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WARNING: READ BEFORE USING YOUR PLAYSTATION®2
COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to certain
patterns or backgrounds on a television screen or while playing video
games, including games played on the PlayStation 2 console, may induce
an epileptic seizure in these individuals. Certain conditions may induce
previously undetected epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone in your family, has an
epileptic condition, consult your physician prior to playing. If you experience
any of the following symptoms while playing a video game - dizziness,
altered vision, eye or muscle twitches, loss of awareness, disorientation,
any involuntary movement, or convulsions — IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD

type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherials not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your K4
warranty. Only official or licensed peripherals should be used in the

controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

¢ This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.
Do not bend it, crush it or submerge it in liquids.
Do not leave it in direct sunlight or near a radiator or other source of heat.
Be sure to take an occasional rest break during extended play.
Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.

Getting Started
Controls
Prologue
Starting the Game
Playing the Game
Characters
Weapons ang/ltem;
ltem Scree;
Options
H ints
Credits
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Set up );ou_r PlayStation®2 computer entertainment system according ro the
mstructions inits Instruction Manual, Make sure the MAIN POWER switch
(Tocared on the back of the console) is mined on. Press the RESET butron

WhQTI the power indicaror lights up, press rhe open butron and the disc rray
will open. '

i i ] side facing
i the disc tray with the labe!
o y will close. Attach game

Follow on-screen

Place the SILENT 1 . :
up. Press the open button again and the disc n'a' :
controllers and other peripherals, as appropriate.

v informavion on using this software.

instructions and refer 1o this manual fo

disc tray — RESET button
MEMORY CARD slot 2

MEMORY CARD slot 1

USB connector __1 | L controller port 2

(OPEN) button

( I.LINK) connector . e e icontrollgr:portid

Memory Cards

To savev game settings and progress, a memory card (8MB) (for
PlayStation®2) is vequired. Insert the memory card into MEMORY
CARD slot 1 or MEMORY CARD slot 2 of the PlaySration®2 computer
entertainment system before starting play. You can load your saved games
from the same memory card, or from any memory card (8MB) (for
PlayStation®2) containing previously saved SILENT HILL 2 games.
PlayStarion® game console memory cards cannot be used.

NOTET SILENT HI1LL 2Nseear least 73KB
each game. Make sure there is enough free
before starting play. Do mot insert or re

: . move a memory card while
saving/loading games or after the Power has been turned ON
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of memory card dara 1o save

Space on your memory card

Basic Controls (default configuration)

DUAUSHOCK'™'2 Analog Controller Configuration

L2 button R2 button
L1 button ——I |7 R1 button

L "

SONY

directional button
Select menu options

left analog stick A——I

SELECT button A\ button
ANALOG mode button O button
START button X button
right analog stick [ button

Directional Buttons / Left analog stick: Controls movement forward and backward and
also rorates James left and right. Press and hold the ® button during movement
to run.

SELECT button | START button: Access the
lvem Screen (pause). Press the @ button
Yo return Yo game.

L1 button: Strafe lefy
Ri1 button: Strafe right
U1 + R1 buttons: Fast 180° vurn

Lz button: Search View. Hold down 1o fixate the camera behind player during play.
The search view cannot be used in all locations.

L2 button + Right analog stick: Hold down the L2 button and use the right analog
stick 1o look around in the desired direction.

R2 button: Press and hold down vo draw weapon. Use the left analog stick or
directional buttons Yo aim in the direction of a monster and press the @ button 1o
artack.

@D View map in map window. When finished viewing the map,
press the @ button 1o return to game
@ Attack (while holding the R2 button) / Search / Confirm selection
@ Press and hold 10 run / Cancel selection / Guard atracks
@ Turn flashlight on/off

Other Controls
Soft Reset : Press the U + L2 + R1 + Rz + SELECT + START buttons
simultaneously 1o soft reset the game and return vo the Title Screen.

NOTE: Controller settings can be customized in the OPTIONS menu.
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SEEENT HIE 7

NEW GAME

Sele_cl .NEW GAME 1o play a game from the
beginning. Subsequent menus will Prompt you
1o select an Action and Riddle difficulty Tevel
Use the following chart 1o help select the desired.
levels.. Once you have selected the difficult
level, it cannor be changed later in the game :

ACTION LEVEL HARD Monsters are ver
NORMAL: Standard difficulty e
EASY: Weak monsters and simplified controls
BEGINNER: Enjoy the storyline, drama and puzzles
of Silent Hill 2 without fighting

RIDDLE LEVEL  HARD: Riddles are complex

NORMAL: Srandard difficulry
EASY: Riddles are simplified and hints are provided

NOTE: Regardless of the difﬁnﬂiy levels selecte

d. the game scenari
: ; €d, a
endings will be the same. 2% B os and
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. data file from a memory card (8MB) (for

y strong and fast ’

CONUINUE
Select CONTINUE 1o resume playing a previously saved SILENT HILL 2
game using data saved on a memory card (8MB) (for PlayStation®2). For

more information on saving and loading, see

R
is cleared wathin the game.

LOAD
Select LOAD 1o choose a specific SILE]

Pia)@tation@Z ). At the Load Screen, select the
" desired game using the divectional buttons or
Tlefx analog stick and enter your selection with
the €3 burton. For more information on saving

and loading, see page 2.

NOTE: The LOAD option will not appear on the Title Screen until a
previously saved SILENT HILL 2 data file exists.

OPTION
Select OPTION 1o adjust game serrings. Follow “OPTIONS
'rlgulu??.lfv;cl

the on-screen menus for additional information. e
Contro) ype- 397
Vibration A
Auto Lead
AR
S

NOTE:
during gameplay by pressing the START
button 1o bring up the lrem Screen. Select
OPTION from the ltem Screen to adjust game

serrings.

Game settings can also be adjusted
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James has rerurned 1o Sil

"
t Hlﬂ id tmcover the rruth abour his lave wife 3 ‘ LA
Mary. As James ventures d per o town, he must successfully overcome ' '
the challenges thar await hl

th some situations, defeanng/avmdmg ‘ W
e necessary. lf James can overcome rhe T WRPRPACR el )
obstacles, information regardmg the'qrigins of the mysterious letter mIght Be "‘ Mg
revealed and possibly even darker secyers. LURAY, Bl el SN

monsters and solving puzzles wﬂ

Equipment- —Gommand

How to uxe the map

1f James has amap in his possession, press the
/
: @ bution Yo viey the map. Use the € butron

d
om in/zoom odf. When the map is zgomed,

Yo 20
in, use the divectio
stick Yo view specific
of multiple floors,

vess the Up/Down
i ivional ma
divectional buttons Yo vie the addmonh w":)]
extain areas, he
As James searches ¢
e in ved
automarically make novations 0 the map

e ma
marker. The green pointer \on th P
yrent position.

' novmal gameplay James will die when his ;
is completely depleted. Use items, such as

b}
: vepresents James’ cu

Field
During the 'game, control James usmg ¥
directional buttons. or lefr analog sti
James is near objects or items, pres
button o search the immediate area, Imporrant
imformation or useful irems may be' dlscovered

Saving Progress
A game can be saved ¢

This note...? It must be from
the person who lived here.
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James Sunderlond Age:
Three years ago, his beloved wvife,

James was wasting away in empty, lifeless days of mourning,
letter arrived. The name of the sender vas Mary Shepherd-Sunderland, his
late wife. The crypuic letter beckoned him o meet her in Sileny Hill, a vown
that once held a great meaning for rhe couple,
James questions the o
ruth

Unknown Occupation: Protagonist

Mary, became seriously ill and passed away.

When a strange

his wife is not alive,

Although he firmly believes
determined 1o find the t

vigins of the letter and is

returning vo Silent Hill,
A

Ry
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\ away from home shonly after graduating
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James first meets her
something shadowy about her.
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this time 1o Silent Hill, but n

Y from home again,
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‘ooden Plank: A large wooden stick with
the vip. The length 1is
between 32-40 inches. The wood is thick
enough to hold in one hand and swing it
easily. The style of this wooden plank is
00d used at construction

a few mails on

very similar Yo W

sites.

2 Handgun: Ordinary handgun that loads
ammumnition from magazines. Use the

handgun for long distance artacks, but be

yesourceful with
closer Yo maximize the

the ammunition. Let the

monsters get
damage of each shot.

3Hana:ng bullers: Boxes of ammunition.

4 First aid kir: Replenishes a Tot of
use these only when you
of health

stamina. Try o
are seriously injured jor out
)

drinks. . SRV
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Vo {7\
Vet
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5y :
ealth drink: Replenishes a lirtle

stamina.

‘ 6 M,

| arj s Lletter: The letter from

| Mary inside a plain white

| e envelope.
HoMar_y""

of the envelope says

oL -

Loy
Rad.lq: Lt may be broken or just
receiving any broadcasts. Al
hear is white noise. However-
some reason, it becomes lo
; lthere are monstersinea b
‘important item. ' :

8F lashlight: Can be used o light wp”
dark areas.  Can be turned o a g
off.- An essential irem for fi .h:t? :
and searching; however it‘-’\rv—ifﬁ'eﬂ-

monsters 1o your position.
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Unequip
F Reload
© -10-

P'h"“

-10

B

Handgen
Full clip helda 10 bullets. kit dandguo-

Mot much stopping powen, dul eaay to Tae
l_##——m
ems

i red items using the Left/Right directional buttons (;Y le(f; :;a::i
' '[‘he commands available for each item will be disp ayen i
aﬁd box in the upper right corner. Select an item by pr;m @g i
tﬁ‘ﬂ, then select a command from the Command box. Press the

Yo cancel an item selection.
=

Combine

Somenmes the solution 1o a puzzle will require you to use several items at
once. In these cases, the Combine command will appear. Select the necessary
irems needed 10 solve the puzzle and combine them into one item. Once the
B, items are combmed use the item 1o solve the puzzle.

o St

Status Box = .
As James’ health decreases, this box will gradually turn ved. For m i
information on the Status Box, see Game Over page. 9.

Memo
Hints on how 10 solve puzzles and Important game messages are displayed
here. Newer messages are displayed first.

Map

Refer 1o the map. For more informarion on maps, see How 1o use the map page 8

Y
4
i

s
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Sereen Position: Adjust the position of the game screen,

Butron Config: Customize control settings.

Control Type: 30 Uype: Press up/down on the lefy analog stick
to move forward/backward and press
left/right 1o vurn around.

20 Type: Press the left analog stick in any
direction 1o move in that divection,

Vibration: Select berween Off, Soft, Normal, Hard Vibration
functions,

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

Language: Select between English or Japanese language.
Subtitles: Turn in-game dialog subtitles On/0ff.

Sound: Toggle the sound between Stereo/Monaural.

B6M Volume: Adjust the volume of the background music.

SE Volume: Adjust the volume of the sound effects,




Search Vieu
While pressing the L2 button, the camera angle changes to the Search View
mode. This mode changes the focus of the camera 1o where James is looking.
In this view mode, the Rlayer can look further forward and around corners.
Move the right analog stick 1o look around while in Search View mode.

Urilize the Search View 1o your advantage, however some areas cannor use
the Search View mode.

Light and Sound

The monsters have eyes and ears and use rhese
to Tocate James. 1f they are not alerted o James®
presence, they may mor attack. Turn off the
flashlight and carefully bypass unnecessary
confrontations. However, with the flashlight off,
James canmor search or look ar the map and his
accuracy with projectile weapons will greatly

| decrease.

such™ as echoes and moises to gauge
approximate positioning and location of.
sounds. James can stay fully prepared for the
worst by listening closely ro the atmosphere and
environment around him,

—
S5-FORCE
~

Silent Hill 2 incorporates “S-FORCE™, a new state-of-the-art 3D sound rechnology. This
technology emulates a fully 3D surround sound environment through standard two channel
audio outpur. No special equipment is required to enjoy this technolog) during gameplay.

ﬁ Pay-close atrention 1o the sounds in ﬂ‘)egame,f'

Radio = i
The vadio will alert the player to a monsters

presence with white noise. The white noise will
change depending on the number.and distance
of the‘ monsters. Learn how 1o interpret the
pitch of the white noise to identify danger that
you cannot see. The monsters cannot hear the

vadio noise, so turning it off would be foolish.

Weapons

Since James is an ordinary man wirh no special
weapons training, his skill is marginal. Even in
daylight or with the flashlight on, his accuracy
with weapons is questionable, especially with
long-distance atracks. In addivion, depending
on the amount of pressure applied 1o the arvack
burton, some vegons will be used with

less/more force. T ¢ 1o let monsters close in vo

insure a berter hir.
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Lt you need help with SILENT HILL 2 or an

y other Konami game, :
call the Konami Game Hint & Tlip Line for he A

Ip. '

Konami Game Hint & Tip Line: 1-900-896-HINT [44!%8]‘ :

@ 75¢ per minure charge
@51.25 per minure support from a g
@ Touch tone phone required

@Minors must have parent

ame counselor
al permission before dialing

Hints ave available 24 hours a day. Live su
7:00 AM. 10 5:30 PM. Pacific Time. T
subject 1o change, US. accessibiliry onl

pport Monday-Friday
’rices and availabiliry
y.

WARRANTY

Konami of America, Inc. warrants to the original purchaser of this Konami software product
that the medium on which this computeré)rogram is recorded is free from defects in materials
and workmanship for a period of ninety (90) days from the date of purchase. This Konami
Product is sold "as is," without express or implied warranty of any kind, and Konami is not
iable for any losses or damages of any kind resulting from use of this program. Konami
agrees for a period of ninety ?90) days to either repair or replace, at its O%’[IOH, free of charge,
any Konami product, postage paid, with proof of date of purchase, at its Factory Service
Center. This warranty is not applicable to normal wear and tear. This warranty shall not be
aBphcabIe and shall be void if the defect in the Konami software product has arisen through
abuse, unreasonable use, mistreatment, or neglect.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIE
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO T
RANTIES OF MERCHANT,
ITED TO THE NINETY (90) DAY PERIO
| BE LIABLE FOR AN

Some states do not allow limitations as to how long an implied warranty lasts and/or
exclusions or limitations of incidental or consequential damages so the above limitations
and/or exclusions of liability may not apply to you. This warranty gives you specific rights,
and you may also have other rights which'vary from state to stafe.

If you experience technical problems with your game, please call our Warranty Services
number at (650) 654-5687.

Konami of America, Inc.
1400 Brid%e Parkwa
Redwood City, CA 94065

“S-FORCE” 3D sound library is the sound middleware under the license of Sony Corporation.
With the L/R 2 channel audio output, it offers the virtual surround effects with the 3
Dimensional realism, and excellent positioning of the sound source.

“S-FORCE” is a trademark of Sony Corporation.
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