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e name as his
. : d by Mary, the sam . 1l be
ic letter arrives signe ries...l wi

Then one day, 2 CY“;:]C ewrites w§ilent Mill, our sanctuary of memo

Mary
wife. In the letrer, _ is somehow

. : f Mary is som

atteng Jor 1 [};ﬂe d disturbed by the letver. He questions 1
i fused an
James is con
ill and passed away.

James tried 1o pull himself together and vesume his life

ggled 1o get ] y f "y ahve or if s eone 1s p ayl g .

st ] d rea omeon 1 Y a h()ax on him
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" emotional Pam and e

b
d car’'t send letters, yet | came here to see my Mary...
wl still dorw’ t believe it. The dead ca
mptiness lefr James
in a constant stare of mourning.

3 el ull of memories...”
l What does that mean? This place is too S
“Qur special place —

ded in mystery and driven

by the desive 1o uncover the truth, James sers
world of Silent Hil.

As the fog grows thio James realizes that the town is nearby,
“The only way to get to the centex

Y town is through this tunnel, but there musr
have been an accident or something

becawse the entrance is blocked.”
“Bur wait...”

“The map shows a single road through the forest thar leada the toun. Looks like
the only way 1o gel o the toun is to take this road on foor.”

“Ucan't see aryone in this thick Jog,

or should U say I don’s Jeel anyone.”
“U see @ run-doun building nearby.”

“There’s no one inside. L am alone in the mirror’s reflection.”

“U ook at the man in the mirror and mutter 4 question...”
“Mary...Could you really be in this roune”






Objective

James has rerurned o Sild

t Hill vo uncover the truth about his late wife

Mary. As James ventures déeper into town, he must successfully overcome

the challenges that await hi

In some situations, defearing/avoiding

be necessary. 1f James can overcome the

monsters and_soly uzzles wil
obstades f(Mv egarding the'\qrigins of the mysterious letrer might be
O nd possibly even darker secrers.

er‘nts James’ curvent position.
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When the map is 200med
in, use the direcrioxal

buttons or lefr analog
eas. 1f the map consists
oress the Up/Down
divectional buttons 1o vie the. addinom}x‘l n\l:::;
pages. As James searches cextam areas, fz (!
auromatically make notations o the map m

marker. The green pointer

stick vo view specific d
of multiple floors,

zeld
During the game, control James using
direcrional buttons or left analog stick.

James is mear objects or irems :
button 1o search the impedi / . VlmPortant
information or useful ite »y De discovered.

Game Over

The upper left cormer of the lrem Screen
(accessible by pressing the START button) will
show James” curvent health status inside the

Status Box. The current health status of James is
determined by color, whi

will gradually vinn
red as health d 'R vibration funcrion
is ena i the OPTIONS menu),

@v Will begin 1o shake more violently
ames veceives more damage. This is an

effective tool for gauging current health starus
during normal gameplay. James will die when his
health is completely deplered. Use items, such as
the First aid kit and Energy drink 1o replenish
James” life gauge. For more information on items,
see page 16.

Saving Progress
A game can be saved at any one of the various
save points scattered throughout Silent Hill. The

save points are easily identified as mysterious ved

objects. When James is facing a sav )ress
B QS §e®.” Game










on™

Laura Age: Unknown Occupation: Unknown &
A stubborn, bratty, little girl who does whatever she wants and suddenly goes : Oﬁ

on her way. She crosses James’ path throughout his search and seems 1o know
more about Mary than what she reveals, Coincidentaﬂy, she was a patient in

the same hospitg as Mary and they became very close. Mary loved her as O‘
her orn M Perhaps she holds the truth thar James is seeking, K
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1 WOOMA large wooden stick with

a few mails on the Uip. The length is

berween 32-40 inches. The wood is thick

enough to hold in one hand and swing it
The style of this wooden plank is

easily.
sed at construction

very similar Yo wood u

sites.

2 dgun: Ordimary handgun that loads
nition from magazines. Use the
handgun for long Jdistance attacks, but be
ul with the ammunition. Let the

vesourcef
mize the

monsters get closer Yo maxi

damage of each shot.

3 Handgun bullets: %@ﬁnon.

Replenishes a Tov of
e these only when you
injured or out of health

4 First aid kit:
stamina. Try Yo us
ave seriously

drinks.
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Health drink: Replenishes a Tittle

stamina,

6 Mary
Vs Letter, e\
Mary insi etter from
A\ ‘W ¢ envelope.
K@ » of"the envelope says

7 Radio
adio: 1t may be broken or just nor

receiving any broadcasts. Al You

,Ied’ 15 Whlle noise. ||0Wevev, ‘()l

som i

’ e reason, it becomes louder when
r

! ere are monsters nearby. A ve
Important item. "

M\ 8 Flashlight: Can be used vo light up

d;afrk areas. Can be turned on and
off. An essennial item for fighting
and searching; however it will alert

monsters 1o your positi

NOTE:

hidden thro ent Hill
ill.

on. W
Jame M
0 addivi
ditional weapons and items that arve
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1 n ettin, an be ﬂd u lfd m lhe 0) l I‘DN; menu.
fZZ 12 g kY 2 gf C ] 5
}le ollow.

Brightness Levet- Adjust the brightness of the game screen,

Screen Position: Adjust the position of the game screen,

direction 1o move in thar divecrion,

20 Type: Press up/down on the left analog sygck M\
to move forward/backward a ﬁ
left/right to turn ayy 0

Vibration: Selecy between Off, Sof, Normal, Hard vibration
funcrions.

Button onfig: (gust i\contro] setrings.
iﬁlﬂg ype: Press the left analog srick in any

Auto Load: When this option is set to On, saved dara will be
loaded automatically upon startup. The game will be
continued from the last save point.

Language: Selecy between English or Japanese language.
Subtitles: Turn m-game dialog subri

M ff.
NA&WO/M onaural.

volume of the background music.

Sound: Toggle the s
BOM Volume: W&

SE Volume: Adjust the volume of the sound effects.
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