kind of a lucky charm.It has
samething scratched into ... it Looks like "1

N

Has a special year

Start of the game

LOCATION

scratched on it

[LUMBERYYARDJKEY]

DESCRIPTION

A heavy iron key. The label reads “Lumber
Yard.”

Unlock Lumber Yard

Trunk of a car in front of the Sanitarium after
its completion.

LOCATION

MANAGER{SJOFFICE

[IECIOLIN A key with “Manager's Office” written on
its tag

Motel: Unlacks the

Motel: At tthe end of the maintenance tunnel

LOCATION

Manager’s Office door

A square stone totem with a moon symbol
painted on it.

s

Place on left side to open

Theater: Display case in southeast hallway

the door upstairs

A key with a Riverside Motel keychain

T

Unlocks the Reception

Theater: In the lobby on the body after
beating the Boss

door ta the Motel

Hi-tech gear that allows you to see in the
dark

Allows you to see in the

Accolade awarded for having the flashilight
on for less than 10800 seconds (3 hours)

dark




§ Weapons & Items

ORNAMENTAL§DAGGERY

DEOCTO An antique ornamental dagger

Motel (OW): Place in the
slit in the door on the
second floor Nero Suite

[ULZNOTI Motel (OW): In a stab of meat in the Diner

PIECE

DESCRIPTION

A tetrahedron with the word “past” engraved
on its side. Feels heavier than it looks.

Complete the Flauros
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LOCATION Defeat the Sanitarium Boss
PATIENTYBELONGINGS,
DIEITIOIT A light, rusty key. The tag says “Patient
Belongings Room.”
Unlocks the Patient
(LOA (I Sanitarium: Female Dorm EEags room o
Sanitarium

PLASTICAHEART)

DI This plastic organ is a replica of a human w
heart
Place in the anatomy doll

LOCATION Hospital [OW): Room 204 after opening the
Medical fce Chest

PLASTICRINTESTINE

RGO This plastic organ is a replica of a human
intestine.

Place in the anatomy doll

(LTI Hospital: Exam Room

PUASTICJLIVER
DESCRIPTION

This plastic organ is a replica of a human “
i

IVer.
Place in the anatomy doll

(GIVNTI Hospital (OW): Ladies’ Room

PUASTICRLUNGS;

DSSIIGII This plastic organ is a replica of a set of “

human lungs.
Place in the anatomy doll

[T Hospital (OW): Room 205




PUASTICISTOMACH

[0 M This plastic organ is a replica of a human
stomach.

Place in the anatomy doll

w Hospital: Exam Room

PRESENT,

ISR An octahedron with the word “present
engraved on its side. Feels heavier than it
looks.

Complete the Flauros

LOCATION Hospital basement

PROPJCONTROLYLEVER

[TZICU(I A thin, metal Lever. One end is threaded to
be screwed into a socket.

Placed into the

LOCATION Theater: Stage Office

production control panel
to access the third set

RADIO)

[SRICO]T A cheap pocket radio.

,

A trusty companion that

LOCATION Motel: Key rack in Reception after solving the

Rotary Calendar puzzle

it

indicates when monsters
are near

[ROOME306]KEY]

[UESCUI{OIM A key wtih teh Label, “306.

i

Unlock Room 306

LOCATION Motel: Key rack in Reception

[ROOMSO0JKEY

(A0 A motel key with the label, “500.”

ﬁ

Unlock Room 500

LOCATION Motel: Key rack in Reception after solving the

Rotary Calendar puzzie

[ROOML507JKEY]

NI !t looks like an ordinary motel key but
there’s something... otherworldly about this
thing. It smells of ozone.

H

U

Inlock Room 502 and

LOCATION Second floor staircase in an alley north of

the Hospital. Must have beaten the game:

trigger secret ending




B Weapons & Items

STAFEJLOUNGERKEY

PRI A key marked “Staff Lounge.”

f——w Hospital: Ladies” Room

Unlock the Staff Lounge
in the Hospital

STAGEJOFFICE

[RGGTTOIM A key marked “Stage Office.”

Theater (OW): In a knothole of a tree in the
mirror realm forest set

LOCATION

Unlock the Stage Office
in the theater

TOTEM

DESCRIPTION

[LIW AT Theater: Director’s Office

A square stone totem with a sun symbol
painted on it.
Place on right side to

open the door upstairs.

THEATERQTICKET;

DRI A faded yellow theater ticket. Admits one tun
“The Tempest.”

[OIWAIGITI Sanitarium: In the Lobby after deefeating the
boss

Unlock the doors to the
Theater

TOKEN

DGO A small metal token for use in a laundromat.

Motel: On top of a pinball machine in the
Game Room

LOCATION

USE

Place the Token in the
washing machine in the
Laundromat

TRUTHYRIECE

A tetrahedron with the word “truth”
engraved on its side. Feels heavier than it
looks.

Defeat the Motel Boss '

DESCRIPTION

LOCATION

Complete the Flauros

WEDDINGJRING,

(SO A wedding ring with a message engraved on
its band.

Inside the Jeweled Heart when opened with
the vice

LOCATION

Provides a hint of a
special month and unlocks
the Room 500 key in the
the Rotary Calendar
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«

Travis Grady is an ordinary trucker with a
troubled past. His sleep is frequently
interrupted by nightmares; though he can
never remember exactly what they're
about -- he only knows that theyre
terrifying and eerily familiar

5

Nessn

A mysterious girl who Travis saves from a
fire. He's later told that she died, but...
why does she keep appearing?

DAKaufmann|

Dr. Kaufmann is a cold and scientific man
who works at Alchemilla Hospital. He's
been seen around the local religious group,
though it's not known if he’s actually a
member, or if he's merely observing the
cult's behavior.

DahlialGillespiel

Dahlia is a devout, almost fanatical
follower of the local religion. She has
raised her daughter Alessa to do whatever
is necessary for the good of the cult -- even
if it means the ultimate sacrifice

INuiselllisalGailandl

Travis meets Lisa at Alchemilla Hospital,
where she seems kind-hearted, flirtatious,
and innocent. How long she can stay this
way in the darkness of Silent Hill remains
to be seen.




100

DAMAGE T0
KNOCKDOWN

50

MONSHT|

KNOCKDOWNS TO KILL KNOCKDOWN DUR. (s
3 8
ATTACK 1 DAMAGE
Syringe Swipe 15
ATTACK 2 DAMAGE
Injection Grapple 0
ATTACK 3 DAMAGE

SHOJI ¥ SUNHIN

GUN DAMAGE
MULTIPLIER

The Nurses are the base level monsters in the game. They
are not very dangerous unless they are in groups, but they
are still nothing to take for granted. If you are low on
precious weapons, you can even fight them hand-to-hand.
However, look out for their Grapple Attack. If they get in
close, they can grab you! You must then rapidly press the X
Button, that appears on screen, to escape.

HEALTH

DAMAGE T0
KNOCKDOWN

ATTACK 1 DAMAGE

ATTACK 3 DAMAGE

KNOCKDOWNS T0 KILL KNOCKDOWN DUR. (seconts)

Spit 2
ATTACK 2 DAMAGE
Headbutt Grapple 520

GUN DAMAGE
MULTIPLIER

This warped-looking enemy is not something you shoutd
take too lightly. Although its arms appear to be bound to

its body in a twisted and mutilated straitjacket, it's still
very deadly. It's a pretty versatile creature with an up-close
grapple attack and a long-range projectile. From afar it spits
a corrosive acid that can take you out in-a few hits. Stay out
of itts grapple range and entice it to spit at you. Dodge this
corrosive attack and hit it from the side or back!




HEALTH KNOCKDOWNS T0 KILL KNOCKDOWN DUR. fsecuns

5
e

Spit 0
ATTACK 2
Headbutt Grapple 5,20

ATTACK 3 DAMAGE

DAMAGE T0
KNOCKDOWN

This monster may have its arms bound, but that does not
GUN DAMAGE mean it can't physically attack you. If you get too close, this
MULTIPLIER creature will jump on you, wrap its legs around your waist,
and spit acid in your face. Also, this thing is a menace from
afar, since it can vomit its deadly toxin at great distance.

The best way to tackle this foe is to circle around to its back
and strike it from behind. Be sure to hit it fast and furious so
it doesn't get a chance to retaliate

HEALTH KNOCKDOWNS TO KILL KNOCKDOWN DUR. fsecens

5

ATTACK 1 DAMAGE

Rabid Bite 15
ATTACK 2 DAMAGE

DAMAGE T0
KNOCKDOWN

ATTACK 3 DAMAGE

The hideous beast acts like a mutated dog and will lunge
GUN DAMAGE at you without hesitation. It has a small head and a large
MULTIPLIER body and hindquarter, but do not attempt to fight it head

on. Try to make it leap at you so you can run around it to
attack from the side or rear. However, this is a pretty tough
monster to deal with and avoiding its leap can be very tricky.
The easiest and most togical choice is to use your firearms
from a safe distance




HEALTH

DAMAGE T0
KNOCKDOWN

GUN DAMAGE
MULTIPLIER

KNOCKDOWNS TO KILL KNOCKDOWN DUR. fse
ATTACK 1 DAMAGE
Embrace

ATTACK 2 DAMAGE

ATTACK 3 DAMAGE

This is a shadow-type enemy who is invisible except for a

“wire cage” that appears to be hovering, This creature is

fast, and it is fond of darting toward you with a dangerous
lunging attack. Like the Carrion this quick darting attack

makes it one of the more difficult monster to deal with so
don't hesitate to use your bullets on it. You can avoid this
lunge if you streak past it but it may be tough to learn the
timing and even harder to manage in groups.

HEALTH

DAMAGE T0
KNOCKDOWN

GUN DAMAGE
MULTIPLIER

KNOCKDOWNS T0 KILL KNOCKDOWN DUR

ATTACK 1 DAMAGE

ATTACK 2 DAMAGE
Spike Wheel 5 per spike
ATTACK 3 DAMAGE

Spike Drop

The area that you fight this Boss in is rather large, so if you
are having any trouble with it, just run to the far end of the
room and use your firearms as it chases after you. If you
want to tackle it with melee weapons you will need to wait
for an attack and counter with a few quick hits. After it does
the Gas or Spike Drop you can run in and hit it quickly before
it launches another attack
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KNOCKDOWNS TO KILL KNOCKDOWN DUR. (seconds)

3.5
ATTACK 1 DAMAGE

Scissor Kick 15

ATTACK 2
Strange Grapple FATAL

ATTACK 3 DAMAGE

This seemingly inanimate object has come to life and will crawl
across the ceiling to attack you from above. If it gets close
enough, it will perform a grapple, and you must rapidly press
the X Button to break free. It will take several hits to drop

it down from the ceiling. When it falls on the ground it will
assume in its second form that you also may encounter. This
form consists of the terrible Puppet begin upside down and
attacking with it's legs.

GALEAYE BOSS

KNOCKDOWNS T0 KILL KNOCKDOWN DUR. fsecands)
Foreleg Stamp 30

ATTACK 2 DAMAGE

Lunge 20

ATTACK 3 DAMAGE

This is the largest enemy you have encountered up to this
point, and it can be very intimidating at first. This behemoth
does move rather slowly, but it also has really strong
attacks. Make use of the very large area you are in to run
until you have enough distance and open fire. If you are
attempting melee attack circle around to its back, especially
after it stomping attack




EARRTONIMOTHERY

HEALTH

DAMAGE T0
KNOCKDOWN

Friends & 'Foes

KNOCKDOWN DUR. fseconds)

DAMAGE

ATTACK 2 DAMAGE

SHOJI ¥ SUNAIIYA

ATTACK 3 DAMAGE

GUN DAMAGE
MULTIPLIER

This is a super-size version of the Carrion that is both stronger
and slower than its little namesake. This should give you a bit
more time to circle it and attack from the rear, or run and get
some distance to shoot it down. While its size is intimating,

in many ways, it's slower speed makes it not as lethal. It has
one main attack where it stands up on its haunches and come
crashing down. If you stand in front of it, you can entice this
attack and quickly run around to its backside to hit it

CALEAT

HEALTH

DAMAGE T0
KNOCKDOWN

ATTACK 1 DAMAGE

ATTACK 3 DAMAGE

CIONSIER

KNOCKDOWNS T0 KILL KNOCKDOWN DUR. (seconds)

Foreleg Stamp
ATTACK 2
Lunge

GUN DAMAGE
MULTIPLIER

This is a very large enemy that is extremely powerful, and a
single hit can end your life. This behemoth does move rather
stowly, but don’t get over confident, as it has a charging-
type move that can cover ground really quickly. Entice it to
perform its Foreleg Stamp attack and run to its side or back
to get in several hits before it can turn to face you




HEALTH

DAMAGE T0
KNOCKDOWN

GUN DAMAGE
MULTIPLIER

KNOCKDOWNS TO KILL KNOCKDOWN DUR. iseconts)

8

ATTACK 1 DAMAGE

Spit 20
ATTACK 2 DAMAGE
Jump Attack 20
ATTACK 3 DAMAGE

Stab Grapple 40

The double-decker monster is very deadly! Not only can

it spit acid from across the room, but it can also pounce

on you with a devastating lunge attack. If it lands on you,
press the right button that appears on the screen quickly or
suffer its attack. When you have the space, use one of your
firearms to drop it from a safe distance. If you are up for the
challenge try to get it to spit at you, like the Straightjackets,
and circle around it for some melee action.

HEALTH

DAMAGE T0
KNOCKDOWN

GUN DAMAGE
MULTIPLIER

KNOCKDOWNS TO KILL KNOCKDOWN DUR.

ATTACK 1 DAMAGE
Heavy Swipe 30
ATTACK 2 DAMAGE
Light Swipe 20
ATTACK 3 DAMAGE
Skewer Grapple 20, FATAL

This is can be a tough melee fight to win. The only way to
beat this powerful foe up close is to entice it to swing, run
out of range and quickly run in for a few hits. If you don’t
wait for it to attack first, it will counter your attack. The
safest way to take down this hulking foe if to run around the
table and fire away with your guns. It has a slow lumbering
pace that will allow you to shoot and run.
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HEALTH

KNOCKDOWNS T0 KILL KNOCKDOWN DUR. iseconts)

ATTACK 1 DAMAGE

Bite

DAMAGE T0 ATTACK 2

KNOCKDOWN
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ATTACK 3 DAMAGE
Tentacle Grapple FATAL

What makes this so challenging is that the Boss is ver
GUN DAMAGE close to you, and there is a0t ot of oot . s
MULTIPLIER means you will have to constantly keep moving to avoid its
attacks while trying to damage it. Fighting it up close can
be very tough due to its numerous types of attacks and its
quick reaction time. Your best bet is to shoot and move,
using your most damaging firearm in your disposal.

MIESSYS DREAY
HEALTH

ATTACK 1
Fire Beam
ATTACK 2
Claw Swipe
ATTACK 3
Fire Rain

DAMAGE T0
KNOCKDOWN

This boss is one of the toughest things you have come up
GUNTAMADE against. It has several attacks at its disposal but the most
MULTIPLIER challenging to deal with it when causes a downpour of
fireballs. Take advantage of this attack by running to avoid
the fiery rain and using the fact that it is immobile during
this onslaught. If you are taking too much damage get as far
away as possible and open fire!




Throughout your adventures you will come across many pieces of information in numerous forms
ranging from a clipboard to  battle cap. All o these collectibles will are consider “notes™ and will
be stored in the inventary screen under the Notes tab. These notes are not only crucial to solving
many of the game’s puzzles; they also help to fully disclose the story line. Because these snippets
of information are so important to game play and the enjoyment of the game, we have listed them all
for your convenience

m PUBLICINOTICE Lobby

UNDER CONSTRUCTION

Currently the second and third floors of the hospital are undergoing renovations. At this time they are closed to patients and
visitars. Work continues in earnest and'the hospital management thanks you for your continued cooperation as we try to minimize the
disruption

NOTE DOCTOR{SADIAGNOSIS LOCATION Hospital —Room 205

Preliminary Diagnasis:

Third degree burns, patient is unconscious... Something has prevented damage spreading to the internal organs...Tissue damage
is limited to the epidermis and extremities of the limbs.

How is this possible?

m BLOODY§NOTE Hospital — Room 204

This heart of mine troubles me with its trembling! To stillit I have put it on ice and locked it away.
(Remember, the three beauties who cause it to pump so are the key, ‘age before beauty’).

m HURRIED m){aspnal — Raom 202

(Parts of this note are obscured)

worry not blank blank blank blank x&. | have used the blank to contain her power. No one will come to her aid. Blank blank x 3
one of the five blank, hide them. Protect them.

Blank

NUTE STUDENT§MNEMONIC, anmon Hospital — Ladies' Room

Having trouble with your anatomy class? Find that getting them out is much easier then putting them back in? just remember this easy
mnemonic:
Inside Stevie, lttle Henry lurks

m STAFEANOTICE mspnatfﬂaﬂ Lounge

CONSTRUCTION!

As you know, the renovations to the upper floors have run into problems! The plumbing leak and substandard materials used
have forced us to close off the third floor until further notice. We are reminded of the familiar adage: ‘you get what you pay for!” we now
face six more months of work, reducing our capacity for the: coming year, We will have to cut spending on impatient care and consultancy
fees by 50%

Therefore we ask doctors to refrain from committing patients and encourage home stays instead. unless they're dying in your
arms, don't book ‘em in! STAFF PARTY! Worry not! The staff party is still on tour [our recreation budget s locked away where no one c
tamper!] Everyone meet at Annie’s Bar at 8pm on Friday. Alcohol (medicinal of courset) and food will be free. Arrive early to grab a trainee
nurse: they go quick!

b




STAFF, Hospital — Exam Room

To all staff,
Itis forbidden to enter my office unaccompanied until further notice.
0r. Kaufmann.

m PARKINGRTICKET, Car window on Toluca Ave

(Someone has written on the Ticket.)
SHE'S ASLEEP NOW.

MAGPIEJNOTE Sanitarium —Doctor’s Office

. Harris,
Our ‘magpies’ have been at it again. This time they SWALLOWED the damn keys for Archives and the basement
Don't warry... Gary has taken Mr. Magpie to the T8 Ward and I'm taking Mrs. Magpie to hydrotherapy.
We'll make them spit the keys out!
This job would be great if it weren't for the patients!
Clem

NOTE [STATUSIRERORT3/12/19600 Location Sanitarium —East Solarium

Status Report 3/12/1960 Patient Mrs. Blank blank Age:34 Examining Doctor: Dr. Harris

Notes: Patient cantinues to harbor strong fantasies and a violent persecution complex. Her moods can swing from cal to iolent
agaression in a short time, which has led to her being maved to the seclusion wing. She becomes particularly violent during the occasional
visits from her husband, demanding that she be allowed to see their child.

We have taken the precautionary step of adding Epolineum to Mrs. blank x 2 medication to prevent her violent outbursts. | don't
like having to sedate patients, but when she is aggressive, blank is as much of a danger to herself as to her visiting husband and the staff.

A [IRONJLUNGRWARNING, me Sanitarium —T8 Ward

OUT OF USE :
In light of the recent accident | am barring the use of the iron lung equipment. This applies to all staff, Including senior nurses.
Patient deaths during therapy are ot to be treated lightly. I find it hard ta believe that someone could ‘sccidentally’ overload every valve
on the equipment and so, until the inguiry has concluded. | must assume the equipment tself is at fault. These precautions are essential
we owe a duty of care to all our patients, even the difficult ones
. Harris

NOTE DUTY(LOGFEMALE{SECLUSION|  \gcaion Sanitarium — Femate Dorm

9:30am: Administered medication to The seclusion patients. There were no incidents

11:46am: Accompanied Dr. Harris on his morning rounds. No incidents of note.

3pm: Visit for Mrs. Blank from her Husband. Took her into the empty dorm room so she could feel more comfortable.

3:48pm: Mrs. Blank has attacked her hushand. During the visit she had a violent episode and attempted to throttle Mr. blank
She was heard screaming by myself and the attending orderly and we managed to restrain her though it took three of us, despite her being
afemale of slight build

After we sedated her and ook her back to her room. Dr. Harris examined her and decided to reinstate her dose of Epolineum

5:12pm: After the incident with

Mrs. Blank the other patients have become agitated and restless. Harris has ordered a lock-down

NOTE STATUSREPORT#2/7/1961 LOCATION Sanitarium — Patient Belongings Room

Status Report, 2/7/1961 Patient Mrs. Blank blank Age:3 Examining Doctor: Dr. Harris

Notes: Mrs. Blank x2 condition has degraded dramatically in the last few months. Her fantasies of  “mirror world” have become
more acute, and she spends more and more time in an appear ant catatonic state. She claims that during this time she is in the “other
world.

She now has full recollection of her attack on her son, but shows no remorse for the incident. indeed she seems proud, almost
smug of her attempted filicide! | am worried that this behavior could be a side effect of the increased doses of epolineum that the patient
has been prescribed. | have asked for her dose 1o be halved and hope to see positive resuits shortly.



L m POLICEJRERORT] Sanitarium — Laundry

Attending Officer's Report. 11/4/1959 Ino: VA4545-10

When | arrived at the blank house. The ambulance was already at the scene. The neighbor Mr. Bryant (who first called in the
Incident) had restrained Mrs. Blank and the paramedics were tending to the child. The husband, Mr. Blank had not yet arrived back from his
place of work

Thanks to Bryant's intervention, the gas had been turned off and the house ventilated — there was still a strong smell and |
however, deemed it necessary to call the fire department as a precaution. It appeared that Mrs. Blank had attempted to gas herself and her
child when | spoke to the suspect. Mrs. Blank she was uncoaperative and seemed enraged. She demanded I release her so she could “kill
the devil child.” She was clearly not in control of her mind.

Mr. Bryant commented that several timesin the previous weeks, he had heard loud arguments and screams from the house. He
said “Helen has not been well for a white”

m CLIPBOARD] Sanitarium — Male Seclusion

Medications (do not mess up!]
Room1: trizanthium (in red) Room2: natium (in blue) Room3:oparium (yellow) Roomé: natium (blue again]
(remember, pills only for patients!)

m CIDENTHREPORT, Sanitarium —Storage Room

AMBER INCIDENT REPORT Reparting Staff Member: Simons

Incident Description: A male child entered the sanitarium unchallenged-and got through into femate seclusion (doors were left
unlocked). He entered Female Seclusion Room 5, at which point orderly Michaels observed him-and alerted me. The boy was the child of a
visitor and was taken away by his father

Failures: The doors to Female seclusion were left unlocked by the orderly, and the staf in the (obby failed to notice the boy when
e arrived in the mezzanine area. Recommendation: ALl taff to be reminded of the impartance of locking ward doors. Review of staff to be
conducted by duty managers

5 PATIENTYNOTE Sanitarium —Storage Room

The new patient, Helen Grady arrived today. | was surprised to see how calm and well behaved she was.

After reading her notes, | was worried that she might be something of a handful.

The woman is in complete denial and claims na recallection of the incident which saw her committed. indeed, she has asked
repeatedly to be allowed to see her son! | have agreed with her husband that it is best that the boy be kept away from his mother
While there seems little hape for any long term recovery, | ook forward to spending some time with Mrs. Grady - her condition is most
fascinating

CHILD;SJDRAWING, Sanitarium —Lobby after getting artifact

Datdy, Momma & Travis
BLOODYACA|

=

LOCATION Butchers — Znd time through

(Someone has written an the cap).
HELP ME

m NEWSPAPER Lumber Yard

(Someane has written on the newspaper.]
WHY ARE YOU HELPING HER, TRAVIS? DID YOU SEE THAT NURSE?

M LOCATION Greenfield Apartments

(Someone has written on the napkin.}
SOMEONE MADE A HOLE.
GO HOME TRAVIS.

NDTE THEATER§PROGRAMJPAGE! L(]CMIBN Theater — Lobby

folk legends. Take the costume For Caliban. The designer Bill Ortega has taken a native buffalo;spirit, fusing it with the stark, iconic
images seen in the ancient local cult of Valtiel. His set design for its dark, cavernous cave Was inspited-by-Owi-Cave’, 2 locals istorical--




AT TENIGINTS WD TR theater — Curtai Contol oo

Peter, Good luck finding ANYTHING to work. This place was wired by IDIOTS! The safety curtain is o the same circuit as the spotlights. If a
Light blows, the whole thing fuses and you can't move the safety curtain. IDIOTS. Safety inspectors would blow a fuse ((terally!) if they saw
this stuff. Wouldn't happen in the city! See you when | get back.

Eric
PRODUCTIONJNOTE! Theater — Men's Dressing Room

Jack says the town is located on 01d “spiritual ground™... hopefully we wil be blessed!l
Prospero = Shaman Feathers, smoke, totemic magic.
Aviel = Air spirit. Flight? Projection? Puppets?
Caliban = Buffalo spirit. Skins + Berkoffian performance. On all fours. Poor actor!

ore NRAANOWRITTENJDIARYIPAGER ™ tocurion IRIECRMIERT I

Manday: Rehearsals — fantastic. New costumes — fantastic.

Allin all — fantastic!

Tuesday: Strange day . Girl snuck into theater today. Playing hooky no doubt! Took pity, et her sit and watch the run through
Very useful feedback -- terrified by Caliban (good job costume dept!)! Seemed to dislike Prospero intensaly. proceedings brought to
premature end by poor Tony getting a shocking nosebleed during Act 1. Scene 2. Will continue tomarrow!

WIRINGINOTES, Mr — Lighting Room

As expected, the spotlights are as SCREWY as the rest of this place. finally got them working. My trusty voltmeter saved the day
again! Remember, you need ALL the lights working, atherwise the circuit blows. Throwing the circuit breaker gets old FAST. Here are my
notes: B has to be half the wattage of D. A + B must not exceed C. Wattage of D must not exceed A. Break a leg!!

ric

KETCHE: LOCATION Theater —Costume Room

Since what happened to Tony, I've dreamt about HIM more and more! THE BUTCHER!
He looks just like that monster, the Executioner!
Now I've seen him when I'm awake. He's at my motel! It's HIM | swear it!

m ANIFESTATIONS OF/DELUSIONS, LOCATION Other World via the Stage mirror

Chapter 3 Manifestations of Delusions

phenomena such as telekinesis (“poltergeists™ to use a popular term) often occur. These seem frequent alongside negative
emotions (fear, worry, or stress) suggesting it is these emotions which-are manifesting as external energy with phisycial effects.
Nightmares are especially strong triggers. In all cases, these phenomena arise from children or adolescents and the overwhelming majority
of subject are female.

AR N [ e [ TP IR 0ther World is e Stage miror

Throughout these case studies, we see the victim's brains struggling to cape with the conflict caused by abuse at the hands of a loved one.
In many of the cases the abused child's self appears to split in two. One persanality continues to love the abuser and seeks their approval.
The other persanality contains all the tage and anger of the abused and is many ways becomes a mirror of the abuser, seeking to inflict its
pain on athers. Sadly, tis often this self that becomes dominant

Peter,

NOTE LOCATION Other World via the Stage mirtor

amongst the tribes who have develaped the ability to control and focus their projections, there exists one that is feared throughout
the whale community, Their shaman claims to have the ability to kill with thought alane, projecting his desire to kil ino the body of the
victim.

NOTE REPRESSION'AND,COERCION LOCATION Other World via the Stage mirror

Chapter 2: Repression & Coercion

Itis a fact well know to intelligence services and military agents: the more controlled a mind, the mare a mind censors itself,
the easier it i for outside influences to take hold and \ piggyback such mental Programming.

This is why these agenciés chaase for their pawns those individuals most compromised by their own mental issues.




AR CLOSED Public Records Office

because of the concerns expressed by her teacher, it was important to fully look into the matter. The officer spoke with Mrs. Gillespie and
her daughter and saw no evidence of any neglect o Abuse. He felt that Mrs. Gillespie seemed a model parent, bringing her daughter up in a
strict, religious household: Further, in order to satisfy the complainants request, we had Dr. Kaufmann from Alchemilla speak with the girl
alone. He said that any talk ofrituals or cults were simple :childish fantasies.” Mrs. Gillespie’s only crime, in his eyes, was having read her
daughter too many fairy tales. We should have closed the complaint.

ng TEREDJROLICEJRERORT, LUCMIDN Public Records Office

Looks like the fire started on the first floor and spread to the rest of the house. Circumstances are suspicious.

(Someane has ruled through this text and added a new paragraph.)

Seems there was an accident in the basement. An old boiler caused a fire that spread to the rest of the building. The cause would
appear to be accidental

(The report continues, unaltered.)

Despite fire fighters best efforts, it spread to the surrounding Houses. Alessa Gillespie Was declared dead at the scene by Dr.
Kaufmann. Her body was identified by her mother. Death Certificate and coroner's report will be forthcoming.

J B SHOPANOTE Andy's Bookstore
o

Andy,

Everything is fine. Sold lots of books! Have locked your keys in the cash register (the combination is your Greenfield apartment
number). Hope you enjoyed you vacation!

Dharma

RECEIRT] General Store

(someone has written on the receipt.)
HERE COMES A CANDLE TO LOIGHT YOU TO BED HERE COMES THE BUTCHER TO CHOP OFF YOUR HEAD.

GUESTYREGISTER Motel — Lobby

(The pages are torn out, leaving only one entry.)
Room 500
Name: Mr. R Grady Other occupants: son Reason for visit? Business/Pleasure Check in Date: blank

wore NaTOJMYABELOVEDQWIFE LOCATION Motel — Room 306

To my beloved wife,
1 miss you sa intensely. Watching them take you away was like a dagger through my heartIt had to be done, but now | am so

alone. At the doctor's advice, | told Travis you were dead. Maybe it would be better if you were... Helen, will you ever come back to me?
Yours forever, Richard

nore NOTEJONRTHERRITUAL TS Motel — Room 503

it Is believed a being of tremendous mental energy may become a vessel capable of giving birth to Samael, the God worshiped by this
cult. Samael's arrival will bring forth Paradise on Earth
[Something has been added in the Margin.)
Given that this vessel is to be molded with “suffering and pain.” Just what kind of God and what kind of ‘paradise’ would result?

m JANITOR(SINOTE Motel — Maintenance Room

One of the laundry machines is busted again. The weird guy in Cleopatra was shouting at me, wanted me to fix it but | couldn't Leave the
eception. Anyhow, after getting all ed int the face, the fella just ran off. Hasn't been back since--up and drove off. Could you take a look
at the machine when you get a minute? Stick a token in it and do the reset thing [Set it to low spin, 60 wash, drain then pre-rinse] Put
anything you find in the lost and found

Thanks, Ed

w RHOTO LOCATION Motel — Maintenance Tunnel
LOCATION Motel — Manager's Office

DUTYL

Christ alive. One of the cleaners called me over, said there was something wrong with room 500
Door was open. Inside, sweet Jesus! Stench made e puke. The kid, ma. The kid! Just stood there. They said he's been there for
ten hours! | ended-up £rying my eyes out. Shit like this shouldn'’s happen: The policehave gal the-roem. ludgfnﬂég I'm goi me.
Syl s e s 3 s
56
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ABSENI | oo Y

To my absent wife,
1 know that whatever hell | am enduring, yours is worse. But dammit, this is so hard. It's like you're dead but you're not. The
Helen | loved is gone, but your body s stil here! | have slept alane for the last two years. I've become So bitter, so sleazy! I'm no father to
Travis. | can't even look at him some days. What is it going to take to bring you back?
Yours forever, Richard

m WASHINGMACHINEIMANUAL® m Motel — Laundromat

m‘ ESNAKEBITE@PHOTO, Motel — Cleopatra Suite

m TELEGRAM Motel — Cleapatra Suite

Kaufmann
We are almost ready, but must hurry! | sense our hold on her power weakening. | worry that she draws strength from the core |
hold. I willLeave it behind, hidden in this darkness. It will be sae. Grady is unlikely to return here, he i still running around town chasing
after ghosts. e is ignorant of the bigger picture anyway. | will wait for you here, finish your business and join me soon!
The time approaches, the Flauros is shattered, thrown to the wind, and her will is stll buried deep in a sleeping mind
This time the ritual WILL succeed!
Dahlia

gOVERDOSE @PHOTO Motel — Cleopatra Suite Other World

m TR [EXIP D m Motel — Maintenance Tunnel

m gSTABBINGgPHOTO Motel — Nero Suite
m %A GHOS T Motel — Maintenance Room Other World

Toa ghost,
There's no pretendingnow is there? We both know that thing at Cedar Grove isn't you. You died the day you tried to kill our son.
When | brought your gift today, when you smashed t. | finally woke up
I've been dreaming all these years, kidding myself that you'll be right one day. The Helen | loved is deatd.
Iry to remember how it was, all those years ago today when we got married. | can't remember anymore. I'm tired. | know Travis

will be fine on his own. I'm going to see you again, Helen
LOCATION Motel —Cult Anteroom

Yours in forever, Richard
m YELLOWED;
Flaurous Device: Origin unknown. The evice is first mentioned in the poetry of Chang Ch'ien, an advisor to members of the early Han
Dynasty. In one of his tracts, Chang Ch'ien jokes he trapped a demon inside his “three sided box
When Chang Ch'ien died in a terrible fire at the imperial palace in 115 BC, the device appeared lost
It was later rumored to be in possession of Lutheran mank M.G. Lewis, who in 1796 spoke of its abilty to control and amplify
thought. It was Lewis wha linked it not to a demon; but to God Himself, claiming it was a weapon left by angels as a force of good
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S¥Accolades
g

When you complete the game, a very detailed breakdown of your game play stats will be displayed. This is more
than a gratuitous display of data, as many of these pieces of information are relevant to unlocking Accolades.

An Accolade is an achievement that you earn based on completing certain requirements after beating the game.
There are 14 Accolades, and each one unlocks a custom costume. Also, a few of the Accolades will also unlock a
special item or weapon that will make future replays a lot easier. The table below is your quick reference to all
14 Accolades, their corresponding requirements and rewards. Below, we will discuss each one and give tips on
how to unlock them all. You can unlock many Accolades at the same time but some are mutually exclusive.

Summary
Summary

ol game tim:
Total fashlight
of

ber ¢

Total cnemies kill

" weapons:
Tolal cnemies kil

Toa gt e e et

Number of game completions:

Best ce!
One of the best tips for getting these Accolades is to use the UFO ending to both check your stats and cut the
game short! It is very useful on all Accolades that have time and play restrictions, because it will end the game
sooner. This is great for Accolades, such as the Stalker, Sprinter, Cartographer and Daredevil. Also, the UFQ
ending will give you the current stats at the end. Simply save the game right before you do this ending, and you
can learn all these juicy stats and tweak them to your advantage. This is a very effective checkup, because there
is still a fair amount of the game left to play to help tweak those stats
to earn the Accolade you want. For example, you can ’L —aa
tell if you have gotten enough items for Collector,
need to run around more for Explorer, or kill more
monsters for Butcher. Also, this is a great way to
take the guesswork out of your kill percentages!

The data will tell you how many monsters and the
current percentages, so you can work out how many
more monsters you need to kill with technique to earn
Brawler, Weaponsmith or Sharpshooter.



I Complete the game once

This is the easiest Accolade to get, because you will earn it by
default when you beat the game.

Lanely Moon Leather REWARD: Lonely Moon Gauntlets

B
e}
2
®
=
@
@

NAME AMBASSADOR FINE 2 (@ Get the UFO ending

You must get the UFO ending to achieve tis Accolade, which s only
possible on the second and future play-throughs. This will require you to
pick up the Room 502 Key from the top ofthe staircase in an alley north of
the Hospital. The best time to grab the key s at the very start of the game
before you eater the Hospital or

on the trek from the Theater to the

Motel.

COSTUME

Starman-Style Space Outfit REWARD: Tesla Rifle

NAME BUTCHER FYPRSS .t UFO ending

Mostof the enemies in the game can be avoided, but if you are trying to
get your kill count up, simply take out any monster you come across. One
of the best places to raise your body count s in the streets of Silent Hill
Monsters wil re-spawn out here, and there should be plenty for you to
tackle. Also, the last area — the

Other World version of the streets

— has a lot of monsters in a small

amount of space.

COSTUME

Bloody Clothes REWARD: - Great Cleaver

NAME STALKER LTI A @ Had Flashlight on for less than 10,800 seconds (3 hours)

This s not as tough as it may initially seem. The trick s that you need
totum off the Flashlight, because you may not even remember tis one!
Simply turn this off whenever you know the area well enaugh, when
backtracking and as you get faster at completing the game

COSTUME

Black Ops Outfit REWARD: Night Vision Goggles




COLLECTOR

LI Collected more than 300 items

This guide has more than 300 items Listed, so if you follow it closely, you
should have no trouble getting this Accolade, Simply take note any time
Travis tilts his head to indicate an item and be sure to cover all areas of
each map.

This is one of the most challenging Accolades to achieve. Don't attempt this until
COSTUME you have played through a few times and have a geat feel for the game. First, do

not bother t pick up anything you don't need. Only grab bealth tems since your

‘special weapons should be strong enough to handle all the enemies. Second, don't

fight monsters and run around for clues to puzzles that you already know how to

beat. Third, use the UFO ending to end

the gome short. And fially, make a

Lot of save game iles so you can retry

sections without aing through the

whole game.

CLILTELTOER TS g Ll  Killed 75%< of all enemies with Firearms

Avoid the earty monsters in the game when you don't have a gun or when
COSTUME You run out of ammo. Also, remember that this i  percentage-based

achievement, 5o if you feel like you don't have a ot of amme, simply don't
il that many mansters, Thereis no set number you have o get o as long
as you kill most with your guns

Finally, be sure o use the weaker

quns on weaker enemies to kil

them. Dan't put a ton of ammo into

ajustillinga single monster!

Supvivalist Clothes REWARD: N/A

WEARONSMITH FIIUIEIT UM  Killed 75%+ of all enemies with Melee Weapans

The easiest way to eam this is to simply use the Lonely Moon Gauntlets
COSTUME Itis a very powerful melee weapon that can easily get you through the

entire game. If you are using regular melee weapons, it may be tough to

deal with all types of monster. If you have use of guns, just make sure you

compensate by killing that many more monsters with melee attacks. Try

to use your weapons on weaker

monsters to ensure a better kill

ratio. Also, be sure to stop them to

put them down for good.

Streetfighter Clothes REWARD: N/A




Itis not ging to be easy to tackle some of these foes with only your fists,

su-take out the early monsters, like the Nurses, with your fists to get your
percentage going in the right direction. Several monsters may be easier for
youto fight, such as the Straightjackets or Ariel Puppets. Try to rack up
your kills on

Wrestling Suit REWARD: N/A

SOPE[000Y

CARTOGRARHER

LISV Looked at map less than 25 times

The auto mapin the game is your best friend and losing it may seem tragic
Luckily, you have this handy guide to show you exactly where allthe tems
are,and all the doors and blacked paths. This should be a snap f you use
the maps in this book!

COSTUME

Cartographer Clothes REWARD: N/A

EXPLORER:

LI Distanced walked greater than 22,500 m (22.5 km)

COSTUME This goes hand-in-hand with the Collector Accolade, because to search
around to collect 300 items probably means you will be running around
ot checking every comer of the map. If you feel you haven't gone the
distance, just do some sprints in a elatively safe part of town or section of
the game

Explorer Clothes REWARD:- N/A

DAREDEVIL! [T Al Never saved game during playthrough

Probably THE most frustrating Accolade of all! While the Sprinter Accolade
T s tough race against the clock, you won't have the benefit of saving and

redoing anything. The gaal here is to stay alive at all costs. A few tips to

keep in mind are: Use your favorite special weapon, don'tgo out of your

‘way for anything, stay healed even if it means over daing it a little, don't

fight unless you have to, and be

cautious and use your guns from a

safe distance. Be sure to use the

UFO ending 50 you won't even have

to deal with the last two Bosses!

Dog Suit REWARD: N/A




NAME FIREMAN [T Rescued Alessa in less than 80 seconds

You can get this Accolade ithout too much trouble, but you probably didn't
Know about it on your first play-through. Simply run to save the gl without
bumping into too many blazing walls o getting lost. Since this is at the
very startof the game, justtime yourself and reset if you can't make it

COSTUME

Fireman Uniform REWARD: Fire Axe

NAME CORETHEYGER Tl Do the Konami Code [and have completed the game once before]

Ah, nothing Is as nostalgic as the classic Konami Code. This is one of the
first codes to ever gain popularity and familiarly, as Konami has used iton
most oftheir games as a sort of “trademark.” Ths can be done anytime
after you have beaten the game, and the costume Accolade will be awarded
immediately. Just press these commands on the D-pad: Up, Up. Down,
Down, Left, Right, Left, Right and

press buttons X and then 0. 1f you

did it ight, you will hear a magical

chime.

Vincent REWARD:

Extra Optior

Another great benefit for beating the game is that after your first completion, you will unlock the Extra Options
Menu. There are several very cool and useful things to make replay a lot of fun. The ones with the biggest impact
are turning “run” on all the time so you will no longer have to hold that button down! As well as the option of
turning off the noise filter to see the game in a whole new way. 0f course, there are fun things, like more blood
and bloody footprints, but the custom flashlight beam is a simple-but classy touch to shine new light on your
replays




TERT & Endings ®

s o

There are three very unique endings to your adventure, and it is worth going through the effort to see them all. In
fact, you can view all the endings with just two completions of the game,

On your first play through everyone will get the “good” ending. On your second time through the game,
you can get any of the three endings as long as you meet the requirements below. Keep in mind that you can view
both of the other twa endings on your second playing of the game if you save before you enter Room 502.

REWARD: Unlocks Savior Accolade
m CONDITION: Beat the game once and any subsequent play

through where the other ending’s conditions aren’t met.

sJurpuy

This is the upbeat ending that fits the main plot of the story. After all the mayhem at Silent Hill,
you are finally “allowed" to leave. Weary and confused you make your way back to your truck. A
shows the young girl Alessa with a child. This is not a natural
child as you witnessed from the end of the game. When you speed away in your rig, a message

glimpse in your side view mi

will play about Harry and his adopted child CheryL. These two are the primary characters in
Silent HilL 1

REWARD: Unlocks Ambassador Accolade
CONDITION: Must be second play through or later. Unlock

Room 502

In order to'see this ending, you must grab the Room 502 key from the top of the metal staircase
in the alleyway across from the Hospital. Your opportunity to grab this key is in the very
beginning of the game before you enter the Hospital. Once you have this key, you can us it to
unlock the door of Room 502 that is adorned with a crescent mogn

The ending for this scenario is really cool. It is dane in an animated style that was
totally unexpected. When you try the key on Room 502, it won't it. The lonely maon seems to be
your only friend in the world. However, a UFO comes out of the sky, and an alien and his dog are
there to save the day. You ask about your lost truck, and he tells you itis on his planet and he
willtake you there. | wonder if all alien abductions start that way?!

REWARD: Unlocks Butcher Accolade
m CONDITION: Must be second play through or later. Must

defeat 200 enemies.

This ending is very gruesome, and because of that, you have to check it out. It s called the
“bad” ending becase it i very dark. You awake strapped o a hospital bed, perhaps in the
Sanitarium. As you strugale to get free, you witness horrible flashbacks of what you have done
and who you have become. There is another side to the story of your Life, and while this one may
be equally as tragic, itis & hell of a lot more frightening and disturbing.
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