








Thisisagamefilledwithtonsofitemsandalotofspace 

EXPLORING 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. 

Searching 

In a simple manner of speaking, acquiring items is one of the core elements of the game. 
If you doni 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 
thatwillbeyour constant companion. The 
atmosphere of this game is very dark, so 
you will need to rely on this light·giving tool 
to noticemanyofthesubtleobjectsinthe 
games 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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. Survival 

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 
ontheamountofhealthyou need to restore. 
Health Drinks are more plentiful. but only 
restore15healthwhenothersgiveyou 100 
health. 

. ruzzle!'! 

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' 



Two Worlrls 

Early in lhe 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 pu11les. 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. 

l\laps 

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 
indicationtotrackwhereyouhavebeenand 
what areas still need attention. 
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This updating map feature is also in effect on the main 
Silent Hilt 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. 

COJ\IBAT 

J\lelee 

Silent Hilt Origins is not merely an adventure game 
-there is a lot of com~at! How you choose to fight witt 
be a personal preference. You can go toe-to-toe with 
melee weapons or blast away with firearms. Of course, 
you witt need to master oth 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 
various types of weapons, including swords, spears, knifes and ha

1
mmers. Each class of 

has its 1ros and cons. For example, hammer types are slower but tougher than spears, while 
knives a e quick to use but give up valuable range. You can se anr type of weapon that suits 
your ig ling style. However, you have to keep in mind that damage and speed are not the only 
facto s ere. AU melee weapons have a durability rating tha determines how much they can be 
used efore they break. Breaking a weapon during combat can seriously throw off your attack, 
so check them to see how much durability they have left by noting the color of the 
ontheinventoryscreen.Thislittleicononthe 



There are several types of special melee weapons thai 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 
usefulisthattheycan be thrown at your 
current locked-on enemy. Essentially, this 
fact makes these melee weapons deadly 
projectiles that you canusefromasafe 
distance! 

Both types of melee weapons [one-hit and standard! have a Charge At\Pck. 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 

the attack into a projectile as the object is 1:==----::~--------.lli 
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. theyarehardtoputdown. 
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:Firearm!'! 

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 
gun. 

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 0-pad. However, the best way to reload your gun is to go into the inventory screen and 
manually select reload. Reloading your gun incombatstancetakesa bitoftime,andyoucan 
get hit. but if you manually reload the game when paused, you will always have full ammo! 



Dealing with ·l\lon~t 

fighting monsters is a matter of personal approach. Once you know their attacks, you can decide 
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 de r ines 
how much damage it will take to kill them. However. they also have a "fortitude· ~thatis the 
threshold of how much damage they will take before getting knocked down. Unlil<e health. the 
fortitude will regenerate. sothemonsterwillbeabletostandandgetknockeddownagainonce 
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. 

ranging from lunging moves to projectile assaults. 
Some even have a grapple move that they can perform 
ifyou·gettooclose."Whilethegrapple 
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 
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The othergrapplesituationwill flash a 
button on screen to promptyoutoquickly 
pressthecorrespondingbuttoninasmall 
amount of time. If you press the wrong one 
or miss the short window of opportunity, the 
monster will attack. Some of these grapple 
moves can be fatal if you don't break their 
hold! 

}'ini~hing J\love 

3 

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 
stand over the fallen and twitching foe, and press attack to deliver a killing attack. This is a 
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 
togetup,youwillconsumealotmoreeffort 
and resources. Once it is down a single 
blowwillfinishitoff. Furthermore, while 
performing the finishing move, you are 
immune to attack, so it is great even when 
surrounded by many foes. 

How to U~e 
Tlii~Guicle 

There are a lot of objects to interact with and two 
overlapping worlds to cope with! To make it a bit easier we 
have used the same color coding in the game and added a 
few more designations. 



It may be hard to believe. but aU 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. ' 

. 
'•, 

Travis chat on his CB is cut 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. 
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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,orperhapsnot.heisabletostopintimetopreventhistruckfromcrushingthestranger 
in the street. After he exits the vehicle, he looks around for the wayward person. Nobody is lying 
in the street. butwhenheglancesintothesideviewmirrorofthe 
cab, he sees a ghostly image of a girl surrounded by fog. He turns to 
confrontthechild,butsheisnotthere.ltisasifsheisonlyinthe 
mirror! 

• 
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- eagertofindoutwhat'shappening. 
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As he runs after the girl- determined to get some answers 
-the game begins its awesome intra music, and you can tell 
you are now entering Silent Hill. follow the girl and continue 
runningdownthehighway. Thereisonlyonewaytogo,and 
you don" I 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. 



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 
andturntotherighttoascendthestaircase. 

All the other doors on this floor are not 
accessible,sosimplywalkforwardandopenthedoor 
righlinfrontofyou. 

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



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 intoyourarms.andmakeyourwayoutof 
the house. When you approach the door you first 
entered, thefloorwillgiveway,andyouwillfall 
withthechildtothefirstfloor. 

Run forward, and as you round the corner 
to the left, theinsigniayousawunderthechild 
will appear in front of a path that is blocked by 
fire. The flames will vanish. and you can proceed 
past this barrier. 

Continue your escape, and turn right. looping around a fiery couch. Another !tame barrier lies in front of 
you, but as you approach, it will disappear. follow the path that curves to theleft.andgothrough 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 
fromdanger,youpassout. 
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; _I Vi~it the Girl at the Ho~pital ~ ! 

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 isofftothe Hospital. 

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 
remindyouthathewantstocheckonthechild. 

Run all the way up the road, and pick up the ... llll 
~~-""'"'""_""',."-+!- near a light pole in the corner of the park. 

Head back down the road to the right side of the Post Office. There 
is a narrow alley here (grey on the map I that hides a few items. 
Climb the metal fire escape staircase to find the .... IJ. 
(NOTE: This is only available after you have beaten the game once.! 
Oescend the metal stairs, and go to the end to the alley to find 
another ... llll 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. 



DOCTOR'S 
DIAGNOSIS 





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 
~to the hospital and a note: lil!li1llJCI:iliiD 

Walk around the large counter in the lobby to find the Save 
icon. Youcanusethisnow.plusyoucanreturn here whenever 
youfeeltheneedtodoso. 

for now. the Exam Room Door is locked. so continue 
down the hallway through the door. The doors to the Staircase 
and the MensWashroomareinaccessible.Also. 
the Women's Restroom Ooor 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 Or. Kaufmann. He claims they 
have had no new patients. but you aren't 
buying it. 

~ - -

·• fr .. J· 4t 'k"· 
I 

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. 1 button to get to the second floor. The other floors are 
notavailabletoyouatthistime. 



There is nothing in this first room, so go through the door when 
you are ready- and I mean ready fora surprise! As soon as you 
enter this halt way, you spot a Nurse, and you try to ask her about 
the child. That doesn't go so welt, especially when you realize it 
doesn't have a face and wants to kilt you' The camera swings to a 

ofa .... onyourleft. 

Thisisagoodol'construction­
gradesledgehammer.Nothing 
hasdamagear~ddestructionlike 

aheavyhammer.However.its 
weigMhasaheftypricetopay, 
sinceitisaveryslowweaponto 
swing.Whileitdoeshavegood 
range,youhavetobecareful 
usingthisupctose.becausemost 
monsterscana ttackfaster than 

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 wilt only take a few hits with this heavy Hammer to drop the undead 
Nurse, but make sure you use the finishing move it cold. 



~~ . - ~ . 
With your first battle under your belt, walk down to Room 105 and 
enter it. On a tray table on the right side of the room is the~ 
~ Youwitl 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. 
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}"or example, the hospital 

bert that contained 

nothing now has a ........ 
More importantly is 

that to the left of the 

giant mirror is a box 

that contains the ...... 
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Approach the muror, and use 1t to learn the ch~ef mechan1c 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 
thehorribleworldofnightmares.ltemsand monsters are different 
in the location. so always keep that in mind. 

A prettyfamiliarsightina hospital. the Scalpel is just as 
fearsomeinthegameasin reallife. Asurgicallysharpbladeon 
aligh t handlemakesthisagreatweaponfordealingdamage 
veryquickty. Userapidstabstoimmobilizemonsterssothey 
can't fight back. 

Before you leave 205, there is one more item you neerl 

to pick up. To the right of the rloor in a merlicine 

cabinet is a ...... When you go back into the 

hallway, another Nurse awaits ~~ou . You can use either 

weapon yon have to dispatch this foe, hut if yon are 

having any trouble, remember the Scalpel is faster. 



You can't go back the way you came, ~o continue ~outh ~-... ~ ... 
to ex1>lore the Ho~pital. The other two room~ in thi~ 

hallway are lJlockerl, so go west into the next hallway. 

Room 202 is open - make your way insirle, anrl grab 

the ....... anrl the 1Il!D:1t11b from the counter 

to the left of the sink. 

• ITE~I A( QUIRED' 

- l'ORTABLF. TV 

Exit the room anrl go to the enrl of the hallway to ftnd 

the w.IIIW. This is a heavy, one-hit weapon that 

can rlrop weaker foes instantly. Enter Room 204 right 

next to yon, anrl walk up to the table to Hnrl the lilll:l!I!l7 
~ Thi!'l !'!Crap of paper will give yon a valuallle hint 

D~IAGEo 100 

TheselittleTVsaregreatforcatchinguponyourhottestsyndicatedshows,butmoreimportantly, 
theyareextremelyheavyanddeatalotofdamage. Thisisaone-useweaponthatwillbedestroyed 
on impact, so prepare to immediately equip another weapon after use. Pull this out any time you 
needtodropamonsterquickly. 

When yon heart out of this room aml 

attempt to go back clown the hallwa~·. 

another Nurse will appear. If you are 

using the Hammer, it will llreak on 

the la.~t hit before it drops this foe. 

Take thi~ a111 a le!'I!'IO!l that all melee 

weapons will eventnall~· "llreak." 



/ Travel to the •tairca..e anrl open the rloor. On the left-hanrl •irle i• another ­
to replace the one you might have llroken . .At the top !'ltair on the left before you 

rte~enrt, be !ntre to pick up the Energy Drink. Go rtown the 111tair!ll to the ftrst floor. 

Refore you open the rtoor, prepare your weapon!11 of choice, M another Nur!1!e awaitl'l 

you. After flil'!patching the Nttr!'le, grab the~ .... on the rack. Thi!'l i!'l 

another one-hit weapon that packR a big punch, The only rtoor acce!1!!'1ihle to you i!'l 

the one with the yellow image that covers the rtoor to the Women'!'! ReRtroom. U111e 

the Golrlen Egg you obtained earlier to unlock the rtoor. 

ITE)I A( QUIRED' 

--4 AL{ OJIOL BOTTLE 
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Thismedical-gradealcoholisthehightightofhospitalofficeparties.butitalsornakesagreat 
weapon. This bottle pack quite a kick, butasyouwoutdguess. thefragitegtasswiltshatterafter 
one hit. Reservetheuseofthesebigobjectslortroubtesomeloes. 

J 



Im1hle the Iarlie!i!' room, look to the !llmall !llection 

or the wall to the right or the mirror (rlon't 

u!lle the mirror yet). It contain!ll the~ 
~that will give you a hanrly way to 

remember anatomy. 

Now that you are back to a slightly less dangerous world. 
besuretopickupthenewitems.likethe ....... 
onthefloorandthe M ..... IIronthetoiletinthe 
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 totryoutyournew 
key. The key will unlock the door when you 
attempt to enterlheroom. Just to the left of 
the door is another message written in blood. 
Take careful note of this scrawling: Lucy 23. 

·---~---,, _;;-
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Walk to the la!llt !lltall, anrl you will 

notice that the ci!lltern can he lirterl. 

Remove the top cover to reveal the 

.......... Grab thi!i! run organ, 

anrl u!lle the mirror to !llwitch hack to 

the J\ti!llt Worlrl. 
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Asomewhatsmallelectric 
appliancethatstilliscapable 
of delivering high damage, this 
breadwarmerwillexpireafterits 
firstuse.sobesetectivewhen 

On the counter in the corner is a handy one-hit 
weapon: the II*. Also dangling near it is the 
........ As you make your way around the 
counter, check out the f,'IJ;Ij/lllilll!ll on the cork 
board. On the opposite side of the room is an ... -

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 (,'IJ;IJJmD. 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. Pickupthe RIIIIt ..... inthe 
firstandthe RIIIItF ' inthesecond. 

Grab the Alcohol Bottle near the door, but be sure to 
check out the main attraction: the Anatomy Oolt. Right now you 
dont have all the pieces to complete this puzzle. Remember 
that ice chest you ran across before in Room 104? Well, ifs 
time to find the last piece of this a~atqmy lesson. 



Go back to the Women'!'! ReRtroom anrl reenter the 

Other Worhl. Hearl to the left anrl climb the Rtair!'l 

to the Reconrl tloor. Run up to Room 204 anrl enter 

Collect the laRt piece of pla.~tic horly part!'!, anrl 

exit into the hallway to return to the doll. A 

NurRe will amhuRh you aR !'loon aR you open 

the door. DiRpatch it quickly, anrl heart hack 

down Rtair!'l. Another NurRe amhuRh await!'! 

you when you go through the door. It i!'l very 

clo!'le, and if you are caught off guard, it will 

grab you. If 

thiR happen!'!, 

rapidly hit X to 

break free anrl 

rleRtroy thiR 

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. 



With the Gla..<t!! Eye!!, yon can now open the final 

blocked rtoor in the Other Worlrt near the Exam 

Room. Go hack to the Women'!! Re!!troom and n!!e 

the mirror. Exit the rtoor anrt look at the !!trange 

ma!!k covering the door. Go into your inventory anrt 

n!!e the Gla!!!! Eye!! to unlock the rtoor. 

Before yon open the rtoor, make !!nre you are ready for a tight. Behind thi!! rtoor i!! 

not one hut two Nnr!!e!!! Thi!! i!! the tlr!!t time you will have to deal with two foe!!, 

anrt it can he tricky. Your goal i!! to di!!patch one a!! quickly a!! pO!!!!ihle and deliver 

the deathblow. When you are performing the ttni!!hing move, you cannot be hit, but 

while you are fighting, either of them can 

!!trike you. To make matter!! wor!!e, all tho!!e 

attack!! could ea!!ily break your weapon . 

i~- --· ~ 
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• Go down to the end of the hall and grab the 1111111111 
B'. Turn to the left, aml right before the double 

rtoor!!, yon can Hnrl a .. ..aand ­

DIIa, Thi!! will come in haJl(ly to replace the item!! 

yon jn!!t n!!ert in the previou!! ttght . 

When you gathererl the loot, go back down the 

hallway anrl enter the Exam Room. On a !!mall table next to the now bloorty doll 

i!! a Scalpel. Make !!ttre you are healert anrt armert when you enter the Doctor'!! 

Ofttce, hecan!!e yon will face a new foe! 





JAGGED WOOO -- \ 
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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 lllllllllll 

After you dispatch that monster, continue north to the 
right side of the dead-end road. Here you will find a 
llllllllllland a piece of--811 

, / ITE~I ACQUIRED' 

f' .rAG(,>.!> WOOD 
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Thlsmaybeyourlastcholce 
foraweapon.becauseitisvery 
fragile.ltwiltsnapafteronlya 
fewhits.butwhatcanyouexpect 
lromapieceofwood?ltsmost 
effective useistheChargeAttack 
thatcoversahugedistancewith 
thejaggededgebeingthrustat 
your enemy. 



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 
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 
bunch of boxes. Search the open box for an...-and the 

hoodofthepolicecarfo~ 

ITE~I A( QUillED' 

BAT<•N 

\ DAMAGE: 18 

TheBatonisastandard·issued 
billyclubthatissomewhathigh 
ondurabilitybutnotverygnod 
atkeepingenemiesdown.ltis 
fasterthafltheHammer.soitis 
adecentchoicetoinflictsome 
pain,butdon'texpectittokill 

~ 
- . 

. i 1\lidway Avenue ~ ! 

side of Midway is another Straightjacket and a 
..._,near an overturned trash can. 

Takeabriefdetourhereifyouareinthe 
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--~ 



. - -- - · 
i J_ _ Borden Street ~ ! . . 

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 ... llllnear a grey wooden fence. Further 
downthissideoftheroadyoucanfinda .... byasmall 

Cross Cielo Avenue and right before the dead end to the east 
isan~Sinceyourpathhereisblocked,goback 
west on Cielo Avenue on the south side of the road. look 
nearatreebythebrickwallatthecorneroftheroadtofind 
.. lfllt AbitfurtherwestyouwillfindaMM 
near a dumpster. 

ITE;\1 A(QUIRED' 

::\tEAT JIOOK 

The opposite side of the street has a smallalleythatconnects 
to Midway. Half way down you can find a piece of .. 

DA MAGE' 30 

Surprisinglyornot.lhisutilily 
itemmakesagreatweapon.ltis 
fast.longandreallysharp.Save 
thishookforsomeofthetougher 

... However, more 
importantly, be sure to 
walkupthestepsof 
Town Hall to collect the 
... llll 

When you reach low Street, take a left and run all the way down 
to the Butchers. Going through this door isyouronlyoption- all 
other roads are blocked. 



·- -- -- · 
: _ J _ The Butcher Shop ~ ! 

On the deli counter is a llllalllland 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 ... llllfrom a slab of '"something'" 
hanging in the corner. Go through the only door and prepare to meet the kindly Butcher. Well. in this 
crazy town. nothing is too friendly. In fact, you arrive just in time to watch the Butcher practically 
slice a Nurse right in half. Once you're over the shock, grab the .... on the wall between the 
set of double doors. Also, be sure to grab the ... llllon the opposite wall of the dead nurse. 

Asyouturnthecorner,pullthe---outoftheslabof 
meat. Go down the hallway, and exit through the back door into 
the back of the Butcher's alleyway. 

pp 9 
andcuttingawayatmonsters . 
llisnotaslongassomeofthe 
otherstick·likemeleeweapons. 
butitisquickandpowerfu\ 

'- enoughtochopthroughflesh 
bone! 

Walk down and go east to the next alley on the 
same side of the road. In the back of this alley 
youwillfind Dqgilllill!lldlllmlli andan ... 
llll Of 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 ~!llt!!n 

• 



Continue down the north side of Toluca Avenue, and stop by a 
dumpsterlograbthe ... andlhenapieceof ..... 
further down the road. When you reach the intersection of Acadia 
Road, take a left and go north. On the right side of the road is a 
carjuttingoutofasmaltgarage.Grabthe .... and ... 
Ill: off the hood before you enter the gates of the Sanitarium. 

ITE)l A( QUIRF.D' 

(HATf. 

Thisisanotherone·useweapon, 
butsinceitismadeoutof mechanicwoulduseontheaxel 

ofabigrig.lthasatonghandle 
togiveyouthereachyouneed. 
ltisoneolthemoststurdy 
weaponsandhasafastswing. 

At the next intersection 
youwiltbeinforapretty 
goodbattle!Youmightnot 
only find two Straightjacket 
but also the Carrion. This 
can be a tough fight if atl 
threemonstersaregrouped 
together. You might want 
toconsiderusingaone-hit 
weapon to drop one of the 
monsterstolessenthecrowd. 
lfthisgetstoohectic,just 
run away until you can tackle 
themoneatatime. 

expansivegroundsbeforeyou 
enter the actual Sanitarium. 
There isanaM ... on 
awindowledgetotheleftof 
the entrance and some DIIlJil 
lilllll!1llimml nearoneofthe 
treesin thecorner. .. 
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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 lila After you grab this weapon, head north to the Doctor's Office, and you will find the 
~noteunderthedoor.ltwillgiveyouahintaboutwheretofindakeyfortheArchivesand 
Basement. 

As you proceed down the hallway, you will 
encounter a woman you'veseen before in Si lent 
Hill. In fact. it is the same person who was near 
the burning building that started this nightmare. 

The other doors in this alcove are locked or 
blocked, so take a small diversion to the West 
Solarium.lnthecenteroftheroom,youwillfind 
awoodenwheelchairthatholdsadolland the 
'IIIIIRIIIIl tf you collected the ammo outside 
on the way, you are readytouseyourfirstgun.lf 
not, there are two sets of-lill!ll!lll.:mmon 
the ftoor 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--

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~ of the area. Also, 
in the back for the room on a desk in the corner is 
the mtlmllll!lii!DI&mD. Pick up this tasty 
bit of info, and head out the other set of doors. 

A brief conversation with her yields a few answers 
-and,unfortunately,evenmorequestions. 
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. 

-



~ --·- . 
Stock Up .!Lt Storag~ Room!! · f 1 

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 

, ___ , . 

,t; 
·.- -:;. 

the Drip Stand in the corner. Head back down the hallway, and 
enterthestorageroomonyourleftthatisaveritabletreasure 
room. Grab all the goodies in here, including the 'Ill .. and the 
-andtwosetsof~~ontheshelf. ,/· ' 

--- an IV. You can only perform one 
swingatatime,sodon'tplanon 
doingacomboofquickattacks. 
Whatitlacksinspeeditcertainly 
compensates in range. 

A standard householdtooltikethescrewdrivermightnotseem 
intimidatrng,butitisafastweaponthatcankeepfoesatbay.lt 
israthershort.soyouwon'tgetmuchrangeoutofit,andthis 
handyman'sweapondoeswiltnottastverylongbeforeitbreaks. 

Once you have thoroughly looted the storage room, travel south 
totheendofthehallwayandgothroughthedoubledoorstothe 
stairwell where you can find a Save icon. The basement door 
is locked downstairs, but you can head down there to pick up a 
8llill and some~~hidden among the debris. 



Takeajogupthestairs,andgoall 
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 
todetectsinceonlyasmallportionis 

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 
acoupleof ........ andbesuretograbtwosets~ 
L:mmm on the shelf right next to a ....... 

.~-........ .. . I 

·~ 
• ' .,.-; 'f' I 

Exit the Storage Room, and go down the short 
hallwaytopickupa1111!1ineartheblocked 
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 IIEill!millJI!i'mi!li0 It talks about 
the iron lung. This is right next the control 
buttons. To the right ofthecontrol is a key, but 
you need to figure out how to get to it first. 

Go to the right end of the iron lung and grab the .._IIIJ When you leave the room, the 
large open area will be repopulated by Nurses and a Remnant. You have a choice: Kill all these 
monstersorjustmakearunforthestairstodescendtotheBasement ... 



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 .. 
... andsomelmllJ!ll~ ona desk. Exittheroom.andifyoucontinuedownthis 
corridor. you will encounter three Remnants that will demand some gunplay to circumvent. There is 
some lmllJ!ll~downthiscorridorandapieceof ..... downtheother.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 

With nothing to collect in this eastern segment, continue 
yourtreknorthdownthediagonaltunnel. Youwillfinda 
lone Straightjacket that shouldn't pose much problem. as 
well as a IIIIIIMon the wall. Enter the stairwell, pick 
upthe - nearthestairs.and goallthewayuptothe 
second floor. A few Nurses roam this section. so clear them 
out before you continue your exploration. 



_.,.../ ITE)I ACQUIRED' 

RAZOR 

, a 

\ DA..M.AGE: 20 
I 

ltlookslikeanotd-fashionedshavingrazor.Thesebladesaregreat for aclosecut,andthelight 
andsharpblademakesagoodslashingweapon.ltisquickbutcertaintynotthemostpowerfulor 
mostdurableofthebladedweapons. 

~-··,. 

Hyrlr~:~v_!!.l~~apy · f I 

·-~- -

·~ 
c.ft ' 

i 

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 thi~ room, return clown the hallway to 

enter the }'emale Treatment Room. U!!e the mirror 

over the !link to enter the Other World. On the bed i!! 

some ~liD:Ildl4'mDI!& ~ I 

Exit the room, anrl be aware that there are 

Remnant!"! on each enrl of the hallway. Pull out your 

Target Pi!!tol, anrl eliminate them if they get in your 

way. Look down the hall a !11hort rlistance to find an ............. 
All the room!! in thi!! section are inaccessible, so 

go north anrl take the staircase on the left. 

---~ ~- - . 

i 



"~·-~- ~- Re ~nre to grab the 9J:QIIGIJB:Qdl~ at the far 

end of the top of the !'ltair!'l , aJl(\ then head down to 

~0~ • '\ ,... I 

- v ' I ' 
I ' r ~ 

the flr!'lt ttoor. U!'le the Save icon if you want and enter 

the hallway. The door to the north i!'l 1ockerl with !'lome 

!'!Ort of my!'ltical key. Return here once you obtain 

!'lomething with that !'!hape. 

}'or now, head !'Iouth to l'ema1e Dorm 3, anrl grab 

the Target ri~to1 Ammo. Next, go into the Women's 

Re~troom. Take note of the barberl wire covering one 

~ -- ~-

; 
:':it;! ~h •• --., t..<l ~ ..... lh 

i 

~ of the stalls, and enter 

the bathing area to grab 

the Kitchen Knife. There 

has to he a way into 

that stall. Try using the 

mirror to return to the 

1\li!'ltWorld, 

Your duty is done, so to speak! Go back out into the hall and defeat 
the Remnants lurking about. Oown this path a bit is Female Oorm 5 
where you can find a- and the ~lniiEib~ on 
a chair. Be sure to pick up the ~lillitli1l/.:ml on the desk that 
are right next to these items. 

ITF.;\1 A( QUIRF.DI 

~ KITOIF.N KNUF. 

\ DAJ'IAGE' 30 
t 

lfslowdurabilitymakesita 
bettertoo\forcuttingvegetables 
than slaying monsters, but 
thisweaponshasmademany 



Keep searching the room 
untilyoufindthe._ 
lllllllillltlfonthebedand 
the--ontheopposite 
side of the room. When you exit 
this room. totherightofthe 
staircase,youcanfinda .. 
.. anda~.Make 
suretounlockthedoortothe 
stairwell then proceed south to 
the other hallway extending to 
the west. 

• ITE~I ACQUIRED' 

TABLE LA)tl' 

1 n~'IAGE' 50 

' Atypical household item. but its 
heavybasemakesthisadecent 
one-hitweapon.Smashiton 
some deserving monster, but 
rememberitisnotaspowerfut 
asmanyoftheotherone-hit 
weapons. 

~ 

ITE:'\1 ACQUIRED' 

Til'EWHITF.R 

\ D~'IAGE' 100 
I 

Ooesn'tthisptacehave 
computers? Well. the old 
Teddington1500migMnotbe 
hightech,butthisone-hitwonder 
issureheavy.Crashitdownon 
yourenemiestomakethemfear 

~.,. the powerofthewrittenword. 

When you head through the double doors, two 
Nurses will assault you. Oeal with them as you 
wish.andunlockthedoorattheendofthehall. 
Yourgoalistonowmakeyourwaythroughthe 
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 
rightisadeskwitha~.twoboxesof~ 

and the ~lil!llmll1lmmJ. 

~ - -- -
' 

'' '\ 
-f~ ~I . 
,, ' ' 

I 

U!'le the mirror in the back of the room to enter the 

Other Worlrl. Walk toward the ctoor to flnrl ...... 

~ anrl the -....., it!'lelf. lou now have two 

Hrearm!'l at your rli!'IJ>O!!al, anrl you ~houlrl have plenty 

of ammo. 



ITE)I A('QUIRED' 

l'Cil\tH 

I DAMAGE: 25 
I 

Thisisthekind olpoleyouuse 
forafireplace. lt isvery pointy, 
andhasenoughlengthtohit 
enemies from afar. This is more 
ofasteadyswingingweapon 
thanaquick stabbingtype,and 
itshigherdurabititywiltkeep it 

"- around lor awhile. 

Leave thi!! room, aml go to the Day Room to tlnrl a 

... on a chair anrl a ........ anrl Glb:IQ8Im 
a.u:o:.:. on an overturnerl wheelchair. After yon 

collect the!!e item!!, hearl ea.."'t through the rlonble 

rloor!!, anrl turn left to go into the Ea!!t Solarium. 

Defeat the Remnant, anrl collect the~ 

ifD:DDD anrl ... CIIIillla on the rle!!k!! in the hack 

or the room. 

Make your way north to !!top by the Launrlry. In 

thi!! room you will ttnrl Glb:IQ8DD~ anrl the 

~~on a !!helf, a!! well a!! a cleverly hirlrlen. ...alia: that lie!! on the ttoor. 

After thi!! plea."'ant little rliver!!ion, go back rlown the hallway to the !!tairwell 

anrl heart rlown!!tair!!. Go arounrl the back of the !!tair!! to locate !!orne ,.._ 

Iflll8dl~ Enter thi!! new corrirlor, anrl1>roceerl all the way ea!!t to the Ea."'t 

Pipe Room. Now you can finally claim that key yon saw two ttoors up in the 

Hydrotherapy Room. Pick up the_...~-· 



.... "- ---~ ..... 

Go to the Archive Room - .. 1 
-~--· . 

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

However, your main goal i~ the Storage Room. Pick up the llammer anrl Ampoule on 

the shelf before using the mirror to return to the Mist World. 

Now you can finally unlock this door and make your way to 
the Archive Room. Go to the nearby stairwell and climb to 
the second floor. Sprint West to the Archive Room. Grab the 
.... Wofftheshelfandthe~fromthe 

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

~--- -- -

f 

/ 

TTE~! A( QUTRF.D' 

KAT A~ A 
When you leave this room 

a slew of Straightjacket~ 

will attack. Try to ~>ace 

them out by numing or 

just break out the Shotgun 

ancl clrop them quickly. 

\ D~!AGE' 40 

This is an awesome weapon with a great balance of speed. power 
and range! This is probably thebes! meteeweaponyou can find. 
ltsdamageandtoughnessaresomeofthehighestofthistype 

i 



..., ~ All the other 1'\oors in this open space are 
1 ·inaccessible, so heart west young man to the 

stairwell ann go to the Ra.<~ement. Travel 

north up the long 1'\iagonal tunnel to the next 

staircMe in the upper left·haml corner anrl go 

the ttrst floor. Take a left once you exit the 

stairs, ann enter the Male Seclusion area. On a 

ann a Clipboarn that has a colorer\ listing of 

mertications. 

Enter the ttrst room ann grab the Razor 

off the rlesk. Also, he sure to note the 

foort. Perhaps one of the patients had an eating 

1'\isorner, since you can a I flO ttnrl a Aeale in the room to 

inrticate a preoccupation with weight. 



. ... ~ ... 
Solve the !'ill ~;,ohlem il! _the Infirmary , 1 

After you are rlone looking through all 

these room, go rlown to the Inftnnary. 

There is a Save icon in the room, so use it 

if you neerl it. On a long table is a ......... 

but across from it is the real object of 

interest. On the counter you will see an 

ornate cabinet with Hve miniature rlolls on 

it. Take a look at this Orl(l item ann solve 

the puzzle. 



I 

--

-~ -. 
Check On~ Dr. Har!js' Room ~ t 1 

After thi!t feat of ma..~terful logic, heart back to the !ttairca..~e anrt go rlown to the 

Ha..~ement. Travel all the way back the rliagonal tmmel to the Storage Room. The 

only thing in thi" room is a mirror, !M> u!'le it to tlip back to the Mist Worlrl. 

On the desk be sure to pick up the £tiillmlliDI!l'lillcn:x;m It 
warns you ol female Seclusion Room 5 .... I wonder if we will be 
seeing that soon? Enter the stairwell and grab the .... 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 ..... in the room. but more importantly, pick up the 
' 5 - and the lllilll'lilllll!lm on the desk. 

---- ... -
Unlock :Female Seclusion with the Artifact ~ ; 1 •"'-"____ . 

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

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 il. 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 

Grab the ... on the chair and then look 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 
doortofindoutwhoisinside. 

.~. - -. 

•· ~ 

i 
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. -- - -- - · 
! _ J Off to the Theater :J _ ! 

When you exit the Sanitarium. you witt notice the blue car out front 
is running. You're not sure how that could have happened, but you'll 
definitelywanttotakethe 111111r11111Jfromtheopentrunk. 

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 witt 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 witt attack. 
' - - . 
, J Acadia Road :} 1 
·~ ~· - -

Head out through the main gates and go south on Acadia Road. 
lf you are looking for a fight, there witt be plenty of monsters on 
this short bit of road. Turn left at Toluca Avenue. 

·- --- - · 
: _ J Toluca Avenue ::{_ ! 

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

' 



' - - - -~~~~-~-

' _ J Butcher Shop ~ ! 

Not much has changed at the Butcher, but you will notice 
·-~--- · - -- I 

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. 1 ' \ 

' 
i 

Follow this trail to the next room with the meat 
counter. TheSaveiconisinthesameplaceand 
can come in handy since the last boss fight. 
Before you makeyourwayoutside, be sure to 
pick up the Bloody Cap right in front of the door. 

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 
Butchers handiwork. 

----~ .. 
' - . 
. _J Low Street ~! 

Cielo Avenue is littered with these canine-like creatures, so tackle them as 
you wish orsprinttothesmallalleytothe 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. 



6 a 

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. I guess 
you are just the curious-. crazy- or stubborn-type, because 
you will see this to the end. 

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

I I 
~~------~ 



... - -- -- - -
: _ J Midway Avenue & Acadia Road ~ ! 

Stay to the left side of the street 
topickupafewvaluableitems. 
Check the middle doorway to find 
the ..... and a ... 
~ This street will soon dead 
end, so take a short tour west 
onto Industry Drive. 

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

Down a long, narrow alleyway, past two trash cans, is some 'lliU!ll 
~Pick this up and continue west until you can run behind 
a large dumpster to find two sets of ~llll!lldl/:miml and a IIIII. 
Grab the goodies and continue your searching by going into the alleyway 
around the Tavern. At the end of this long alley is another set of~ 

~ 

Now that you have thoroughly looted the town, go 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 
a-ointhecornerandthe - and...-anearthe 
dumpster. There is nothing else to do in this area. so climb the 
metal stairs to reach the Apartments. 



6 3 

. --- - ~~~---

r I' Greenfield Apartments ~ 1 
'::;:;::::,= ~=.. ' 

In the kitchen, pick up the ..... near the stove and the 
..._by the sink. Enter the living room and search 
thecouch.ltcontainstwoboxesof-~to 

replenish your supply after battling all those Carr ions. At the 
far end of the room near the wild curtain is a--

Whenyouaredonehere,gothroughthedoorwayandturnleftintothe 
bedroom. It is not a pretty scene in this room. Someone has mutilated 

. a monster on the bed, and it is really 
.Pickupthe ... onthe 

right of the bed and grab the Napkin on 
the left bedside table. Proceed into the 
bathroomandpickupa ..... 
on the wall. There is a huge hole in the 
ftoor, and your only option is a leap of 
faith .. 

Before you head out the front door, take note of the mailboxes. 
Room 103 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 ... Ill as well as some new @I;JDiift!ll!ll 
li.liiliw To hedge your bet on this next major area, go around 
the metal fence on the southeast corner of Koontz Street. If you 
walk all the way down, you will find@I;JD~and 

lliiiDJi.liiliw 

Step up to the ticket window of the theater and 
usetheticketfromyourinventoryto unlock the 
double doors to the right. Open the doors and 
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Before you feed your urge to revel in some classic plays, 
pick up the ~ii~Em~ on the bench in the back of the 
box office. To the left of the lobby near an ashtray, you can 
find a ... ll*and a-- There is no other way 
to go, so you must enter the Auditorium. To the righ\ of the 
doorway is a stand with the~ii~Em~~ Be sure 
to note the words in red. Also, further to the right is a Save 



As you walk down the center aisle, you will run into Lisa. 
Strangelyenoughsheisnotworriedatallaboutwhatis 
going on around this creepy town. Also, she will become 
inspired by her surroundings and give you a demonstration of 
her acting ability. 

Go up the short set of stairs to grabthe llllli~ 
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 
...... If you examine the room. you might also notice a 
puppetthatisinforrepair. 

Go out the adjacent door to the stage. The Safety Curtain is down, 
so you canontyviewthe front section. Run along side the curtain, 
andgrabthe_....nearthedoorontheoppositesideof 
the room. 

C.urtaimC.ontrpl ~Room 

There is a Save icon if you need 
it. buttherearealsolotsofitems 
to be had' There is a large lever 
on the wall that is used to raise 
the Safety Curtain. Examine this 
tofindthe ~l!i'.tm!!i:l1) 
which will describe that the 
curtainandthelightsareon 
the same circuit. Perhaps you 
can use that to your advantage. 
Right next to the lever is 
of .... 
On each side of the 

ITE:\1 ACQUIRED' 

IRON WEIGHTS 

\ DAJ,IAGE' 100 

TheseitemsareusedintheTheatertoholddownscenery,soyou 
knowtheyareveryheavy. Thisisaslowbutdevastatingone-hit 
weapon thatshouldtakedownany regular monster. Save this lor 
atroublespotorwhenyouhavetoomanyenemiesgangingupon 
you. 



Whenyouexitintothehaltwaythereisa - downabit 
on your left. Grab it if you need it, but head north through the 
double doors. As you pass by a puppet. it wilt come to life. The 
Ariel Puppet is a foethatwiltgrappleyou 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 ... llllfrom the shelf. 

Grab the - half way down the long makeup table, and then 
checkout the mirror. There is a set of~lnbthat 
mentions how each stage is to be set up. You can checkout the 
costumes if you like. but doni use the mirror just yet. Instead. 
gobackintothehaltandcontinuedownthiscorridor. 
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Dir.ector~" Office 

Pick up the ..... 'll on the left and round the corner to 
get to the Oirecto(s Office. 

Asyouentertheroom.youwitlnoticeabluesquare 
item. Pick up the ..... which will be a piece of a puzzle 
lateron.lnthebackoftheroom.youcanfinda ... 
- on the bookshelf. However. the real prize in this room 
is the lllllllllllll that lies in an open drawer along with 
a box of IBD!lliWiilmiml. To the left of the drawer is a 
lllllii!Imllllm-- foryoutocotlect. 

When you are done reveling over your new weapon. go back out 
intothehatlwaytotheveryendandgrabthe~ 

on the chair. The rest of these doors are inaccessible, so it is 
time to go back to the Men's Oressing Room to use the mirror. 

incremental upgrade to the 
TargetPistol.ltdoesslightly 
moredamageandisagood 
replacement.Oneofitsbest 
leaturesisthatithasaneight­
bulletclip.Thislargercapacity 
andincreaseindamagemeans 
fewerreloadsandaquickerdeath 
for your enemies. 

Once yon pa~ill through to the Other Worlrl, exit the 

room anrt tackle a pair of Ariel Puppet~. One is not a 

problem, but two can be a bact situation. Uille a heavy­

hitting weapon or nm rtown the hall to get !'lome 

diRtance ami try out your new gun. 

~--

. 
' - \ 

, . I 

r--. 
' . 

• ' I 

Go back to the Director's Offlce in this new worlc\. 

ln!'!irle you will flnd fiii;DIJil:Qdl,~ anrl the 

............. _ on a chair. Grab these items 

anrl go 1Jack to the Men's Dressing Room to return 

to the Mist World, !'IO you can use that key. 



I 

I 
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. 

I 

u~ •. ~ 

( 
i 

When you reach the lobby, use the staircase to climb to the 
second floor of the West Wing of the Theater. On the couch to 
the right is some ~lill!lli1lll.ml 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 ... from 
the boxes on the shelf. On the opposite wall you can find the \!llllli0~ This note has a clever 
descriptionoftheorderthatthebulbsshouldbeplaced.Makesuretopickupthe ..... andthe 
~whicharerightnexttothisnote. 

memnineanddescendtothefirstfloor. 



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--from 
the case, and you will have bolh pieces to unlock the door on 
the second floor in the Other World. Unlock the door to the 

will pounce at you. Equip a hamlgun anrl take it out from a ~afe rlil'ltance. When 

you pa-!1!'1 through the next get of rtoor!'l, an Ariel Puppet i!'l alrearty on the ttoor anrl 

charging in fa!!t. Note that if you went to thiR area earlier on, yon conlrl ttnrl an 

elnl'live roaming Rerl Straightjacket that i!'l very aggre!'l!'live. In fact, !'~hooting thi!! 

creature can be tough - it moveR in fast, ami it hM that long-range acirl attack. 

At this point in the game, it i!'l prollallly next to the Director'!'! Office . 

. . 



melee weapon or one of your most 

fearsome blarles. If you are feeling 

overwhelmed, nm to the end or the 

hall to ~pace them out anrl use your 

firearms. 

You can now unlock the rloor at the 

enrl of the hall. When you examine it 

the rlescription mentions light on the right anrl rlarkness on the left, so place the 

Go up the stairs anrl heart rlown the long hall. If you 

are quick, you can nm up to the Carrion in this hallway 

anrl attack it from 1lehinfl. Enter through the doorway 

to the west. There are several Ariel Puppets to contend 

with rlown this hall and a Kitchen Knife stuck into some 

t:1>e of vine at the corner. However, turn right at this 

corner to thul the real prize: a totem pole holding the 

Hunting Rifle. Thi!'l is a very long-range gun that will let yon rlrop enemie!'l from 

across a room. However, it tire!'~ slowly, so only use it at a safe rlistanee. 



ITF.::'\1 A< QUIREJl' 

HUNTING RH'LF. 

I DA,,IAGE: 80 
I 

Ahunter'sbesthiend next to his dog, thisgunhasexcellentrangeandissetondindamageonly 
totheShotgun.8ewarned!Thisbreechtoaferisabitslowtofire.sodonotuseitinanextreme 
pressuresituation.However.itdoeshaveastightadvantageinthatitholdsfourroundsbeforeyou 
have to reload . Thisisbestusedafteryouhaveputadecentamountofspacebetweenyouandyour 
foe.Ahandgunisbetterforclose combat. but this rifleisexcellentatdoingtong-rangedamage. 

~ ~------
Now that you are even hetter armed for comhat, 

go 1Jack down the hall to the Costume Storage 

and use the mirror to return to the Mist World. 

~.........._._..- --

1 
i 

Pick up the - on the shelf and walk over to the sewing 
machine to grab the~and the ... llll The 
piece of paper talks about the Butcher- that big brute you 
sawneartycuta 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 --in the back. 

··---=-~ - .. At the very end of this hallway, just outside the Storage Room. 

.1• . 
~ ~ ·- I 

is a valuable-- Grab this life-giving vial and go into the 
southern hallway near the Catwalks. Two 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 
lilllbl:liliili in front of it. Go to the next door to finally find a 
use for the bulbs you've been carrying around. 

--· -

~ 
I 



With the lights back on. head south to the stairs. Unlock the 
door and take the nextflightofstairsall thewaydowntothe 
first floor. Make your way to the Curtain Control, and throw the 
lever on the panel to raise the safety curtain. 



s a 
Go out onto the stage, and go to the far-teft side 
to find some~ 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. 

Search arounrl for a. bloorly·looking 

rlearl tree to the left. There i~ a large 

knothole in the tree that holrl~ the 

.......... Grab thi!t! key, anrl u!tle 

the mirror to return to the 1\ti!11t Worlrt. 



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 book!'! !'!helve!'! in 

the back-right corner are llb:lt8lm 
~ an ....... lBIDil&mm!e ann 
the letter ~I'SIDIDD:ftaml 

re!'lting on a pede!'ltal. Pick up all the 

goorlie!'l ami !'learch the large tahle in 

the center for three note!! that give 

a lot or in!'light into your 

"!dtuation." On thi!'l table you 

will Hn<IJ\mllll9almllll'lill!ID, 
&mid~'llllli~ 

~aml~anll 

<1'bxrlaiba U!'le the mirror to 

return to the :Mi!'lt Wont !'IO you 

can n!!e the key yon pickerl up. 

lill.' If',. 
i 

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.Smashittobitsandgrabthe .......... on 
thesmalltableinthebackcorner.Nowyouhavetomakethe 
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 ... 









KEY: 

,. 
,. 



When you awake, there is a corpse in the lobby that has the ... 
IIIJ. Grab this item, and head outside to journey to that somewhat 
familiar location. In the alleyway just to the west of the Theater 
area ... lll:and~ 

' - ---~~- ' 

! J Public Recorrl!'! Office -l~ ! 
' ' 

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 lind two boxes of lilllblliiliml and 
the note: OO!m!l@!m. The middle table is empty, but the last 
one has a _ _ 

As you makeyourwayalong this road, you will 
surety encounter Straightjackets and Carrions. 
However,anewiargerCarrionalsomakesitsfirst 
appearance. Thishugeversionofthemonster is a 
lottougherthanitslittlecousin. Youcanpumpa 
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 arefinallyabletoslaythis 
beast,itwillvanishinagreenmist. 



Halfway Down Canyon St. you can find a ..... and on the 
opposite side of the street, you can locate a ... 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 ... llllon the table and the i\!D!lll!l 
llll!llill/liim in the corner. 

At the far end of the Green Pharmacy, you can find more 
1\!D!lli!lllll!llill/liim that you can use on all the creatures 

TheShovelisnotahighdamage­
dishingimplement,butfora 
weaponwiththisrange,itis 
actuallyoneofthebestofits 
type.ltdealsmoredamagethan 
mostoftheverylongpole-type 
weapons.Notonlyisitagreat 
toolforburyingbodies.butitalso 
helps kill them. 

roaming around outside. 
Continue around the 
pharmacy, and in the 
alley,youcanpickup 
the-and~ 
AlilDmJ, 

u~--

,. .. 

_.I'!~ 
.... , 



iJC:;;o=--::r.~II""-~IIIJi; - 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 
~~and an ..... That pretty 
much ends your treasure hunt so far. It's time to go back 
down Wilson St. to enter Andy's Bookstore. 

I DAMAGE: 12 

' This iron curtain knock-all hasanveryfastrate of lire. Thankfully, 
themagazineclipcanhold 18rouRds,soyouwon·trunouttoofast. 
Thedamageofeachshotisnotveryhigh,butyouhavetoconsider 
thatwithnearlynodelaybetweenshots,youcanpumpout bullets 
quick enoughtopindown any enemy. Thisisagreatweaponwhen 
you want to mow down your enemies. 

Now that you have this awesome firearm, turn around and check out the cash register. When you 
examine it. you will get the -llli!B 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 113. The 
drawer will pop open. and you can get the--· Use the key on the back door, and go back out 
onto the streets. 



I 

. - -- ------ · 
~ _J; _ Crichton Street ~ ~ 

Go back to the area outside the hospital to find some new 
items. On the dumpster by the gate are a lllllllliland 
two cases of~ Be sure to check by the main 
entrydoorstofindthe .... 

On the opposite side of the street, you can go back down 
into the alley you entered in the very beginning of the game. 
It is now repopulated 
with a lllllllllland 
a .... Head North 
on Crichton St. to find 
two sets ot L:'I!I!m!llllillllil 
L:m!in!l onabench. 

ITEJ\1 A('QUIRED' 

::\IF.ATGAl'F 

I DAMAGR 30 

JustliketheMeatHoak, thisisalongandverysharpmetal­
hookedweapon.However.thishasaverylongpole.anditisalso 
slowtoswing.Whilethisdoesagooddegreeofdarnage,you 
cannotswingitveryfast.sodon"tlooktoperformcomboattacks 
with this weapon. 

ITE~I ACQUIRED' 

TOOLBOX 

I DAMAGE: 100 

Aniceheavymetal toolbox with 
sharpedgesisjustwhatyouneed 
tobattlemonsters.aisone·use 
weapondoesatonofdamage, 
andsincethelockisbusted,the 
bestuseyoucanpossiblefindfor 

~ 
Now it"s time to make your way 
south via the General Store. As 
you travel south on Crichton St., 
grabthe--fromthe 
placewhereyouoriginallygotthe 
map to Silent Hill. A little further 
down, you can find some lillllil 
L:m!in!l and L:'I!I!m!llllillllill.:mnn!l 
on a dumpster. Right next to this 
ammo,onthegate,isalsothe .... 



. --- · 
! J General Store 1~ ! 

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--below 
a vertical a sale sign. The next aisle over has a trio of ammo, including l.il!l!m!llllillll!ll:.liimJil and two 
boxesof ~ll1lillill/ilim 

On thefloornearthe open cooler area----and a 
.... Opposite the Save Icon are a Health drink and the Iiiii 

ITE)I A( QUIREn' 

HHCIKJ..~ l'OLE 

lim:lllill As you pass 
throughtheopendoors. 
aiiiiiiMi iieson 
the floor. Use the back 
door to get back to the 
streets. 

--=---~. - -- . .... ;, 
~ . ) 

I . 

I 

Thisisnotaverydamaging 
weapon,butitslong\engthcan 
beusedtokeepmonstersatbay. 
ltisalightweapon.butitsswing 
isverystow.lrsnotyourbest 
choicebutusethisonloesthat 

~ . - ---- -- -- - ' 

! J J\lidway Avenue ~ ! 

Before you exit this alley, get the...­
on the crate. Head down Midway Ave .. but you 
will find that it ends abruptly. You wilt need to 
turn right down thesmatlatleytogetto Cielo 
Ave. About halfway down. you witt find a ... 
- near a trash can. look out for the Carrion 
in this tight space and shoot to kill. 



f== ...Ar:::::JI ... IIIII •• __ ,...._,;J.' If you go west a bit on Cielo Ave., you can find 
several items on a bunch of crates, including a 
~lll: lillllil/i.mmm and a .. lla While 
it is tempting to use this alley shortcut, go back 
east on Cielo Ave. to collect a few more items. Be 
cautious. however. as a Calibanwill be lurking 
about and will re-spawn here. Remember that this 
huge monster has a charge and front slam, so try 
to entice 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 

1.1tim!Bllillllilli.mmm. 

' - -·· - ' 

: _J Toluca Avenue a_ ! 
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 

1/==-----• ._ . .!,[L picking. 

Toward the back you can find a .... and l.1tim!Bllilllblli.mmm. 
If you keep going all the way to fence, there is an ... Ill: and 
DQiJilllillillillli.mm Follow the chain link fence to the other corner 
to get the Rlllll* 



JTE)I A( QUIRED' 

l'IT< JIFPRK 

Thisisdefinitelygreatforhandlinghay,butitmightnotbe 
yourbestchoiceforslayingmonsters.ltdoesafairamountof 
damage,butitisratherslow. lfyouintendonusingit,besureto 
takeadvantageofitsrange. 

lnthenextatcoveover,youcan 
find some lilllbl:mmm lying by 
the dumpsters. Keep on going 
west, and you can pick up lwo 
casesof~near 
lhe back fence with the trees 
and fallen leaves. 

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 
acubbyholethatcontainsa blb and 

~lill.'!li1lbi:m 

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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up the ramp and use the Motet Key to enter the Reception Area. 
When you enter this new spot. a flashback witl ensue. 

There is a lot of nifty stuff to look at here. but before you 
do anything, take the l:bnilll:lm> from the wall. Step up to the 
frontcounterandgrabthe !ilmllll~ tofindasimilarname.On 
the other side of the desk is a Rotary Calendar, but you cant use that 
yet. Also. behind the desk is a board futl of keys. Grab the .... 
It and head out into the courtyard. 

' ·-~-

C" Rooms 206-20!) & 300-304 :::... - ~-- --.......--~--_.._...._~- -
Many of these doors are chained. but you can go south to 
enterthefirstarea of rooms. 

Each of these internal courtyards is fitled with rooms. 
Since nobody is around, you might was well check them 
out. Room 301 is open. so pop in and take a look around 
to find the • .., This is another long weapon but 
without much kick. Room 109 is also open. but look out for 
the Straightjacket that is in the bathroom. Kitl this monster 
quickly, and grab the lilllb/.ilmiml near the sink. 

That's it for the open 
rooms in this section, but 
before you go back to the 
firstarea.stopbythesideof 
Room504tograbthe ... 
by the dumpster. Go back to 
thefirstarea.andusethe 
metal staircase in the back 
to get to the second floor. 

ITE:.'\1 A('QUIHF.fl' 

LIGHT STAND 

I DAMAGE: 15 

Th~isalongpole-likeweapon 
thatexcelsinrangebutnotmuch 
else.ltisnotverypowerful, 
butwhenyouwanttokeepa 
safedistance.itwiltgetthejob 
done.Keepinmindthatthisis 
anaveragelightStand,nota 
sharpened tool of destruction. 



In Room 311 another Straightjacket lies in wait. It will charge at 
you as soon as you enter the room. Act fast, and runaround it 
to turn the tables and take it out. Pick up two boxes of @liJlii!J!m 
lilmiiJD and head down to Room 314. Outside this room on the A/C 
unit is a ... ~ 

Room 316 contains another ...... 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 

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 
grabthe~inthebathroom. 



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. 

-~~-· · -

' Jj'i 
.... -

. • I 

You wilt 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 something very important to your progress: 
a mirror!Youhaveexploredallyoucaninthisworld,sousethe 
mirror to crossover. 

,_ - __. 

c: ---- ~R_~£:?~-- ~== 
In the Other Worlrl, you can grab a heartfelt note - 191 ~ ~ ~- on the 

wall before leaving 306. 

Room 30!) hM a couple of goodie~ for you, hut look out for the Straightjacket 

that hM taken up re!!irlence. It will be off !'Jereen when you Hr!tt enter the room, hut 

it can u!te that acirt spit from a great rti!ttance. After you have taken care of thi!i! 

monster, grab the Spear and heart into the bathroom to get the ..... from 

the toilet. 

Thisisjustwhatyouexpect ... it 
isaspear. ll"stong,pointyand 
somewhatstow.butitdoesa 
decentamountofdamagefora 
~ole wea~on. Also. this has great 
durability to continue to kee~s 
thosenastiesfromgettingclose. 
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The re!llt of the room!~~ are looked, "o 

go northwe'!t through the gate into the 

area near the reception area. After you 

pa.'!" through thi'! gate, there iq a pair 

of Carrion" roaming arounrl that can 

cau"e you "orne "eriou!ll grief if they 

group together. Run away to rleal with 

them at a qafe rliqta.n.ce, or try a one­

hit weapon to even the oflrl!ll. In the far 

corner, pick up two hoxe'! of~~ anrl proeeerl '!Outh to the next 

!~let of room!'!. 

Check out all the room'! in thiq row. Everything in 

thi'! '!ection.'! is 1oekerl up tight, 1'10 go into Room 

503, which ha.'! a mirror to return you to the Mist 

Worlrl. 



I 

~"'-----·_ 

- Back in the Mist World. when you arrive in 503. you'll see lots 
-ofstrangeanddisturbingdrawingsonthewalls.Whenyouare 
ready to leave the room. grab the llb1l91!1illllglllll!!i1l near the 
door. ~~~-~'e.';:'-., T" 

~ ........ ......... -
- j 

- - " 

r=: ~--~"-~E-~ ~=-
If this is your second time through the game. you can access 
Room 501. Of course. this assumes you got the key from the 
second floor using the metal stairs in the alleyway north of the 
Hospital. 

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. Checkout the room to catch a 
flashback. and when it is over. you can see 
the calendar on the wall with an important 
date. 

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 
.!.mi!llil1lillll!lh ... llllll and ~Amliml. You 
don't actually have a gun that can use that ammo. but 
youwill.Besuretoalsopickupthe - lyingonthe 
floornearthelockers. 

.~$ ... , 
' 



s a 

Right next to this hole is a Broken Pot e. The tast 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 Managers Office 
Key and a gruesome photo of a Oeath by Shotgun. What a great 
shotforyourphotoalbum! 

It's time to put that key to use. but you will have to take the long way back to the Managers 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. Oo 
yourself a favor and use a powerful firearm to kill 
thesecreaturesfromafar. Whenyouwraparound 
the building, you can finally unlock the gate and 
head north to the office. 

' -' , __ -. ~ 
c=;. Reception and Rooms 105-108 =-:: -- ~---L~--~~-

.--.::-_____._ . - -- . 

~ ... 

~~-· .. 

......... . ...-~Thk ••""""''"" 

I 

......... _ .......... l 

Use the key to unlock the Managers Office and step inside. A 
Two Back awaits you. so shoot it while it is off screen. Right 
bythedoorisa--thatcan come in handy. Go 
over to the desk and collect the li'lil!m!llllillllll/imnml and the 
~for an update on Room 500. The door is located right 
next to the stuffed and mounted animals that make you sad. 
See. killing is not a nice thing! 



Whenyoustepbackoutside,grabthe .... off 
the blue car. Be sure to unlock the door to the other 
courtyard that connects to the Reception. Enter Room 
lOB,andletfirewiththeShotguntodestroythecharging 
Two Back. Pick up theEI!m!8llilllliiAmm!il and allllt 
lillltfor your troubles. There is a Crate in the 
bathroom, but the real prize to be had is the 
...._firearm and ~/immm. This 
is the classic .44 that has enough stopping 
powertotakeoutamonsterinafewshots. 

Aclassichandcannon, thisisthemostpowerlulhandgunyoucanget.lnlact.itpacksnearly 
asmuchpunchastheRifleorShotgun.Whileitdoesdolessdamageanditmightnothavethe 
same range, it holds more rounds and fires faster. This is your new best friend when dealing with 
ambushingmonstersortoughbosses! 

Room 106 houses another Two Back that can be killed with any powerful firearm. Grab the .. 
- on the bed and the two boxes of lilllliiAmm!il on the window sill. At the end of this room is a 
bunchoftrashbagswithsome .... 







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 
outtheheart-shapedpoolwiththe heart-shaped 
object on the bottom. If only the pool was empty' 
Room 101 has a Two Back as well a .... 
and two boxes of D/immm on the bed. 

Check out Room 101 - 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 fourMIIIIand another one on the pool table. 
Go to the upper area by the pinball machines. and grab the 
- Anotherflashbackwillensue.Thismustbeaprettyold 

·~· ................................. ,. ........ y. 
While this recreational weapon 
doesdoleoutsomedecent 
damage,itisnotverysturdy. 
Therangeitprovidescancome 
inhandy,butdon'texpectthisto 
replacesomeofmetalcounter 
parts. 



Check out the laundry by the northern staircase. To 
your right is a ... Ill: on one of the last chairs. In 
the center of the room is an ironing board wilh a basket 
of clothes; examine this to get thel'ib'li!li0~ 

~ 

Thereisonlyoneworkingmachineinthisroom. 
and it has something metal inside. Go into your inventory, 
and use the Token to start up the washing machine. 



That witl do it for this level, so use the staircase just outside the Laundromat to go to the second 
floor. ... Although Room 111 is open. thereappears to be nothing inside. I guess you cant loot every 
room you randomly walk into. Go around to the Cleopatra Suite, and use the key on the door. Grab the 
..... Won the shelf and the lilllblliiliml from the desk. In the bedroom you can find another one 
ofthosegruesomedeathphotosof~ 

When you head into the bathroom. you witl 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 
mishapandjumptothefloorbelow. 

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. Wetl, I guess we now know Lisa's 
weakness and her "need" for the good doctor. 

Go out into the living area. and check the desk for some~ 
Jliiliml and a very revealing Telegram from Dahlia. There is a 
- onthefarcornerofthisroom,butyoucan·tleave 
throughthedoor.ltisstitllocked,andyouronlymethodto 
proceed is to head into the bathroom and use the mirror. 



.. ---~-.- - . 

·-·Q 
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When you enter the Other Worlrl., it should not be 

surprising to t1nrl a Two Back in the next room. On 

the wall in the living room is another freaky photo of 

death by~ and near the door is a ..... 

to arlrl to your collection. 

-~------ . - . ~ . 
Go out into the pool area and enter the Diner to 

flnrl an -..... .... sticking out of a !11h\e of 

"meat." The rest of the room i!il tlllerl with cage!! anrl is 

inaccessible. 

' ' ,. (' 
'<'"' . I I 

Room 102 1111 open, but it is only filled with more gnte"ome chunks or tteAh. 



u~ ....... ---.. . - --
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Once again, you have exhatt!!ted all option!! 

downstairs, so heacl up to the !!econrl floor via the 

staircase by the Launrlry Mat. Room!! 112 anrl 212 

are open, but out!!irle of Rome bloorly graffiti, there 

i!! noting to loot in there, 110 move on to the Nero 

Suite. 

The Nero rloor ha.q a !!lit in it that look!! just perfect for that rlagger you founrl. 

U!!e the rlagger from your inventory to unlock the door. In the corner of the 

room i!! some llliiQslm~ The next room has a rleath by~ IfD:l:IID. 
You are really !!tarting to gather an 

impre!!!!ive collection of photo!! for 

you !!Crap booking project 

Grab the :Meat Cleaver in the 

bathroom, ami you will notice the 

maintenance i!!!ltte!! carrierl over to the 

Other Worlrl a!! thi!! bathroom al!!o ha.~ 

a huge hole in it. Once again, jump 

down to the floor below. 

1 '- - -

r=:: Open t]_l_e_ !!e_~~~~'3:lenclar ·::: 

When you lanrl in the King Room, go out on 

a ledge to gral> the !o'ir!!t-Ahl Kit. After thi!! 

backtrack into the hole !earling to the :Maintenance 

Tunnel. 

Go all the way to the enrl of thi!! tunnel 

to grab the IIDd3lmllbmQ lflbJ:Q:t). (Several of the 

peephole!! in thi!! tunnel are still available, but the 

~ 

-~-~'-'-........ . 

!... . .... " .... ~ "" ~ ... ..... ........ 
' I 

. . - -
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I 



Go into the Maintenance Room and :<~nag the ... by the door. :Follow the U· 

:<~haped floor and pick up the note: Ifill a 4lll:m:Q. At the end of this path, yon will 

he able to unlock the door. Your mission now i!'l to go into Room 503 anrl u!'le the 

mirror to return to the Mist World. 

Once you are back in the ··saner·· wortd, return 
to the Maintenance Room and use the Jeweled 
Heart in the vice. This will split the precious 
pieceandgiveyouanewprecious .... -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. 
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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 room, and you can find two more items 
on a naked crate, including an Ampoule and Assault Rifle Ammo. 
ThereisalsoaWrenchontheothersideoftheroom,butthe 
familiarinsigniaonthefloorwillprobablygrabyourattention. 
When you pick up the Present Piece, you will realize you now 
literally have all the pieces of the puzzle. 



I 

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. 

Followafterthelittlegirlthroughthedoorshejust 
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. 

-
. ~ Nightmare Street!! ._;, , 

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 

Go back up the road to find the Child 's Map hanging on a wall 
rightinfrontofyou. Thereisnotalotofdetailonthismap,but 
you can compare it to the "normal" version to get an idea of how 
it was created. 

~-~......:.;. ...... - -. 

_,~ 

~ 
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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. 

·~~-. ·- I 

' '; 
\. ,,_ • . ,_-:- A> I 

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

~ Sagan ··11- ~ 

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. 

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

. ~ SimonR :~ , 

. · ,_,. ~ ~ . ~ 

. ThispartofSimonsisreallywide, buttherearemanygaps 
c inthe road. This will force you tocrossthegapsusing short 

· narrow"bridges." 
1, ~~ . 

I 

\ 



It is really easy to miss the next batch of items, since this 
sectionissowide,butthereissomepreciousammonextto 
a tree that has a Spear sticking out of it and two boxes of 
Redeemer Ammo at its base. 

-~--~~. - --

~~ 
itL:. I 

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. 

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. 







-~------ - -
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Asteekhuntingrilte.Thisbreechtoaderis 
stowtofirebutpowerful,withatongrange. 

i 





Theyusethesetotiedownsceneryandother 
theaterstuff.Yeryheavy. 

__::::::...~---• Aheavy,portabteTY.Notsoportablewithout 
a socket. 

Thelampwithaheavy,sturdybase. 

l_""~lliollillllilllil• A toaster with two wide slots for bread, muffins, 
and pancakes. Madeofprettytoughmetal. 

_ _J ____ Aheavy,metaltoolbox. lfsemptyandthelockis 
busted.butifsstillaheftyweaponwithsharpedges. 

Aleddington1500porlabletypewriter.lngood 
working order. 







This is no prop. It's a genuine. s~arp spear made for 
hurting. 

Atireironusedforremovingcartires.lt's 
heavywithasharptip. 

lookstiketheaxelwrenches theyusebackatthe 
truck depot. 



AIB·rounddipforanAssaultRifle,loaded 
with7.62mmbullets . 

. JBcaliberbullets,designedforuseina 
hunting rifle. 

Bulletsfora .Uhandcannon. 

9mmbulletsloramediumcaliberpistol. 

Shotgunshellsloadedwithbuckshot. 

.22caliberbulletsloruseinatargetpistol. 



'? 

long-handledaxe.verystrong,verypowerfuland 
wickedly sharp. 

RescuedllessainlessthanBOseconds 

Agiantbutclter"sc\eaver. Thefavoredtoolof"tlte 
Butcher: 

1------l ____ A pair of powerful, mystical gauntlets. Engraved in the 
metatisthephrase"watchedoverbythelonelymoon." ...... _ ....... _ 





There are lol of key ilems 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! 















TravisGradyisanordinarytruckerwitlta 
troub\edpast.Hissleepisfrequently 
interruptedbynightmares,thoughhecaR 
never remember exactly what they're 
about ·· heonlyknowsthatthey're 
terrilyingandeerilyfamiliar. 

AmysteriousgirlwhoTravissaveslroma 
fire.He"slatertoldthatshedied,but... 
whydoesshekeepappearing? 

Or.Kaulmannisacotdandscientificman 
whoworksatAlchemilta Hospital.He"s 
beenseenaroundthelocalreligiousgroup, 
thoughifsnotknownifhe"sactuallya 
member,orifhe"smeretyobservingthe 
cull's behavior. 

Dahliaisadevout.almostfanatical 
followerofthelocalreligion.Shehas 
raised herdaughterA\essatodowhatever 
isnecessaryforthegoodofthecult .. even 
ifitmeanstheultimatesacrifice. 

TravismeetslisaatAlchemillaHospital, 
whereslteseemskind·hearted,flirtatious, 
andinnocent.Howlongshecanstaytltis 
wayinthedarknessofSilentHillremains 
to be seen ... 





Thehideousbeastactslikeamutateddogandwilllunge 
atyouwithouthesitation.lthasasmaltheadandalarge 
bodyandhindquarter,butdonotattempttofighlilhead 
on. Trytomakeitleapatyousoyoucanrunarounditto 
attackfromthesideorrear. However,thisisaprettytough 
monstertodealwithandavoidingitsleapcanbeverytricky. 
Theeasiestandmostlogicatchoit!istouseyourfirearms 
from a sale distance. 



6? 6? 

TheareathatyoufightthisBossinisratherlarge,soifyou 
arehavinganytroublewithit,justruntothefarendolthe 
rQ{)manduseyourfirearmsasitchasesalteryou. lfyou 
want to tackle it with melee weapons you witt need to wait 
loranattackandcounterwithalewquickhits. Aiteritdoes 
theGasorSpikeDropyoucanruninandllilitquicklybelore 
itlaunchesanotherattack. 





ThisisaverylargeenemythatisextlemelypowerfiJl, anda 
singlehitcanendyourtife. Thisbehemothdoesmoverather 
stowly,butdon"tgetoverconfident,asithasacharging­
typemovethatcancovergroundreatlyquickty. Enticeitto 
performitsForelegStampattackandruntoitssideorback 
togetinseveralhitsbeforeitcanturntofaceyou. 
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Thisbossisoneofthetoughestthingsyouhavecomeup 
against.lthassevera\attacksatitsdisposalbutthemost 
challengingtodealwithitwhencausesadownpourof 
fireballs. Takeadvantageofthisauackbyrunningtoavoid 
thefieryrainandusingthelactthatitisimmobileduring 
thisonslaught.Urouaretakingtoomucltdamagegetasfar 
awayaspossibleandopenlire! 



Throu§hOul your adventures you will come across many piKts of informatioa in numerous hnms 
rangingfromaclipboardtoabotUetap. Allollhesecollectibleswillneconsider "notes"andwill 
bestOfedilltheinYentorysc:reenundertbeNotestab. ThesenotesarenotonlycrlltiattosoiYing 
manyofthegame"spuzztes;theyatsoh!lptoMlydisclosethestoryline.Becausethesesnippets 
of information are so important to game play and the enJoyment oft he game. we have listed them all 
foryourcoovenience. 

-- lobby 

Cunentlythesecondandthirdlloorsofthehoopitalareundergoingrenovations.Atthistimetheyareclosedtopatientsand 
visitors. Work continues in earnest and the hospital management thanks you for your continued cooperation as we try to minimize the 
disruption. 

Rll!W Hospital - Room205 

PrtliminaryOiagnosis: 
Thirddegreeburns,patientisunconscious ... Somelhinghasjlrtventeddamagespreadingtotheinternalorgans_. Tissue damage 

islimitedtotheejlidermisandext~emitiesolthetimbs_. 

Howilthispossible? 

-- Hospital-Room20' 

Thisheartofminetroublesmewithitstrembling!TostillitlhaveputrtGniceandlockeditaway. 
(Remember, the three buuties wtlo tadse it to pump so are th key. ·age before beauty"]. 

-- Hospital-Room202 

(Partsofthisnateareobscuredl 
worry not blank blank blank blank x4. I ha~e used the blank to contain her power. No one will come to her aid. Blank blank x l 

oneofthefiveblank.hidethem.Protectthem. 

-- Hospital-ladies·Room 

Having trouble with your anatomy class? Find that gelling them out is much easier then putting them back in? just remember this easy 
mnemonic: 

lnside Stevie, little Henry lurks. 

ema mom llllm -- Hospitai-Stafllounge 

CONSTRUCTION! 
As 1011 know. the renovations to the upper floors hm run into problems\ The plumbing leak and suhtandard materials used 

hve forced us to close oil the third floor until further notice. We are reminded of the familiar adage: ·you get what you pay !orr we now 
face six more months of work. reduting our capacity for the coming year. We will hve to cut spending 01 impatient care and consultancy 
fnsby50\. 

Therefore we ask doctors to relrJin from committing 113tients aflll encourage home stays instead. unless they"re dying in your 
1rms, don·\ book "em in! STAFF PARTY! Wouy not! The stall party is stilt on !0111 !our recreation budget is locked away wflere no one un 
tamptrll Everyone meet at Annie·s Bar at 8pm on friday. Alcohol [medicinal of course!) and food will be free. Anive early to grab a trainee 
nurse:theygoquick! ,-: 
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3 
-- Hospital-ExamRoom 

ToallstaU, 
lti11orb;ddentoentermyaffictunacCGmpanieduntitfurthernotice. 
DtKaufmann. 

-- CarwindowonlolucaAve. 

mw sanitarium-Doctor"sOffice 

Dr.llaHis, 
Our 'magpH!s' ha~e been at it again. Tbis time they SWAllDW£0 the damn keys for ArchiYi!S and the basement. 
Don't worry ... Gary has taken Hr. Magpie to the TB Ward and rm taking Mrs. Magpie to hydrotherapy. 
We'llmakethemspitthekeysout! 
Thisjobwouldbegreatifitweren'tforthepatients! 
Clem 

ana filli!JlJgmtmlkmPlJm!)-- Sanitarium -East Solarium 

StatusReport3l12/1960PatientMrs.BlankblankAge:HhaminingDoctor:Dr.Harris 
Notes:Patientcontinuestoharborstrongfantasiesandaviolentpersetutioncomplex.Hermoodscanswingfromcaltoviolent 

aggression in a short time. which hasted to her being moved to the seclusion wing. She bmmes particularly violent during the occasional 
visitsflomherhusband,demandinglhalshebeallowedtoseetheirchild. 

WehavetakentheprecautionarystepoladdingEpolineumtol4rs.blankx2medicationtopreventherviolentoutbursts.ldon't 
likehaviJIR\Osedatepatients,butwtlenslleisawessive.blankisasmucholadangertoherselfastoherl'isitinghusbandandthestafl 

Sanitarium-TBWard 

OliTOFliS£ 
lfllightolthtrecentaccrdentlambarringtheuseoftheironlungequipment.Thisapplitstoallstaff.lntludrngseniornurses. 

Patient deathsduringtheupyareiiOitobetrealedlightly.tlindithardtobtlievethatsomeonecoutd'accidentally"overln.adneryvalve 
ontheequipmentandso.untiltheinquiryhasconcluded.tmustassumetbeequipmentflsellisatlault ThtseJHetautionsareessential 
-·wtowtadutyofcaretoallourpatients,ennlhediUicultones 

Or.Ha11is 

ana l!l!Wi!!1!MO:f.11&11illlh1UIII-- Sanitarium- Female Dorm 

9:JOam:AdministeredmedltationtoTheseclusionpalients.Therewtrenoincidents. 
1\:Ham:AccompaniedOr.Harrisonhismorningrounds.Hoincidentsofnote. 
Jpm: Visit lor Hrs. Blank from her Husband. TliGk her into the empty dorm room so she could feel more comfortable. 
3:46pm: Mrs. Blank has attacked her husband. During the visit she had a violent episode and attempted to throUle 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 
alemaleolsllghtbuild. 

Afterwesedatedherandtookherllacktoherroom.Or.HanisexaminedheranddecidedtoreinstateherdoseofEpolineum. 
5:12pm:Aftertheincidentwith 
Hrs.Blankttleotherpatientshavebtcomeagitatedandrestless.Hanishasorderedalock·down. 

Sanitarium -Patient Belongings Room 

StatusReport.U7/1961Pitient14rs.BlankblankAge:3{EnminingDoctor:Dr. Harris 
Holts: Mrs. Blank x2 condition hits degraded dramatica!ly in the last few months. Her fantasits of a "minor world" have become 

mue ante, ii!Rd sire spends 1110re aad more time in an appear ant catatonic stile. She claims thott during this time she is in the "other 
world." 

Shenowhaslullrecol\ectionofherattackonherSIIR.butshowsnoremorselortheincident.indeedsheseemsproud.almost 
smug of her attempttd lilicrde! I am worried that this behavior could !It a side effect of the increased doses of epo\ineum that the patient 
hasbeenprescribed.lhaveaskedlorllerdosetobehalvedandhOfleloseepositiveresultsshortly. 



EJ!U!!W Sanitarium- Laundry 

AttendingOfficer'sRepnrt.ll/4{1959 1no:VA4545-10. 
When I aHived at the blank IH!use. The ambulance was already at the scene. The neithbor Mr. Bryant (wflo lir5t catted in the 

lncidentl had restrained Hrs. Blank and the paramedics were tending to the chitd. The husband, Hr. Blank hild not yet arrived back If om his 
place of work. 

ThankstoBryanfsintervention,thegashadbeentuiRedoflandthehousenntitated-therewasstillastrongsmellandl 
howtver.deemeditnecessarytocallthefiredepartmentasaprecaution.ltappuredthatHrs.Biankhadattemptedtogasherselfandher 
childwhenlspoketothe!Wspect.Mrs.Blanksltewasuncolljlerativeandstemedenraged.Shedemandedl re\easehersosheclluld -kill 
lhtdevilchild.'Shewasclearl,notinconlsololhermind. 

HI. Bryant commented \bit several ti111es in tile pre>tiotJS weeks, he had hurd l1111d arguments and screams flam the house. He 
said"Heltnhasnotbeenwellforawhilt" 

EJ!U!!W Sanitarium- Male Seclusion 

Heditations(donotmessup!l 
Raoml: llizanthium [in red] Room2: natium (in blue) Room3:ojMirium (yetlow) Room4: natium (blue again) 
(remember.pil\sonlyforpatients!) 

EJ!U!!W Sanitarium -Storage Room 

AMBERINClDENTREPORTReportingStattMember:Simons 
lncidentOescription:Amalechildenteredthesanitariumunchallengedandgottbroughintofemateseclusion[doorswereleft 

unlocked). He entered Female Seclusion Room 5, at which point orderly Michaels observed him and alerted me. The boy was the child of a 
visitarandwastakenawaybyhisfatller. 

Failures:Thedoorstofemaleseclusianwereleftunloc:kedbythenrderty,andthestalfinthelobbylailedtonoticetheboywhen 
he arriwd in the mmanine area. Recommendation: AU stall to be reminded of the importance of locking ward doors. Review of staff to be 
conductedllrdutymanagers. 

EJ!U!!W Sanitarium -Storage Room 

The nrw patient, Helen Grady arrind toclay. I was surprised to stt how catm and well behl'll!d she was. 
Aflerreadinghernotes.lwasworriedlhatshemightbesomethingofahandful. 
The woman is in complete denial and claims no rtcoUection of the incident which saw ller committed. inded, slle has ashd 

repeatedly to be allowed to see ber san! I have a9reed witll her husband that it is tmt that the boy be kepi away from his mather. 
While lhe!e seems tittle hope for any ton~ term retovery,llook forward lo spending some time with Hrs. Grady- her condition is most 
lascinatlnt. 

Sanitarium -lobbyaltergettingartifact 

EJ!U!!W Butchers- 2nd time through 

EJ!U!!W lumber Yard 

[Someonehaswrittenonthenewspaper.l 
WHYAREYOUHELPINGIIER.IRAVIS?DIDVDIJSEETHATNIJRSE1 

[Someonehaswritteaonttlenapkin.l 
SOHEONEHADEAHOLE. 
GOHOHETRAVIS. 

EJ!U!!W Greenfield Apartments 
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Peter.GoodluckfindingANYTHINGiowt~rk . ThisplacewaswiredbyiDIOTS!Thesaletycurtainisonthesamecirtuilnthespo\lights . lfa 

tight blows, the whllle thing fuses and you can't move the safety curtain. ID!OTS. Safety inspectOfS would blllW a fuse lliterally!l il they saw 
lhisstuff. Wouldn'thappeninthe dty!Setyouwlltnlgetllack. 

£ric 

-- cmm:I!IIIIml miJm pw Theater- Men·s Dressing Room 

Jack says the town is locat!d on Old *spiritual ground"_ hopefolly we will be blmed!!! 
Prospera • Shaman Futhers, smoke. totemic magic 
Al iei • Airspiritflitht?Projttlion?Puppets? 
Caliban • Buffalospirit.SkiflS• Berkoffianperformance. Onallfours. Pooractor! 

--~~-- Theater-Directo(sOffice 

Monday: Rehursals- fantastic. New costumes- fantastic. 
Allinall - lantas!ic! 
Tuesday: Strange day . Girl SRUC~ iRta theater today. Playing hooky no doubt! Took pity, let hff sit and watch the run th1ough. 

Veryusefulfeedback··terrifiedbyCaliban(goodjobcostumedept!I!SeemedtadislikeProsperointensely.proceedingsbroughtta 
prematureendbypoorTonygettingashockingnosebleedduringActi.Scene2.Witlcontinuetomorrow! 

pw Theater-Ughting Room 

Peter, 
As expected. tile spotlights are as SCREWY as the rest of this place. finally got them working. My trusty 'tOI.tmeter saveilthe day 

againiRemember.rounffi!Allthelillhtsworking,otherwisethetircuitblows.ThrowingthecircuitbreakergetsoldFAST. HeJearemy 
notes: B has to lie ball the wattage of D. A • 8 must not exceed C. Wattage of 0 must not exceed A. Break a leg!! 

Eric 

Since wllat bappenetl to Tony. l"vt dreamt about HlN more and more! THE BUTCHER! 
Hetooksjustlihtbatmonster,thExecutioner! 
Now I" we seen him wbeA l"m awake. His at my motel! lt"s HlN I swear it! 

__,:F@II.it.UIU ~@IIIJ~i@~f-- OtherWorldviatheStagemirror 

Chapter3Hanifestationsof0elusfbns 
.•. phenomenasuchastelekinesisrpoltergeists"touseapopularterm)oftenoccur. Theseseemfrequentalongsidenegative 

emotions (fear. WOfly, or stress) suggesting it is these emotions wflich are manifesting as external energy with pbsycioiltffects. 
Nightmares are especially strong triggers. In aU cases. these phenomena arise from children or adolescents and the overwhelming majority 
ofsubjectarefemale 

pw otherWortdviatheStagemirror 

Throughout these cut studies, we see the victim·s brains struggling to cope with the conflict caused by abuse at the hands of a loved one. 
lnmanyofthetasestheabusedchild"sselfappearstosptitintwo.Onepersonatitycontinuestolovetheabuserandseekstheirapproval 
Theotherpersonalitycontainsalltherageudangeroftheabusedandismanywaysbecomesamirroroftheabuser,seekingtoinflicti ts 
painonothers. Sadly.ilisoftentllisselfthatbecomesdominant. 

--~ pw OtllerWorldviatheStagemirror 

... amongstthetrilleswhohavedevelopedtheabilitytocontrolandfotustheirprojections.thmexistsonethltis fearedthroughout 
the whole communrty. Therr shaman claims to ha'lt th ability to kiU with thought alone. projecting his desire to kf\1 into the body af the 
victim_ 



-- PublicRecordsOflice 

... buause of the concerns expressed by her teacher. it was important to fully look into the matter. Tile officer spoke witll Hrs. Gillespie and 
her daugbter and saw no evidence ol any neglect or Abuse. He felt that Hrs. Gillespie mmed a model Jill rent, brin9ing her daughter up in a 
strict, religious household. hrther, in order to satisfy the ccmplainanrs requ~t. we had Dr. Kaufmann Item Alchelllilla speak with the girl 
alone He said that any talk of rituals or cults were simple :childish fantasies." Mrs. Gntespie's only crime, in his eyes, wn hiVing rnd her 
dau9htertoomanylairytales.Weshouldhavtdosedthecomplalnt. 

.. JJimlll) lit!III!]mD!nJJ -- Public Records Office 

lllllkslikethelirestartedenthelirstftl!llrandspreadtotherestofthehoun.Circumstancesaresuspicious. 
ISomeoneMs!uledthlougbthistextandatldedanewptuag!aph.) 
SeemsthelewasanaccideRtinthebasement.Anoldboilelcausedaliltthatsp,eadtotheJestofthebuilding.Tbecausewould 

appU!IObeaccidental. 
Hhe!epoltcontinues.unalterell.) 
Despitefirefightersbestefforts.itsprndtothesurroundrngHouses.A\essaGillespieWasdedaleddeadatthescenebyOI. 

Kaufmann. Her body was identified by he! mother. Death Certificate and coroner"s repo1t wltt be lo1thcoming. 

-- Andy"sBookstore 

Everythingisfine.Soldlotsofbooks!Havelockedyourkeysinthecashregister(thecombinationisyourGreenfieldapartment 
numberl.Hopeyouenjoyedyouvacation! 

Dharma 

-- GeneralStote 

Hame:MI.RGradyDthe•occupaots:sonReasonforvisii?Bnifless/PleasureCheckinDate:blank 

.. "\iD11171ilB!l'11ilWJlDI' -- Motei-Room306 

To my beloved wife. 
I miss you so intensely. Watching them take you away was tih a dagge1 through my heal!~ II botd to be done, but now I am so 

alone. AI the doctor"s advice.\ told Travis you wtre dead. Maybe it would be bette/ if you wefe._ Helen, will you ever come back to me? 
Yourslorever.Richard 

-- Motet-Room503 

... it is believed a being of tremendous mental energy may become a vessel capable of giving birth to Sa mae\. the God worshiped by this 
cult.Samael"sarrivatwitlbringforthParadiseonEarth. 

[SomethinghasbeenaddedintheMargin.) 
Given that this vessel is to be molded with ··suffering and pain." Just what kind of God and what kind ol "paradise" would result? 

--~m:!ID -- Motet-MaintenanceRoom 

One ol the laundry machines is busted again. The weird guy in Cleopatra was shouting at me, wanted me to fix It but I couldn·t leave the 
reception.Anyhow.aftf!gettingatlre11inlthelace,thefellajustfanofi.Hasn"tbeenbacksince··upanddroveoff.Couldyoutakealook 
at the mathine 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 
anythingyoufindinthelostandfound. 

Thanks. Ed 

--~UIII!IID -- Motei-HaintenanceTunnel 



loa ghost. 
There·snopretrndin!PJPwisthere?WebothknowthatthingatCtdarGroveisn"tyou.Youdiedthedayyoutriedtokitlourson. 
When I brought your gift ltllby, when you smashed it. I finally woke up. 
l"ve~endreamingalltheseytars.kiddingmyselfthatyou·uberightoneday. TheHetullovedisdud. 
I try to remember how it was. aU those years ago today whu we got married. I can"t remember anymore. rm tired.l know Travis 

wittbefineonhisown.l"mgoingtoseeyouagain.Heten. 
Yoursinforever.Richard 

.., YDJI.!Mii) IZmJ -- Motel-CultAnteroom 

FtaurousDevice:Originunknown.Thede'liceislirstmentionedinthepoetryoiChangCh"ien,anadvisortomembersoltheearlyHan 
Oynasty.lnoneofhistracts,ChangCh"ienjokeshetrappedademoninsidehis··threesidedbox­

WhenChangCh"iendiedinaterriblefireattheimperialpalacein115BC,tbedeviceappearedlost. 
II was later rumored to be in possession of lutheran monk M.G. lewis, who in 1796 spoke of its ability to control and amplify 

thought. It was lewis who linked it not to a demon. but to God Himself. claiming it was a weapon lett by angels as a force of good 



When you complete the game. a very detailed breakdown of your game play stats will be displayed. This is more 
thanagratuitousdisplayofdata, as manyofthesepiecesofinformation arerelevanttounlockingAccolades. 
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 alt. You can unlock many Accolades at the same time but some are mutually exclusive . 

The Rest Advice! 

. .. 
" "' " " 18.71M 

2:03:07 
l :lt:ll . 

One of the best tips forgetting theseAccoladesistousethe UFO endiogtobothcheckyourstatsand cut the 
gameshort!ltisveryusefulonaltAccoladesthathavetimeandplayrestrictions,becauseitwillendthegame 
sooner. This is great for Accolades, such as the Stalker. Sprinter. Cartographer and Daredevit.Also. the UFO 
endingwillgiveyouthecurrentstatsattheend.Simplysavethegamerightbeforeyoudothisending,andyou 
canlearnallthesejuicystatsandtweakthemtoyouradvantage. Thisisaveryeffectivecheckup,becausethere 

to earntheAccoladeyouwanl. For example, you can 
tellifyouhavegottenenoughitemsforColtector. 
needtorunaroundmoreforExplorer,orkillmore 
monsters for Butcher. Also, this is a great way to 
taketheguessworkoutofyourkitlpercentages! 
Thedatawilltellyouhowmanymonstersandthe 
currentpercentages,soyoucanworkouthowmany 









Extra Option!'! 

Anothergreatbenelitforbeating thegameisthatafleryourfirstcompletion, youwiltuntockthe Extra Options 
Menu. Thereareseveralverycoolanduselulthingstomakereplayatotoffun. Tlfeoneswiththebiggestimpact 
are turning .. run~ on all the time so you will no longer have to hold that button down! As welt as the option of 

turning off the noise filter to see the game in a whole new way. Of course. there are fun things, like more blood 
and bloody footprints. butthecustomflashlightbeamisasimplebutclassytouchtoshinenewlightonyour 



Therearethreeveryuniqueendings 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. 

Onyourfirstptaythrougheveryonewiltgetthe"good"ending.Onyoursecondtimethroughthegame, 
you can get any of the three endings as long as you meet the requirements below. Keep in mind that you can view 
bothoftheothertwoendingsonyoursecondplayingofthegameifyousavebeforeyouenterRoom502. 

,~Good Ending 
REWARD:UntocksSaviorAccolade 

CONDITION: Beat the gameonceandanysubsequentplay 
throughwheretheotherending'sconditionsaren'tmet. 

This istheupbeaten~ingthatfitsthemain plotofthestory.Aiterall the mayhematSilentHill, 

you are finally *allowed" to ltave. Weary and confused you make your way back to your truck. A 

glimpseinyaursideviewmirrorshoW1theyounggirlAlessawithachild.Thisisnotanatural 

child as you witnessed from tbe end of the game. When you speed away in your rig. a message 

willplayaboutHaHy<~ndhisadoptedchildCheryl.Thesetwoaretheprimarycllaractersin 

Silent Hill!. 

UFO Ending 
REWARD: Unlocks Ambassador Accolade 

CONDITION : Must be second play through or later. Unlock 
Room502 

lnordertoseethisending,youmuslgrablheRoom51J2keyfromthetopofthemetalstaircase 

inthealleywayacrossfromtbeHaspitai.Youropportunitytograbthiskeyisinthevery 

beginnifl9oltbegamebeforeyouentertheHospitai.Onceyouhavethiskey.yaucanuseitto 

unlockthedooro1Room502thatisadornedwithacrescentmoon. 
neendinglorthisscenariofsreallycool.ltisdoneinananimatedstylethatwas 

totally unexpected. When l'lJU try the key on Room 502. it won't fit. The lonely moon seems to be 

youronlylriendintheworld.However,aUFOcomesoutoflhesky.andanalienandhisdogare 

theretometheday.Ynuaskaboutyourlosttrutk,andhetellsyouitisonhisplanetandhe 

witltakeyouthere.lwonderifallalieoabductionsstartthatway?! 

Bad Ending 
REWARD: Unlocks Butcher Accolade 

CONDITION: Must be second play through or tater. Must 
defeat200enemies. 

Thisendingisverygruesome,andbecauseolthat,youhavetocheckitout.ltiscalledthe 
"bad"eodingbecauseitisverydark.Youawakestrappedtoahaspitalbed,perhapslnthe 

Sanitarium.Asyoustruggletogellree,youwilnesshorriblellashbacksofwhatyouhavedone 

and who you ha~e bmme. There is another side to the sto1y of your life, and while this one may 

beequatlyastragic.itisaheUofalotmoretrightening-anddisturbing. 
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