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The release of Resident Evil
Outbreak is a first in many
ways. This is the first game
where players can join
together to play the famous
Resident Evil series online,
and this is the first time a
videogame presents such a
unique cooperative chal-
lenge. ' '

A single player can play the

game offline, with the assis-

; f.énc_e of two artificial intel_li-'
- .jge:nCE'__CﬂnI.r:G”ed partner

_cha:ra't':t'ers'= '=(MP'CS) Or, one
can play the game ‘through
. the Internet with up to three
_ Other = plha.yer.-cnntroiled

- characters (PCs). While the

-~ stages, story and objectives

are the same in both modes,

- the online mode has ran-
- domized
_"p_lu's-- _the added unpre-

dictability of other players..
- You never know what other
player characters are

erative and objective-orient-
ed, H’ecoming a good team

item placement

going to do. Will they work
with you to complete the
objectives, or will they hog

all the weapons and ammo,
leaving you to die at the
hands of an angry zombie
mob? The fact is, playing
offline is scary, but playing
online can be even mure--:

frightening.

Because the game is coap-

player requires that one
: he game ‘with a

you become an .
;_-plrshed player of Res
Evil &utbreak and a great -
_...assetm“ ny on eteam -

in the Ofﬂf_ '

he online mode. But we rec-
‘ommend that you bone up on
the game by playing the sin-
gle player mode before join-
ng the online community to
lay. With this method, you
~will emerge on the online
s:'ene as a te ented player,

item locations, and the tasks
one must complete to
accomplish goals. This
quidebook is written to |

smgie ;)Iayer_ '

the onhne caunierpart By
no means do we di __
Ioggmg in and expenenc:ng -




INTRODUCTIO!

The citizens of Raccoon City read in the papers about the
recent string of bizarre incidents. Hikers were mauled and
mutilated on the mountain trails just outside of town. An
apparent cannibal cult attacked families on the outskirts of
the iorest Then came the outrageous claims that the

A few months have passed, and strange events occur more

frequently as each day passes-in Raccoon City. Newspaper
articles and wild local gossip detail encounters with sickly,
murderous citizens and infected animals. As accounts of
these horrifying incidents mount, the citizens of Raccoon
City attempt to go about their ordinary lives, but life in town
is about to become a whole lot less ordinary.

After a hard working day, eight local residents are gathered
at J's Bar in the heart of Raccoon City to relax and unwind.
However some unexpected patrons are about to arnve
is through, each person must determine whether h'é”o-rméhe
has the will to survive the horror of the T-virus outbreak...

esident Evil Outbreakis a unique experience for both long-
: veterans of the Resident Evil game series as well as
new players Iuoklng for an online challenge. This chapter
describes the basics of getting around the menus and
understanding the game’s basic contrals and functions. The
next chapter, Network Survival, contains advanced tips to
help you become a savvier player. In combination, these two
chapters should help you understand the skills required to
master the game.

‘ the Resident Evil Outbreak disc in your
PlayStation 2, press START to enter the main menu. From this
menu you can select a game mode, either Single Play or
Network Play. From the main menu you can also view game

tistics in the Character Log screen, open bonuses and
: in the Collection menu, or configure game and con-
* troller choices in the Options menu.

If a Sony PlayStation 2 Hard Disk Drive (HDD) is installed in
your system, the option to install the game to the HDD
appears at the bottom of the main menu. Installing game data
to the HDD reduces loading times during the game and
insures a faster and smoother online experience. The
PlayStation 2 HDD is scheduled to ship in North America in
March of 2004.

COLLECTIE



Single Play mode allows you to play the game offline with two
artificial intelligence-controlled partner characters, ‘also
known as “AIPCs.” Starting off, you may engage Single Play
mode in Scenario mode. Once you've met the requirements,
Infinity mode becomes a second option far Single Play mode.
In Infinity mode, all weapons found during the game have infi-
nite ammunition. This mode is only available in an offline game.

Network Play mode is where you can-try the game onling
through a PlayStation 2 Network Adaptor conriected to the
Internet via broadband service. In addition to the required
equipment and game disc, you must have a broadband serv-
ice provider and a memory card inserted into slot 1 with a
‘save data containing your Internet settings. If you have not

created your Internet settings previously, you will be prompt-. -

ed to create your settings during the online connection rou-
tine. Follow the instructions detailed in the instruction book-
let to set up a Capcom ID and join in the online fun

' 'é‘EﬂAmo-Mrjnﬁ .

: In-both Smgle Play and Network Play medes vou can join in
Scenarro mode Scenario mode allows you to play one of five

- “scenarios” or missions, each with a unique setting and _
- series of ob]eotwes to fulfill. The scenario and all the objec- :

trves must be cornp!eted in the usual manner

; i ing. the Srngle _P_Iav version .of Scenano mode you
:.choose a dlﬁrculty setting. However in the Network Piay versro

. regard!ess of rdentrty, and engage in Network Play at the N
drfﬁcu[ty level. Thank of rt as a kind of “quick start" game .

_. econd optron when starnng a Netwark Play game i
Free Mode, wherein you may enter regional rooms” an

find players of similar ranking or ablhtres or your online
friends. You may also host a game and determine the rules as’_ -

- you and your comrades see fit. You may determine the num- :

ber of player characters, the difficulty settings, and various :

. other rules for yeur geme

After selecting your mode of play, the Select Character screén
appears. Initially, there are eight choices of player chardeter.
All characters come from var- s = 1
ious backgrounds and boasta &
variety of unique skills they e
can use during the game. For |
specifics on the strengths and |
weaknesses of each player
character, see the Characters
chapter of this guide. .

After cheosing mode of play
& and player character, select
§ the desired level of difficulty in
| Single Play and Network Play
' Free Mode. As difficulty level
e ! :mcreases enemies hecome
' ' harder to kill and their attacks

J become stronger. ~ Also,
weapons ammumtton and supphes drmlnrsh in quantrty

CHARACTER SELECT

!nmaiiy, the onfy ChOIGES are Eesy or Normai-._drfﬁoultres Clear
all five scenarios in Easy or Normal difficulties to open Hard
drffrculty in the Coheceon menu.. Wh have attarned_- ;

KEEPING UP WITH HARDER DIFFICULTIE
Description of item placernenf and enemy encoun-
ters in this book focus on Normal drfflcu]ty level.
Changes in the locations of key items may occur in
Hard or Very Hard levels. Every scenario in the walk-
through ends with a section titled "Notes Regardrng
Hard & Very Hard Modes.” These handy sections
point out the major differences encountered as you

{ m playing Normal dlﬂlcufty- Hard and
Hard dlfhcultles -

SCENARID LOBBY |
g

n Network Play mode, the scenario will not begin until all
player characters enter the scenario lobby. The lobby is typ-
ically a limited area of the scenario’s first room, without ene-
mies or items. If four player characters do not enter the lobby
before time expires, the game begins with whomever is in
the lobby at that time.




= "'the |eftside of your screen.

" DEFAULT mmm

Reload/Switch Aim
Chat Shift

Aim at Target
Aim Forward

Map
Cancel

Action

2D Movement
3D Movement
Pause Screen
Analog On/Off

P AR

ays to move your player cﬁaracter m'the
LeftAnang i " -

- view. Fdrlnstance lfyou move
-~ the Left Analog Stick left, your |
- character will head toward |

--:-_;Character acceleration is determmed by the extent to whlch
~ you move the Left Analog Stick. If you move the stick only
slightly, your character will walk at a slow pace. If you move
the stick all the way to the limit of its rotation, the character
will run at full speed.

As you move around stages and environments, the camera
angle may suddenly shift. Continue to hold the Left Stick in
the direction held for the previous camera angle, and the
character continues to move the same direction. Once you
release the Left Stick, the controls reset and the character
will again move in the direction that you push the Left Stick.

The second method of character movement involves using the D-
pad. Pressing the top button causes the character to move for-
ward. Pressing the left or right buttons causes the character to
turn to his or her right or left. Pressing the bottom button of the D-
pad causes the character to back away slowly. This style of mov-
ing in fixed directions is based on the classic Resident Evil con-
trols, which may be more familiar to long-time series players.

Press‘the bottom’button of the D-pad and the Cancel button
@ at the same time to execute a Quick Turn. This move
allows you to effectively spin around and run from enemies
that may leap out in surprise. This move is probably useful
only if you prefer to use the D-pad to move your character.

sometimes revea| clues regarding your ob|ect|ves. However,
events also count as part of your total game time, and you may
wish to skip over them. Press START to skip a scene or event
once it has begun. In Network IS
mode, the game will skip a cin- 98
ematic event when all players &

have pressed START at least |
once. If a scene continues to
play, it means at least one ;
player of the team has not
pressed START.

GAME BASICS

The Action button @ shares a variety of case specn‘lcfunc-
tions throughout the game. During game play, use the Action
~ button to search areas for -

| clues and hidden objects; to
take items and supplies; to_
| open a door, cabinet, locke=
@ or panel; or to climb onto or
| off of a ledge. While viewing
& menus and sub-screens,
& press the Action button to
~ confirm your menu choice.

ia

While holding @ or @, press [
Action to execute an attack. |
The attack performed depends ﬁ
on whether a weapon is

equipped. More on combat is |
detailed in the “Combat” sec- S
tion later in this chapter.

3

PUSH!NG GBJEGTS

=g,:w& T

Certain objects in the environment can be moved C
ground to create barricades, reveal hidden ‘doorways o
crawlspaces, or to solve puzzles. To push an object, stand
near the backside of the object and move against it. If the
object can be pushed, you
character will hunker down
and begin to slide it across -
| the floor. While pushing an
| object, contact with an obsta-
+ cle, another player character
or an enemy will cause the
character to stop pushing.




I?

.,;u'

While playing the gé"rne,you and other players can communi - Position your player character in front-of a*door-and*press
cate using a limited form of automatic verbal chat. The Right | Action €8 to open the door. Provided the doofis unloc’ked
Analog Stick is used to issue basic commands and requests, :  your character will open the g

as illustrated in the diagram
below. Press down on the
ht Stick to say, “Wait.” |
the Chat Shift button 8
e the Right Stick to
mes of other player
ar AIPCs. While
iress down on the

¢ door and step into the next '
; - area. The game must load e
| additional data between
’ rooms. Loading time can be
reduced in both onllne and |

Right Stick (Press for R3] 12+ Right $tick

during downtimes between action effort nthe do_ The easmst ‘way to open a
n be abused to annoy yourfellaw players 2d doc

ot should | od.., 7T

i:: .

Those fresks ove sade it Wis far?
Yoir ve got ta help mel



Each time you start a new scenario, your thafacter begins i
excellent condition, also known as “FINE” status. If.you open
the Status Screen, your character’s status is reflected in the
color behind his or her name, as well as the life bar near the
bottom of the screen. When your character is in excellent
health, the life bar shows a regular heart rhythm and glows
green. As your character sustains damage from enemy attacks
or explosions, his or her status will deteriorate to the
“CAUTION" level. The life bar changes colors to reflect the
remaining arimq_nt of life the character has left. Some enemies
are capable of inflicting “POISON" status on a character, which
causes the character to gradually lose strength points as time

cted. If status becomes poor enough, a
Will - ——

r status can be
| by using health
0V items, |
Green Herbs,
ledicines and First Aid Sprays. Use of these items

"Use cnmmand to administer first aid to your character
More de_talls on recovery items and character status are

While exploring ~ environ- ;
ments, you may recognize |
useful supplies or necessary &
key items placed on floors, |
shelves, tables and other ‘_7
locations. Useful items are |
easy to spot, since they will |
occasionally “glitter” as if *
your character is noticing them.

item into the open spot. If
your inventory is full, you may |
exchange an item in your &
possession for an item in the § 3
environment. Simply highlight %
the object you wish to dis- |
card, and it will appear inthe |
environment where the new [ ——
object used to be.

GAME BASICS

Some items can be combined and carried in a single item
slot, such as ammunition or medicinal pills. If you are
attempting to grab an herb and you already have @ compati-
ble herb or herb mixture in your inventory, you can mix the
two on the spot to create a new Mixed Herb.

Only one item can be picked up at a time, even if multiple
guantities of an item exist in the same spot. Most characters
can only carry up to four items at a time. Yoko can carry
eight, due to the knapsack she carries. While Yoko picks up
an item, it can be stored in the knapsack immediately by
selecting the knapsack in which to store the new object
instead of an inventory space. Cindy can pick up'additional,,
quantities of single herbs by highlighting her Herb Cas
instead of an open item slot.

To-use: an |tan in \/our |nvent0ry, open the Status Screen and
highlight the item. Then press Action to open the popup
menu, and choose the “Use” command. If the item is a key or
object to be used on a door or device, you must be standing
directly in front of the door or location in order to use the key
successfully.

EQUIP

| melee weapon, a throwing
Bt weapon or a firearm by
selecting the weapon in the
| Status Screen and pressin
| Action ¢9. Choose “Equip”
| from the popup menu, and
. ——— the character will draw the
weapon and hold itin his or her right hand. Firearms can alse
be equipped if you choose the “Reload” option. But for this
to succeed, the firearm's magazine must be partially empty -
and you must have the proper ammo on hand. Characters
can also equip a First Aid Spray and spray it on an ally as he
or she walks past.




- When an item is presented to £
- you, move your character

- character's hand and press |
Aﬁc_tip_n 9 to take the item.-

- command. Your player char-

When presenting an item in |

est AIPC will approach and |

Wh r.you select an item in the Status Screen and press
Action ¢9, one of the commands on the popup menu is

“Combine.” This command allows you to logically combine
any two items. You may combine ammo with firearms to
reload them, or you could combine herbs to make better mix-
tures. Yoko can combine items with her knapsack to store
them away for later use. Cindy can combine herbs with her
Herb Case to store them. David can combine items to create
homemade weapons, as long as he has some pieces of Vinyl
Tape remaining. George can combine herbs and Mixed
Herbs with his Medical Set to make medicinal pills. In some
instances, two or more key items must be combined in order
to form a more useful object, such as combining the
Detonator Handle and the Detonator Main Unit to form the
Detonator assembly in the “Outbreak” scenario.

EQUESTING ITEMS

the Status Screen. If you need an item that another player

character has, then move the cursor to that item space and
press. Action &8 to request a trade with the player. If you are -
requesting an item from an A!PC in Smgle P!ay mode :

 they will always move to your s — :
~ player character and present §

the item for you to take. f

directly up to the offering |

| PRESENTING ITEMS

over the item, press Action :
(] and choose the “Present” |

acter will hold out the item |
for your partners to take. |

Single Play mode, the near- (S

take the iter_n-fr.o';m your hand. E

When you afe in“the same room W|th other player charac-; -
ters, you can view their status and the items they possess on

! equestmg or presentlng items, always consujer giv-
mg the person an item in trade. Normally, when you move to
take an item from another player character's hand, the
Status Screen opens with the cursor already positioned at
your first open item slot. However, if you move the cursor to
an item slot that is occupied by a weapon or supply, that item
will be moved into the other character’s inventory when the
trade is confirmed with the Action ¢ button. If you are
requestang sumethmg from a player character in Network
- : g Play mode, you must always
be willing to give up some-
@ thing in return. Conversely, if
& you give an item to another
_player and they give you
nothing in return, don't hesi-
e to request an item back
immediately. .

Like items, files glitter in the jum
environment. Your player
character can read and |
memorize files the same way
items are obtained, by mov-
ing to the file's location and
pressing Action ¢ to read it.
To reread files, press START ———_—
to open the Status Menu, and press @ to view a list of text
files found during the game.




When you find a file in the environment, you have the option

to read the file then and there. If you choose “No,” you may -

still view the file later using the File Screen. Reading files-is.
a real-time event, which means that you are vulnerable to
attack while reading a file. Make sure that no danger is immi-
nent before stopping to read materials.

b RD I T
Press the IVIap button @ to bring up a map of yoljr;urroun('j
ing area. If you have obtained the map of the building<or
stage, then you can view any room, mcludmg those not yet
visited, as well as other e =
floors of the stage. If you &8
have not yet memorized a {8
map, you can only view |
rooms you have a|rEﬁHV'VISIt- |
ed and vou cannm view |

m_a{s move the Left Analog Stick to adjust the
sition the crosshairs over a room to view its

: _=The' ap also displays the locations of other player charac-
"fter that are calling for help, player characters that are
craw_mg on the ground and about to die, and dead player

chag:act_ers. Items left in a room are indicated on the map by
_icons that indicate the type of item.

Green Diamond Pasmon of another player charactefwho -

s speaklng

Yellow Diamond
Red X

A

: Pasrts(m of items in the “other” category,
such as keys etc

Press Em@ du

PAUSE MENU

| game play to bring up*th‘ianaﬁfi’:jﬁéfﬂé@h%
Single Play mode this will pause the game and“allow yéﬂi"to
take a short break. In Network Play mode, real time continues
and you might be attacked while viewing the options.

During game play, you can change your controller scheme,
adjust the screen brightness and position, or even exit the game
using the Pause Menu. All changes you make to your configu-
ration will be saved when the scenario is successfully complet-
ed. To make changes to the configuration immediately, use the
Options command of the Main Menu before starting a scenario.

"SAVING THE GAME

During a Single Play or Netwark Play Freefﬁﬁoake‘é%;rﬁ@ y(??il
can create a temporary save on a Memory Cérdé%nsgrtetffir;to
Slot 1 of your PlayStation 2. To save, find one of the blue type-
writers located in several places in each scenario stage
Move to the typewriter and |
press Action &3. When the |
game asks if you would like
to save and stop, choose |
“yes.” The game records |
your progress and data to the
memory card, then exits to |
the main screen. :

e

~ RECOVERY ITE

This function can only be used to interrupt a game temporarily.
When you load your data from the memory card, the temporary
save is erased. In the Free Mode of Network Play, you may
save your progress in a game and go back to finish at a later
time, either with or without the other players you started the
scenario with. The same rules and settings created at the start
o“i‘thg' scenario will still apply when the save game is loaded.

All player characters start every scenafio ‘infected with :
virus that gradually spreads throughout the pérson’s bod
over the course of time. The virus acts as a kind of timer,
requiring that the scenario must be completed before too
much time elapses. Damage or contact with enemies raise:
the virus meter significantly.

SPECIALITEMS

The gradual spread of the virus can be halted for certain

lengths of time by taking Anti Virus medicines in pill form. This

allows you more time to search the environments and gather
enough supplies to complete the scenario properly. Anti Virus
pills can be found sometimes during certain scenarios. George
is capable of making Anti Virus medicines of various powers hy
mixing Mixed Herb compounds with his Medical Set.

COLLECTIC



If a character assumes so much damage thathe orshecanno  :  When a player character has taken so much damage that he

longer walk, the character will fall to the ground and canonly ©  or she must crawl, the virus begins to spread rapidly through
crawl. While a character is crawling, the virus will spread rap- - that person’s body. Picking up the crawling person will return
idly through the body. When the virus spreads to 100%, the : the infection rate to normal. It also restores just enough phys-
character dies and returns to life as a zombie. If the character ical strength points to allow the wounded character to move

that reaches 100% is the last player character alive, the game
ends immediately. In Single ;
Player mode, the game also §
ends immediately if the lone
player character dies of the
virus. If you are wounded to
the point where your charac-
ter is crawling, use a recovery
item immediately.

CCARRYINGPLAYER s
CHARACTERS AND NPCs

. independently. Characters
who are rescued from crawl-
' ing can equip weapons again
and can help you survive the
scenario. In the "Outbreak”
_scenario, an important objec-

ve is carrying the NPC Bob

"quickiy -éjs= normal. A pla-yetr'chara'cfer at full -héajth :
- an inj’ured’"e—ha’ra'cter by c;arrying the wounded ’per_s@n’

: aggering hackward from
this attack, you have_ an
| opportunity to run away and
| escape. The shoulder-butt is
| also useful in breaking open
| locked doors and in knocking
| down other types of barriers.

por-level foes.




~ Mark uses melee weapons to |

e

Hold @ or @ andapress Cancel @ to pvefrform{a_sﬁéci?l'
action. Each character has a unique special action that he'or
she may perform even while equipped with a weapon. Many
characters’ special actions allow them to avoid or guard
against damage from enemies. Kevin performs a powerful
kick that will knock down locked doors or cause enemies to
stagger. George has a pow- s e ;

erful tackle attack that can f§
knock an enemy flat on the |
floor. Be sure to employ your
character's special actions in |
combat situations. See the
Characters chapter to learn |
more about your character's
pecial actsens

o o .:‘__use a melee
n, hold @ or @ to raise | !
 the weapon, and press Action |
¢ to bash your opponents. |

~ greater effect than any other | |
~ character. _See_the Characters S ——
1 C:h:qptg_r.f_o( details.

E'fn.e"p_t for knives, all melee weapons degrade in quality after
several uses. Pipes become bent and unusable, broomsticks
break. Eventually, the character will wear the melee weapon
EHown 10 o nub that is 0NV e
useful for throwing at an
enemy. Melee weapons don't |
break in Infinity mode. ‘

Throwing weapons are pro-
jectiles that can be used
once only. Since throwing
weapons fly in an arc from
the character's hand, you must stand at medium range in
order to hit your target. If you are too close, the weapon will
fly over the enemy! After throwing an item, the player char-
acter's hands will be clear. Equip another weapon immedi-
“ately in preparation for the next attack.

: ng weapons include Chemical Bottles, Malotov
_ ktails, Concrete Pieces, and melee weapons that have
been worn down to the nub. In Infinity mode, the same
throwing weapon can be tossed repeatedly. However, you
still have to re-equip your character after every toss.

A firearm is any weapon that requires ammunition to attack.
Firearms can be used to attack enemies from medium or fong
distances, limiting the chances that an enemy will be able to
counterattack or inflict dam- i e

age to the player character. |
Firearms include projectile-fir
ing  weapons such a
Handguns, Shotguns, Grenad
Launchers, Rocket Launchers, |
and even Stapler Guns. |

GAME BASICS

BROKEN FIREARMS

Press and hold III to make your character autoaalm at the=
closest enemy. If the enemy moves or ducks, press @ to
adjust your aim. Sometimes, you may wish to attack_an
object or barrier rather than an enemy target. In such cases,

: gemmmmmee  DOSition your character fac-
| ing the object and hold @ to
| aim directly ahead. Aiming is
= a factor in using not only
| firearms, but also in using
& melee  weapons and
| unarmed attacks.

" SWITCHING AIM

While aiming at one enemy target, you may wish to switch
aim to another. For instance, if you are shooting onee'zomb:ie
and holding it at bay roughly ten feet from your charactet
another zombie may charge __

in to attack from the side. §
Hold @ and press @ to [§
switch aim to next-closest s
target. Adjust your aim often |
using the @ button, so that §
your character will “track” | :
moving enemies with his or |
her weapon.




' '%.&ﬁSINGLE PLAY MODE

Firearms can be used until the weapon’s magazine runs out of ammuni- |
tion. The weapon must then be reloaded with compatible ammunition to
be used again. Reloading is a real-time event, leaving the player charac- |
ter vulnerable to attack by enemies in the room. To reload safely, escape
to another area or reload while another player character engages the |
enemies. Firearms do not need to be reloaded in Infinity mode. ’

Hold the @ button to reload an equipped firearm. Release M to stop
reloading. Firearms can be reloaded faster when the player character
possesses a full magazine for the type of firearm equipped. ]

M\ ctwork Play Mod

A = Total ranking points achieved per scenario Event Cheekhst rtem
B = Number of Special ltems in possession at the time of scenario
clearing, x10 (Game Over = 0 pts.) ]

C = Clear bonus (Clearing the scenario = 500, Game Over = iy
D = Difficulty multiple (Easy = 0.5, Normal = 1.0, Hard = 1. 2,
Very Hard = 1.75)

Game Over = 0.8, No Partner Mode = 1.0
F = Clear time ranking multiple (S=25,A=22,B=20,C=18,D=17,
E = 1.5, Game Over = 1.0)
G = Special Bonus Multiple (Normal = 1,
“No Weapon” =2, “No Damage” & “No Weapon” =
H = Mode Multiple (Scenario = 1, Infinite Ammo = 0.3)
Result Point = (A+B +C)xDxExFxGxH
(Truncates below the decimal point)

“No Damage” ='2,
3)

E - Surviving AIPC multiple 2 people = 1.5, 1 person = 1.2, 0 people = 0.8, |

A = Total ranking points achieved per scenario Event Checklist item.
B = Number of Special ltems in possession at the time of scenario
__ clearing, x10 (Game Over =0 pts.)
C = Clear bonus (CIearmg the scenano 500, Game Dver = U)
D = Difficulty Multiple {Easy 0.8, Normal = 1.0, Hard = 1.2,
Very Hard = 1.5)
F = Clear Time Ranking Multiple (S =
_ D =25, E =20, Game Over = 1.6)
G- Special Bonus Multiple (Nurmal =1, “No Damage"” = 2,
“No Weapon” =2, “No Damage” & “No Weapon” = 3)
Result Point = (A + B + C) x D x F x G (Truncates below
the decimal point)

10.0,A=75B=45C=30,




Achievement of objectives and triggering of key events adds

to the event checklist and accumulates in the completion
ratio percentage earned. Normally, you can achieve only
roughly 40% - 80% of the event checklist items in one play-
through of any given scenario. However, the events achieved
are permanently recorded on the Event Checklist, viewabhle
by pressing @ on the Scenario Select and Character Select
screens. So eventually, you can acquire 100% of the sce-
nario's Event Checklist items. When you have achieved 100%
completion ratio for every scenario, Infinity Mode becomes
available for purchase in the Collection menu.

Outbreck

Press @ on the Scenario
Select screen to view the
cumulative Event Checklist.
Use this list to determine

" SPECIAL

Hidden in
items, which help to unlock bonus features of the'game. There
are 20 Special ltems to find in each scenario, plus 20 or more
additional “Character-specific” Special tems that only cer-
tain player characters can
find. However, you can anly
find a total of 8 Special ltems
per play-through. Additionally,
Special Items only appear in
“sets,” so that only certain
Special Items are available

INTRODUCTIGN

GAME BASICS

Bre is S.TARS, interv

each time you play. 2 A

The number of Special ltems found during a_play-through
adds to the overall ranking points, albeit in a very small way.
When certain quantities of Special Items are found and
recorded on the Character Log menu, bonus features are
added to the Collection menu and made available to “pur-
chase” with ranking points. Refer to the Special ltems chap-
ter to view a complete lists of Special Items as well as maps
detailing the locations of all 260 Special Items. The Collection
chapter contains information on bonuses unlocked by find-
ing certain Special ltems.



This chapter s all about teamwork. Cooperative game play is
the only way to thrive and survive in Resident Evil Outbreak.
So whether you're playing Single Play or Network Play
mode, this chapter has plenty of tips to improve your playing
abilities and work with other player characters to achieve
your collective goals. Adhere to the guidelines provided
within and you will prove to the online community that you
are a worthy player who should be invited to any game.

'.?eéiiﬁé"é“ﬁﬁ%‘{ MANAGEMENT =

With only four slots to fill, you must try-to balancé ‘cunﬁwh%&"t‘
few items you can tote. As a rule of thumb, carry only“one
weapon plus compatible ammo. Fill your third slot with one
recovery item or a Mixed Herb, LT AR e o
unless you're playing as Cindy
and have the ability to carry
more in your Herb Case. Leave
_ your fourth space open to grab
key items and additional SEeEE
_weapons to trade with other S
player characters. :

rules when playmg “her. Yoko
should fill her backpack with
‘recovery items and extra ammu-
| nition, and hand out these items
| to other player characters when
their supplies run out. '

INSERVATION

Shoot only enough times to knock a zombieto the grot
~ then holster your weapon and stomp on its head until Miles
Avoid firing to ickly, because you may _waste bullets
when an enemy lready dead. Use the appropriate
weapon to suit the situa “overkill” enemies by
using weapons that are too pow | against weaker foes.
For instance, avoid using a Shotgun to blast individual Baby
Moths when one quick foot stomp works just as well and
consumes no ammo. If you suspect that a boss fight is about
to occur, or if you know a major hattle is coming by reading

14

the Scenarios chapter, then try
to conserve powerful weapons
such as Shotguns and Grenade
Launchers. Ammunition wasters
are not only rookies, they are |
also a.drain on the team’s resources. |

 ONE-SHOT SHOTGUN KILLS -

In keeping with the "Ammo
Conservation” tip above, use
Shotgun Rounds wisely by maxi-
mizing the damage with each
blast. Unlike other firearms, the
Shotgun only works well at close
range. You must wait for enemies FSSEEES ! |
to approach just inches from your character before flrmg
In the case of zombies and other humanoid enemies, the
damage of a Shotgun blast is tripled when you aim for the
face. As a zombie approaches, hold @ and hold the Left Stick
or D-pad up. Your character will raise his or her aim. When
the zombie is just inches from the edge of the shotgun barrel,

fire and you will very likely kill the enemy with one strike!

" PLAY YOURROLE

Player characters are not just
pretty faces to wear like masks.
When you log online and play
scenarios as a certain charac-
ter, your teammates expect you
to play the game in a certain
manner, according to your char- & e
acter's abilities. Make sure you are fam|I|ar wath the capabil-
s of the player character you've chosen.




| those herbs to cure your fel!ow
| teammates as well as yourself, If
| someone needs healing, call him
: - ! or her by name. When Cindy is
facmg a character select an appropriate herb or Mixed Herb
from her Herb Case and use the “Aid” command to adminis-
ter recovery. Players expect Cindy to perform such services
at least once or twice each scenario.

If you're playing as George,
allow yourself to lag behind the
others a short distance and see
what kinds of herbs are left over |
in previously explored areas.
Use the Medical Set to mix pill- |
form medicines that will be more | :
useful in the scenario being played For example, in
“Outbreak” George should make plenty of Recovery
Medicines to help others recover from damage, or Antidotes
to cure poisoning if playing harder difficulty levels. In “The
Hive,” make plenty of Hemostats to cure bleeding inflicted by
Leeches and the Leech Man. In “Decisions, Decisions,”

which is an unusually long scenario, be sure to create plenty
of Anti Virus items. Other player characters have a right to
expect George to be handing out pills occasionally through-
out a scenario.

8 \When playing as David, avoid
& collecting firearms. Instead, find
| the parts that allow the handy
| plumber to create unique
weapons, such as Spears, Flame
Sprays and Stun Rods. David can

, Wmes even trade these crazy inven-
tions wnh utherteammates If someone hands you a Broken
Handgun or Broken Shotgun, use your Junk Parts to fix it and
then return the item. Teammates expect David to make at
Ieas&tyone of h|s custom weapons per scenario.

Two player characters arrive at |

a piece of ammunition simulta- §&
~ neously. Without keyboard or |
headset communication func- |
tions, how do the two of you |
decide who gets to reload? i

There really is no way to negoti-

ate such a situation. The best rule of thumb is for both play-
ers to try to pick up the ammo. The player character that
receives the ammo should reload his or her weapon, and
then offer the remaining ammunition to the player character
hat wanted the same bullets. However, if no ammunition is
eftover, it might be a wise idea to “make it up” to the person

p!ayer character that was left out |
last time. If the person is mindful |

. INTRODUCTION
of such transactions, they will §
drop whatever grudge they had
when you took the previous ammo.
GAME BASICS

The same ideology should apply to recovery items, weapons
and other supplies. If you already have one weapon, don't try
to take a second. If you have one recovery item, do not hog
up.three more.

__UNEWRM QQMS

All players wantthe same thing. [
All of the team members need |
for the forklift cargo to be raised
in the Liguor Room. The whole |
team wants the Leech Man to |
die as soon as possible. So do |
not stand around, waiting idly for S8 S
your partners to perform key tasks Everythmg should be
done in pairs, at the very least. If you see someone going for
the Forklift Key in the Wine Room, go with him or her. Even if
the other player achieves the objective, at least that player
won't feel like the team expects him or her to do everything.

CHARACTERS

MONSTERS

On the flip side of this, a little RECOVERYITEMS
patience is sometimes required
when dealing with new players.
| For instance, if you enter the
| Liquor Room and no one goes to
| the Wine Room with you to get
: | the Forklift Key, then return to
where the other player characters are and shout out some-
one’s name: “David... Come here!l” Get another player char-
acter to follow you and show the person where the Forklift
Key is located. Show the person how to raise the cargo in the
Liquor Room. Patience is the way to make friends online, and
to: fke better players out of your friends.

'"'THE TRADING S‘MRKET

Other player characters will |
sometimes ask you for the items |
that you have, whether or not |
they really need them. Whether |
you agree to hand over an item |
freely is entirely up to you.
Naturally, it is always better to .
trade items rather than to keep things when they serve
purpose in the immediate context of the scenario.

KEY ITEMS

NETWORK
MODE ITEM
LISTS

[

SPECIAL ITEMS

COLLECTION




: of crisis, or they may coldly |

leave you at the mercy of preda-
tors when you need help the S —— :
most. When in doubt as to whether to trust another plaver try
to be a helpful and reliable person first. Give away a few
items without expecting them in return. However, avoid giv-
ing away everything you find. Remember the people to whom
~ you have given items, and keep track of whether or not they
returns the favor somehow:. If you keep giving a person items
and get nothing in return, start saying “No” to item requests
uptil.you get something back.

WHEN TO-IRADE
Because requesting items |
opens the Status Screen, it is |
rude to request an item from |
another player character while
he or she is engaged in combat. |
Wait until the person has defeat- |
ed the enemies, or even better, RN .
help him or her clear the area. Then you may request items
that you want or need without fear of ruining the game

zombie degs red
amaunt of damage

acter is grabbed itis entlrely up to hls or her
mmates to help the person break free and take a

partners, blast the enemy to set your aIIy-f’free
“and reduce, if not negate the damage dene to

Nﬁ’? %VS ﬂ%ﬁ&ﬁiﬁ

- T
The chat functmns of the game

allow you to communicate with §
the other player characters in a |
limited fashion. However, this
function must be used with some |
common sense. If you run ahead
of the team and constantly bray S8 i : |
out “Come on,” then others will soon tire of your presence
Only use commands such as “Come on!” or “We have to go!”
when you feel like others are standing around doing nathing,
or just making themselves targets when they should be
running from overwhelming enemy forces.

g Otherwise, if you feel like lead-
ing the team then lead by per-
| forming actions instead of con-
¢ stantly shouting out orders. Go
& grab a wounded player charac-

| ter and carry him or her to the
- @ next area, rather than let that
person stay ina hot zone and suffer more damage. If you
start a scenario and no one seems to be taking up weapons
placed in obvious locations, then collect the weapons your-
self and hand them out. If other players are trying to break
down a door and you know where the key is, go get the key
and unlock the door yourself rather than shouting nonsense
at your comrades. Players may tire of hearing your voice if
you constantly call their names. Make sure you call upon
another character only when you want to trade with them or
give.them something they desperately need.

Avoid “playing the hero” or “tak-
ing one for the team.” This game
in particular is not very forgiving |
to players who stay behind and |
fight while others move on. If the |
rest of the team is out the door, |
fire one last shot or two and then § :
follow after your friends befare the door closes You can be
a hero by helping your teammates move from area to area,
recover, and survive. If you die because of unnecessary
heroics, the whole team misses out on points with your passing.




you die durihg the game, you-join the opposing-team for.a
brief period as one of the walking undead. You may travel
from room to room and attack other player characters.
However, don’t apply this newfound power too liberally. If
another player ignored you throughout the game, then, in a
sense, he or she is responsible for your demise. Such player
characters are fair game and you should try to kill them if you
can as payback for letting you die.

However, if all the players were extremely cooperative and
assisted you during your time alive, then you really have no one
but yourself to blame for dying. If you attack all the ather play-
er characters and attempt to make them lose the game as well,
you might offend helpful allies. After such baseless revenge,
you might find yourself dropped from a few buddy lists.

If you want to use this power without fear of retribution, then

stick to playing solely in Scenario mode. But in Free Mode,
keep in mind that players can choose their playing partners,

and do not expect all to be forgiven all the time.

ZOMBIE MODE

I you have turned into a zombie and want to gnfe“ a feﬂo\ﬁv
teammate a good scare, then stand perfectly still_and Wwait
for another player character to pass by. When a zomhie PC
is moving, it is pretty obvious that he or she is a zombie due
to the person’s outstretched arms and limping walk.
However, when PC zombies stand still, they look no different
than when they were fighting for the good guys. When other
player characters move in close, wait until they are just inch-
es away and then move the Left Stick in their direction. Your
zombie PC character will lunge after them with frightening
speed. This scare tactic is worth quite a few good laughs.

INTRODUCTION

GAME BASICS

NETWORK
SURVIVAL
CHARACTERS

MONSTERS

WEAPONS -

RECOVERY ITEMS

KEY ITEMS

SCENARIOS -

NETWORK
MODE ITEM



The ordinary citizens of Raccoon City must rise and become
heroes when disaster strikes the town. Each character
adapts to the desperate nature of the situation, employing
unigue abilities that afford some chance of survival in this
hostile environment. Understanding each character's abili-
ties, strengths and weaknesses is tantamount to success in
the game. This chapter is all about acquainting you with the
characters’ personalities and playability.

; ”ﬁﬁe r chapters, Resident Evil Outbreak deter-
min€s attack power, damage received and healing adminis-
tered by an unseen system of physical strength points. These
points indicate the number of attacks that the character can
survive, and also reveal which characters are more durable
than others. Some characters are more capable in combat,
while other characters should avoid encounters as much as
possible. Physical strength information is provided in chap-
ter so that you may change your combat strategy when play-
ing as certain characters.

%fﬂg e ode, two partner characters controlled
by ﬁrtlhma{ ‘intelligence (AIPC) will accompany the player
character. Working with the partner characters is like deal-
ing with two unique personalities while attempting to clear
the scenario. Each AIPC moves, communicates, and accu-
mulates items in a unique fashion. Under the character
descriptions in this chapter, you'll find pertinent descriptions
of how each person hehaves as an AIPC during a Single Play
scenario.

The “ltem Preference” charts for th
which items they want to pick up, anc
desire. For instance, after referring
chart listed in Kevin's section, you
an AIPC, Kevin's first goal is to fill
weapon. Typically, he will d'rc'jp le's._s

prefers a certain type of item, and if is
other things, then he will drop an i
exchange for an item he favors more.

and keep it regardless of Ets'aﬁack_
her next slot with some type of amm
seek to obtain yet another recovery

to acquire. This hehavior is in k
since her main henefit to any

ltem preference mfarmatl : 3
hand a key item to an AIPC and exp
For instance, if Kevin possesses a we

ground in exchange far the next weapen he spot Yo
expect AIPCs to hold items for you onl
needs are already fulfilled.




POLICE OFFICER, RACCOON CITY POLICE DEPARTMENT
(R.P.D.)

2300 POINT

Kevin is a policeman who works for the Raccoon City
Police Department. He has superior athletic abilities and
is an outstanding shot. A good fellow all around, he’s also
a dyed-in-the-wool optimist who doesn’t dwell on small
things. His happy-go-lucky, blissful personality sometimes
works against him, since he has failed the S.TARS.
selection process twice.

i EM:
45 AUTO FOR KEVIN
This is a more powerful weapon than the
usual handgun, but ammo is scarce.
Kevin's custom weapon is handy in almost
all boss fights, so reserve this weapon until |
you meet a worthwhile foe.

L &

KICK:

Hold (@ and press

Cancel to execute a swift §

kick. This is great to

knock enemies back- &

ward just as they are §

about to attack. Kevin &

then has enough room to

aim a firearm or prepare . .

a knife attack. The kick can also be used to break do
locked doors and to open locked wall panels.
POTSHOTS:

Hold CB for a long moment while equipped with a Handgun
or the 45 Auto for Kevin. Soon, Kevin will readjust his aim. If
you wait to fire until after Kevin has readjusted, his aim is bet-
ter and he inflicts more damage to an enemy with the next
shot.

AIPC BEHAVIOR:

When Kevin appears as a partner in Single Play mode, he
tends to be a bit chatty and hyperactive. Kevin actively
seeks out and attacks enemies. If you find a weapon or
recovery item, he sometimes tries to compete with you for
the item. Kevin will run around the room as if exercising,
but he will rarely leave to go exploring on his own.

CHAHACTES

Mark & GEORGE
Jim & Davio
Yoio & Avyssa
Cinpy




i ool
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SECURITY GUARD
PHYSICAL STREN
3000 POINTS
Currently working for a security company in Raccoon City, Mark is a
Vietnam War veteran. Over 50 years old, his robust strength has still not
dimmed at all. He has tasted the emptiness of war, and there is a side to
him that is mentally fragile. Now, more than anything, he just wants to
live in peace.

PERSONAL ITEM:
HANDGUN FOR MARK
Mark's personal automatic is similar to the other handguns found
throughout the game. Although Mark’s Custom Handgun inflicts slightly
less damage per attack, Mark has modified the barrel to inflict better
damage at longer range.

TIONS:

Hold @ and press Cancel to guard

against attack by enemies. Mark can

fend off common attacks from most fre-

quently encountered enemies. (&8

However, his virus meter will still

increase from the contact. Strong |

attacks from unique enemies will still |

cause damage to Mark even while he is |

guarding. |

FULL SWING:

Hold @ longer while equipped with a cylindrical melee weapon, such
as an Iron Pipe, a Long Pole, or a Crutch. Mark will raise the melee
weapon to the usual position, and after a moment he will raise it higher.
This indicates that Mark is ready to perform a full swing, causing more
damage than the normal attack.

AIPC BEHAVIOR: :
When appearing as a partner charac- [SS
ter in Single Play, Mark typically sticks |
with the group. He will not attack ene- |
mies unless they approach within very |
close range of him. He will not pick up |
recovery items as long as there are |
other items to obtain, so you will very |
likely have to trade recovery items into |
his inventory in arder to heal him.

SICAL STRENGTH:
2100 POINTS
A doctor who works at Raccoon City Hospital, George is a first-class
surgeon. He doesn't exactly take the lead and call the shots, but he does
p;lss;zss a cooperative spirit and the power to naturally acquire the trust
of others.

PERSONAL ITEM:
MEDICAL SET

By combining the herbs and herb mixtures of various
types with the Medical Set, George can prepare a variety

of compound chemicals with many uses. With this &
method, he can transform an herb into something more & §
useful for the patient’s current ailment: B

SPECIAL ACTIONS:

Blue Her|

Recovery Medicine Base Recovery Medicine

TACKLE:

Hold (8 and press Cancel. With this move and the proper timing,
George can not only duck under the grasp of an approaching zombie,
but he can also spring forward and knock the opponent several steps
backward. He may even knock enemies to the ground using this method.
Holding the Cancel button longer extends the power of George’s special
tackle. The tackle is far superior to the other characters’ shoulder-butt
attacks, not only due to the increased power but also because George
can perform this maneuver even while equipped with a weapon.

AIPC BEHAVIOR: g :
In spite of the fact that Gearge is a physically strong character,
as an AIPC in Single Play mode he tends to shirk combat. The
doctor usually walks rather than runs, prefers to explore on
his own, and collects recovery items. If given the right
herbs or mixed herb compounds, he will automatically
~ convert the items into pills and medicines using his

skills.




OCCUPATION:
SUBWAY TRANSIT SYSTEM EMPLOYEE

PHYSICAL STRENGTH:
1800 POINTS

A subway employee, Jim is a friendly and cheerful fellow, but exposes

his cowardice and narrow-mindedness. Even though he means no harm,
he talks too much and invites frowns of disgust from those around him.
However, he has powers of intuition and is very good at solving puzzles.
PERSONAL ITEM:
COIN
While hanging around a location that is free of enemies,
select Jim's coin and use it. Jim produces his coin and
flips it in the air. The result is displayed onscreen. Each §
time the coin comes up “heads,” Jim’s rate of critical hits
increases 15%. Therefore, if you flip the coin three times
in a row and achieve “heads” each time, 1
Jim's critical hit rate rises by 45%!
However, if the coin comes up “tails,”
the bonus is reset to 0%. Used wisely, §
the Coin can turn Jim into a real killing

machine even though you wouldn’t &=
believe it possible!

SPECIAL ACTIONS:

PLAYING DEAD:

Hold @8, then press and hold the Cancel button. Jim falls to the ground
and remains motionless. Enemies will ignore him while he is playing
dead, so this is particularly useful when surrounded. However, it is
important not to overuse this because the virus gauge increases more
rapidly whenever Jim plays dead.

ITEM SENSE:

Even if Jim is coming to a room for the first time, when the map is
opened the position of the items in that room will be indicated by ques-
tion marks. The type of item is not specified until the area is examined.

AIPC BEHAVIOR:

In Single Play, Jim typically runs willy-nilly around areas, panicking and
cursing. He often wanders away from the group. Jim tends to hoard
weapons and recovery items, preferring to always have at least two of
each in his inventory. He will use up First Aid Sprays and herbs, healing
himself even when hurt only mildly. Jim rarely procures or hangs onto
ammunition, even if he has the pertinent firearm in his inventory. If you
want Jim to reload his weapon, oftentimes you must ask him for the
weapon, reload it yourself, and then give it back to him.

A quiet plumber, David doesn’t speak at all about his past, but it's not
because he’s unfriendly; he just seems to be a man of few words who
only speaks when necessary. With sharp eyesight and deft movements
of hids knife, he can prove his worth getting around in a scene of blood-
shed.

SNINAL

" "TOOL TRAY

David's repair kit includes nine pieces of Vinyl Tape, 12 |

Monkey Wrenches, a Folding Knife and three sets of Junk |

Parts. The Folding Knife can be equipped as a weapon |

and used in one of the special actions listed below. The |

Monkey Wrenches are also used in one of David's special S
actions listed below, but he carries only a limited number per scenario.
The Junk Parts can be used three times per scenario to fix a broken
item, such as a Broken Handgun or Broken Shotgun. Vinyl Tape can be
used nine times to combine found parts into one homemade weapon:

Te L‘Lf '»

Stun Rod

SPEC

MONKEY WRENCH TOSS:

Hold B and press Cancel to make David toss one of his Monkey
Wrenches at a foe, a door or a removable obstruction. This tossed
weapon causes more damage than the usual unarmed attack. However,
the number of Monkey Wrenches available per scenario is limited to
what David carries, and there is no way to obtain more.
CONTINUQUS KNIFE ATTACK:

Hold (i as a human-sized enemy approaches, and then press Action
three times with the proper timing to perform a devastating combination
knife attack. David is sure to become a favorite of all Resident Evil fans
who prefer to clear whole adventures with nothing but a blade.

sonality as a loner and a rebel shines through whenever he
appears as an AIPC partner in Single Play mode. David tends to wander
off and look for enemies to take on alone. Typically he will not retain
recovery items, and he will not use them unless in DANGER status. For
all these reasons, he is a somewhat difficult partner to keep alive. Try to
keep a First Aid Spray handy when accompanied by David. When he is
badly injured, spray him as he walks close by. If David obtains two items
that he can combine, he will immediately build a homemade weapon. In
spite of his apparent selfishness, if David already has two or more
weapons then you can hand him important items to hold. He tends to
keep key items and event objects until you request their return.

1 F
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CHARACTERS

Yoo & Awvssa
Cing




COLLEGE STUDENT

HYSICAL STRENGTH

1300 POINTS

Yoko calls herself a university student and she is very
knowledgeable about computers. She has a quiet and
reserved personality, but the strength of her inquisitive
mind emerges with a toughness that surprises. However,
once she gets hung up on something, she’s a bit slow on

In addition to the usual four items, Yoko can &

carry another four items in her Knapsack. |

To store items in her knapsack, select the §

item and use the Combine command to

combine it with the knapsack. The item will

be stored away. To make stored items avail- *

able again, select the backpack and chnuse Swrcch
from the command list. Select the item you wish to move,
then select an item or open slot in the usual inventory to
make the item from the
backpack available for

use. You may also store |

items directly in the [

knapsack during pro- |

curement simply by high- |

lighting the knapsack |

icon and pressing Action. 8

SI FLE!%E, l%b iGi‘jS

Hold m as an enemy |
approaches, and then |
press and hold the |
Cancel button. Yoko spins |
and scampers away. The |
distance she moves from |
the enemy depends on |
how long the Cancel but- &
ton is held.

AIPC BEHAVIOR:

AIPC Yoko seems very supportive. She follows the player
character at a short distance, but does not crowd you or
hover around as you move to procure items. She usually
engages in combat only in self-defense. As the player
character fights with enemies, Yoko tends to run off and
search the room to procure recovery items and ammuni-
tion. However, she may assist you in combat if the “Help!”
appeal is issued.




IPATION:
JOURNALIST

PHYSICAL STRENGTH:

2000 POINTS

Alyssa is a newspaper journalist working for the local
paper. With a vigorous sense of curiosity, she has an insa-
tiable appetite for collecting various bits of information.
This is the source of her power. With a pushy and strong
personality, she is a sore loser who often clashes with
others. But even though she is stuck on herself she does
take care of her fellow man.

SPECIAL ACTIONS:

BACK STEP:
As the enemy is lunging for Alyssa, hold @ and press
Cancel to step just out of its range. This retreating move
allows Alyssa to step back into the perfect range to coun-
terattack with a tackle or a melee weapon.
POTSHOTS:
Hold @ for a long moment while equipped with a hand-
gun or certain other pistols. Soon, Alyssa will readjust her
aim. If you wait to fire until after she has readjusted, her
aim is better and she causes more damage to an enemy
with the next shot. This ability makes Alyssa more adapt-
able to combat than the other female characters.

X AIPC BEHAVIOR:

A typical hard-nosed reporter, AIPC Alyssa tends to boss
everyone around and admonish other characters for little
or no reason. She tends to follow the player character

PERSONAL ITEM:
PICKING TOOL
Certain doors, cabinets and lockers throughout the game
are locked, but there is no key. Alyssa can open these

doors and compartments with her set of lock picks. Stand §

in front of the door you wish to unlock, open the Status
Menu, select one of Alyssa’s picking tools and use it.
While the pick is in the lock, press Action rapidly to open
the lock. Press Cancel to stop the process. Each tool is
shaped differently. If the first tool you choose is not open-

ing the door as quickly as you'd like, attempt to use a dif- §

ferent pick.

Regarding the special areas and compartments that only
Alyssa can open, use the following table to speed up your
lock picking.

(Backdraft)
 {Backdraft]

P-ShepedPick ~ S-Shaped Pick
AssaultRifle Magazine  Glasses

very closely, and won't hesitate to compete for items to
see who can pick it up first. While Alyssa does not actively
seek out enemies to fight, she won't hesitate to unload on
any foe that falls in her path. Oftentimes, you'll find your-
self trying to pull her away from a meaningless fight in
order to proceed.

ecovery [tem

Other ltem

CHARACTERS
Kevin

Mark & GEORGE
Jim & Davio




CINDY LENNO

§ OCCUPATION:

WAITRESS

PHYSICAL STRENGTH:

1500 POINTS

A waitress at J's Bar, Cindy is a popular person because
of her unbreakable bright smile. Whether it's her nature or
the environment, she’s full of a service spirit and always
thinks of other people over herself. Even in a severe situ-
ation, she unexpectedly gathers her courage and adapts
to the reality of a cruel society.

PERSONAL ITEM:

HERB CASE

Cindy can store each of the numerous g
recovery herbs in this handy case. To oper-
ate the Herb Case, select Cindy's personal
item and the contents of the Herb Case will

be displayed. The case comes loaded with
two Red Herbs, two Green Herbs and two

Blue Herbs. This container will hold a maximum of three

of each type. The herbs can be mixed together directly
inside the case as long as there is one open slot inside the
case. To move an herb or herb compound to the normal
inventory slots, select Cindy's case, open it and choose
the herb or herbs to move, then select the “Take Out”
command. You cannot put other types of items into the
Herb Case. Cindy can also treat others with the herbs in
her case, applying healing directly to the afflicted. To treat
other characters, move close to them and face them,
choose an herb or mixed e e
herb in the Herb Case,

and select the "Aid” |

command.

DUCK:

Hold @D and press
Cancel when an enemy
is about to attack. With
the right timing, Cindy
can duck under an
enemy's reach or avoid
claw swipes or bites.
Rather than sticking
around to fight, use the
brief opportunity to run
away.

A§ a{pa ner character in Single Play, Cindy tends to take

on the role of nursemaid. She absolutely hoards recovery
items, and heals herself only when her physical strength
drops to half or less. She will approach and heal other
characters with the medicine in her Herb Case twice per
scenario, and then no more. Cindy does not actively seek
to find weapons, but she will pick one up and equip it if
she acquires it “accidentally.” You may have to find a |
weapon for Cindy and give it to her in trade early in the
scenario. Cindy does not actively seek to combat ene- |
mies. She will often attempt to run past foes without firing
a shot, even though she sometimes takes damage as a
result. Cindy tends to attack foes only when other char-
acters are attacking, or when characters are being
attacked and cry out for help.




MONSTERS




Zombies are not exceptionally intelligent enemies. Their

i unique craving for flesh is a device of the T-virus coursing
i intheir veins, a method of the virus to spread itself from vic-
:  tim to victim. Their main method of attack is close-range

PHYSICAL STRENGTH FBINTS ZOMB%E combat. Therefore, if you can stay far enough away from a %ﬁ
oo-Bs0: - Il @ zombie and escape a room without suffering damage, there =
i is noneed to confront these creatures in battle.

If you can fire upon zombies from a distance, you can
defend yourself from harm completely. With each attac
delivered to a zombig, there is chance that the zombie wi
enter “fainting” mode. During a faint, the zombie will fall t
the ground and become inactive for a short to mediu
length of time. The creature regains a small amount of phys
ical strength points during this time. When time expires, th
zombie will rise again and follow after the closest player -
character. While zombies are fainted on the ground, the
can be snuffed out by continuing to fire at them with low :
aim, or by stomping on them with your heel.

Zombies will strike player characters for small amounts of &
damage, mainly to “stun” the player character in prepara- =
tion for its more complex attack. Zombies prefer to grab
player characters and then gnaw on the jugular vein in the
victim's neck. Player characters armed with a loaded .
Handgun or Magnum will defend themselves from this :
by the T-virus. Zombies appear in many forms attack with a point-blank headshot. If a player character is ‘
and dress styles. Zombies appear in clusters not equipped with a weapon, it is up to another partner %
and also appear as lone individuals. They N . character to shoot the zombie who has hold of the victim. If & %‘"-
may be encountered standing idly in a : a zombie can be made to release a victim soon enough, the
roam, or they may be lying flat on the floor waiting ' amount of damage it inflicts is reduced.

for some unsuspecting fool to walk past. 2
They are the most frequently encoun-
tered enemies in the game. Even
though you may kill all the zombies in _75'
a room, many locations cannot be
cleared of zombies for very long. In
most areas, zombies will “follow”
player characters into rooms, and
some will even continue pursuing
player characters from room to |
room. Zombies may even be player
characters that were formerly your !‘
allies, who have died and returned @ ‘i

Zombies are undead flesh-seekers given un-
life through mutation and reanimation caused

- Zomhies can be damaged and prevented from

~attacking by striking them with melee an

o \ throwmg weapons. Specific special actions &

+ such as George’s Tackle attack or IVlarks =

Full Swing of a melee weapon can possmly

- knock a zombie to the ground with a singl

blow, sending the creature into fainting :

, mode immediately. One or more zombies -

| can be killed instantly by aiming a single —
Shotgun blast upward at their head region.

Zombies are so numerous in the game that
: attempting to fight all of them is a waste of
to life. ' - | time and ammunition. The simplest method
i of dealing with zombies is to flee from them
. whenever possible, unless they bar
access to the proper exit.
4

5




SCISSOR -

T TR “Qutbreak” (Hard &Very Hard On\y}
T
e s
PHYSICAL STRENGTH POINTS Crow PHysicaL STRENGTH Points: Scissor Worm
1200-1500

L: ;

— Crows are native black birds in the Raccoon City area that
= ~ have eaten contaminated meat or been attacked by infect- tails with twin razor-sharp piercing stingers, which these
~ ed rats to become infected with the T-virus. Their infection = monsters use to inflict POISON status on their victims. They
gives them an intense hunger for living flesh, which is mere- =i appear in massive droves, flooding the streets of Raccoon
ly the incubation method for the virus they carry. Crows City during the “Qutbreak” scenario. Thankfully and unfor-
~ tend to appear in flocks and attack as a group. tunately at the same time, they only appear in Hard & Very
o Hard difficulty levels.

- Crows attack by diving at prey, but this method causes only =
~ a tiny amount of damage and virus spread. These black
~ birds are also capable of settling over a semi-stationary tar-
~get and instigating a deadly series of pecking attacks that
~ immobilize the victim. The longer this attack is allowed to
continue, the greater the damage inflicted. While the victim
~has no recourse against this attack, a partner character
~ can save the victim by shooting the Crow out of the air.

Scissor Worms are extremely hard to kill with regula
firearm attacks. And due to their poison-inflicting attacks
melee combat is entirely out of the question. Scissor Worms
do not move very fast, so they are easy to outrun. However,
they appear in an area where you must accomplish severa
objectives, such as setting up barricades and releasing and
igniting a tanker truck’s fuel. Scissor Worms love to sur
round these areas in clusters, where they can trade off
stinging your character to the point where he or she cannot
escape quickly enough.

Because Crows fly swiftly around areas, they are extreme-
~ly difficult to target. Unfortunately the best way to kill a =
~— Crow is to wait until it settles over one of your partners to =
'. begin its pecking attack. Crows can be killed with a single -
shot from a Handgun, or with one blow from a melee
weapon. Crows usually appear in areas where the player =
characters must engage in a life-threatening task, such as
leaping from one rooftop to anather, or sidestepping around '
a narrow ledge outside the third story of a building. If Crows
~ are allowed to interfere with such activities, a single attack
~can kill a player character
~ instantly. f‘

J'(-'

_f%The best way to prevent a grueling, paison
~ ous death is to arm your character with Blue §
## Herbs and Molotov Cocktails before leaving the
* bar building. A single Molotov Cocktail tossed &
" into a group of Scissor Worms works wonders. £
" Also, a well-placed blast of Pesticide Spray will =
cause a Scissor Worm to flip over and go into con- S Sid=uERIRIEE=
, vulsions, revealing that all its mutation hasn't cured
s its one chemical weakness. Likewise, the Flame
% Spray that David the plumber can create is also
E effective for sending groups of Scissor Worm
into frenzies. Any of these methods may
not be enough to kill the mutant insects,
1 but may provide your character ;
with ample opportunity to complete ¢
. required tasks and escape.

{
|

iy

I

i,
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GIANT MOTH

250350 450-500

The Giant Moth is a unique enemy that appears in the
Underground Laboratory stage's Main Shaft room in the
“Below Freezing Point” scenario. As player characters
attempt to run from the central enclosure to the doors lead-
ing to the outlying corridors, the Moth attacks by ramming
into player characters ta knock them down. It then spreads
a cloud of pollen powder that inflicts POISON status.

This overgrown nuisance can be brought down
but the task requires a severe amount of
firepower during a scenario that contains -
scant amounts of ammunition. The hest ¢
way to deal with the Giant Moth is to
wait inside the Main Shaft's central
enclosure until the creature departs
from the bridge you wish to cross.

e b

BABY MOTH

“Below Freezing Point”
S -

Baby Moths are the mutant offspring of the Giant Moth in - =
larval form. Having Just hatched out of the egg, these tin

defend their territory by spitting a damaging acidic sub- ° .!'
stance that also inflicts POISON status.

Baby Moths are hardly a hother, so run past them as guick-
ly as possible and escape to the next area. However, if your
sadistic side is flaring up, Baby Moths are easily dis-
_ patched. Simply identify the “back” side of the creature, run
behind it, and use a low foot-stomp attack to squish its guts
out. Baby Moths can also be cut into nice breakfast slice
using a Survival Knife.

T



HUNTER B  ZOMBIE DOG

| "Decisions, Decisions” |

e

PHYsIcAL STRENGTH PoinTs: ZomBIE DoG
Network and Single, Easy . 500-650
Network and Single, Normal 650-800

'900-1200

- el Snap Attack 50-150
~ Single F ay Verv Hard

Standing Attack  60-90 506-120 0-130 150-180
(Small) :

440 450-480  500-540 Zombie Dogs are stray hounds that roam the city, looking for ==
= = fresh, living meat to attack. Having lost their pack instinct £
' during viral conversion, Zombie Dogs now appear alone =

MDNSTEHS

250-280 400-440

powerful jaws or by grabhing a victim's leg and chewing on
it mercilessly.

Hunters are humanoid lizard-like creatures that scour areas =
-~ looking for easy prey: Humans. With cat-like reflexes and &
instant strike capabilities, this is one monster that can go
from zero to a hundred in an instant. Hunters tend to follow
player characters, lashing out with quick attacks whenever
they believe the target cannot dodge or escape. Not even
_ attacking from long distances can save you, hecause
- Hunters can leap down long corridors and across large
- rooms to attack. When characters aim weapons at a Hunter,
the creature can break a firearm or melee weapon with a
single swift attack that also inflicts damage on the holder.

Zombie Dogs are easier to kill at a distance, before they
have a chance to start running laps around your character. &
These creatures have a tendency to circle their prey sever
al times. When this pattern begins, simply aim down at a & = R0
single spot and wait for the Zombie Dog to run under you
line of fire. A single shot from a weapon should put the
canine on the grnund Take this opportunity to finish the

Try to prevent the creature from rising up to attack again
Due to their speed and cunning, melee weapons are

hard to use against Zombie Dogs. As usual,
the best tactic is to escape their territory
without incident if possible.

Hunters tend to stalk areas until they come in close range of
a player character, or until they notice a human pointing a &
gun at them. When dealing with Hunters, the trick is to run =
through their territory and escape as qLuckIy
- as possible, without wasting ammo or
losing weapons in the process. When .
faced with a do or die situation, suchas ©_ ~ &%
in the Turn Table Room during the final i -
countdown sequence of “Below ' 7 ¢§'
~ Freezing Point,” stay moving until you it
find a position behind a Hunter, out of its
line of sight. Then open fire with a Handgun } : : :
- or Shotgun. If the creature falls to the floor, | ; Y
- wait for it to stand and then shoot it again. ' ﬁ
Repeat this strategy until it screams in ¢ R
defeat and dies. In Hard and Very Hard ¢ P
difficulty levels, Hunters gain the abil- £ ya
% ity to perform an instant kill attack. '
= Be sure to avoid combat with K : :
—— Hunters as much as possible when P
—— you play at harder levels. £

e




SMALLLEECH

Small leeches are ordinary blood-sucking parasites that
. have grown to double their normal size through Dr. James
Marcus's genetic tampering. Small Leeches infest the
Raccoon Hospital, traveling from corridor to corridor via the
ventilation system, looking for fresh blood sources. Leeches
slide gradually across the floor toward unsuspecting vic-
tims, then leap up and attach themselves to the host candi-
date. While attached to a player character, Small Leeches
can attack up to three times, causing triple the amount of

damage. Leeches can be removed immediately if the victim

holds still while another character knocks off the leeches
with a melee weapon or shoulder-butt attack. If you can
arrange for this rescue with another player character, the
damage sustained will be minimized.

The best course of action is to move around a small leech
until it attempts a leaping attack. If the attack misses, move
to the creature immediately and squash it with a low foot-
stomp attack. Leeches can also be killed with knives or with
a single shot from a Handgun, if necessary.

Hinee,.

e

= blood pack is spilled on the ground in the Leech Man’s presence, it will b

u

e
PHVS;@AL SmEi\sGTH POENTS“ LEECH MAN
Network and Single, Easy 2200-2400 :

The Leech Man is a human host body coated with and controlled
by genetically altered “smart” leeches developed by Umbrella
master scientist Dr. James Marcus. The creature seeks to attack
living human beings in order to drain their blood, and can sense the
presence of suitable victims in rooms several corridors away. The
Leech Man uses the ventilation system of the hospital to travel from
room to room. A player character can only remain in a room for a
short duration before the Leech Man appears and attacks.

victim. Then the Leech Man staggers forward and attempts tu =
seize the victim in order to drain his or her blood.

The Leech Man's physical strength points indicate the amount of damage —
the monster can take before falling to the ground. However, after a brief ==
“fainting” period, the Leech Man will arise anew with full stamina. &
Therefore, it is impossible to kill the Leech Man with weapons or normal %

&=

weapons are not available and ammunition is extremely scarce.

The only way to kill the initial Leech Man is to bait the monster into the
hospital's Fixed Temperature Experiment Room on level B2F by spilling a

ignare all other targets and move to lap up the blood. While the creatureis &=
distracted, return to the control console and set the temperature controls %
to high. The intense heat will kill all the Leeches covering the &= = :
human host, effectively defeating the Leech Man. However, &
if a partner character dies during “The Hive" scenario, he
or she will become a new Leech Man. The leeches are intel-

ligent enough not to fall for the same trap twice.

Until you can bait the Leech Man into the Fixed Temperature
Room, you must avoid contact with the Leech Man as much as =
possible. Using firearms against the creature is a waste of
ammunition, as the Leech Man can suffer several bullet
strikes without even staggering. The best way to deal with —

the Leech Man is to equip a melee weapon such asa Crutch, — —
Scrub Brush or Long Pole. Swing your weapon as the crea- =~
ture approaches, and the Leech Man will stagger back-
ward, stunned. Use the opportunity to run around the
dazed creature and escape before it recovers. If the
Leech Man appears in a room where you require time to
complete certain tasks, spill a Blood Infusion Pack on the &
_ground to distract the Leech Man. The monster will bend

~ overand lap up the blood for several minutes, until the floor

is completely clean.




LCKER BN GIANT SPIDER

“Below Fre oint” (Very Hard Only)

"Hellfire”

MONSTERS

Lickers are crouched humanoid creatures with extra long,
_sharp talons that they use for attacking as well as crawling &
- along walls and ceilings. Lickers are aptly named due to the £
super-strong tongue muscle they possess, which extends &
up to five feet. The tongue is used to pierce standing tar- &

- gets, causing high amounts of damage. The Licker’s outer &

- flesh resembles raw muscle tissue, giving the appearance -

~ that the creature has been turned inside out. However, in
- spite of their skinned appearance, Lickers are resilien
- creatures that can withstand even several blasts of high
~ powered weaponry.

These mutated, overgrown weh spinners silently patrol the
sewer waterways below Raccoon University, seeking to
capture prey that stumbles into their lair. Giant Spiders can =
crawl an the walls and ceilings, and pour poisonous acid
saliva onto victims from above. They leap onto statlonary
targets and knock them to the ground, then administer a .RECUVEP.YIT
bite attack that also inflicts POISON status.

KEY ITEM

If a Giant Spider is crawling on the walls or ceiling, move
guickly underneath them to avoid their poison spit attacks
Knock them from their perch with ane or two bullets, if nec-

~ Lickers respond to sound mare than sight, and therefore &
~ combat with a Licker can be avoided entirely if the player &
~character remains still. However, if a Licker collides with a
- player character, it will attack immediately with its claws

even if the player character is standing completely still
Whenever possible, run past a Licker and escape from
its territory before the manster has a chance to lock =
onto the sounds of the moving target.

becomes a deadly adversary. If you cannot get around the
wide creature safely, position yourself directly behind it, =
aim downward and fire several bullets. Be sure to stand a
least one or two feet away while attacking, or the Spider |
will spin around and knock your character to the ground
Spiders are permanent enemies in the Access Waterway &
below the Raccoon University, meaning that they will go &
- dormant for a long period, but then return to life at full &
- strength. Try not to waste time and effort fighting them, and &
avigate through their lair as quickly as possible. =

. IfaLicker blocks access to a room or corridor that you =
== must enter, then attack it at close range with a =
Shotgun or a very powerful weapon. Using a
Handgun is ill advised, because Lickers are
quick to defend themselves against attack- =%
 ers. One or two close-range blasts with a
- Shotgun should send the creature onto its -

5 back Unless the creature emits a high
Remay pitched wail, it is not yet defeat
\% ed. Wait until the Licker flips
back onto its haunches and

. then blast it again to finish it
s Wherever they
L % located, Lickers are
' permanent enemies.

7 1 a;,_ They can be defeated sev-
g ?\ eral times, but after a few minutes of ===
: _ dormancy they will regain full strength =
and attack again.

| SPECIAL ITEMS




‘GIANT WASP

Giant Wasps cling to walls until they sense intruders within
their domain. Then they take flight and attack mercilessly
from the air, tackling player characters to the ground and
stinging them with gigantic tail needles that inflict POISON
status. Because of mutation, the Wasp's needles no longer
break off, and each monster is capable of repeating this
attack infinitely.

A player character that stops to defend against Giant Wasp
attacks is a standing target. The best strategy when dealing
with Giant Wasps is to move constantly while haunted by
these hovering insects. Move in zigzag patterns if possible,
so that the Wasps’ attacks will miss.

While riding the Air Exhaust Tower's elevator platform dur-
ing the “Decisions, Decisions” scenario, Giant Wasps sur-
round the platform and attack. The best way to defend
against being stung is to move constantly. As Wasps circle
the platform, aim upward and wait until they fly within range
of your weapon. Fire to knock them out of the air and be
ready to shoot them again on the ground before they fly off,
should they survive the initial blow. When a Wasp flies
to a higher position and stops, facing your char- ‘
acter, it is time to run. This action indicates
that the Wasp has locked on and is

about to swoop in for a sting attack. ;

HUNTER-Y (HUNTER GAMMA)

ecisions, Decisions” s

PHYSICAL STRENGTH Pmm’s, HUNTER-—V

| Notwork Easy

_ Jump Hit Attack  100-150 300-350  300-350 = 400-450

This variant of the Hunter species is frog-like in appear
ance, and its attack habits indicate that it was probabl
developed through genetically manipulating amphibians
Hunter-Y appear in aguatic areas, and they have the ability
to attack in water as well as on dry land. They will swim °
under a victim dangling from the Water Purifying Facility
room's pipelines, leap up and knock the person down into
the water. Because characters cannot attack in the water, -
they become helpless prey that Hunter-Y will attack repeat- -
edly. On dry land and in the water, Hunter-V seize player —
characters and chew on them with their gigantic maws. |

another player character does not rescue the victim by @'
shooting the Hunter-Y, then eventually the monster will gulp &=
down the victim and swallow him or her entirely.

The best way to deal with Hunter-Y is on dry land. Pum

- them with Handgun bullets or exterminate them quickly wit
- Burst Rounds fired from a Grenade Launcher..A Hunter-Y
__ may faint and fall to the ground after a few attacks, how-

- ever the creature will rise again momentarily. When

- a Hunter- faints, stand over it and continue attack
ing until the creature screams and flails about
in defeat. Even this will not end the Hunter-Y
menace, because they are permanent monsters —
wherever they appear. After a long period of dor- =
mancy, Hunter-Y will rise again at full health and -
continue attacking on land and in the water.

« = If a Hunter-Y begins to swim under a character
: that is shimmying across a pipeline in the Water
Purifying Facility room, another player charac-

. ter can protect him or her by shooting the
. Hunter-Y at the instant it attempts to leap up :
and strike. However, Hunter-Y can also lea
out of the water directly under a platfor
and strike people standing on the edge,
- causing severe damage. Be sure not to

- . stand too close to the edge as you attempt :
* 1o protect others. '




INTRODUCTION

The best strategy to avoid death in the jaws of a Neptune
shark is to move constantly while crossing the Pier area, &
- which is their sole domain in the game. Constant movement &
reduces the chances that a Neptune will be able to knock
you into the water, but even then, there is still a possibility
hat a Neptune will topple you into the drink.

f a player character is knocked into the water, he or she is
% helpless against Neptune attacks. Teamwork is required to
_ At ' keep a Neptune from swallowing a player character whole.

Knock into Water 80-110  90-130  100-150 U0 While an immersed player character swims for the safety of
the south end of the boardwalk, another player character
standing on the Pier should provide cover fire. Whenever a
Neptune goes after a swimming player character, the part-
ner can interrupt the pursuing Neptune's attacks with prop-
erly timed Handgun or Assault Rifle fire. If a Neptune knocks
you into the water, swim to the south end of the boardwalk
and press Action to climb out as soon as possible.

(Instant Death)

“Neptune” is the Umbrella code name for Great White MONSTERS
Sharks that were experimented upon with the T-virus.
These mutated creatures now possess the ability to patrol
shallow waters near coastlines, and can leap out to attack
victims on dry land. Neptunes attempt to knock player char-
acters off the Pier, into the waters outside Raccoon
University. Once a player character is immersed, he or she
is helpless and vulnerable to biting and swallowing attacks,

~ which can sometimes mean instant death for the victim.

When the Neptune swimming in the outer area of the Pier
attempts to knock a player character into the central
waters, it must flop onto the boardwalk for a brief moment.
If a player character happens to be standing nearby, he or
she can efficiently kill the Neptune with a swift Grenade
Launcher attack. However, because Neptunes are perma- £
nent enemies, they only enter a short period of dormancy. &=
These mutant sharks will swiftly regain full health and swim &
again. Try not to waste too much ammunition attempting to
defeat them.

PECIAL ITEMS



The survivors of Resident Evil Outbreak can attack their ene-
mies by various means, using anything they can find that
might be a useful weapon. This chapter catalogs all the pos-
sible items that can cause damage to enemies, not including
explosive elements of the environments.

range from the target is also a f
figures to the physical strength p
the Monsters chapter {or the

chapter), you can roughly deié[mgn
required to defeat any foe.

In addition to using Weapons_;

TACKLE (SHOULDER BL

All player characters are [ _ = The main benefit of this tech-
capable of the tackle attack, [ . - nique is that it will stun cer-
also known as the “shoulder & . 1 tain enemies, causing them
butt.” When unarmed and - - to stagger backward several
barehanded, hold @ and §& - . steps. While the enemy is
press Action to execute a [ L ‘ stunned, you have an oppor-
tackle attack. Your character [ e tunity to run past the foe and
will lower the left shoulder ©7 7 i : escape. Enemies that can be
and fling his or her entire bodyweight forward. This attack stunned with the tackle include Zombies, Zombie Dogs, the
causes only a tiny amount of damage to enemies. Leech Man, the Giant Leech, Hunter-Y, and Giant Spiders.

The tackle is also the best way to knock down gates or bar-

I BASIC ATTACK POWER: 10

riers, and to open locked doors when you can't find the key.
The Giant Leech is weak versus the tackle attack, sustain-
ing 42 points of physical strength damage per attack.




LOW KICK (FOOT STOMP)

All player characters are
capable of the low kick
attack, also known as the
“foot stomp.” When unarmed

and barehanded, hold @ and §

press the Left Stick or D-pad

BRI BASIC ATTACK POWER: 40

In addition, you may use this
attack to finish off Zombies
that have fallen to the
ground. After shooting or
striking a Zombie enough
times to cause it to faint, hol-

ster your weapon and posi- '

downward to lower the char- & o .

actars aim Then press - o tion your character directly
Action to execute a low kick an an enemy directly below the above the enemy’s head or torso. Stomp the enemy repeat-
player character. This attack is most effective against small, edly until it dies. This is an excellent method of ammunition §
crawling enemies such as Baby Moths, G-Mutant Embryos, conservation, which is vital to completing scenarios.

and Leeches. The low kick inflicts slightly greater than nor-

mal damage versus the Giant Leech boss.

I BASIC ATTACK POWER: 10-20

f# Doctor George's special action involves a unique tackle attack. Hold @ or @ and hold the Cancel
button to execute this unigue tackle when playing as George. As you continue to hold the Cancel
button, George crouches low to the ground, rears back, and lunges forward with a more power- §
ful tackle that inflicts double the damage of the standard shoulder-butt attack. The force of §
impact is capable of knocking a Zombie or Hunter to the ground. However, this kind of force is
possible only if you hold the Cancel button long enough for George to perform the entire action.

' H I you let go too soon, the attack is no different than a regular shoulder-butt. George's unigue spe-
= cial action inflicts 42 points of physical strength damage to the Giant Leech.

I BASIC ATTACK POWER: 20

B Kevin's special action allows him to kick an opponent directly in front of him. This attack inflicts
| twice the damage of a normal shoulder-butt attack, and there is a strong possibility that a Zombie §
& or Hunter enemy will be knocked to the ground. The Giant Leech boss is especially weak against
B Kevin's kick, suffering 44 points of physical strength damage from each attack.

The Folding Knife is the smallest weapan with the shortest range. David possesses one of these in his Tool Tray, and these can
be found throughout the “Decisions, Decisions” scenario. Press @ or @ to aim, and press Action to execute a swiping cu

§ attack. The Folding Knife has only a small chance of causing an enemy to stagger back. David is capable of a triple knife attack
when the Action button is pressed with the proper timing, just after each impact on a target. The Folding Knife inflicts five times
the normal damage against the Thanatos-R boss.




y. CHOPPER BB ASIC ATTACK POWER: 55

This ordinary kitchen knife is available in most of the scenarios. With a Chopper equipped in the hand, press @ or @ to aim and
press Action to execute a swiping cut attack. The Chopper has only a small chance of causing an enemy to stagger back. David
the plumber can combine a Chopper with a Long Pole to create a more powerful Spear, as long as he has Vinyl Tape pieces
remaining. The Chopper inflicts double the normal damage against the Giant Leech and Suspen-Dead bosses.

/| SURVIVAL KNIFE

A military-grade dual edge combat weapon, the Survival Knife is only available in the “Below Freezing Point” scenario. With a
Survival Knife equipped in the hand, press @ or @ to aim and press Action to execute a swiping cut attack. The Survival Knife
has only a small chance of causing an enemy to stagger backward.

/’/ IRON PIPE BERBASIC ATTACK POWER: 60

This three-foot metal pipe can be equipped in the hand and swung at enemies, bashing them for small amounts of damage. The
Iron Pipe has significant impact power, and causes enemies to stagger backward with great frequency. Iron Pipes possess a
variable amount of structural points, determined randomly sometimes in Network Play mode. Every time an Iron Pipe is used to
damage a foe, it loses structural paints. When its structural points are depleted, the Iron Pipe changes shape to become the less
powerful Curved Iron Pipe. An Iron Pipe will inflict double the normal damage against the Giant Leech and Suspen-Dead hosses.

> CURVED IRON PIP BB ASIC ATTACK POWER55

This is a three-foot metal pipe in a slightly used condition. Due to its bend, this weapon has a slightly smaller range and dam-
aging power than a normal Iron Pipe. Curved Iron Pipes possess a variable amount of structural points, determined randomly
sometimes in Network Play mode. Every time a Curved Iron Pipe is used to damage a foe, it loses structural points. When its
structural points are depleted, the Curved Iron Pipe changes shape to become the one-use throw weapon, a Bent Iron Pipe.
Curved Iron Pipes inflict double the normal damage against the Giant Leech and Suspen-Dead boss monsters.

., HAMMER BB ASIC ATTACK POWER: 240

A Hammer consists of an Iron Pipe and a Concrete Piece, assembled with Vinyl Tape by David the plumber. Only David has the =

ability to create this powerful weapon. If David is an AIPC in Single Play mode, he will create this item if he has both and Iron
Pipe and Concrete Piece in his possession. The Hammer is heavy and slow to swing, and it is difficult to aim upward or down-
ward. However, a successful strike delivers severe trauma to an enemy, causing the foe to stagger backward and very likely fall
to the ground. A Hammer has a certain amount of structural points, which deplete every time the weapon is used against a foe.
Eventually, the weapon will break and become useless.

7 STUNROD EEENBASIC ATTACK POWER: 360

A Stun Rod is a homemade weapon that David the plumber is capable of creating out of an Iron Pipe, a Battery, and a piece of
Vinyl Tape from his Tool Tray. If David is an AIPC in Single Play mode, he will automatically create a Stun Rod if he possesses |
the proper items. The Stun Rod is an elongated pole that the user can outstretch to deliver a high voltage shock to an oppo-
nent. The electric jolt is capable of knocking an enemy to the floor and even causing it to enter “fainting” mode immediately. A
Stun Rod will deliver over a dozen high voltage shocks to enemies, and then it becomes useless.




EEmBASIC ATTACK POWER: 40

Player characters can use this long broom to push enemies backward, stunning foes and delivering small amounts of damage.

Each Scrub Brush possesses a small, variable amount of structural points, the amount determined randomly sometimes in
Network Play mode. Every time a Scrub Brush is used to damage a foe, it loses structural points. When its structural points are
depleted, the end of the Scrub Brush breaks off and the weapon changes shape to become a Long Pole. A Scrub Brush can only
be used two or three times before this occurs. A Scrub Brush inflicts double the normal damage when used against the Giant
Leech and Suspen-Dead boss monsters.

I BASIC ATTACK POWER: 50

This five-foot broom handle can be swung in a wide arc to strike enemies at close range, with a high chance to cause the tar-
get to stagger backward. Long Poles possess a small amount of structural points, which decrease every time the Long Pole is
used. When structural points are depleted, the Long Pole breaks in half to become a Wooden Pole. The Long Pole inflicts dou-
ble the normal damage when used against the Giant Leech and Suspen-Dead bosses.

I BASIC ATTACK POWER: 40

& | The Wooden Pole is a four-foot length of wood that can be used to attack enemies at extremely close range. There is a small
& possibility that each successful blow will cause the enemy to stagger backward. Wooden Poles have a small amount of struc-
tural points that diminish every time the weapon is used to attack an enemy. When the structural points are entirely depleted,
the weapon breaks to become a one-use throwing weapon called a “Stick.”

. | EEmBASIC ATTACK POWER: 120
AR ===

S| A Spear is a homemade weapon that the plumber David can create by combining a Long Pole, a Chopper, and a piece of Vinyl
Tape. A Spear can also be found by using the Lighter to read the hidden writing in five locations of the “Outbreak” scenario. |

When used to attack, the player character lunges forward and stabs an enemy in the upper torso or head region. A successful

attack causes large damage to an enemy and frequently results in knocking the foe to the ground. A Spear has a large amount}

of structural points, which are reduced every time the weapon is used successfully. When the structural points run out, the
Spear breaks and becomes a Stick. A Spear inflicts double the normal damage versus the Giant Leech boss.

When equipped as a weapon, a player character holds this walking aid by the foot and swings the wooden head of the Crutch
into an enemy target. Successful attacks cause significant damage and bear a high chance of knocking a foe to the ground
= Crutches have a large amount of structural points, which are consumed each time this weapon is used to successfully strike a
foe. When its structural points are depleted, the Crutch breaks and becomes a Broken Crutch.

& This weapon has less than half the normal damaging capability of a full Crutch. The Broken Crutch has a small amount of structur

8 al points that are reduced each time the weapon is used. When the structural points are entirely depleted, the weapon breaks to |

become the ane-use throw weapon, a Stick. A Broken Crutch delivers double the damage when used against the Giant Leech boss

/ 'PESTICIDE SPRAY = _ = % -BAS!CATTACKPWER:120

This aerosol can containing nine doses of insect exterminating gas will cause only 1% damage against most foes. However, i
causes all enemies to stagger backward, allowing for an easy escape from sticky situations. The spray is fully effective onl

against insect types, such as Scissor Worms. The Pesticide Spray inflicts double the listed damage against Giant Spiders and
Giant Wasps, although it is extremely difficult to employ against flying insects due to its very limited range.

5INTRODUCTION

WEAPONS




by I BASIC ATTACK POWER:
fﬁ FI'AME SPRAY 150 + CONTINUOUS FIRE DAMAGE
David the plumber can combine a Pesticide Spray, a Lighter, and a piece of Vinyl Tape to create a short-range flame thrower capa-
ble of setting enemies on fire. If David is an AIPC in Single Play mode, he will create this weapon automatically if he possesses the

correct items. Enemies that are lit on fire suffer the initial damage plus continuous fire damage for the duration they remain engulfed &8
in flames. The Flame Spray can only be used roughly ten to fifteen times before it runs out of aerosol power and becomes useless. = =

THROWI

Throwing weapons are one-use weapons that the player char
the item travels in an arc to strike an enemy standing at mediui
ter may accidentally toss the weapon over the foe's head. Be
throw weapons. Once a throw weapon is used, the player char
cantinue combat.

. MONKEY WRENCH

The plumber David begins each scenario equipped with twelve of these throwing weapons. David can throw Monkey Wrenches at &8
enemies to inflict a good amount of damage, cause enemies to stagger backward, and possibly knock them to the floor. To make David
toss a Monkey Wrench, hold @ to aim at the closest enemy and press Cancel to toss. If David runs out of Monkey Wrenches, he loses &
this attack for the rest of the scenario. Damage inflicted by a Monkey Wrench is halved when used against the G-Mutant boss.

EEmBASIC ATTACK POWER: 250

~ BENT IRON PIPE

A Bent Iron Pipe is all that remains of a three-foot Iron Pipe after it has been used to the point where the weapon is complete-
ly folded in half. Once an Iron Pipe is reduced to this state, the character can only throw it at enemies. However, a Bent Iron
Pipe inflicts more damage than a straight Iron Pipe, and it may cause an enemy to stagger or even fall to the ground. Bent Iron
Pipes inflict double the damage when used against the Giant Leech or the Suspen-Dead hosses.

I BASIC ATTACK POWER: 80

=

I BASIC ATTACK POWER: 40

A wood Stick is all that remains after a Scrub Brush or Crutch have been used to repeatedly bash enemies, having broken sev-
eral times. A player character will throw a Stick at an enemy, causing minor damage and possibly forcing the target to stagger
backward a few steps. Sticks inflict double the normal damage when thrown at the Giant Leech and Suspen-Dead boss monsters. s

I BASIC ATTACK POWER: 100

“ CONCRETE PIECE

A Concrete Piece is a chunk of debris created from structural damage to buildings caused by explosions and fire. Concrete
Pieces can be found during the “Hellfire” scenario only. When equipped in the hand and used to attack, the player character
will throw the Concrete Piece in a very high arc at any enemy. Make sure to stand at medium to long range or the stone will sail
over the enemy’s head. On contact, a Concrete Piece breaks over an enemy’s head, causing significant damage and knocking
the foe completely unconscious for a short period of time.

YELLOW cHEMICAL BO.ITI.E I BASIC ATTACK POWER:
5 500 + 350 SPATTER DAMAGE
Yellow Chemical Bottles can be found in a few locations in the “Below Freezing Point” scenario. These bottles are filled with
metabolic acid. When thrown, the Yellow Chemical Bottle travels in a high arc to strike a foe at medium to long range. Be sure
not to stand too close when throwing a Yellow Chemical Bottle, or it will overshoot the foe. On contact, the glass container shat-

ters and inflicts massive damage to the target enemy. The acid splatter also causes decent damage to surrounding foes. Yellow B
Chemical Bottles inflict double the damage to Hunter enemies. Although these are sometimes found in quantities of two or three,

the player character’s hands will be empty after use. Remember to equip another bottle or another weapon following each throw.




é GREY CHEMICAL BOTTLE BN BASIC ATTACK POWER: 600 + BLAST RADIUS

Grey Chemical Bottles can be found in a few locations in the “Below Freezing Point” scenario. These bottles are filled with an
explosive substance. When thrown, the Grey Chemical Bottle travels in a high arc to strike a foe at medium to long range. Be
sure not to stand too close when throwing one of these at a foe, or it will overshoot the target. On contact, the glass container
shatters and inflicts massive damage to the targeted enemy. The resulting blast also affects enemies in extremely close range
to the targeted foe, so these weapons are very good to use against groups. The damage of Grey Chemical Bottles is halved when
used against the G-Mutant boss. Although these are sometimes found in quantities of two or three, the player character’s hands
will be empty after use. Remember to equip another bottle or another weapon following each throw.

# MOLOTOV COCKTAIL EEBASIC ATTACK POWER:

£e 500 + CONTINUOUS FIRE DAMAGE
During the “Outbreak” scenario, characters can combine a Newspaper with an Alcohol Bottle, and then ignite this combination
with a Lighter to create five Molotov Cocktails. When equipped and thrown, these glass firebombs shatter on impact and coat

the targeted opponent and surrounding enemies with burning liquid. The Molotov Cocktail flies in a high arc when thrown. Be -

sure to stand at medium to long range away from foes.

less when

e H r B VIAGAZINE SIZE: 15 SHOTS
e E : . ~ EEECOMPATIBLE AMMUNITION: HANDGUN ROUNDS,
e HANDGUN MAGAZINE
f{ﬁfm" :;E/Dn i :;g‘“f““ = EEmBASIC ATTACK POWER: 140
L - e SV /\VERAGE RANGE DAMAGE MODIFIERS

| This lightweight automatic pistol is the most common firearm found in the game. It fires standard Smm parabellum rounds, and|

% there is a minor chance per attack that a successful strike will cause an enemy to stagger backward a step or two. The Handgun
is an effective weapon against any foe in the game. However, the Leech Man enemy of “The Hive” scenario suffers only 20%
i damage from Handgun fire. Avoid wasting ammunition against this hideous enemy.

B \VAGAZINE SIZE: 15 SHOT
M COMPATIBLE AMMUNITION: HANDGUN ROUNDS
T H/ANDGUN MAGAZINE
e EEBASIC ATTACK POWER: 130
“ . o B AVERAGE RANGE DAMAGE MODIFIERS

Mark has customized his standard-issue 9mm automatic pistol to inflict better damage to targets standing at farther ranges. |

| Otherwise, Mark's weapon is identical to the normal Handgun, and itis compatible with all the same ammunition. Mark’s Handgun
is equally effective against all enemies except for the Leech Man enemy of “The Hive” scenario, which suffers 0 damage from
| this weapon.

I \IAGAZINE SIZE: 13 SHOTS
: — =—— I COMPATIBLE AMMUNITION: HANDGUN ROUNDS
SHORTR. ~ LONGR. ; I BASIC ATTACK POWER: 160
100% 60% S| B \\VERAGE RANGE DAMAGE MODIFIERS

This is a special automatic pistol issued to Umbrella research facility employees. The Handgun SG inflicts higher damage at closer range
than the more comman Handgun found in other scenarios. However, at medium and long range it causes less damage to foes than the
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common Handgun. Adjust your attack strategy accordingly. The Handgun SG causes even lower long-range damage when used againstE=———




I \VIAGAZINE SIZE: 20 SHOTS

I COMPATIBLE AMMUNITION: HANDGUN ROUNDS
| EEmBASIC ATTACK POWER: 110

I AVERAGE RANGE DAMAGE MODIFIERS

This rare weapon appears only in “The Hive" scenario. While each shot inflicts less damage than the regular Handgun, the Burs
Handgun fires only in three-shat bursts. Therefore, the damage inflicted in each burst is actually three times the basic attack power o
the weapon, or 330 points per burst. This weapon allows for defense against Zombies, Zombie Dogs and the Giant Leech boss. However,
the Burst Handgun inflicts 0 damage to the Leech Man enemy. Don't waste your time fighting the Leech Man with this weapon. One &
final note: be sure to carry a large supply of Handgun Rounds while using this weapon, because it goes through bullets very quickly.

I MAGAZINE SIZE: 20 STAPLES

. I COMPATIBLE AMMUNITION: NONE

| B BASIC ATTACK POWER: 120

I AVERAGE RANGE DAMAGE MODIFIERS

The Stapler Gun in the bar's Staff Room during the “Outbreak” scenario can be used to barricade the Staff Room using the
boards in the corridor. However, it can also be equipped to fire staples at enemies, as if shooting a short-range, less powerful
Handgun. There is no extra ammunition for the Stapler Gun, so if you use up all the staples you won't be able to barricade the
Staff Room. At least 10 staples must be loaded in the Stapler Gun in order to create the barricade.

I \IAGAZINE SIZE: 30 SHOTS
, IIER COMPATIBLE AMMUNITION: HANDGUN ROUNDS
| EEmBASIC ATTACK POWER: 100

S I AVERAGE RANGE DAMAGE MODIFIERS

nario. This weapon fires a constant stream of 9mm parabellum bullets as long as the Action button is pressed. While firing, you may adjust
your aim left or right, up or down. The Sub Machinegun can be reloaded with Handgun Rounds. This is the only weapon available in “The
Hive” that will allow you to temporarily kill the Leech Man, other than baiting the monster into the Fixed Temperature Experiment Roo

MAGAZINE SIZE: 30 SHOTS
I COMPATIBLE AMMUNITION: ASSAULT RIFLE
: MAGAZINE (UP TO 30 CAPACITY) =
o EEBASIC ATTACK POWER: 130 =
I AVERAGE RANGE DAMAGE MODIFIERS :

You'll find in a few locations in the old subway system section of the Raccoon University stage, during the “Decisions, Decisions”
scenario. The Assault Rifle fires a constant stream of high-power, long-range bullets as long as the Action button is held. Because of
the weapon's tremendous kick, player characters cannot adjust aim while firing. Therefore, it is best to shoot this weapon in sh
bursts. The Assault Rifle can be reloaded if the character has an Assault Rifle Magazine on hand. However. bullets cannot
exchanged between clips. When the weapon is reloaded, the character can only switch magazines, exchanging the ammo guantity
in the gun for the quantity in the extra clip. For this reason, it is best to reload the Assault Rifle only when it is completely empty.

I MAGAZINE SIZE: 7 SHOTS
I COMPATIBLE AMMUNITION: 45 AUTO ROUNDS
" | EEmBASIC ATTACK POWER: 450

I AVERAGE RANGE DAMAGE MODIFIERS

™, 45 AUTO FOR KEVIN

HO| D
100% 90%

Kevin's special .45 automatic pistol inflicts higher damage against enemies than the standard Handgun commonly found in the
game. However, ammunition for Kevin's weapon is extremely hard to find, and so this weapon must be used conservatively. The .45

= = is best used to defeat the boss monster(s) at the end of each scenario. If you wait for Kevin to readjust his aim between each shot,
B he can inflict almost twice as much damage with each attack. The .45 inflicts less damage when used against the G-Mutant boss.




I MAGAZINE SIZE: 7 SHOTS
I COMPATIBLE AMMUNITION: SHOTGUN ROUNDS
| EEmBASIC ATTACK POWER: 600

I AVERAGE RANGE DAMAGE MODIFIERS
INTRODUCTION

The Shotgun is an extremely powerful firearm that emits a cone-shaped blast of buckshot capable of damaging multiple foes in
the line of fire. However, the Shotgun is extremely weak at longer ranges, and so you must wait until enemies are very close to
use it effectively. The Shotgun is 150% effective at close range versus Zombie and Licker enemies. As one or more Zombies |
approach, you can double the damage inflicted by aiming the Shotgun upward at the Zombies’ heads. With this method, you
should be able to eliminate one or mare Zombies in a single attack. The Shotgun’s effectiveness is significantly reduced agains
the G-Mutant boss at close range. During the “Below Freezing Point” scenario, a Hunter enemy may break a Shotgun by using |
a special attack when the character is pointing the Shotgun. A Broken Shotgun is completely useless. Using his Junk Parts, |
David can fix a Broken Shotgun and make it usable again.

I VIAGAZINE SIZE: 7 SHOTS
I COMPATIBLE AMMUNITION: (NONE AVAILABLE)
EEmBASIC ATTACK POWER: 900

| I AVERAGE RANGE DAMAGE MODIFIERS

& | Only Yoko can obtain this weapon during the “Below Freezing Point” scenario by speaking with the wounded staff member on §

= = the BSF level. This weapon has a seven-shot capacity, but comes loaded with less ammo in higher difficulty modes. There is no

ammunition available to reload it, so use this weapon conservatively. This 50 caliber Desert Eagle produces such a powerful kick ;
that any character except Kevin will need a moment to recover between attacks. The Magnum Handgun inflicts less damage STt 1

S when used against the G-Mutant boss. ' UNMA;# Affacks

W \VIAGAZINE SIZE: 6 SHOTS

I COMPATIBLE AMMUNITION: MAGNUM REVOLVER
= ROUNDS
- EEBASIC ATTACK POWER: 1000

M AVERAGE RANGE DAMAGE MODIFIERS

_ RECOVERY ITEMS

& | This six-shot, high caliber revolver is located in the alleyway very near the end of the “Outbreak” scenario. When fired, the
% weapon produces such a powerful kick that any character except Kevin needs a moment to recover between shots. One attack

- = with this weapon will very likely kill a Zombie. Extra ammunition for this weapan is only available at the Easy difficulty level.

W \AGAZINE SIZE: 1 GRENADE (LOADS 999)
B COMPATIBLE AMMUNITION: BURST ROUNDS,
e — e V/[TRIOL ROUNDS
sHomTe. 00 MR ~ | mmmBASIC ATTACK POWER: BURST = 1200 + 350
100% 100% = EXPLOSION, VITRIOL = 1000 + 350 ACID DAMAGE
M A\VERAGE RANGE DAMAGE MODIFIERS

8 Grenade Launchers fire an exploding projectile in a straight line across long ranges. The explosive travels until it makes contact with |
atargetor surface, at which point it fragments on impact. Therefore, a Grenade Launcher is extremely lethal when fired at any range. |  speciaL ITEMS
Grenade Launchers can be loaded with explosive Burst Rounds that damage the target and all other hostiles in a close radius, or|
| Vitriol Rounds that soak the target and other nearby enemies in metabolic acid. Grenade Launchers can be reloaded with compati-
ble grenades. While the player character can carry the launcher and all ammunition in a single item slot, he or she must reload the
weapon following each attack. Ammunition for the Grenade Launcher is extremely rare, so conserve it as much as possible.




ROCKET LAUNCHER B MAGAZINE SIZE: 1 MISSILE

I COMPATIBLE AMMUNITION: NONE AVAILABLE
| EEmBASIC ATTACK POWER: 18000
o I AVERAGE RANGE DAMAGE MODIFIERS

You can obtain the Rocket Launcher by smashing the weapons locker doors in the corner of the Unloading Passage during the
first Thanatos-R encounter near the end of the “Decisions, Decisions” scenario. This is a shoulder-mounted, surface-to-air mis- |
sile launcher capable of defeating Thantos-R in one attack. After equipping the weapon in the hand, press and hold @ to aim

at the monster. The character will drop to one knee and heft the Rocket Launcher onto his or her right shoulder. This prepara- &
tion animation lasts a half-second, so be sure to adjust your aim using the @ button if Thanatos-R moves. One shot is all you §
get, and no extra ammunition is available—make your one shot count. '

I \VAGAZINE SIZE: 1 SHOT
= HECONMPATIBLE AMMUNITION: DAYLIGHT (1 QTY.)

%% AMPOULE SHOOTER

T T S IS ASIC ATTACK POWER: 32000
STT8 TR s /\\VERAGE RANGE DAMAGE MODIFIERS

The Ampoule Shooter is located in only one spot: on the tank parked at the north end of the Front Square. The Ampoule Shooter

can be used during the final Thanatos-R boss fight. The weapon comes empty, and it can only be loaded with a Daylight cap- -
sule. Open the Status Screen and load the Ampoule Shooter by combining it with the Daylight. Then aim at Thanatos-R and fire. ===
If your attack strikes the target successfully, the Daylight kills Thanatos-R with a single hit. -

This section identifies the Qariog ¢
. NI COMPATIBLE FIREARMS: HANDGUN, MARK’S

<« HANDGUN ROUNDS CUSTOM HANDGUN, HANDGUN SG, BURST

N e HANDGUN, SUB MACHINEGUN

A box of 9mm parabellum rounds, compatible with most semi-automatic handguns in the game, plus the Sub Machinegun. When

used to reload a compatible weapon, the character inserts the bullets into the chamber ane at a time. This is an extremely com-

mon ammunition type, appearing frequently in all scenarios.

I COMPATIBLE FIREARMS: HANDGUN, MARK'S
CUSTOM HANDGUN

/ HANDGUN MAGAZINE

A clip that allows a player character to reload a normal Handgun in a single, quick motion. With less time to reload, the player :
character is less vulnerable to enemy attack and can move on mare quickly. An empty Handgun Magazine can be reloaded by B
combining it with a box of Handgun Rounds. This ammunition type appears infrequently in most scenarios.

\ ASSAULT RIFLE MAGAZINE B COMPATIBLE FIREARMS: ASSAULT RIFLE
This clip full of bullets is only compatible with a fully automatic Assault Rifle. During reloading, the player character will switch
magazines. In this process, the quantity of ammo in the extra magazine is exchanged for the quantity in weapon. Therefore, it is
advisable to reload the Assault Rifle only when the magazine in the gun is empty, so that empty magazines may be discarded.
This ammunition appears only in the “Decisions, Decisions” scenario.




;__'--';SH(]TGUN ROUNDS I COMPATIBLE FIREARMS: SHOTGUN

A box of 12-gauge shotgun shells, compatible with a Shotgun. When used to reload a Shotgun, the character will insert the |

shells one at a time into the weapon. Shotgun Rounds are infrequent ammunition, appearing only three or four times in scenar-
ios where Shotguns are available.

I COMPATIBLE FIREARMS: GRENADE LAUNCHER
WITH BURST ROUNDS

A portable canister containing explosive grenades, compatible with a Grenade Launcher. Burst Rounds must be combined with
a Grenade Launcher prior to combat. The character will reload the launcher between each shot. If additional quantities of Burst
Rounds are not combined with the Grenade Launcher prior to combat, the character will not reload them automatically. Burst
Rounds explode on contact with an enemy, causing intense damage to the foe, as well as additional fragmentation damage to
surrounding enemies in close proximity. This type of ammunition appears very rarely.

I COMPATIBLE FIREARMS: GRENADE LAUNCHER
WITH VITRIOL ROUNDS

- = | A portable canister containing explosive grenades, compatible with a Grenade Launcher. Burst Rounds must be combined with
| a Grenade Launcher prior to combat. The character will reload the launcher between each shot. If additional quantities of Burst
" | Rounds are not combined with the Grenade Launcher prior to combat, the character will not reload them automatically. Burst

INTRODUCTION

& Rounds explode on contact with an enemy, causing intense damage to the foe, as well as additional fragmentation damage to §

& surrounding enemies in close proximity. This type of ammunition appears very rarely.

I COMPATIBLE FIREARMS: 45 AUTO FOR KEVIN

These boxes of .45 caliber bullets are compatible with Kevin’s custom automatic pistol. During reloading, Kevin inserts them into

| RECOVERY ITEM

the gun through the barrel, one at a time. 45 Auto Rounds are an infrequent type of ammunition, appearing only once or twice |

in each scenario.

KEY ITEM

A box of .44 caliber magnum rounds compatible with the Magnum Revolver. During the reloading animation, the character loads ==

them into the chamber of the revolver, one bullet at a time, and then snaps the chamber shut. This type of ammunition appears
only once in the “Outbreak” scenario, and only the Easy difficulty level.

NETWOR
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hen characters suffer damage from monster attacks, their : =
_physical strength points are reduced. After several attacks are Ch ara Cter Status
“sustained, a character may lose enough physmal strength Each player character begins the scenario with a defined
_points that his or her status g - amount of physical strength points dépending on the character
- becomes worse. Status reduction : ' chosen. You may reference these figures in the Characters
-~ and the infliction of special status- - - chapter. As a character suffers damage from_enemy attacks
~es, such as poisoning or bleeding, | _ - the amount of physical strength points is reducecHNh T
can affect the posture and move- |
ment speed of a character. If a &
- character can’t run away fast S
enough, the monsters will quickly &
- overwhelm and tear apart their - e p:
helpless prey. _Notice inthe Characters chapter the
Characters have the ability to | _With mo"fe'bh’ys’ical strEﬂgth than 0
- recover lost physical strength |
points and improve their status |
through the use of recovery items
These items come in a variety of
forms and uses, including First Aid |
Sprays that restore complete |
health and various herbs growing |
naturally in the region that restore
partial health and cure poisoning. Characters can combme
herbs into compounds to regain greater amounts of physical
strength points and to remove po:son status.

Even if a character remains at full
health for the duration of the sce- &=
nario, there is always the accu- &
“mulating threat of the virus gauge. |
At the start of each scenario,
every player character is infected |
ith the T-virus that transforms |

= The characterhas dropped to
£ standmg upnghra d rear ; {IE: Hn‘d !eans s:’:ghtly




toproduce INTROBU

TAUTION _ Yelow _ T4%-50% Leaning

- CAUTION ' Orange = @ 39%-28% ~ Holding side, can'trun

DANGER Red 24% - 0% Holding side, walking

speed reduced

—

Hemostat pLEI will aiso remove Bleed status mstantaneousty

Medicines and_Herbs;

If your character is damaged only slightly, itis a waste of recov-
ery items to heal yourself. As a general rule of thumb, only
administer recovery items to yourself or someone else when a
character's posture or movement speed is affected.

r ==
RECOVERY ITEMS

add poison recovery to any mix. Although Blue Herb
.mtxed with Red Herbs, there is no addltlonai eﬁect




_ bs they increase the potenc:y of m:xtures'
ouble A Red Herb can be mixed with a Green

S

S This small white plli halts the progression of the virus gaugefor =
to the mixture. o a short amount of time. The overall effectis that the player char-
: - acter now has more game time to explore the environment and-
combat enemies before the virus reaches 100%. Whenever you
e s find Anti Virus medicines during a scenario, use them immedi--
his powerful pharmaceutical spray produces by the Umbrella ately to give yourself more time to complete your objectives. If
Corporation fully restores any player character's physical :  attacked by an enemy, the effects of the Anti Virus will sub3|de
strength points. A player character can equip a First Aid Spray
- and spray a passing character to restore his or her health. To do
this, equip the spray using the “Equip” command, then point the
spray at a nearby character by holding (8 or (8. Press Action to
spray the character when he or she is in close to medium range.
During Infinity mode, a First Aid Spray can be equipped and
sprayed on other characters a limitless number of times.
However, if the player character uses the item on him or her
self, it still disappears as usual. First Aid Sprays are not as plen-
tiful as the various herbs found in the game, and so their use
shou'id be restrlcted

This blue-white pill allows a player character to recoverphysi
cal strength, similar in effect to a single Green Herb. However,
the main benefit of Recovery Medicines over Green Herbs is =
that you can carry multiple pills in a single item slot on the the attack as
Status Screen. Additionally, George can create Recovery = effective afte
Medicine pills by mixing a single Blue Herb with his Medical ~  er until the
Set. So if great quantities of Blue Herbs are floating around but
no one is poisoned, the doctor can convert the herbs into these
more portable pills. —

RECOVERY ITEM TABLE

- | _ Recovery
Blue Herb Cure poison, racoven;
= CRedHens e w T e Wateal e e s =
| Green Herb + Ereen Herb Hecnvery 1000 :
= Gieen He¥b+5€een Hefie " Recoveny ™ = = = 0 0T
 Green Herb e - e
Green Herb + Hed Herb Recovery 2000
" RedHerb+BlueHerb ~  Cirg poison = T
Green Herb + Blue Herb Cure poison, recovery 500
Green Heziw Green Herb+ Cure poison, recovery 1000
Blue Herb . . . - =
Green Herb + Red Herb + Cure poison, recovery 2200
Blue Herb
| FirstAidSpray | Curebleeding recovery 3000
Recovery Medicine Recovery 500
| Recovery Medicine (Large]  Recovery 2000
Hemostat . Cure bleedmg 0
e T
Anti Virus Stops virus gauge (short duramnl 0
ﬁﬁii;}ﬁrg_s%ﬁ{_aragﬁ}:s- ~ Swpsvius gauge long duration) 0.



les, and various it

cisions, Decisions”: Art Safe Room
=

3

“The Hive": Fixed Temperature Experiment Room

: rawing Room (EASY)
“Decisions, Decisions”: 1F Waiting Room (NORMAL)
“Decisions, Decisions”: 1F Passage A (HARD)
: _migecision Decisions”: B4F Control Room (VERY HARD

~USE.




5 oom 24

: om (HMA) ke e el
“Outbreak”: Owner's Room (HARD, VERY HARD)

“Outbreak”: Owner's Room (HARD, VERY HARD)

!ﬁE

NFROZEN WRENCH

s

"Beloereing Point”: B6F South Passway




Outbreak”: Drawing Room

"Qutbreak”: Slope Along the Canal

“Decisions, Decisions”; 1F Passage Elevator

isions, Decisions™: Spare Power Supply Room

e": Boiler Room, 2F platform

“Decisions, ns”: Water Works Management Office

R, counter (EASY, NDBMAL]

“Qutbreak”: J's BAR, Will's corpse (HARD, VERY HARD)

“Decisions, Decisions”: lFPassage B

“Decisions, Decisions”: Testlng Passage

"usE‘

© KEY ITEMS




VALVEHANDLE
oo

Room sink ;

: “"10CATION

“Hellfire"; Power uply Room

e": Store Room The Hive™: Nurse Station




B REAGENT CASE

| "Decisions, Decisions”: Water Works Administration

y WP
3 £
= e
= =

KEY ITEMS

SPAPER (ON THE GASE)
"Outhreak:; Drawing Room / DAYLIGHT-
'7 gﬁhs_rzi Rooftop 3&&]9" = =

“Decisions, Decisions”: Experiment Room




divided into five long scenarios. In Single Play mode, you must clear one scenario in order to play the
de, you may choose one of three available scenarios, and more become available as stages are cleared. In

“REGARDING THE TEXT

This portlon of the gmde covers each scenario from start to finish, explaining in great detail the objectives *and actmns reqmreﬁ
to clear each one. Scenarios are written in a somewhat freeform manner, “discussing” the possibilities of playing with AIPC p“arc-
~ner characters as well as other players online.

- The guide is generally written to help a lone player accomplish the clearing of all five scenarios in Single Play mode at the Normal
culty setting. Network Mode is admittedly a much deeper experience, but it is important to play through the game on your
n Single Play before heading online. The skills and knowledge of the game you will develop while playing Single Play mode
prave invaluable during your online sessions. If you avoid Single Play and head directly online, you may be doing yourself
our potential teammates a grave disservice through your unfamiliarity with the game.

The entire walkthrough is written to help you master Single Play mode.

— MAP SEGTIONS

At the beginning of ea
ters, also known as *

. 2

: ed in the simplest form possible and acmfompamed by screen-'
ots. You must ccmp@ most of the Ob]BCtIVES listed in urderte clear a certain portion of the scenario, if not the entire stage. There
re than one [ist of objectives per scenario, so do not fool yourself into thinking you are done just because you accomplish
g in the first I:s:g}




WARNING!

PAY ATTENTION TO WARNINGS!

Most of the scenarios cannot be completed until you have facedand _
ster known as a "boss.” Each boss fight is presented in a unigue sectio

: s SCENARIDS
I\haarthe end of each SE"E'I"IaTIO you ll fmd a complete list of all the possible lterns at appearin the
E&'ent Checklist for the scenario, along with notes regarding some uf the more obscure checklist items
‘that may not be covered in the walkthrough.

NETWOR
MODE ITEM

Time is the mos mpm’tant factwlwﬁm hmnkmg achleved when pleymg each scenario. At the end u? eac‘h se

a table t@hgws how ranking isearnedzanc u eal
better ranking in Netwnrk Mode, dependeat @so on whetherthe game is mstalled to an HDD or not. For a comp1ete breakdnwn

of the method of result point caigulatmnf,consu_l_‘g the Game Basics chapter.




@ Handgun

HandQun Round
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Play Sln' le Player Mude ot
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Breen Herb

T T

s A

Iron Pipe i

ey

SCENARIOS

SPECIAL ITEMS

COLLECTIO



barrels will become stuck and |
_ immobile, except in Easy mode. &
Brawny characters such as 8
 Kevin or Mark are more likely to |
- be able to successfully push | : .
: : - | acquire supplies and escape

- both barrels in front of the door | safely

before time expires.

Kevin Cindy
Um . Kevih | Mark

front of the doars, your team
attains some extra time to

.

Kewn

* Obtain the Stapler
Gun in the 2F Staff
Room and use it to
| | build a barricade |
across the doorway. |

4 iy
Find the Staff Room
Key on the bar and
unlock the door to
| the stairs.

Using t barrels,
build a barricade in
| frontof the door.

|

for useful weapons and items. |
However, the zombies will even- &
tually smash their way in and |
come after you and your friends, /- —"
| Search for items behind
Unless you are Kevin or Mark, ~—————— - ——
who already possess firearms, take the Handgun on the
ounter. You'll also find Pesticide Spray and a First Aid Spray
- Emmseeee  Dehind the bar. In the sink near
the rear exit door is a Chopper. A
| file titled Playing Manual Control
| Version lies on the floor at the
| base of the rail across from the
B stair door. Be careful that you are
B not attacked while reading a file.

&P Find the Forkiift Key
{ | inthe Wine Room.

A" Procure the Key with
| Blue Tag and use it to
| unlock the stairs in

| the Staff Room.

" Use the Fm’.‘;{:ft Key
in the Liquor Room.

Raise the payload to
form a crawlspace
nearthe ceiling.

¥

a.'. !

Jump from the roof ide the elevator to
| ofthe bar tathe roof | | 1F and exit to the
of the apartment | | street area before
‘building. | | lime expires.

¥ Knock down the gate
| in the southwest cor-
ner of the Rooftop.

\
|
|
i
e - 2 J

f ; Check the sink for a Weapon

There is a Green Herb at the bot-
| tom end of corridor in front of the
bathrooms. Search inside the
two bathrooms for additional
| weapons and items. The callouts
# on the maps in this section show
e where to find another Handgun,
the zombie hands in the

7's Bathroom. They can | @ Green Herb and a Scrub

i out of the building for | Brush.
ant death!

adE’gweﬁ?ﬁu : !
B searc -he bar b?%e the zom- |

Push the two barrels a!on re = |
i south wall to form a barricade. |

.—aumber b points achieved.




,:EXITINGTHE BAR

e Staff Room Key IIES on inside
counter of the bar, on the west
section. When vou're ready to
mave on, use the Staff Room Key |
to unlock the door in the north- &
east corner of the bar. In Network |
Mode, the key lies on the counter |SEE—_=_G EE— S
in the Men's Bathroom. = el oo oy ol

| appears here in Single Play
mode. In Netwark Mode, look in

* SARRVING BOB T0 SAFETY -

After a certain ameunt of time, the: znmb“les i
through the door. a;ld climb overthe bamcade They

and kill Will, the bartender. |y
Standing across frum&h"esdoor- }
way in Single Play mode is ‘
Mark's friend Bob. You. must |
guide Bob to safety throughout |
this scenario in order to gainthe =
most scenanmmpletmn .

| Mark and Bob view a chillng | a ce_rtam améﬂnt of time.

| scene. ‘

Greater details on carrying Bob [
and the effects on the game are | &
contained in the article titled |
“Leading Bob to the Rooftop,” at 8
the end of this section.

; ; Lead Bab to the starr daor go
| through and he will follow you.

CARRYING ANOTHER CHARACTER

SCENARIOS

ETWORK
MODE ITEM

- and read it later. Zombies smash

floor just inside the entrance to the stammeﬂ
soon follow you through the :
door, so memarize the file now

through the window on the land-
ing at the top of the first stair-
case, so be ready to steer clear
of their grasp. A Green Herb sits |

on the floor below the window. | Aperoach the Green Herb from
an angle, and you can grab it

| even when zombies are Jeaning |
| through the window. -




WARNING! |
BARRICADED OUT!

ermanent enemies, like the
zombie haunting the second
floor of the bar, appear in many
sc’enério’s.

|
|
|
i
I
i

§ rBARRiCAmNG THE STAFF-ROOM._.

The Staff Roomis a rather large space Where you can make ye'Lt
another barricade. Find the Stapler Gun on the desk fiear
through the doorway and enter the fridge and use it at the planks just inside the green-painted
the door on the north wall, which corridor section of the Staff Room. Using the Stapler Gun this
leads to the Break Room. The : Way creates a barricade across the doorway. However, make

i surethatall your teammates are on the same side of the planks
as you are, or you'll accidentally seal them out!

If you are carrymg Bob tfrep him
off at the western section of the
Staff Room. Then run back

RN e # zombie that permanently roams
o o e or | 2F will most likely follow you
com attack. directly into this room, so be
ready to fight or hide.

__The Indoor Blueprint lies in the trashcan near the door.
- Examining this document allows you to view all the rooms of
the building on your map, even if you haven't visited those
locations yet. Check the slightly open drawer in the south-
-east corner of the room for Handgun Rounds. Examine the
center of the bed, and your character will crawl under it. This
space can be used to hide from zombies, and an Iron Pipe is
also located here.

...and use it to bu temporary
barricade across the doorway.

The barricade is extremely temporary. If zombies are stand-
ing on the other side of the planks, and they see someone
beyond, they will quickly smash through the boards and con-
tinue invading. While you have secured safety for the
moment, the best idea is to split up and investigate the vari-
ous rooms surrounding the Staff Room, leaving no person in
the Staff Rogmfor the zombies to see. If you were trapped on
ng siie-of the barricade, hide out in the Break Room.
, you can smash through the barricade using a weapon,
ramming it with your shoulder.

7 haim‘mt would p
@ éﬁ/lap in rhe trashcan?

1 coffee tables. Useful ite
| | inthese spaces.

: .'fou are barricaded an the wrang )
side of the Staff Room, smash
through the planks.

L t .'anks in plr:e ad Bob
safely behind the barricade, an [
extra scene occurs where the ‘
l
\

= : group worries about the older man’s
T <0 deteriorating condition.




-THE OWNER'S ROOM PUZZLE:

; The Owner’s Room is the northwest area on tHe'iéecg"c_mdvfloa

{ | i Onthe ground next to the phonograph are Handgugﬁuumjs.' :

| | Azombie guards a Green Herb and a Blue Herbon the patio 'NTROPUCHIGEE

. outside. The shape of a liquor bottle is cut out of the owner's

| | portrait on the east wall. An Alcohol Bottle available in the
- Liquor Room or the Wine Room on 3F will fit into the portrait.

After inserting the Alcohal Bottle, you'll hear something

unlock nearby. Open the drawer of the nearby desk to finda_

GAME BAS

compartments to find the various items marked on th
this guidebook. At the end of g ; i
each row is a locker where you
can hide from zombies and play-
er character zombies. However,
while in the locker you must not
move around or make any 0ise.
If a zombie detects you, ite
knock you out of your hiding spo
by destroying the locker!

entering the Owner’s Room, and this
* will add to your Event Checklist.

The Drawing® Rﬁpor; ‘located on
the north side of thé Staff Room
is loaded with various ammuni

ress Iocker are 2
fyou are playing as |

e of your allies.
Unfortunately if Cmdy is an AIPC e =
while you are playmg Slngle Play | Cindy owns this locker on the | SCENARIOS

; 7 west wall of the Locker Room,
Mode, she will not voluntarily open | and only she can open it. Her
her locker even if you lead her | ggffso‘zl’:]‘z{ﬁgf;;“'”rem”a“ als
directly to it, 50 don't bothe rymg

door. This item has vanouw

As yau move amund in the

Drawing Room, 4 crowsmay.die in this scenario.
| through the window at
. This only occurs in Normal-or
' higher difficulty modes.

NETWORK
MODE ITEM
LIS

-------- : Alyssa, using her picking
-can open the"'h tch at the

Spray to make a Flame
_ionger be useful. Any ¢
acter can use the Lighter
ov Cocktails. |
or making a

The hutch at the back of the
. Drawing Room can only be
| opened via lock-pick.

out this scenario, tho ih usmg
the actual keys is the fastest
entry method.




USING ALYSSA'S PICKING TOOLS

Characters can hold doors shut to s you proceed through the Liquor

‘prevent zombie intrusion for a short || Room, a bottle may fall from the

_ period of time. | wine racks on the north wall. This is
: | | an entirely random occurrence, but |

|| it will add to your Event Checklist |

|| and Completion Ratie. |

Once the ZDITIbIES start to smash througﬁ the. B,arncad%
erected in the Staff Room, it is time to get moving again. On
the coffee table between the couches in the Staff Room lies

Underneath the p’hper is the Key
with Blue Tag. The key unlocks |
_the door to the stairs leading up |
~ to 3F You must pick up the paper |
in order to reach the key. Once |
or is unlocked, grab Bob &

i i The eper canbe ca-
ey him u_p the stairs. Lead | bined with an Algohol Bottle to l
ing security guard through | create Molotov Cocktails, so

B kv
W vy PRI KEEP WORKING AND STAY FOCUSED!

or at the top.

ITEM FILES
Newspaper iUn the

e R T
Just past the wine racks, an Alcohol Bottle stands on the
liquor shelves to the right. This bottle can be used to unlock
the desk drawer in the Owner’'s Room downstairs. The bottle
can alsob us:gd to make 5 Molotov Cocktatls When prop-

takes one of the bottles down-

o | Molotov Cocktails are awesome |
i Siﬁ_ﬂ'S to solve the puzzle. | weapons available only in the

“Outbreak” scenario.

or together, they can hold it shut longer.
While the door is helé&firm, one player character should run
to proc e the Forkhﬂ%y from the Wme Room. The Forklift




To create Molotov Codk’téi!s comb
with an Alcohol Bottle in the Sta

The Forklift Key lies on the table |
in the Wine Room, which is
located in the southeast corner |
of 3F. Use this key to start the
ignition on the forklift in the
Liguor Room. Then raise the |
payload of the machine in order
to create a crawlspace escape
route out of the room. Grab the
other items in the Wine Room if |

inventory space allows.

ate a temporary save point
inserted into slot 1 of your
PiayStatng‘game console.

At the south end of the L1quor Room, a- ladder leads up to
small crawlspace across the shelves. However;'the payload
i ’ @ on the nearby forklift is down,
| creating a gap you cannot crawl

Use the For
engine, and t
load of the fo
escape route

GETTING BOB OUT OF
THE LICUOR ROOM

In order to get Bob out of the §
Liguor Room safely, you must
descend the stairs in the “Stairs
Between 3F and the Rooftop”
room and open the shutter door
at the bottom Unf rtunately this

e the sher dar r the
bottom of the stairs, and go
back to grab Bob. ; =

open shutter door of the quuor .
Room, lead him to the top of the |
stairs. There’s a desk atthe back |
of the landing, upon which i is the

SCENARIDS

this key unlocksza £

e MODE ITEM
Rooftep, and using

The crows make life pretty misera
Eventually you will need to leap fron

attempting to leap across the gap, you will plume
ground below for an instant death. Therefore, itis pru
. : take out the crows while
| on solid footing. The best
disable a crow is to wi
one of them attacks one of your
| teammates. While a crow is hov-
| ering above one of your allies, a
single handgun bullet or a blow
| from a melee weapon erI kill it

rws mwdeeay rargrs
| when they swoop in to atrack. ( instantly. e 61




Iack W|!I be closed off in exac%m

| three minutes. All player charac-

| ters have three minutes to get

down to street level! Anyone

| who fails to reach the street

" before time expires will die
instantly and fail the scenario.

Reach the street area before
expires, or you'll die!

Climb onto the walkway and run to the eastern edge. One at
e = a time, your team must leap across the gap Stand on the
' - ledge and press Action to begin. [

Use the Storage Key to unlock = your character will back up sev- |
the door at the west end of the  © o5 steps to get a running start &
rooftop. Inside the Storage 5t the leap. With the proper tim- §88
Room, a First Aid Spray rests on g vou must press Action again &8
the floor and a Handgun 44 make vour character jump. Hit §
Magazine is hidden on top of the the button at the exact moment
s nearby shelves. To reach the C|Ip: i that your character runs up to | pfegg%mon}usras b reaches

- Storage Room if you don'thave | climb onto t.he boxes and then . the ledge. the ledge to leap the gap. [
- | thekey. | search the side of the shelves. = -

After a successful leap, your character dangles from the
ledge. Pull yourself up by rapidly tapping the Action button. If
your teammates have already
leaped across, call for help and
one of them may come back to
help you. To help your teammate
climb onto the roof, stand at the |
edge and press Action while your 8
teammate is dangling. There are

Handgun Rounds at the back of | 7ap the Action y
o | climb onto the rooftop of the |
e apartment building rooftop. ‘ S pitrenbiiig: |

WARNINGI
INSTANT FALLING DEATH!

There's a Newspaper partially
| hidden at the southwest corner
of the roof. Anyone still holding
an Alcehol Bottle can make
Molotav Cacktails using this
| and a Lighter. |

n the lower corner of the
orridor. Then open the elevator
and ride down to 1F.

‘ tor do
| open them, and then walk inside | |
m go! ra IF. |




Green Herb just outside the elevator, and thi andgun Rounds at the co ner. Avoid the |
temale zombie in the corridor as well as the other ghoul that smashes through the window. Exit the |

front door at the south end of the building. Be sure to exit before the three-minute time limit expires
in order to continue the scenario.

T e e

jA V|C|n|tv IVIap

T e

| Avoid enemies on the first floor,
and rush through the street
entrance before time expires.

Street Areas

o a'ndgun Rounds' :
¥ E Flrst Ald Spray N
*i" Shotgun Round
[i_] LJghter
O RedHerb
n s Blue Herh &3
ﬂ Green Herb

B

I Racconn Today

R

T

= R—— : < e MODE ITEM




e
lue Herb

5

Magnum Revolver

Handgun*
Detonator Main Unit

3 Handgun a’ﬁndébjiv
_Shotgun Rounds ___
wF_lrs't Aid Spray

45 Auto Rounds




treet Area

ush the two police |5 Preventthe monsters Release the valve on |
cruisers info place to | | from attacking the police the rear of the fuel
. form barricades on | | officer as he attempts to tanker truck fo cover |
| the street, | | blastthroughthe doorat | | the street with !

| tenothendoftheale gasoline, .

If a zombie steps in front of the ! e
|| slowly moving vehicle and stops | GAME BASIES =
|| your progress, wait until it clears | =
| the path. If one or more creatures |
remain standing in the way, move to
the side of the police cruiser and
gun rham down :

Climb onto the hood of the angied patrol car. Wait until the
zombhies start crawlmg under the veh:cie and then climb
down on
vehicle to

Speak with Officer |
Dorian to mrch a nde
out, |

' ing the street surface | = way before the fuel
with a Lighter. | | truck explodes.

barricades are finishe_d, 0
Raymond becomes nervous and flee

Use the Detonator to |
set off the charges
i | along the avenue.

7 Race to help the o
cers fighting in the
| street,

| | ofthe Detonator and
| | assemble them.

| Adaidsshooting or an‘ackmg enemies | | A Shotgun is stashed in the trunk of |
iless in emergency, because i | the patrol car that is parked just
| Levery time one is kifled a new one || beyond the entrance to J's Bar.

| erge from rhe west. | |
e = ; . KEY ITEMS

: %%AWLE%@ IN THE A

The action continues in the alley running behind the “aﬁ"pal‘%’t\21
ment building. Zombies craw! through the ducts undefithe
south wall. Some of these enemies are programmed to
attack player characters, while
a few are program ned to ru' '
directly to the top of the area |
and interfere With = Oﬁ'rtfbr"

Walkthrough
Y STREET MAYHEM

Upon exiting the apﬁf_ﬁhel}t building, move down thes _

cars into position: WMyﬁu create both barrlcades'an ttem
is added to your Event Checklist pu— sy
and you'll receive ranking points. &4

However, if you fail to create
both barricades within roughly
two minutes, tfe.game moves an
to the n v but nothing will-$
r Ehecﬁ‘lst and |

NETWORK

MODEITEM

S T —— ¢ blast open the Wooden doors |

| that prevent your escape. You
_ : - must prevent the zombies from
Start by moving the. - ficly barricade. = attacking Raymond.

aﬁackmg harde

g As the scene unfolds, charge up _
| the street and collect the First ~ COLLECTIO
| Aid Spray and Shotgun Rounds
| on the west side of the street, as
well as the lron Pipe and
Handgun Rounds on the other
side. Shoot or knock dawn the
zombies before they reach
Raymond.

before the
bies do
unahble to finish movmg the car mto posntlcm

| Keep the enemies away from

| Raymond so that he can do his

| job. If you want to get out faster, |
arrack the doors yourself.




Ifyou run out of ammo, or ifthe zombms are prettyweil :
explnde Floatmg in th _
wim to the left and clumb
through the portal into the |

' Hold the Cancel button to swim |
| faster. |

If you are "caught in the blast as the fuel tanker
expiodes_ you will dte However thls _death' 'actually

: j-_s-urvwors First, run to the top of the slope and open
the valve on the back of the fuel truck. Once the slope is
coated with fuel, run

Shotgun and a Lig :

_:At the south end of the Tunnel 1
are a Red Herb and a Blue Herh.
Run north and drop to the lower
section, where another Red Herb |
and a Green Herb sit. Mix herbs |
and heal yourself, and remember
. to give extra recovery items to

~ wounded teammates. When fin- | fvj?rj’?’#T‘L”gﬁgfgdtxg”]fuﬂigfew 3
.~ ished, climb up the ladder at the | before moving on.

west end of the Tunnel. 2

| Grab the rtems dmppedaround
|| Raymond's body.

~ Before you can light the fuel, all T
- player characters need to move |
off of the slick area. If team-
mates are leaning badly in pain §
~or they are crawling on the |
ground, pick them up and carry i
them to the dry concrete area. In § g
Single Play mode, stand off of [ If teammates stand on the fuel-
S | slicked area, you cannot ignite |
the oil slick and call your team- | e fuel.
mates by appealing thh the
“Come!” command.

In front of Apple Inn, head directly left from the manhole to
the storefront of a deli, where a Green Herb sits. Proceed to
. the top end of the street and pick
| up a copy of Raccoon Today
| from the newspaper vending
| machines.  Officer  Dorian
| emerges from the side of the
| street. When he stops in place
| just to the right of the other two
survivors, speak to him to hitch a
| ride out of the area.

? STOP

ape is delayedadue to a few barrmades orﬁheﬁsroa’ﬁ’

of the police van is a Red Herb, and mglde%fg a
otgun, 2 hoxes of Shotgun Rounds, 2 First Aid Sprays,
ndgun Rounds, 45 Auto Rounds, and a Typewriter. Stock _
yourself and your teammates, then head to the front of the
vehicle and continue up the stairs across from the van. Atthe
first landing, a Blue Herb stands in the small space to your
character’s left. To the right is an open window where some-
one has left a Magnum Revolver.

When everyone is clear of the
spilled gasoline, stand
| edge of the fuel slick and u
| Lighter to ignite the
| Following the mass inci

v minutes to escape from the
before the fuel truck
=explodes. Move to the edge of
' the street near the badly leaning
- street sign, and jump into the
water below.




on this windowsill in exchange far 5
the pie that used to be here }

p with pp
before heading off to battle. [
[l

WARNING!
DON'T WASTE THE MAGNUM

?@%% ‘ﬁ%%%@ G HORDE

Continue out to the mldpumt of the foothridge to witag
awesome spectacle of Raccoon City's undead’ problem:”
this point, you have two options for ending the scenario:
either continue ahead and assist the officers in detonating
the explosive charges set up all over the street, or backtrack
to the police van and tell Officer Dorian you are ready to
leave. Both methods are worth points, and either will add to
your Event Checklist. However, detonating the street charges
is worth more points and a better ending.

| ground on the east s
| street.

-. Stand near the rig kit in the
Set off the Cha{ges all over the " center of the street and use the |

street and end the zombie men- | Detonatar to finish the scenario |
: with a bang—A v b.vg bang. | SCENARIOS

ace...for the time being. L e

It’s okay to retreat and hitch anothe

ride from.Dorian to end the scenario. |
|

The zombie situatign on Main Street
is much wérse-thar=anything faced

L previouss.

the ground,
qulckly g

one of the items first also goe pick up the other item.



} and guiding Bob to the top
level of the bar, carry Bob

Used the staff room key - 0
Usedthokoywithbliess. =~ T g
Solved painting puzzle. 30

I Rooftop to trigger Bob’s final

Opened the cabinetinthe drawingroom. 30 ;
MUVEd carﬁn with the forklift. 20 : - e scene. BUb USUﬂ”y drUpS hIS

e e Handgun at this point. However, in Very Hard mode, Bob
Destroyed wire fence on the mopr of J's BAR. 20 . instead transforms into a zombie and attacks. Therefore, you
Read all graffitiviayourligter. ~ ~ ~ ~ — 8p | - musteventually complete most of Very Hard mode in order to
Built barricade using 2 patrol cars. 30 achieve all 100% of the Event Checklist.

pened gasaline tanker car and released gasoline. 20 |
Used lighter to ignito gas. 20 - HEESCREAMS OF UNKNOWN ORIGIN,
- B Activated detonator, . T BOTTLES FALLING

_ B Defeated zombies on street and compieted scenario. 40

[ Ran away from the zombies and completed scenario,

Coliected every map.

_ in the expliosion of the
‘Obtained “newspaper.”

htained “Jack’s memc

Cindy has long held the belief that the old building housing
the bar is haunted, and it turns out she’s right! There is a ran-
dom chance that you will hear a female scream occur soon
after entering the Owner’s Room. In the area “In Front of J's
Bar,” you may hear a similar scream by moving down the
Obtained “staffer's diary. street along the window front of the bar. By random chance,
1 Obtained “Raccoon Today.” : a bottle may fall from the e
E Heard a scream in the owner’s room. . H- shelf in the Wine Room or in

_ Saw crow fly into drawing room, =B :  the north section of the |
Abuttlefellm the wine room. “ : Liquor Room. There is no |
method to trigger these §
events, except to play the
scenario repeatedly until all |

B Watched demo * nhiﬁﬂ[&H_Im§e!fﬂﬂ'T?hE-ssﬂoufw;a.f’ e of them occur on their own.
Watched demo “Bob Becomes A Zombie.” :

_ EEREADING THE HIDDEN WALL SCRIBBLING

JLEADING BOB TO THE ROOFTOP Uss the ightes faund in thie
Drawing Room to find hidden |

writing on the walls in the fol-

Mark’s friend Boh is suffering in the throes of conversion to
the undead. Regardless, you must carry Bob and lead him to lowing locations, in the exact
the safety of the Rooftop. A majority of the scenario items order listed below: :
listed above are tied to assisting Bob until he refuses to go i “J&ﬁlﬂ: the rosteon
_any further. There are also several secret movies to trigger '

wihen dealing with Bob. When playing as Mark, wait untitthe
drrence of the scene where the zombms break through,
front door barricade and |pu—
pon the bartender will. |

1. North west corner of quuor Honm

the wall near the crates. ;
|

m toward the?stair:'
. With Mark carrying §
a hdﬂ’ﬁs scene occurs |

= 4 : E  Somsthing is erl ton on the sheet's back: ¥ written ot the corner of tha wali:
S a zomh]e W PN e e e O ) = {=> Stalr wali] nmugm}

2. The crates to the Jeft of the

| 3. The wall of the sram,vay just
| Storage Room door on the Rooftop. |

“While assisting Bob as any character, lead him to the center ‘ ?ffag tﬁegrarﬁfvvfspagﬁ ens';nct;tm

B Fi e Stairs een 3F and Rooftop |

f the Staff Room on 2F. Then use the Stapler Gun to nailthe Gl i
planks across the doorway between sections. If Bob is car- = PR e e

ried to @ safe position behind the barricade, the “Bob’s




& é
il |

L

| s
¥ writtsh betwesn the shsif aond the floor, | There's a ra-molded spot;betsesn the woll
> Mext to the elevator] & the floor, Something scems to be inside.

| 4. The first barrel on the shelf {1l 5 Once ynu  have read all the othe {
behind the forklift in the Liquor | hidden messages, use the Lighter to |
Room. examine the boxes to the nght of
|| the elevator doors in the “Top Floor
|| ofthe Apartment” room. You'll find
| , rhe last message, and a Spear |

NOTES FOR HARD & VERY HARD MODES

B R e e e %W;Q‘-ﬁ‘
Worth-notang is that the locations of some items change in
Single Play mode in the Hard and Very Hard difficulty levels.
Naturally, there are fewer supplies and even fewer weapon:
obtain in higher difficulty settings. The Staff Room Key
be found on the bar in its usual.
spot. You must either break |
down the stair door or wait in
the bar area until the zombies
invade and kill the bartender, %
Will. At that point, rush over {8
and search Will's body to find &8
the Staff Room Key. If Will S
becomes a zombie and rises, | S Miesamie e
the key can be found on the | modes.

floor where he was lying. SHSESILENI

The Key with Blue Tag is no longer in the Staff Room i

gg Room. Procure an Alcohol
| Bottle from the Liquor or
| Wine Rooms on 3F Then
& return to the Owner's Room
| and insert the bottle into the
| slot of the portrait to unlock
| the drawer. Then take the key
. and_ralse the payload of the
forklrft in. order to move
’on_;i the Liquor Room.

| The Key with Blue Tag is found
| the balcany of the Owner's Roem in
| Hard and Very Hard modes, = |

Flame Spray to eliminate |

clusters of them.

‘In Front of J's Bar”
are infested with Claw -

Instead of the usual zombies, the areas
and the “Alley Behind the Bar”
Worms in Hard and Very Hard modes. These creatures inflict
poison status with their tail sting attacks, so it is important to
collect Blue Herb items while inside the bar before heading
outdoors. In Single Play,
make sure that your AIPCs |
are holding Blue Herbs and |
herb compounds containing |
poison remedies before leav-
ing the bar building. Scissor |
Worms seem to be weak |
against fire attacks, so use
Molotov Cocktails and the |

| Eﬂ}' e reras wilf 0e neeae
| survive the attacks of the pmsonaus
Scissor Worms in Hard and Very |

{ Hard modes. - |

GAME BASIES =

0|

SCENARIOS

NETWORK=
MODE ITEM

COLLECTION



Green Herb

; A
"B lron Pipe
HandgunSG

- Laboratory Sketch (Ma ]

S

Yel!ow Chemical Bnttle

S A

Laburatory Memo

_U‘R/IMB No.3
Shot




Wi

- Handgun SG

Frozen Wrench

Valve Handle

Green Herb

First Aid Spray e

A T

Laboratory Sketch (Map)

_ Survival Knife

Blue Herb

 Anti Virus

Shotgun

EREEEREREEED

Iron Pipe

Jim

: ﬁgha;&twa

rs inthis g‘hlumn reappear on B6F after the Lift, while characters in the other

column reappear an B7F,

Laboratory
Lower Levels

" Confront Monica “Climb through the
the train platform. vent at the top of the |

Lift area.

cals required f
- ating the V-Jolt

the overgrown plant
in the Duct. Proceed

1 | to B6F and complete
| | the objectives there.

procure the Frozen
Wrench and thaw it |
| in the sink of the B6F |
| Break Room. Use the

. Administer the toxin to

If you land on

Wrench on the panel
in the B6F Security
Center to obtain the
Valve Handle. Use
this item to access
the ladder in the cen-

| ter of the Security
| Center, climb down

to B7F, and complete
the objectives there.

| Handle on B6F, use
| the Valve Handle to
. raise the ladder on

ftcearf'ng the V-
Jalt on level B7F and |
procuring the Valve

level BBE inside the
Duct.




THE CHARACTER- SDRTING VENT

réup‘ﬁé’éing the scenario trapped in an underground
l. In just a few seconds, a scene will ‘automatically
begm and the Iarge shutter door opens. While waiting, grab
the Green Herh in the alcove and the Iron Pipe lying on the
_ rise to the left of the shutter doars.

Scan‘ up the trems in the z‘unnei Whr!e wamng far rﬁe acnon fo begm

After the shutter doors open, continue onward to find a train
parked at a platform. Climb onto the raised ledge and move
alongside the parked train until someone shoots at your feet.
Pursuant ta the next scene, continue alongside the train to its
end and pick up a Handgun SG. Backtrack to the corridor and
head north to the base of the Lift. Proceed up the long stair-
way to the top, and climb through the open vent in the shaft.

finding two chemicals in separate locations combining
them to form the V-Jolt, a compound that.wa# kill the over-

Ascend the stairs in the Lift area, and
pu.'.' yaurself through the apen vent. |

Player characters arriving on B7F face the challenge of weed whacking a }
giant plant blocking the escape route. }




the computertabie atthe north o
end of the Expeﬂmentﬁom o |

find the Interofhce Memo. The |
contains a four-number Bass :
code required to obtain the |

VP-017, one MO chemicals |

ab the Interoffice Memo
computer desk to find out
ass cgde for the Chemical '

| Be carefuf ufzambfes that mightfssue fram rhe nearby Chemrcaf Drsposaf
Room.

_ I ln5|de the Chemmal Dlsposal ]
' Check n the unseen gap behind iwornear | . Room, a Red Herb sits atop |

| the cabinets in the Experiment - the ading to the South & = e drum barrels. Actossl
from the barrels is the dis- |

- Room to find 45 Auto Rounds fo.  obtain the Laboratory
Kevin's custom gun. h, a map of the Iab. The map .
: It posal chamber. The UMB &
¢ No.3 sits on the floor inside §

be obtained here or on B6F.
the chamber, and a zombie

------ . Input the pass code - i protects the chemical S

3 ; s | )b 5 v 4 Knock down

|ISTETiM the Interoffice Memo ‘ against intruders like you. destroyed chamber, then grab the

r | UMB No.3 and get out. Don‘twaste

at thﬂ- DI‘F@iUtBr in the noﬁh Arm you.self and enter th_e | time trying to finish off the monster. |

Wes@cnrne} of th& roo@ 1 chamber. Attack the zombie -“— —
Open the storage C!’%&r If until it fa“s, then grab the

_ _yeu don'thave the memo, the
pass code is one ofthe three |

UMB No.3 and run out.

listed below. Tr all three 3§

til you stun%e ac the o . :
L = Storage room to close some of the @nce the VP-017 and the UMB No.3 are obtained by you or
I'Fg:ht ane. The Centel‘ rack | storage racks and open others.

= SRR | i by yourteam, trade items until one player character has bot
opems.toeveal the VP-017. . items in his or her inventaﬁ\i Combine the two to create th
V-Jolt. After stocking any other items or supplies you want
from this level, head to the southern door in the South
Passway and enter the Duct.

The Duct is a four-level room |
that stretches from B7F to
: :  B4F. Move to the large plant |
WARNING' L that is blocking access to the |
BEWARE OF EVIL YOKO! ladder and use the V-Jolt to |
i kill it Fhis allows access to

the B6F level. Once you com- |

§ 10 thisehiectives on BER, | bo mfeve.'oftheDucusa |

your team can proceed to the | wounded staff member who wiil
: higher levels of the lab. | give you a Shotgun. However, you

: i must have a First Aid Spray handy
. | and grve Jt m the man in exohange




Stand in front of the giant plant and “Use” the V-Jolt. Climb the fadder to B6F

Player characters that climb through the ventin the.Lift aréa

~ and land on B6F find access to the upper Ievels biocke’iﬂ by

an overgrown plant. Obtain o
the Valve Handle and use it to |
access the central chamber
in the Security Center. Then
set about gathering chemi- §
s and creating the V-Jolt |
Bépthe B7F Ievel Once the

|

1

‘ access down to BTE or to raise the ‘
ladder in the Duct, depending on

h far you are into rhe scenario. ;

. : : ze Wrench allows you to
en the item is taken. i obtairthe Valve Handle without

Handgun SG also | flinging yourself at the walls.

Gn.’y y: g g Taa!
| sink makes the item usable on the can open the last locker in the row |
wall panel in the Security Center. along the dividing wall of the Break |
| || Room. The locker contains a Shotgun. |

| Dunking the Frozen ) the

Use the thawed Wrench to open the wall panel near the
south door in the Security Center. Behind the panel is the
Valve Handle. The Valve Handle can be used to open the
central door in the Security Center. This small chamber con-
tains a box of Handgun Rounds and a ladder that may be
used to access B7F below. If you've already completed the
tasks on B7F and killed the giant plant, then return to the
Duct and use the Valve Handle to access B5F.

Use the Wrench to open the wall
‘ panel and take the Valve Handle.

The Laboratory Sketch can be found on the erasable marker board mount- |
. ed on the northeast angled wall e Segurity Center. The map can be |
| = obtained here oron B7JF.




The wall panel in the |

Secunty Center can also be |

callect the chemlcals reqm

CHEATING AHEAD

"'by using the
Iocated in thel_-

must c:cmtmue to carry it Whr

ACCESSING BoF

Once the oversmed 'plant in the duct has been eradqéatsd s
the Valve Handle to lower the ladder from abave. You *’ma_y’ RECOVERY

then access the upper levels of the laboratory, and fmally
secure an escape route.




n Green He“rb

e

B I'J'Ionthiy Pass Cude

e

C

Laboratory
Upper Levels

Blu‘e Herb

e ertlsa

_xHaDdgun Rounds

T —

R e

- Handgun Heunds

T

B  lron Plpe

A e B A

C} Shotgun Rounds

e
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First Aid Spray

e e e

~ Shotgun Round:

Unlock the B5F
Computer Room using | |
either the pass code | |
input terminal in the |
B6F Security Center or | |
the Red Card Key

| found inthe B4F Turn
| Table room.

Procure the Hand
| Burner in the B4F
Culture Room.

Register as a
“guest” at the com-
puter console in the
back of the B5F
Computer Room.

thaw the lever of the

ventilation system in the | |

B4F Low Temperature
Experiment Room.

| the B4F Passway of East | the left of the door to |
.| Areausing either the

| nalin the B6F Security | |
| Center orthe Red Card

. Key found in the B4F
Turn Table room.

U Locate the Tum Table

| room, and use itto initi-

the countdown elapses.

Open the shutter door in the computer to

‘unlock the B4F_

pass code inputtermi- | | Culture Room.

Defeat the G-Mutant |
to complete the
| | scenario.

Key on the ground in
the BA4F Turn Table

ate the countdown
sequence. Stay in the
Turn Table reom until




= _platfarr
Herb just inside a2 little further
ge isa crawlspace Search the floor to the
g left of the crawispace entrance
¢ to find the Monthly Pass Code
£ file, which contains two ran-
§ domly chosen pass codes.
| When these pass codes are
& input into the console in the
| B6F Security Center, the B5F
- Computer Room will unlock and

n Nermai made and greater aiifi-

| culty levels, a zombie researcher | the shutter in the BAF Passway
| emerges from the gmund level hole. | | of East Area will open.

WARNING!
CONSIDER YOUR OPTIONS BEFORE PROCEEDING

~ortheast G
w hallis a
jan guarded by a zombie. |
» left of the north crawl-

Take ouzthe

entrance is the Staff | the corner, shooting tBraugh the
sirg. | Marmowgap.

d with seven 50 caliber bullets,
er-difficulties this weapon comes with fewer and
nds. A Blue Herb sits on the floor across from the

um Handgun. In Easy dn‘ﬁculty =

The Wouna'ed yaung man is hufdmg a pawerfun’ Weapon but he will on
entrust it to Yoko.

s .. o AT

Unless you have the Lab
Cardkey or you have input
the pass codes for the com- &=
puter room door, do not both- &&=
er opening the 7-3 shutter. |
Once the shutter door opens, |
Moth Larvae drop from the _
ceiling. Use a Survival Knife [y 7% ching vath tanva to avoid
or step on the Larvae to kill

taking damage, and quickly squash |
them without wasting bullets. |

the fittn'e runIs with your, heel.

Swipe the Lab Cardkey at the panel near the door if needed,
and then enter the Computer Room A box of Handgun Rounds

& the back to %gister as a
guest_Thm%Eﬁon allows you
ccess the B4F Culture

you are p. aymgas Y%gmag tE'I% tima.

| sk;p this step altogemﬁ”

WARNINGI %
DON'T TOUCH THE BLUE HERB!

If you are playing as Yoko, there is no need to regis-




Pipe lies on thé ground. Handgun Rounds almost hide on
misty floor to the right of the exit door. :

Wait inside the central area and

g g B

ire I | Ag The eventitself has not occurred already (only accurs ance).
shoot the Moth until it leaves the i :

| bridge that you want to travel.

| Agh After completing the fingerprint registration in the B5F

At~ A player character will be in poison condition following

When a single player char- |
acter crosses through the |
Main Shaft area, there is a
possibility of triggering a |
rare event where the Giant §
Moth carries off the person. |
The player character that is S
abducted is taken to the B5F

Computer Room and temporarily imprisoned in a
cocoon. By rapidly pressing the D-pad or moving the
Left Analog Stick, the player character can break
free. However, POISON status will be inflicted on the
character. There is a Blue Herb available in the B5F
Computer Room far just this reason.

Triggering this rare event adds an additional item to
the Event Checklist, and that means extra points for
all players. The CUndIthﬂS for the occurrence of
this event are different for —
Network Play and Single |
Play modes. Additionally, in |
Single Play mode it is possi- &
ble for an AIPC to be |
abducted by the Giant Moth |
using the Single Play
Conditions listed below: '

NETWORK MODE CONDITIONS OF OCCURRENCE:
GIANT MOTH ATTACK

The event itself has not occurred already (only occurs once)
The Giant Moth is not dead.
Demo event, “Use handy burner” has not yet occurred.

The Lab Cardkey was used to unlock the B5F Computer Room,
door. A randomiy chosen amount of time begins to elapse.

e
<

A player character is in the Main Shaft area when the
fixed time elapses.

The first player character that entered the Main Shaft
before time elapsed is the one carried off.

The time that elapses is chosen randomly at the start of
the scenario from the following variables: 1, 3,3,4. 5,6, 6
and 7 minutes. There is an equal chance that the time will
be 3 minutes, 6 minutes, or one of the other four variables.

SINGLE PLAY MODE CONDITIONS OF 0CCURRENCE:
GIANT MOTH ATTACK

Agh The Giant Moth is not dead.

Demo event, “Use handy burner” has not yet occurred.

Computer Room, reach the Main Shaft before 2 minutes
elapses. If you are still in the Main Shaft when the time
expires, the event occurs.

When the 2-minute time elapses, if the player character is
inside the B5F Computer Room and meanwhile an AIPC is
in either the B4F “Turn Table,” “Main Shaft,” “B4F

Passway of East Area,” or “B4F Low Temperature
Experiment Room,” then the Moth carries the AIPC back |
to the Computer Room. |

this event. An AIPC will not be poisoned.



The possibiiity of an AIPC triggering this event will be
greater if you leave an AIPC in the Main Shaft, fight-
ing the Glant Moth, Whi!e yau run back tﬂ the BSF

the corner from the entrance to find the Sub;ect of Important-
Experiment file. The Hand Burner lies on the ground beyond
a corpse. The zombie will rise and attack just a short time
after the room is entered.

t m Table room. A few zombies wait to greet vour
grbuﬁ here, and there is a Green Herb and Handgun Rounds
near the claw-marked door. On the south side of the locomo-
tive engine is a Blue Herb, handy in case the Giant Moth in
the shaft poisons anyone. On the north side of the train car is
the Lab Cardkey, which opens the doors to the B4F Culture
Room as well as the B5F Computer Room.

Wait until the zombie playing possum on the floor rises before going for the
Hand Burner. This way, the creature is less M(e.'y to corner you. |

Exit the Culture Room and e
head to the door at the oppo-
site end of the East Area .

, Move mm rhe narrow sectmns uf In terms of Event Checklfstole it Passway. Move to the north-
{ the Turn Table room to avoid being | | tion and points earned, using the | T ; |
_ surrounded. || Lab Cardkey is worth more than | | east portion of the room and |

| | usidg B codas. use the Hand Burner to thaw |
the technician’s hand, which |
is frozen to the lever that con-

trols the ventilation system.

DON'T BURDEN YOURSELF
WITH THE TURN ABLE KEY

| " To make the Broken
| David must combine

(& Pans No Dawﬁos tgun—sorry.

e step ozf—“fTEmstering
Computer Room and

~Vou must be registered in the b
| system to unlock the door from
| this console.

i

il
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DEFROSTED HUNTERS

continu- |
_ously. To conserve ammo and '
health, hide yourself by climb- |
ing onto the rear platform of
the locomotive. The enemies "M.’?Af;_'f,' Je Piay T0HE, yolir AIPCs
will not find you there. will not Ilk?% climb onta the rear

| entrance and blast monsters that enter the room.

SCENARIOS

can. If you dorEt make it in tif

COLLECTIO!

Checklist, this death must be a
g Camplefmn Ratio for the scena,




EASY
30-70

Flying Attack, Shock

EASY NORM HARD V.HARD
-130 100-150  110-170

Egg Explosion ('Radlus) 80-110

prowded to aid in the battle. You'll fin

Shutgun Buunds

intense battle. Blast one or more of these creat
feet, and return to firing at the G-Mutant as soon

When the G- Mutant starts moving onto the tracks in front of the loco
wide circle to avoid its arm swing attacks Run o the end of the soutl

& monster w:th melee Weap :
ckside explode. When the loco

r massive, nearly fatal da
 “No Weapon” bonus,

NDHM

80-100

HARD  VHARD
90-110__ 100-140

because you may take damage_ _
ard again, run to th side-af'

i




WM &mmm&s‘m&:@ax e
B Watched demo - Use handvbumez

The?Jcit can be a[@gﬁd{to the overgmwn plantin the Duct
from either the bottom B7F level or frmm the platform at the
B6F level. Therefore, during one play- thrcm a character
that drops to Bﬁ:Ff om the Lift | S

and érﬁin-m_.;_lae V-Jolt to the §
~plantin the Duct from the B6F
platform. The ciféma where ;
the plant dies is different.

~ on B4F before three minutes elapses If you do not make itin
time, a special scene occurs and your ch_araeter dies. You
must accomplish this death at least once to acquire all 100%
of the Completion Ratio for “Below Freezing Point.”

ing key locations such as the B7F Chemica-i S
Break Hoom and the B7F Chemical Dispd‘sa

 the Low Temperature Experiment Room. A L1cker appear
the B5F Passway of Area C. The creature is permanent

~ MONSTERS—
may revive several times. :

The G-Mutant is harder to kill. In Network Mode, up t
locomotive collisions may be required to defeat itwithout t
use of a weapon. In Very Hard mode, the Iocomotwe doe
_even less damage per attack, rendering this method
- attack almost useless.

SCENARIOS

Oura ;
BEan Freezin PoNT
. ThE Hive
Hewtrre
Dmsmns Bzcnsm»s




_Handgun Rounds

Handgun Rounds*

Sub Machinegun*

Green Herb

‘Red Herb

Green Hrb

Stick

Crutch

Male Nurse's Diary

Handgun

- First Aid Spray

Repair Work Memo

| Hospital Sketch (Map)

Blood Inf Pack

Raccoon Hospital, Main Level Maps




Green Herb
Handgun Bul
Blood '"f”SiUJJ.ﬁgﬁ x3

Anti Virus (Large)

Handgun Rounds

Recovery Medicine
pra
sl

Green Herb

Scrub Brush

Iron Pipe

J

Sl

.gun Magazine*

SCENARIOS
QUTBREAK
Berow FReezinG Pomnr
: _ TheHive
.  Hewm
DEcssions, DECISIONS

 COLLECTIS




Scrub Brush
Blue Herb
First Aid Spray
Setting Manual
Red Herb
T

esearcher’s Diary
 Blood Infusion Pack
Investigation Request
Hemostat
Card Key Level 2*
First Aid Spray
Green Herb
~ Handgun Rounds
Crutch
ard Mema




ure the
| fram the lockerin
| Room 302.

S Ap the barri-

| cade in the Nurse
| | Center, and Hursh
’ f will reconnect the

~ power supply.

Ride the elevator

|t IF

‘Obtain the Part of
| Memo file in the

ffice, which con-

| | tains the Carmine
| | Code modifier.

Kill the Leeches on the |

| elevator control pane,
| inthe EV Control
. Room, and enter the

| pass codes toenable | |

| the elevator for floors
B2F and the Raoftop.

Enter the Fixed

| | Temperature

Experiment Room

| | and wait until the
| | Leech Man appears.

ower th il

| ture and obtain the

| Card Key Leve/ 2

| from the dead corps:
in the temperature-

controlled chamber.

| south door in the BZF i

| Passway.

in the Examination
Room on 1F.

| Pack to bait the

| Leech Man into the
temperature-con-

. trolled chamber.

¥ Raise the rera-

ture to kill the Leech
Man.

ayer crli’aract&ffs gather”éd in NN
etween_the two beds on the |

KEY ITEM

SCENAHIDS

~ QureReak

BELuw Faemm Pont




In this walkthrough we will describe how to defeat
the Leech Man quickly w;thout using weapons. The
methnd mvoives proceeding tothe leed Temperature

is type of file is a &8
“physical object that takes up £
an item space, However, {§
've taken the diary, AEESEEESEEEEE
ts contents are added to your | S,fgg,“f:;",f e ﬁe},ﬂfﬁ,’%ﬁ";{f”

Fi]e menu: and you no Ionger : Checklist, so be sure to pick up this |
| _and all files each time you play the |
- have to keep the object. | scenario. ‘

a step:ortw thata piayermight normally take without
the beneﬁt ofa strategy guude

e
After trlggenng the appearance of the Lee *aﬁ;mfﬁoo%
302, enter the Nurse Center acgpss from the moperatwme e-

A Crutch stands beside the lockers in the northeast corner of
the room. Take this melee weapon and equip it, because it

e Will be needed shortly. Open
8 the dlocker and collect the
® Handgun located inside.
Taking the Handgun triggers
| the appearance of the Leech
Man. Swing the Crutch to
| bash the Leech Man out of
e Sl your path, and try to slip out
SRS, | of th room whie th cre

| cause it fo stagger, and then ‘ ture staggers backward.
| escape from the room. ;

THE LEECH MAN PROBLEM

::The Leech Manis a horrific creature that will follow

“you from room to room, usmg _th ai _ducts.m the
hospital for transpostilfven. = .

remain in any room for too -

re playing as George in Single Play mode, theresis no map t
because George is afready familiar with tie hospi

he room to tﬁgger a scene
mvolvmg “Hursh. During the

=tor. You now have access to
1" Poor Hursh, Like most NBES levels 1F through 3F, and level

| Resident Evil, he fulfills his life’s Bif
| purpose and then meets with a S
| nasty fate.




A First Aid S y sits on the

~ windowsill near the south-
west corner of the room.

Kill Small Leeches by perfarmrng a ,
Jow unarmed attack against them. 1

Find the blood temperature regulation device on the west wall
in the south part-efthe nurse center, and open the drawer.
Take one or both of the 2 Blood Infusion Packs in the blood
regulator. Whenever you “Place” a Blood Infusion Pack, your
character will spill a small puddle of blood on the floor. If the
Leech Man is present in the room, the creature will become
distracted by the blood and ignore all player characters or
AIPCs in the room. The Leech Man will bend down to the floor
and Iap upthe blood for a full minute. Thus, the Blood Infusian
P : s Packs can be used to distract
| the Leech Man while you grab
| any items or supplies from the
room, complete any objec-
& tives, and escape. However,
once the Leech Man has
§ lapped up all the blood on the
f floor, he will resume chasing
' you.and your partners.

ZWAHNING'
CHERISH THOSE BLOOD P CKS'

- the elevator. The security code that enables the Rooftop level

om is located, you must determine the security codes for

is always the same code. However, the security code for
level B2F is randomly chosen from three four-digit numbers.

elevator to level
; rb near the exit, an
Anti Vlrué'(Large} on the central desk, and Handgun Rounds
in the open locker at the top of the room. Deal with the dector
zombie in this room as best you can, then exit to the Office.

| Bl‘ast your way thmugh the Doctor Station to reach the Cc‘fﬂce next daar

There is a file titled "Part uf Memo on the northeast corner of
the central table in the Office, near the entrance from the
Doctor's Station. This is a fragment of the full document
regarding the “red chemical code,” also known as the
“Carmine Code.” The other portion of the document is located
in the Nurse Station on 2F. However, you only need the Partof
Memo file in order to proceed. The Part of Memao file con
a modifier for the Carmine Code, randomly +2345, +4105, or
+7001. This number must be '
added to the Carmine Code to {
determine the security pass |
code that enables the eleva-
tor to travel to B2F For the |
purposes of eradicating the @&
Leech Man more quickly and
directly, we can tell you that e :
the Carmine COde is 1210. Add gjee ;Zfact:r,?s :tg:ggrf?;eﬁs a file
the modifier to 1210, and essential to determining the eleva
> ’ ‘ torsec.'unty cads :

you've determined the eleva- |

tor pass code for the-da

SCENARIDS
Outerear.
BELOW FREEZNG Pmm .




Use a Scrub Brush to knock all the Leeches off the contmf consale with a
single sweep.

Due to the random choice of codemadifier every time this
scenario is played, the code will ber'"" ne of the three i
below. You may also enter the cod
access to the Rooftop. If

you've finished inputting the |
codes and the Leech Man is

door across from the elevator leads to the Rept:s'mg Réam,
Where you may use-a Typewriter to pause your game in
Slngle Play mode A Scruh_Brush lies on the ground near the

Sett ﬁanual next to the il
—gontrol panel and the two R et s e
covery items in the room il

before exiting with extreme | e’:ﬂﬂ; 5;3;’52?{;5?‘;”@ t;des -
haste. | Hoondy:

- A Blue Herb sits on the cart at the
north end of the BIF Passway. The |
~door at the south end requires the
- Card Key Level 1 to ape

out of view near this sink
Reposing Room.

Board the elevator and ride down%

directly across the B2F m; T»h

inventory slot fﬁs and they are b worﬁg ompletlon Ratio
points. Pick up the files, andﬁxchange them for other
items as soon as possible. It e T -
you have run out of diversions |
to entertain the Leech Mag,
you will find one last B
Infusion Pack in the refyla-
tion device next to the south
exit. Take it and proceed

into the Fixed Temperature &&=
- Grab the Blood Infusion Pack from

Experiment Room. | the regulator device and quickly

enter the door in the south wall.

crub Brush By the time vou ’
emove the Leeches from the |
panel, the____::Leech Man may |
egont. |f so, move
ay from the control panel |
d drop a Blood Infusion
: floor to distract |
him. Then quickly return to the

anel and input the codes.

g a
| EV Control Room; the Leech Man
| appears in this room very quickly
| and makes it nearly impossible to
‘ input the elevator codes.

I

i



bie playing possum on the |
ground. A Crutch hides around §
- the corner, in front of the |
garba
is po ted 0;1 the wall nextto  pang
the ng:;doot Swipe the Card | the B2F Passway.
Key Level 2 at the panel next
to the door to cancel the lock.

Familiarize yourself wi
Temperature Experiment Room con- |
trols as you wait for the Leech Man |
to appear. {

In the Underpass Entrance, you'll find a boat chained to the

post at the south end of the room. The boat is your way out s
of the hospital, butyou must find the key to unlock the chain.
Either load up with the First Aid Spray, Green Herb and
Handgun Rounds here, or leave these items until later, after
you've procured the right k

y connecting room and spill a
; ~B!ood Infusion Pack on the
| floor. The Leech Man opens
| the door and begins to lap up
| the blood in the controlled
| temperature room. Once the
creature is inside the room,
escape out to the safe cham-
ber and set the controls to

Bait the Leech Man into the tem-
perature-controlied chamber by

placing a Blood Infusion Pack on

the floor. Then quickly run back to
the console in the other room and
set the controls to “High.”

7

“High.” The Leeches cover-
ing the Leech Man die in the
intense heat.

ture controls to “Low” and |
enter.the room. Search the |

== foot of tee_dead man’s body |
to find the“ﬁ;__;__rd Key Level 2. If

lmyu.pnmlt? . Low smp

Besure ta set the temperature to
“Low,” ar you won't be able to
obtain the Card Key.

SCENARIOS

and then move on to the procurement of the last two

I :
WAHNING items and the completion of the scenario.

THE HORROR COULD BEGIN AGAIN

ik,




e level below. Look fo
- Iron Pipe amid the junk below |
the stairs in the 1F Passway. |
Enter the door marked “Night |
Reception.”

Near the entrance, Mark can |

Bou nayrts —dilll =ase = . | The control
matic rifle can be reloaded with  find the Security Guard | ars inside®
Manual. Only Mark will locate :

inheritance, but only to Kevin or
Cindy.
=

Search the counter near the While the Burst Handgun is more
ntrance to find a control switch for | | effective than a commen pistal, it |
e security shutters on this floor. || can also be a severe drain on your |
Pressing the switch allows youto || ammunition supplies.

epen both shun‘er gates. [

Ride the elevator to 2F and check the Passway and-Room 207 : e
for recovery items if needed. In the Nurse Station onthe west | Exit the Night Reception room and press the switch=at:
side of the building, examination of the lighted cabinet causes :  bottom of the stairs to open the shutter gate. This allow
Leeches to leap through the glass panes. The character
examining this cabinet is damaged sllghtlv and automatlcally
afflicted with BLEED status. e ;
Following this event you may |
examine the cabinet again to |
find the Chemical Code |
‘Message. But since this walk- |
through  has  already |4
ed how to derive the
r passcode, this extra SS&S p—"

= Our walkthrough guides you to
IS unnecessary. avcud tfus little trap.

heck the lower cabinets
ear the entrance of the
fse  Station to find a
Handgun. Search the chair
across from the blood regula-
tion device fo find Handgun |
Rounds : : Blood

you are in BLEED s atus,examme
| the machinery at the south end of |

! Waiting Room.
|
* —

the room to cure yourself.




) ing a Handgun. When the beast
falls, stand over it and finish it off.

There are eral zombie traps “awaiting you in the
- Examination Room. For instance, the Card Key Level 1 is on
~ the desk against the north wall. However, the hospital staff
member collapsed on the desk will rise up and attack you

when 15 seconds have expired from the time the first player
characterenters the room.

: Use the recovery items |
n @ room, if needed, tﬁ‘

il

«»vmes

Southeast of the Exammataon Room is # TEatm ent | ﬁ'oo
where a Typewriter can be used in Smgle Play’ﬁmgie tof’étop
your game for a while. A Hemostat lies on the bed. Someone
playing as George can locate ... :

an additional 4 Recovery
Medicine Bases in the cabi-
nets on the southeast wall. ¢
George can mix these items ¢
using his Medical Set to cre- {8
ate four Recovery Medicines. =&

You' ve got TRECIBERY BEBCCIN RagE™

Dn Ge locate the 4
| Recovery Medicine Base items.

A Scrub Brush leans against the wall inside the Locker Room =
just north of the Examination Room. In the first locker from:
the right on the east wall, you'll find a Red Herb. The next
locker is for hiding. Handgun Rounds lie in the third locker,
along with a zombie nurse. Alyssa can use her Picking-Tool
on the final locker in order to obtain a Handgun Magazine.

This handy clip can be used to reload your sidearm-more
quickly in the heat of battle, but it is not compatible with the

Burst Handgun

A zomb.'e nurse sraggers out of the m.'dd.'e locker when opened




Green Herb
Chain Key

Ceiling Valves (300 pomi?damagél 1
- Side Tank (2000 points damage)
Gas Can (3000 points damage)




Racoon Hﬁ)ifal
(List 2 of 2_)

“Unlock the south
A | doorinthe BIF
1 Passway using the
| Card Key Level 1.

btain the Chain Key
| | from the Waste |
| | Liquid Disposal
{ | Room.

|

Er_:tranr.'é.

Wade through the
water to the south

" Defeat the Giant 5
Leech.

Ride the boat to the
end of the underpas. _

L '5 | | tocomplete the
|| || scenario.

.. WALKTHROUGH
"fﬁ%@@%’% @Hgﬂiﬁ@ WASTEs-,
"'t0opon

Ride the elevator to B1F and use the Card Keﬂevaﬁ
the-seuth door in the Passway. Use caution asyoy profeed
through the South Passway, because a zombie doctor |ust
around the corner will pE————— g
_——advanee:as soon as you make |
the fwst% Another zombie |
idly waits near the location of §

You must fight to obtain
‘ Pipe near the furnace.

Ligtid Dispesal- Room, and
Hmove% RO cter's left

S

Return to the Underpass
Entrance on level B2F and |
use the Chain Key to unlock
the boat. Then examine the
boat again in order to board it |
and ride down the passage. |
Before disembarking, be sure |
to distribute plenty ain Koy telock the

weapons and ammunition | boat docked at the Underpass SCENAHIDS

[ Entrance i Ourereak
among your team. L m——— eLow Freezng PonT

If all the remaining player characters or AIPCs are not pres-

ent in the Underpass Entrance, the game asks you to confir
your choice of exit. It does not matter if everyone is in t
room or not, because they can always join in later or you ¢
EETTETEsssnsssmmmmmn 00 |00king for them. If during
| Network Play mode you hap-

| characters that miss the
@ boat, make your way to the
Underground Entrance as=




EASY NORM HARD V.HARD
200-250  400- 45[] 500-55[] 600-650

Poison Spit -120*
*Small chance (20%) of inflicting POISON status in addition to damage.

Attacking the Giant Leech with weapons is a quick way to defeat the monster, but not necessarily the best
way. jAvoid_-the_:ﬂSe of melee weapons or tackle attacks, because the creature causes immense damage by
_ ramming player characters with its immense body and long feeding snout. However, it is worth mentioning
_ that the unarmed attack of any player character inflicts four times the normal damage against the Giant
Leech, in case this is your only recourse. Just be careful of the Small Leeches that swim in the water nea
the Giant Leech. '

‘The better method for defeating the Giant Leech is quite a bit more comp
When the manster is angered, you can lead it back through the tunnels and dam-
age it by using “attack objects” in the envuronment Allow the monster to chase you out of the open space

valve, aim upward and shoot. The creature will be doused with hot water, causing twice as mu
asa bu!let

~ when it senses the approach of a player character. Whenever the monste
attract its attention bv approaching within a few feet and shootmg itonce ort

self just beyond a dark tank in the middle o'f- the open area. When the boss mo s
up alongside the tank, shoot the object to create a small explosion. The force
reduces the strength of the Giant Leech by nearly half, but it could be disastri

If the Giant Leech persists in living, lead it through the
shoot at more ceiling valves to damage it further. If you

with melee weapons or shoot at the gas can to the
option creates an explosion that will surely finish off the

If you are going for the NO WEAPON bonus, shootii
dles cancels this out. You must goad the Giant Le

with plenty of weapons ant’i'ifam,mqfo accomplis
When the Giant Leech finally dies, run south dow




'ﬁ‘ie only major difference you will notice in harder difficul-
ties is the greater number of small Leeches appearing in the

] Dned“ shutter at the passway on 1F.
@"§<_Dbéﬁe’dsshiiﬁéf“a‘t‘tﬁe’i:erig'ti’a-f waitingroom.

00:00+ 00:00+

Hecewed tem from polaceman on mof," ; = e 10:00+ 11:00+
Uged chainkey. -
Obtained a map. .

1 Obtained “Male Nurses{}sa B

i

@ Ghtamed RepalrWork Memo."

RECOVERY

KEY ITE
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Y  Hotel Guide Map
Green Herb

A sl

Charlie’s ID Tag*

S

Q lron Pipe
[3 Handgun
ﬂ Concrete Piece

1G] Shotgun Rounds

f E] Shutgun
| u Guest Memui .
Vitriol Ruunds :

s s e e e R s

Hand un Rounds

A

Memo
M 45 Autn Rounds

s R T

Guest List Cbpy

n&Jmmw&am.&m&fa!&»ﬁ sbssi i S s

Red Herb

T

' ﬂ BlusHerh
m F|rstA|d Spray

i B

Hotel Charge Breakduwn

a S|Ivier Hellef I(ey
Baite

w,#wwaw&m T

S

x&@-&*

wAnn Virus

Green Herb

First Aid Spray

‘Handgun Rounds

Battery

45 Auto Rounds

Janitor's Déily heport

Blue Herb

Shotgun Rounds

Security Room Card Key

e i

I8  GuestMemo 3
0 _Gold Relief Key

8] RedHerb
[ Evacuation Procedures Manual
R 3 5 i v




He;w’s“ID Tag*
Handgun
Blue Herb
s Notebook
) Jamturm Repalr Memo
'Green Harb
Red Herb
- Shotgun Rounds
Red Jewel
 Anti Virus (Large) :
Grenade Launcher W|th Vitrlé}*ﬁﬁoﬁms i

e

T

*The AIPCs in this caﬁ.lmn follow the plaver characterfmm room to room, while
the other character remains on 1F and later reappears in the Patrol Room.

WALKTHROUGH:
Initial Events

Check the central stone plague engraving tcf me ,orrze !

Hotel Guide Map. Map procurement is essentidl in ord&r:to
locate the rooms referred to in-this walkthrough. To find a
room, simply open the map and select a floor. Move the
crosshairs over a room, whether previously visited or not,

“initiate a scene. When the |

INTRODUCHEEE=

Enter the open doorway to
the Boiler Room.

Grab the Iron Pipe near the
dead fireman. In Single Play
mode, it is a wise idea to give '
this weapon to one of your |
AIPCs. Check the dead fire-
man on the ground level to §

MODE ITEM
LISTS

scene is over, Charlie’s ID |
Tag appears next to the body. |
Climb the ladder to 3F, and
you will find Ren’s ID Tag |

to trigger a scene, and to move

Iylng next to fireman’s bOdy | forward with the events of the
on the platform. scenario.

Examine the pse of the firema




If you can hang onto one or bath of the firemen'’s ID
tags until the end of the game, a brief extra scene
occurs during the ending. Also, two new costumes
become available to purchase in the Collection
menu! If you are plavmg as Yoku orif she is an AIPC,
hand the tags to her and she will usually hang onto
them for the rest of the scenario. Just be sure to ask
for them back before triggering the ending; you
must have the 1D Tags in your inventory to activate
the bonuses. The surest way to have the |D Tags at
the end of the scenario is to play as Yoko.

FORK IN THE PATH

-radio, you must choose the path you will take
through the scenario. If you cllmb up to 3F and go
through the door, you have ch ] sen the “3F Route.” If
you return to Apple Inn Squar':’-'the zombte biockmg

One AIPC accaol
choosrng, and the other AIPC heads off to search
the other floor alone. Whether or not the solo AIPC
dies depends on how quickly you accomplish your
objectives, as well as how much time you spend in
dangerous areas such as the Corridor and the 3F
Apple Inn Square areas.

This walkthraugh contains strategy for both paths. If
you choose the 3F Route, continue reading without
skipping ahead. If you choose the 1F Route, skip
ahead to the next list of objectives labeled “1F Route.”

 After tnggermg the scene mvolvmg.the hremans .

3F Route

" Retrieve the Security
Room Card Key from
| the 2F platform over-
| looking the Boiler

| Room.

Careful!y navigate
. along the ledge out-
. side the building.

" Retrieve the Gold
Relief Key from your | |
partner and unlock
the Power Supply

| Room.

Push the crate in the
Owner's Reom into

the hole in the floor, |
and elimb down to 1F |

Use the Silver Relief
Key to unlock and
enter Room 306.

nput the security

| code info the wall

| safe in Room 101 to
| obtain the Silver

| Relief Key.

. unlock the Security |
. Office deor in North |
| | West Passage 2.

| restore powerto the |

| | system.

Use the Security
Room Card Key to

Solve the pawer con- |
duit panel puzzle to

emergency escape

Pick the R

from the decorative
tree at the back of
Room 306.

3F Route

WALKTHROUGH:

After climbing the ladder to 3F and entermg the duor on the

top platform, check your map. Move south and follow’the
corridor until you have to stop at the edge of a burning blaze.
A Handgun lies near the flames. Equip this weapon and head
north. Enter the only other door available in the hallway.

Avoid standing too close to flames, because you'll suffer damage if you're

| caughtin a flare.




. ynur character will drop nder the lei /old ‘
the attacks. Press the e INTRODUCHEAE=
Cant E|:h -

er the first door on the left. Inside Room 301, thejlrstdcror
on the left is a bathroom, and | ’ s :

inside is a female Zombie. An
Iron Pipe stands near the
bathtub, and you should pro-
cure it for the AIPC who fol-
lowed you to this level. A Red &%
Herb sits on the nightstand |
between the hotel beds.

A

F NoRTH WEST PASSAG
Atthe east end of the 2F cor- S
ridor is the door to the_ ;

Security - Center, but i

§ﬂ"

¥ erable.
from cor
| opening in the rail, and press =
Action to shimmy out onto the requires a card key to open. |
M |edge. Continue sidestepping ast down the zombie at the |
- along the ledge, around the first corner. The first door on |
' corner of the building. . the left is the Store Room.
The door at the next comer |

SCENARIOS

,WHHMH‘:\'Q

NETWORK =
MODE ITEM
LISTS

the shelves to the left to fmd
Handgun Rounds and the |
Janitor's Daily Report. On the |
table at the rear are 45 Auto |
Rounds. The left locker on the |
back wall holds a Green Herb, |
but only Alyssa can open the |
compartment  with  her |

Picking Tools. The right-hand | S%¢kten the Store foom.
locker holds a Blue Herb.

De. he ladder on the north side of the building and enter 2F, without
waiting for the AIPC to catch up.



| the bathroom, you have to knock
| down the door.

A gaping©hole has burn
through the_‘-fﬂtibrﬂhet\ﬁffe@n
the door leading to North
West Passage 2 and the
| Security Room. True sur-
L vivors must eventually find a
way around this obstacle. For
= now, follow the corridor all
| the way south and enter the
| only door at the end.

en your p.'ayer c aracter snms
| to ‘look” at the zombie in the pas-
| sage, aim and fire from a distance.

WARNING!
DANGER TO

: __lf.t{)éeeding. At
lies in the open

If yuuwant the rstA:d Spray in =j

In the tight rdom kcheck”th'é' shelves for shﬁtgun Rourds. :
Proceed through the second dour mto the Boiler Room, and

;_(_J__ﬁi_pe. A Green Herb stands near the door,

Return through the Boiler
Management Office and the §&
Corridor to the North West
Passage 2. Avoid damage |
from an :
break in through the fire §
escape door. Swipe the |
Secugify Room Card Key at ot >
the panel beside the Security | ble doors in the North West .
Office door, and enter. el |

The AIPC who went to search 1F alone can usually be found
in the Security Office, and he or she should be holding the
Gold Relief Key. Request the key from him or her. If the AIPC
__ is not in the Security Office,
| check your map to see if he
or she has died. If so, you'll
| have to follow the steps to
| acquire the Gold Relief Key
8 on your own. Pursue the
& objectives outlined in the
{ section ftitled “WALK-
| THROUGH: 1F Route” further

If your AIPC is not present in the
Security Office, go looking for his ur ’ :
her body. ; | on in this chapter. Procure

the Gold Relief Key now.




~ Security Office. The |
vacuation  Procedures |
Manual is on the desk across
from there. Shotgun Rounds
can be found in the fridge,
and Handgun Rounds lie on
the backside of the table.

Use the Typewriter if you wrsh to ]
| rnrerrupt your Smgfe Pfay game

s

In the northwest corner of the room, you'll find a bookshelf

and a bust. Push the bookshelf into the corner to reveal a
; 5 en door, which Wl" not

§ requiredto open the door. D
not exit through the south
| door of _ihe Security Office!

Hangun Rounds.
i _temporarily |

=

: e floor, but the flames

8 around it tend to flare up and
cause damage. Watch the
pattern of flaring, and grab the
| rock weapon just as the fires
| die off. As you exit, be careful
not to be caught in the flames
E on either side of the door.

reference in an upcoming puzzle.

Slide the wooden crate into holez
- | in the floor, and then faﬂawit- dow.ft_em

Supply Room door, and a

HE LICKER'S PASSAGE ;

A Licker haunts the North West Passage 1,
Shotgun tucked under the bench across from‘the Owfier's
Room door. If the Licker is perched on the wall; it is possible
to avoid the creature altogether. However, if it drops to the
floor, the Licker could become a nuisance. A Red Herb
stands near the flames at the north end of the passage.

INTRODUCHEEE=S

CHARACTERS

be unlocé&d with the Gold

hallway requires the Silver
s RECOVER

lief Key, and the door to
Relief Key. Alyssa can pick
thezlock on either door, but

KEY ITEMS

- door and enter
the Power Supply Room.

~-SUPPLYJNG:POWER
A Green Herb sits on the
table just inside the Power

MODE ITEM
LISTS

Battery rests on the ground in §
the southwest corner of the |
room. Shotgun Rounds lie
atop the south machinery.

i Grabthe irems and therl examme
| the panel with 16 buttons.




- n

our surroundmg hghts in a shaped pattern,
1 or off. Find your pattern below and solve the
i :.Stamng from the flrst button press, you

| that appears in
Normal difficulty. Two

| lights are lit on each

i side of the square. The
| solution requires eight
steps, so you must

in the top row.

|
|
24
|

- This is another pattern | | Press the first button | |

{
|
|
|
i

| press buttons quickly. | L

| ess the first button * Press the last button |
| in the bottom row. in the bottom row. |

_Thisis thean.'y pat
~ tern appearing in Easy

| Press the second but- |
I | ton in the top row. ‘
| difficulty. None of the | | : ‘
I_ .'Jghts are lit.

 Press the firstbutton | | !
in the third row. ==

|
i
i

|ESE=

Press the second but-
ton in the second row. |
|
|

| ton in the second row. |
| Puzzle complete. |
|

in the third row. in the second row.

Press the third button | | Press the third button | |

Press the second but-
ton in the third row.
Puzzle complete.

second but- |
ton in the second row.

This Is one of two pat-
terns appearing in
| Hard difficulty. Four
| lights are lit.

. Press the third bun‘an ‘
in the third row.

Press the second but- Presstég second but- |

ton in the third row. -second row. !

ton in the first row. |
Puzzle complete.

 Press the first button
in the fourth row.




* Push the second but-
ton in the fourth row.

This is one of two pat- |
terns appearing in
Hard difficulty. The top

| and bottom rows of

| the square are com-

| pletely lit, and the mid-

“Push the third button

in the first row.

| This pattem appearsin |

Very Hard difficulty. Two |
lamps on the top and bot-
tom rows are dark. There
are eight steps to finish this |
puzzle, so you must press |
the buttons very quickly. |

" Press the second but-

INTRODUCHBEES

] the third button
ton in the second row. | | in the third row.

e first row. Puzzle
afe.

B

| This pattern occurs i ‘

| Very Hard difficulty. The

| four middle lamps are =
| dark There are eight |

| steps soyoumust | |

|

| inthe firstrow.

press the buttons very } !
quickly to finish in time. | |

Press the first

| Press the fourth but- |

ton in the first row.

| Press the first button | | Press the

in the fourth row. ton in the fourth row.

|

ton in the top row.

|
|
[
[
[
[
[
|
|
|
J

Press the first button |
in the third row.

Press the second but- | CHARACTERS
ton in the top row. 1__

the fourth but-
the second row.

" Press the first button |

in the third row.

NETWORK -
MODE ITEM
LISTS

Press the fourth but-
| ton in the second row.
| Puzzle complete.

Press the third button |
in the bottom row.




Input the correct three-letter codi
on the wall safe dial pad.

Determme who is chackedmto'
Room 101 by reading the Hotel
L’harge Breakdovm an rhe bed

flares up Use f
Cuncrete Piece to knock

you might as well use it.

With a Concrete Pr'e this handy,

h section.

of the fi rs.t set of stai _
and then continue up the

Av0|d the Licker lying in;
predatory vigil near the top of | _
the stairs, and move quickly | : '
%ﬁ first door inshe corri-
dor. Use the Silver Relief Key
to open the deerto Room 306.

| Move qmck.’y to the first door at the |
T | corner of 3.

& e o

the Seeurity Office. Use the j
maps in this guide to obtain "
any other weapons, ammuni- §
tion, and supplies you deem |
vital. Note in particular the
location of a Grenade |
Launcher on 3F, and be sure
to pick up additional Shotgun -
Rounds and Shotguns lying | Cricire” |
around the hotel. e

'éd Jt;vﬁaf)"rgm the treé .

It is worthwhlie to continue reading the second
section of this walkthrough, since it covers areas
d in the preceding portmn When your
and your AIPCs or partners are
ack to the Security Office and
e walkthrough in the section
OUGH: Path Convergence.”

m
i




1F Route

isit Room 204 to
| determine which por- |
| trait switches to flip. i
b

| gh_a:nd202. /

TR

switches from their
initial positions in. |
rooms 102, 103, 104, |

| Relief Key from the l
| horseman’s statue at |
the back of Room 204.

" Find the Guard's
. Notebook in the
. Linen Room on 3F.

" Input the pass code
| into the number pad
| to unlock the door to
.| the Security Office,

Climb down through |
the hale burned

through the floor in
| the Owner’s Hoam |

el
Key to unlock and

L Inlock the deor to
the Power Supply

p
duit panel puzzle to

Room using the Gold |  restore power to the ; \ enter Room 306.
| Relief Key. | emergency escape ! 1

| system. il

Pick the Red Jewel |
| from the decorative |
= | | tree atthe back of |
| Room 306. |

il

If, instead of climbing the ladder in the Boiler-Room. ot
return to the Apple Inn Square and go through the northiwest
door into the Corridor, the scenario is played in a very differ-
ent manner. Move south in T

the Corridor to obtain a §
Handgun. The first door |
around the corner is locked |
and requires the Silver Relief |
Key. Alyssa can use her |
Picking Tools to open the |

door, but it cannot be broken S
A Handgun n‘res in the dark corner
open by force. below the Corridor entrance.

Equm the Cancrete Piece and throw it at the zombie standing

| stomp it into subm;ssrun

top of the first flight. Enter the |
first door, which
- Room 204.

careful of the fire that flares up occasi “middle.
idly on the othaj: side-of the
burning zone: “This should
knock down the zombhie.
Stand over the prone crea-
% ture and stomp on it until it
| dies. However, be cautious of
I8 another zombie that hangs
out in the south section of the '

~ Use the debris to kn nwn the : . .
unwary zombie in the corridor, rhen hall, which may come to aid
his brother in distress.

acter is Keﬁ%pic up th
pack of 45 Auto Rounds at th

leads to

RECOVERY.IT

‘entrance. By random deci- |

behind the bed, and a Red |
Herb may be procured from

The main reason for you to
skip all the rooms on 1F and L
come directly here is to view g
the large map of Europe
hanging on the wall by the |

MODE ITEM

sion at the start of the sce- |
nario, certain squares are lit |
and others are not. Make a |
note of which squares are E8 . : :
not it partcularly the “No." | Iosoke feauele noko rotef |
etched onto each square. oA GE S ) :




Room 103

. Hoodios T

'thls time depicting Germany.
| Press the switch under th;%

painting if needed :
Rounds lie on th& orthwe_

| table, and
Flip the switch for Germany if the
corresponding square is not it in

‘ Green Herb.
fﬁaom 204. I

Room 202

R s

Head hack downstaars and
enter Room 102. Just inside |
- the room on the leftis a paint- §
ing of Finland. Flip the switch |
under the painting if needed
2 if the corresponding square |
~is not lit on the map in Room |
_ 204, Guest Memo 1 is lying on

the desk.

Flip th p
| the corresponding square is not
| in Room 204.

can eventually get the door open by forcing it. Inside the
bathroom is a pack of Vitriol Rounds, for use with a Grenade
Launcher. However, since it may be a while until the Grenade
Launcher is obtained, leave this ammunition alone until you
have acquired the appropriate weapon.

The presen: m’ Rounds indicates thar a Grenade Launcher can be
found efsewhere in the hotel.

Alyssa can use her Picking Tool to open the bathroom door :

at the back of the room. Alternatively, any other character  Handgun Rounds on the

~thatmay have appeared in the |

b oom E@%

A zombie busmesswoman waits to greet ycm Just msrde the
room. A few minutes after you dispose of her, another zom-
bie salesperson will barge in. Therefore, move quickly while
you're here. The painting hanging on the north wall in Room
104 depicts the United
Kingdafﬂ :and you hould flip |

Ld i3

‘mheady it iAo 204,
Guest Memo 2 lies on the |
- ofthe desk Pick i

Aim a shotgun upward at close |
range to k.'h' a zamb.re wum one shut

south side of the bed, andthe - ——— o e
lign%_Pipe in the bathroom.

Return ;u the corridor and
head up the stairs at the south
end. Watch out for a Licker

Corridor near the stairs on 2F. |
Head north up the corridor |
past the burning doorway, |
blast the zombie that some-
times stands outside Room
202, and then go inside.

mg doorway.

Flip the switch under the
painting of Spain if neces-
sary, as dictated by the
European map in Room 204. A
Chopper lies on the bed.
Alyssa can pick the bathroom
door, or any other character
can barge into the restroom
| to find an Anti Virus below
"~ the towel rack.

[ The ath
| not visible onscreen. Search the
| area of the towel rack to find Ff




VR

~ return to Room 204 to claim the Gold Relief Key: Then exit the

zombie crawls on the grou

TIME T0L CLAIM YOUR PRIZE

nce you've lit up all four sguares on the Europaan maﬁ’

, and he will come to £
life and attack when someone &4
moves toward the Shotgun & .
resting against the south wall. N INTRODUCTIOR—
. : 5 . | E==
The best idea is to wait until
the zombie grabs an AIPC,
and then you can exterminate =y, 7, onthe foor cannotite
it. Return to the Lounge Stairs | damaged until it comes to life. Use
4 | anAIPC as bait
and ascend to 3F.

room and head north up the Corridor on 2F to the door of the
Security Office. The door is locked, and opening it requires
input of a pass code on the number pad to the left of the door.

: on_the cieanmg cart near the duur. Th|s docu-
= ., ment contains the four-digit

| pass code for the Security

| Office door. The pass code is

randomly chosen from one of -

i four possible codes (listed

below). Further back in the

| room are a Blue Herb and the

| Janitor's Repair Memo, con-

| eerning a Weakr&ess in the':
wall of room 304, =

,_enter" the Tounge Stairs
- Descend the steps to 1

: The Guam‘ sNatebook contains the
+ current pass code for the Seaunt‘y
Office daor,,

near the entrance. Do not §
allomi&i,;him to snack on your £
IeQ I vWﬁavaﬁnOt yEr done Blast the zombie crawfmg araund rhe |
s8Q, forca»ﬁﬁen the door lead- | | firstfloor of the Launge Stairs area...
ing back to the corridor for the ;

sa:t<e of future convenience.

KEY ITEMS

~ Move to th%fallen vent and search the center of it to fin
Concrete Pleﬁe There is a small gap under the narth sec

under the v@i’t Search near the south wall 8 fmdShoign = i_“.ifl; — SLEIEERE
Rounds, but be careful of flames that oecaS|0naiI¥jlaLe=m foF
this area. Exit through the north double doors.

door ‘and then enter. The AIPC who Wentt
should be in the Security Office, and he
sess the Silver Relief Key. If the AIPC is
Office, check your map to see [
if you can spot the location of
his or her dead body. If you |
find the dead body and he or |
she does not possess the |
Silver Key, you must procure |
it by following the stepsin the |
previous “WALKTHROUGH
3F Route” section.

If your lone ally makes it to the
Security Office and survives, he or
she will have the Silver Relief Key.

PressActJan m crawf under rhe collapsed air condmonmg duct.




under the bench in the hallws v (if your AIPC
before you). Avoid the Lickerin the passage and use the Gold
Relief Key to enter the Power Supply Room.

are a bookshelf and a
| bust. Push the bookshelf fur-
| ther back inta the corner to
| reveal a hidden door. There
| are a few more steps to take

Exit through the north doors |

of the Security Qfﬂce and correct solu*ﬂo ,,‘..fthe puzzle. Restoring the power allows
protect yourself from zom- | | for use of the emergency escape 1adder in the Apple Inn
bies in the corridor. Stop by | Front Lobby. Once power is [¥= _

the Store Room and pick up restored, exchange the Gold
whateveryour AlFCTidat Relief Key for the Silver Relie
take during his or her trip Key in your AIPC's posses

through here. Afterward, == — ;

_g i | The Store Room may contain vari- sion. If the' AIPC who went to |
continue down the North | ous useful items, if your AIPC didn't
West Passage 2 and enter | Sc2themallup.

“the Owner's Room.

Room li?f and input the secu-

rity code into the wall safe to |/ ——
| Press the buttons on the panel until

RFOGl{Fe the key. | all the lamps are it to restore

| power in the front lobby.

T Faers- ﬂdﬁm door, just in —
| case your AIPC didn't find el %@%ﬂhéﬁ?@é V ”@gi;ﬁ&
| them. Stand at the edge of - H ‘

| the hole burned through the : Exitthe Power Supply Room and use the Silvér Rell lef Key%

| floor and press Actiontodrop :  unlock the door to the Corridor. Follow the Corfitlor, east'and

/ : etablein : enter the Lounge Stairs. yyus — HIrErE i
areful when exiting the Owni i : |
gom on 1F, and time y%ur move- nd checkto Climb the stairs to 3F and exit. |

ment to avoid the flames on eithe
| side of the door.

see if the Concrete Piece is In the corridor, move south
~~~~~ still lying on the floor in the : and enter Room 30# Shotgun

north part of the room. Rounds sit on the table near

i the entrance. Further back in
the room, there is a Green
Herb. A large crack spreads [eWmst. BSOS <8
across the wall between this | o= ioree fo freaciough e, |
room and the next. | floor hotel rooms. ;




e

~and then suppress the crea- £

ture. Speak to the woman
dying on the floor, and she |
will drop an Anti Virus Large. &
A Grenade Launcher with

Vitriol Rounds rests against |
the wall under the window.
Unlock the door of this room
and exit into the corrido

Having reconnected the power supply by S%Wlﬁg ‘the puzZlé
in the Power Supply Room, and after obtam*ing the ‘Red
Jewel, return to the Security g s
Office on 2F. Move to the f
northeast corner of the room |
and push the bookshelf into |
the corner until you hear an |
audible cﬁék. Then insert the §

| through in the next sectlon
titled “WALKTHROUGH: Path
| Convergence.”

mlddle bndge of the bal-
' &ny. Examme the electrlc

Jel;ve."é.'!m;s( yu to pn
et door in the 2F Security

| and lower the emergency ad-
| der to the ;Alevel below. The
! Eadefer can e lowered only if
ou have connecteﬂ the

KEY ITEMS

SCENARIOS

% 1n the Security Office,

e App)
Front Lobby and

push the bookshelf | | { :
into the northeast | the bust. | | lower the emergency | This W'” be importantin a moment. An Iro :P'Pe shearthe
corner until it licks. | | | | escape ladder | burning southwest doors. pess

ETW
MODE ITEM
LIsT

Shotgun Rounds sit on the =
coffee table at the east end
of the room, and another 2
Green Herbs stand near the B
fireplace. Again, make sure &=
that your player character §&8
and your AIPCs are all -
equipped to defend them- | porore wroceading down the corr-
selves. Then run north | dortoward the exit!

toward the exit from the - — —

lobby to trigger a boss fight.

Move toward the " Defeat the Suspen-
. front exit to . Dead and runtothe |
. encounter the L exit. ‘
Suspen-Dead.




Netwark Easy TTAC N " NORM  HARD  V.HARD

200-340  300-400  400-600
Network Hard i
20 300-380

'Séng!e Play Hard

._auses the Lickers to retreat to the burning duor on the southwest
ith ample opportunity to fire on the Suspen-Dead. Depending on
ou may need to sound the alarm bell several times.

ks is a 100-Lashes Tongue assault, in which the boss extends its
using severe damage with every hit. This attack can be avoided by
offee table. From this safe location, you
the monster with Handguns or Shotguns

ause the prolectlle s downw d arc some- [

ease firing and seek cover. You {8
@notion, and it is about to strike out with its [

s to run past the Suspen d into the cor-
the boss's tongue unable to reach you, but
o bother you here either! However, this strategy is more suitable to
arthe exit in Single Play made, then your AIPC partners are less likely
s. They will move off to engage the regular
use the front desk bell they may suffer a lot of

n down the carridor to the exit to trigger the end-




ik drafts if certain rooms make them inaccessible at hard-
er difficulty levels. If you see large amounts of smoke billow-
ing out from under a door, don‘t open it. In Hard dlﬁlculty lfyou
_Solved Europe. . attempt to open the door to

_ -Drupped-\._'gouden__bux in owner’s room. . 2 . Room 201, a back draft caus- i
wall between room 304 and 305. e es severe damage to your |
{ | character. The room is |

engulfed in flames and cannot
. beaccessed. In Very Hard dif- |
- ficulty, the Store Room on 2F |
- and Room 301 are inaccessi- |
ble in the same manner.

During the Suspen-Dead boss fight, sounding the bell on the
_lobby counter causes the Lickers in the room to run to a dif-
ferent location in Hard and Very Hard modes. In Easy and
~ Normal difficulties, the Lickers normally retreat to the burning

door across from the front desk. But in Hard difficulty, the

Lickers will gzﬁber at the wall across from the Suspen-Dead
boss. Since this is where your characters can normally fire at
_the boss from safety, you must modify your tactics. In Very
Hard mode, the Lickers will gather directly in front of the boss

Therefore do not sound the bell at a]l in Very Hard mude or

KEY ITEMS

ETW
MODE ITEM
LsTS =

_ SPECIAL ITEMS




st

Iron Pipe

e

[B] Red Herb

M [3 Handgun*

Green Herb
B T A R

H Lighter _
|] HandgunRounds

i

. Anti Virus

S e

[4 Peter's Diary

i T e

L | Handgun

e i S

m Genealogy Facts )

R e e

 Blue Herb

Part of Torn Memo

e R S

m Brass Glasses

R

E Red Herb

o e e e A S

[E§ Iron Pipe

e

[B] Biue Herb

S S

Handg

ST

' Blue Jewef

EEa S R S
—~

Anti Virus




Ha*-rkldg.uH Rourds : i
Anti Virus (Large)

GAME BASE

R : ST
| ﬂﬂ_ Recovery Medicine (Large)
B vl
WHeagent Generawt:{qh'l\/le
iﬁ]. _” Blood-Stained Memo

mo

L
i

KEY ITEMS

MODE ITEM
LISTS




where th Watef Treatment Facility: entrance ies, while the characters in the other
olumn will accompany the character to B4F and the Air Exhaust Tower area.

Find and press the

Room to restore

clock.

Place the Brass

| Glasses on the presi-
| dent’s bust at the

| -north end of the 2F
Passage to reveal a

| secret daor,

... Take the Blue
. Jewel from the low-
| ered hand of the

| Room.

power the elevator in
the 1F Passage
Elevator room.

| hidden wall switch in | |
| the General Manager = |

power to the cuckoo | |

| statue in the Art Safe |

| passage. | ]

”Inpur the pass code
| into the computerto |

center desk on the landing to find a First Aid Spray and a

Folding Knife. Continue up to the second level balcony and
search near the southwest window to find a Green Herb and
a Red Herb. For a clearer picture of your objectives, enter the
door in the southwest corner of the lower level.

ove the Brass |
Glasses from the
president’s bust in
the Waiting Room.

to the correct time to |
obtain the Red Jewel,

Fyou are playing as

¥ ¥
| Cindy, play the piano | mg as Cindy, pu!f one
| | inthe Art Safe Room, | | of the cords inside |
{ | or. | | the fireplace in the

| President Room,
3 and...

Locate the Torn |
and the Blue Jewel Memo near the dead |
into the stuffed deer | | researcher’s body.

| head's eve sockets in |

the Entrance Hall to
reveal the secret

‘ " More recovery aids hide ont
' | balcony upstairs.

the north wall stares at you with
hallow, empty eye sockets. You
must find the poor creature new
eyeballs.

A researcher zombie is pre. ammed te patrol throug
several rooms on 1F The creature starts in the 1F
Passage A area. Ifthe creature does not see anyone in
that room for a short duratlon -
itwill break through the north- |
west door of'that corridor and
proceed to the next pas- |

throug the IF Passage B an'd'.:
breaks through the one-way




_:—ﬁ elves a

P

| reception desk in the south-
| east corner of the room.

vate the elevator at the north end. However, the pass
s . == code is contained i in a memo
. that has been torn in half. The

pass code cannot be input | Handgun. Now you can blow

until you obtain the two par- | Use rhecenrernbstacle t0 avoid thel away the female zombie. :
tial files containing portions zombie and reach the Handgun | GAME BAS

‘ tucked in th
E of the pass code. The two e e
: files are located elsewhere.

" An Anti Virus pill is on the
table right across from the entrance. Among the files on the
southwest desk is Peter’s Diary, which describes a possible
cure for the T-virus. Check the closets d|rectly across from
~ the file's location to find g
Handgun Rounds. Near the
ast corner of the |
__Ofﬂce is the

; and an Irhn Pipe. A nghter
sits on th_e small book table

eye and a blue ey
clue regarding thi
head in the

1 =En
Continue thro%ﬁ '

door into the next office.

to make a Flame Spray. Since

8-some tlme before a

Anti Virus pill you find. Keep your
virus gauge stopped as much as
possible.

“Decisions, Decisions” is by far the longest of the |
scenarios. It's so time-consuming, in fact that your i
virus meter will naturally rise to 100% you | | RECOVERY

open the j_;
Ucker Insme is a

oss from the top |
lockers is—the University |
Premises Blug, :

se. lf ybur in ctlon is still stopped
\nous medlcatmn keep an Anti Virus

SCENARIOS
~ OQumnenk

MODE ITEM
LISTS _

_ i A Blue Herb sits on the sill just sout
the east wall. Be prepared to-perform a daring butéasy strategy |  Examine the painting on the wall next t

in the Student Affairs Office. Move south around the desksinthe  :  Picture frame slides upward. Press the butt .-d.e-r-ne-a’“th it
middle of the room-When the m=m—— s and then go examine the cuckoo clock mounted on the east

camera angle changes, a § wall. The switch sends power to the cuckoo clock, and yoq

female zombie spots vyour |
character and begins pursuit.
Allow it to take a few steps |
toward you, then turn and run

back toward the entrance. |

set to a certain time. Check the Number Memo on the desk
to determine the correct time to set the clock.

| Once you have this zombie's atten- |
| tion, turn and run! |

S frame upwardto | g Th Number Memo on the desk tells |
-1 find the hidden power switch for rhe the time to set the clock...sort o
| cuckoo m'ock e




enough, and you can spot a number
drawn fmm numbers.

inue this process for the
| remaining two pages of the
| file, and you should eventually
come up with the time 10:05.
| Return to the clock and set
' the hour hand to 10. Press
| Action, and then set the
minute hand to 1, which indi-
cates five minutes after the
| hour. When the time is set
. properly, the clock opens and
the-  cuckoo  emerges.
. Embedded in the breast of
' bird is the Red Jewel. =

) C DE}:hand—sﬂ};‘a’p’éE .'.'ghrs to
the time drawn in the four patterns
of rhe Number Memo

| with this |tem,_.m0\.re to the
| deer’s head behind the stairs,
| and insert the Red Jewel into
- the eye socket. Now you
E . | must procure a gem for the
i Two eyes are better than one, 50 go | other cavity. Enter the south-

find the poor anrma.' another gem | east door of the lower level.

bust of tﬁﬁﬁ%rmer schoa
ident. A Green Herh

the next corridor

| 14
| key item that will open a valuable
| short cut through this stage.

However, the hutch is programmed with a randc

L any luck pushing it from one side, move to the ott

_ huteh is a First Aid Spray. It may be obscured from

The hutch just fe
can be pushe

shift, so that you will only be able to push the hutch one way _
or the other each time you play. Therefore, if you're not ha

you should be able to slide the hutch. On the fio& undért :

to the direction that you may have to push the hutch.

n'f yuu can t see the floor under the || Around the corner of the hallway is
‘ hutch, simply push the piece until || another hutch set against the north
| you can’t anymore, and then check || wall. You can alsa push-this abject
the ground behind it. || one way or another to obtain
: & | Handgun Rounds.

Check the box near the ladder, just m5|de the door of the 1F

Passage B, to find the Part of Torn Memo. This document con-
tains the last three numbers of the four-digit pass code
required to operate the elevator. The last three numbers are
randomly ehosen, but the first e

number is always 4. Although .

in the other part of ¢
in order to operate
in the 1F
Elevator room. |

Passage .
_Otherwise if you attempt it |
beforehand, your player char- S5

The Part of Torn Memo is half of the
document required to operate the

acter will plead ignorance.
: | elevator,

WON'T KILE YOU

Further around the corner, there
is a switch on the wall. You may
push the switch if you like, but |
use caution. Pushing the switch
triggers a high voltage jolt of |
electricity to shoot out of the |
sparking wires hanging from the
roof. If any of your partner char
acters are standing below it, |
they will suffer intense amounts
of damage or possibly die!

Js e:’ectnc wire comes mto pfay
later, so ,'usr leave it alone for now.




arm of the statue in the Art Safe Room across the hall.
However, there is a 50/50 random chance that the-
pull will also trigger the appearance of a zombie in the
President Room. This special enemy appearance is an item
on the Event Checklist and is worth some Completion Ratio =
points. The portraits of the principals on the west wall provide ~ GAME BASI

the clue as to which principal wore glasses. Exit through the :
Drawing Room to the corridor, and enter the Art Safe Room.

way door that leads backinto |
the Entrance Hall. The double |
doors at the north end are
locked and reqmre some sort | | There’s no easyex.'tfram tmssce-
of card key. Return to the \ nario.

E@tr@nce Hall.

TSR

CHARACTERS

Any character except Mark can
|| crawlunder the coffee table
| sofato ﬁnd a Handgun Magazine.

SCENARIOS

Gt : sy ; . Ovieeeak

| presidents bust to reveal.a hidden Y1Ng. ds [ ; : A - : Fasezmls Pomr
= 5 . TeeHwe

|\ door at the north end ofh entertt 00T, & ' . Hewrme
| -Passage. : i e Decsions, DEosions
e, | Any good barmaid can pfay the NETWORK —
- piano—everyone knows that! MODE ITEM =

LSTS

S

the room.

Collect the items from the [
Drawing Room, including the &
Green Herb near the |
entrance, the Handgun on §
the coffee table, and the Anti |
Virus pill on the card table.
Then proceed into the |
President Room.

A Efﬁi &%ig SHORTCUT:

With the Blue Jewe1 in hand, enter the secret door reV‘ea{eﬁ
in the 2F Passage. The Testing Passage serves as a Very
handy shortcut during the intense final moments of this sce=
nario, so it is imperative that you open it during this relatively
calm early point. Cross the iron grating platform and descend.
| the ladder to the floor below. Another high voltage wire hangs
fﬂﬂéﬂﬁlzﬁ‘ggﬁ? items in the . over the ground level, so be careful not to electrocute your
— 1 { partners. Proceed west and pickup the Handgun Rounds on
:  the ground. Unlock and open the secret door at the end of the

Testing Passage. '

artners will race you




Passage B to the one-way
_door that leads back to the |

Entrance Hall, stand before

the mounted deer head and |

__insert the Blue Jewel into the |

- remaining eye socket
secret door opens in the wall
bgh[nd the stairs.

ith two ee ab.'ero' éee, the
stuffed deer reveals a hidden
1 passage in rhe Entrance Hall

who attempted to contact George. Search the corpse to fmd
the Blood-Stained Memo,
which mentions a “reagent.”

| Peters corpse is surraunded with
he.'pful information. =

sto find them.

ies at the
rear right corner of the desk.
This is the second part of the
memo containing the eleva-
tor pass code. With this in
hand, you may now operate
| the 1F Passage Elevator.

. the same type in one itom | sipon

_canlearn the layout. Proceed |

lies on the hutch on th
side of the Study ‘Room. :
Remember that you can
stack multiple medicines of |

Don't neglect
cines with your partagi
or they may not survive

space gfyour inventery = == ————

| Return to the Entrance Hall
| and go back to_the I1F
Passage Elevator. Examme....
| the computer and input the
| four-digit pass code to oper-

| ate the elevator. Ride the ele-
¥ vator to 3F

| With the engagement of the eleva-
| tor comes a time of great decision- |
| makin, [

Investigating 3F at thisdipoint is entirely optigniaigta-ﬁﬁgi{?%hﬂ%
playing for time then you may sklp it until the end oz the $ce-
nario. Ha@vgver during your pss . :
first game, it's wise to visit f
here while the circum- |
stances are calm so that you |

to the top of the 3F Passage |
Elevator area and grab the |
Handgun Rounds. Then
return to the west end and 1
enter the door. i

Something very angry made that
hole in the f!aor, and you can betit |
wrﬂ retum |

Check the first desk near the
monitor inside the Experiment
Preparation Room to find an
Anti Virus (Large). Further
back in the room lies a fallen
Red Herb, but it's still good
despite the five-second rule.
A Recovery Medicine (Large)
- can be found on the south-
~ west desk in the corner.

| The Experiment p om is full of
} useful medicines.

Wi



ide of the Experiment Room ‘
the reagent generator.
hen you find the three sub-
stances mentioned in the |
Reagent Generation Memo, §§
bring them back to this lab and |

Nuw that yau ‘ve seen yuur ﬁna.’ T

insert them into the device. | destination, go get the reagent
| ingredients!

CHOOSE YOUR DBJECTIVE

Atthls pmnt you have a
tor down to BZF or to

of riding he_ B[EV_B* -

 university campus area,

amples on your oWn

INTRODUCEHERE=
e

Players undertaking “Decisions, Decisions” for the
first time may have an easier go of it by choosingto RECOVERY.IT
exp!ore the Watgr_ Purlfymg Faclllty on BZF_ The Air =

MODE ITEM



_‘oldmg Knife _ ] - Handgun Rounds

_ Iron Pipe
V|

cher W|th Burst Rounds § ‘mL L
ﬂ First Aid Spray ]

Cable Repair Request Al
Blue Herb
45 Autu Rounds

Heagent Case

Wz;ter Treatmeﬁt |
Facility Water Treatment

Facility

se the console in 'i
| the Water Tankto
| release the daor lock. 1

btain the Key
Red Tag from the
| Water Purifying
8 Facility.

| . the red marking in
| | the Water Works
 Administration Office.

Follow this portion of the walkthrough if 'vgu ride the elevatof {5
level B2F. At the first corner is a Pesticide Spray. Continue around
the fenced area and climb the crates to reach a First Aid Spray on
top of the shelves. If George is not a player character then he WI”
be sitting in the back of the east | -
alcove. Speak to him and he will |
drop a Recovery Medicine |
(Large) or an Anti Virus (Large). |
_ v j Reagent Caseimothe | :  However, if someone is playing |
| Purifying Facility. the observation machine in the Water | i :
; booth in the Water | Works Administration | © ~ as George, he will not be here §
Tank ,‘3”;5;;‘;;;27;5,”’9 || | and the recovery aids are not §
% W available. Climb down the ladder

himmy across the | Obtain the Sealed
pipes in the Water | Reagent Case from

- George prov;des a few aids to help
in the open manhole to enterthe | oy survive, but only if he is not a

Water Purifying Facility. | player characte




N

WARNING!
AVOID THE PIER!

ADMINISTRATION OFFiCE

Exit the Shed énd continue north in Access WayA,watching NTRODUCEEES
out for a zombie guarding the door at the top end. Just inside —
the Water Works Administration Office, a Handgun lies on
the ground. Give it to your partner if he or she is ill equipped.
Lying on the corner of the table near the entrance is a
Reagent Case. However, if you use this case to create the P-
Base at the machine further s
back in the room, the sample |
will be unsealed. By the time |
you get back to the 3F '

R

| oﬁ t use the Reagent Case. Once
| you have a better case, you can

| retiirn here to create a proper
. | P-Base sample.

;._Handgun Buu%—_he -bes 'e
= 'Green Herb rests on the file cabin

Alyssa can't unlack the--doo ; v K b recoven
witteher Picking Tool. Exit the . =

te Works Office and return &8
h@ﬂgh the Access Way

| camera angle shifts. Stay sa

e toﬁeal If et h I shooting from just inside the.

and'head thmugh the door.

SCENARIOS
. Oursseax
Betow Freezing Point :

‘ he passage‘and takéﬁgut

thie zombie dozing on its feet.
| Use the Red Herb to spice up
| your other herbs, then head
| northwest and open the door.
| Proceed to the next corner,
§ and enter the Shed.

| Underground Tunnel, an Iron

Checktheseshelves :nAccessay‘ Plpe lies r_war the gap 1 the_

| Bfor extra ammo. ~ rail. Continue east through
the door.

| your presence, even WfTE.'H ShG‘l'

Try to avoid competing for the
Grenade Launcher with

Birst Houndaon the. shelt Inside the Water Purifying |

because it is a little early to Facility, walk directly east |
| start toting this powerfu!l | f{rom the entrance to find |
| weapon around. Look for a | Handgun Rounds sitting on a |
| First Aid Spray on the | crate. Enter the door in the |
shelves further back in the | south wall, which leads to a
” room, and take the Water : small Restroom. (R——
| against some tough enemies, com- Purifying Facility Map for Sk = 1 m;s;sthw:';;’slg{amifapersunw
L Ing up directly—. | future reference.




| to find 45 Auto Rounds sitting
| on a crate. Double-check your
nt to make sure all
| your characters are well
| armed, and then proceed
| north through the Water
- Purifying Facility across the
| smali bridge:

ssing the bridge triggersa
! terr'il‘}/ing event.

A Hunter ¥ breaks free of its st
action resumes, continue running toward the isolation cham-
- ber and pick up the Key with a Red Tag that fell on the
ground. As you return across : gEEm
the bridge, a Huntepss
attacks. Blast it with two §
Burst Rounds or several &
Handgun shots. Flee from the |
area, returning through the §
Access Ways to the Water |
Works Administration Office. S T e
| HunterY can be killed with one or

Be careful of new enemies in | o gurst Rounds, or roughly 2

the Underground Tunnel and | dozen shots from a Handgun. If

| equipped with a pistol, donttryto |
the Access Ways. | stand your ground. Be sure to move |
| outof harm’s way as needed. I

| Administration Office and use
B the Key with a Red Tag to
8 unlock the door in the south-

from the ledge and the camera
angle changes to show two

Hunter Y in the room.
. this pr’ace

§ Head north from the Restroom

lation chamber. When the .

'%natch your ¢

behind the machinery. || shimmying across the north

“climb onto the

the Burst Rounds on the right
side of the console, and then |
examine the portion where a
monitor dimly flickers. Use : Aﬂermmasmgme ,H
the controls to release the | northwest door, you must now navé

= | te all th b d th
water tank door lock. e bl g

| entire treatment facility 169
. the Water Tank’s caged area.

Make sure that all Hunter ¥ in the Water Pu'r'ifyiiﬁh-Fagt:ih{a“‘i/'a?ieg
dead. One creature typically patrols the southwest area near
the entrance, and another waits idly on the northeast plat-
forms. Make sure the southwest Hunter ¥ is down for the
count. Then move to the gap in the rail near the location of the
45 Auto Rounds, and press Action to jump up and grab hold of
the pipeline overhead Your characterwill shimmy left or right

Tii'-’in_th ~r00m on%ﬁem might swim under the pipe, leap up

acter off the line Irke a piece of bait!

: The Hunrer? can swrm through the

| water much faster than any charac- | |
| ter, so stayon dry land.

Shrmmymg across the pipes leaves
your character vulnerable to attack |
from swrmmmg Hunrers |

When you reach the end of the first pipeline, your character
will drop to his or her feet again. Search behind the large

» machinery to find Burst Rounds. Move to the north side of the
‘central platform and fire across the water to hit the Hunter v

perched anthe northeast crates. If the creature jumps into the
water, be sure to kil it before proceeding. If you cannot kill the
creature, direct an AIPC or partner to cross the pipeline ahead
of you using the “Go!” command. If the Hunter leaps out of the
water to attack, fire a Burst Round. Shoot with the proper tim-
ing and you will prevent damage to your ally and kill the mon-
ster. Afterward, jump up to grab the second pipeline. Shimmy
north across anather stretch of water to the north platform.
Head left, climb into the fenced area, and enter the door.

nsure rhe safer]/ of the area befare

. ; prpe.'me




at the machine next to |
the computer to obtain the &
P-Base (Sealed). You have |
finally obtained one of the key |
reagents needed to make the |
“Daylight” T-virus antidote!

? . Search the console near the nother Hunter vy protects the north | se the Sealed Reagent Case at the |

g entrance to the Quality Assurance | ‘ platform of the Underground Tunnel. | | machine in the Water Works | GAME BASIE
Testing Room to find a much-need- || Use the Red Herb and Green Herb | Administration Office to produce the | =
ed Anti Virus (Large). A Green Herb | ! planted here to recover as needed.. | P-Base. |

sits on a cart near the wesr door.

ast corner of the facility. At this point, you will WI'[-
he events in tha Back Square mvnivmg Thanatos Flip to

door. Proceed §

onto the=platform. Inside the
' - booth, find the

= | you can actually

Mlonto climb=otit. Take care of !
= ~the Hunter’&gam if necessary,
and then re@ter the Water

C!me the northeast .’adder in the Water Punfymg Fa lity to extﬁhe lab.

| Press Action to Hrop from the ledge
{ Greater dangers lie ahead...

| outside the observation b,gorh int

l the water be-’ow = SCENAHIBS_ j

- OumeReak

Btww FReezing Point
The Hive

Underground Railway and |E==
Air Exhaust Tower r
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Iron Pipé

e e

3 ' Folding Knife

[@ 45Au0 Rounds
Blue Herb

First Aid Spray

S e S il

[l AssaultRifle Magazine

T T e T S U

Handgun Huuncls

A el el
e

B A

Emission Tower Interlur BEueprlnt

e S R

[g] Assault Rifle Magazme

E] _Handgun

mw"«~~

Handgun \Rounds
s
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rawl through the

| open floor vent in the
| T-Shaped Passway, | |

| orlock-pick the door. | | Wall.

Crawl through the
| floor vent in the Air
| Exhaust Tower Instde

er in the Store Room
to reveal the crawl-

| | spaceinto the Spare | |
| | Power Supply Room, | |
| | orlock-pick the door. | |

| | onthe power conduit
| | torestore power to
the elevator.

Find the V-Poison on |
| Tower Elevator upto | | the north wall of the |
| level BIF, and protect| | Air Exhaust Tower

| yourself from Giant | | BIF level.

| Wasps en route. |

‘Ride the Air Exhaust

~elevator doors, and an
Antidote lies in the middle of
the corridor. Two Blue Herbs
rest at the south end of the
corridor. The Old Subway
System Blueprint is posted
on the safety bars to the left.
Enter the door in the middle of
the east wall in the corridor.

0 . ©

A-SE. ¥

~
= 4N

WARNING!

S .0

Follow this po"r“tioﬁw of the Walkfhrough if yoé ??dgths ;Igvat;%
_ to level B4F. Pesticide Spray sits on the graund outside the

1 Stockup on anti-toxins in the B4E |
\ Corridor.

POISONOUS ENEMIES ABOUND!

~fively. At the;:%.pot of both sets of stairs, an Iron Pipe lies on
the&nuth side of the passage. Continue east and climb down

~Giant Splders can be taken dawn easn’y w;th a clfp 5 worth of bun‘.’ets ‘

Shoot at a second Giant Spider that likes to crawl on the
walls and cemng Search the bars blocking the passage
gy south to find a Folding Knife.
' Climb up onto the platform,
- unless the third Giant Spider
is perched on the edge. If so,
shoot the monster until it
retreats or jumps into the
{ waterway, then go after it.
Descend the stairs and con-
tinue into the next area.

| 45 Auto Rounds for Kevin's custom
gun lie on the floor just inside the
.south corridor.

If you visited :['ﬁéJWater
Purifying Facility and pro- |
cured the P-Base, then you §
will find the wayward AIPC in
this area. He or she should
have the V-Poison in his or
her possession. Butif you are
here on a mission to find the , —
: A Curved Iron pre lies an the

V-poison  yourself, then | ground a few feet north of the
check the area for items. |femrancess




s an

matic machine gun holds 30 |
rounds just like the Sub |
Machinegun from “The Hive,”
except it can be reloaded only |

TR

Proceed north up the rails to
the next section.

| poisoned in spite
| efforts, take out the Giant
& \Vasps with Handgun fire
| before you administer an
| Antidote or Blue _Herb:
™ (Otherwise, the next Giant

Stand near the en
aisle until you h
off-screen. The
finish the job. S
First Aid Spray on
senger seat nea i
entrance. A second Assault |
Rifle lies on the seat near the
exit to the North Car. Offer
this automatic gun to your
partner or AIPC.

g 5
[ =2
=

ire off-screen ro hfr enemies you
| can't see, before they have a
| chance to surpnse attack.

North Car.

any time. Handgun Roundslle
on the opposite seat. On the
ground near the north exit |
from the cars is a Red Herb. |
Prepare yourself and your |
posse, and then exit the |
Dash directly &
across the rails and enter the

GAME BASIES

Moving through the passenger cars, |
rather than the tunnel outside, is a ;
safer passage with greater rewards

| of supplies.

i dswn w;th an Assau.'t Rifle.

d’an’?rfc'ah' the north wall

IPPLY agsag

SCENARIOS

ner ofthe center table and an § : R
1 eLow Freezing PoinT

inti Virus (Large) near the _ - il
camputer's keyboard. The | . Heume
Emission Tower Interior | e
: . ] NETWORK
Blueprint map is on the rear | MODE ITEM
shelves. Now that you can | L
view all the room names on
the map, exit the office and go |
to the Control Room.

3 Findi n' the maps in the scenario
| counts toward your Event Checklist
i and Completion Ratio.

Search the water cooler just inside the Control Room's
entrance to find an Assault Rifle Magazine. The first locker on
the north wall can be used as a hiding place, and Alyssa cai—
use her Picking Tool on the second locker to obtain another
Assault Ritle Magazine. A Green Herb is plainly visible on the
counter. Check the blue notebook beside the herb to find the
Section of a Diary. Examine the file cabinet on the lower west
side of the Control Room and open the top drawer to find
Handgun Rounds.




A locker on the west wall can be pushed north, reve
open crawlspace into the Spare Power Supply Room.

Pu_sh- aside thé_.f&cer to reveaén "
open vent into the next room. 3

Sharon ?@WE% ‘

| Use the crawn'space att
the corridor, or beat
|._through the nearb

~power conduit in this room has been deactivated. Examine
= i the glowing panel on the conduit to find a pattern of lit and
= == ¢ unlit lamps. Just as encountered in “Hellfire,” certain pat-

east wall.

A Giant Wasp buzzes around the Air Exhaust Tower Inside ; terns appear, depending on your game's difficulty level.
Wall area, and it would be detrimental to try anything until : Whenyou selectany button and press Action, the button you
you've blasted it from the sky. Aim upward and wait untll the : Press, as well as the four surrounding lights in an X- shaped

WaSp pauses overhead, about to strike. Then press @ to
your aim to the Wasp's current Iocatmn and shoot it.

Starting from the first button |
press, you have only a short
time to finish the puzzle
before you must start over. |
Solving the puzzle allows you | ——
to ride the Air Exhaust Tower | fﬂ"f;ig;nghfg’ftg?,‘:’ee;g;ﬁ?ﬁ”zz’e |
Elevator up to the surface. | elevator platform. |

I IT Gia 0
before attempting to sidestep
-across this ledge.




Press the first button | | Press the first button | | Press the third button | | Press the fourth but-
terns appearing in | in the first row. | in the second row. \ | inthe fourth row. | | ton in the fourth row.
Easy difficulty. Four | 1 || | | Puzzle complete.
buttons are lit in the
upper right and lower
left carners.

Press the secon
ton in the fourth row.

RECOVERY.LZEl

Press the first button | | Press the fourth but-
in the second row. | | tonin the second row.

SCENARIOS

MODE ITEM
] ; = i 1 v I —— LlSTS
This is the other pat- Press the second but- | | Press the third button | | Press the third button | | Press the first button | |
tern appearing in “ton in the second row. | | in the second row. | | in the third row. || inthe second row.
Narmal difficulty. Four | | [ 1 |
buttons are litina | |
curved pattern up the | |
center of the square. |

This is ane pattern | Press the first button | | Press the fourth but- | | Press the fourth but-
appearing in Hard dif- | | | inthe second row. | ton in the third row. | ton in the second row. |
ficufty. Two buttons on | | | 3

the top and bottom

rows are lit.




Press the fourth but- + | Press the first button
ton in the first row in the second row.

Press the second but- | | Press the second b
ton in the first row. ton in the third ro

Thisisa p:':' ttern
appearing in Very:

Press the first button | | Press the fourth but-
in the first row. ton in the first row.

Hard difficulty. O
two buttons are |
The solution requires
ning steps, so press

the buttons quickly.

" Press the fourth but- | | Press the fourth but-
ton in the fourth row. ton in the second row. |

" Press the second bu
ton in the fourth row:

 Press the third button | | Press the fourth but-
in the second row. ton in the first row.

ton in the fourth row.

Press the third button
in the fourth row.
Puzzle complete.




After power has been '
restored, let yourself out of |
the Spare Power Supply |
Room and return to the T- &8
Shaped Passway. Climb up S8

ramrELE

e ladder just pastthe
area whete the zombies bro

T

atform as quickly as possi-
| ble, because three Giant

Ger anbuardrhecentral lift quickly to | Wasps patral this level.
i avord the pmsanous Wasps stmgs ‘

§ Once you are on board, wait
| for your AIPC or partners to
| follow and then use the con-
| trols in the upper right corner
| of the platform to raise the
lift. Reload your weapon

TR e uickly, because you are
Wait until your AIPCs or accompa- | about to experience a dan-
nying player characters are aboard | -

the elevator platform alongside you | gerous ride!
before using the controls fo raise |
the lift, or they will get left behind! |

As the elevator “b&latform F
ascends, Giant Wasps will sur- |
round and attack your group. |
The Assault Rifle doesn't allow |
for enough mobility while firing, |
so use a Handgun if possible. |
Aim upward and wait for the |

Wasps to float in front of you e ——————

: 3 As the Wasps circle the e!evarar
character. Fire with the proper  ajm upward at one spot and wait for

timing, and you should blow | them to circle around. When a

Wasp floats into your range, shoot rL

them out of the sky with ease. |

= _clearenough, r.un around the ca
~ BT level and loak for the vial c
have finally p ocured the item

se or cover against the .
| Wasps' aerial attacks.

SCENARIOS
- Dureeek
Beiow Freezne Ponr
. The Hive
} HELLFIRE
DECISIONS, DECISIONS
NETWORK=
MODE ITEM
LIST.

Tower Station, in case you suffer from a \Wasp sting" s polson
Use the First Aid Spray on the opposite counter to heal your-
self and your ally. Take the Anti Virus (Large), located on
end of the desk, to halt your virus infection rate. When o
group is refreshed and |
ready, go through the door to |
the Back Square, where |
you'll witness a showdown |
between  the  sinister |
Thanatos and Umbrella’s .38
UBCS team. Afterward,

resume your adventure in ¥ e
: : The Air Exhaust Tower Station is an

the followmg section. | ideal place to regroup and recoup

oo ‘ befare heading backmta a :




Blue Herb

Card Key

Blueprint of Entire University

Orders

First Aid Spray

Green Herb

Red Herh

Iron Pipé

Burst Rounds

Handgun Magazine

Handgun Rounds

45 Auto Rounds

Folding Knife

Handgun

Ampoule Shooter

_Rocket Launcher




HAssau t Rifle

45 Auto _Roggdé
Iron Fip}w M i
First Aid Spray

T
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University amps

i the Card Ky ' “Av g eaten

y 'eunite with partners Lead Thanatos to th
| tounlock the back | the Neptune sharks | or AIPCs, who pos- | in the Entrance Hall. 1F Passage B, and
| door of the university | on the Pier. | | sess the other electrocute him to
| building, | | | reagentsubstance. | | obtain the T-Blood

i . sample.

Ride the elevator to Meet with Greg in
| the 3F Experiment | | the Second Hall. : . reach the Back
Room and insert the | | | andobtain several | | . Square before time
three substances | 7 | samples of Daylight. | | . : | elapses.
into the reagent 4 ‘ : : ;
device.

Open the secret exit . Avoid Thanatos and

| of the Second Hall.

=
1

o % | w
| ammunition in the | Front Square, defeat |
i . _Thanatos a second
|| time.

WA LKTH ROUG H 3 o MBI L e e
Umversny Campus

the easternmost UBCS team member's body to find the
Orders, which reveal that the team was trying to extract a T-
Blood sample from the giant monster they died fighting. Now

on yaur shoulders.

hen you need'to later on




the east side of

Ride the elevator fo 1F and return fo-the ‘En i)
Thanatos crashes through the upstalrs windo

However, this is not the bosS T ——
fight challenge you might have |
been expecting. Thanatos is |
actually invulnerable at this |
point. The monster is also |
_capable of a stabbing attack 3
that will kil a character |

instantly! Instead of fighting,

2 - -~ | Run through the Entrance Hall with-
you must bait the creature into out giving Thanatos a chance to kill-|
a clever tr

the escap;, route beyond
the gate. However, you won't
be ready to leave until you
have reunited with your miss- |
ing compatriot and created |
the Daylight. Instead of reen- |
tering the universi’gyfﬁyilding,
exit through the northwest
door of the Back Square.

e T

\ posted on the board between the
gate anu’ the dour :

mbie dog 'mav
h the"front win-

| outas soon as poss;ble Ifthe
| sharks flop onto the walkway
to attack, blast them with

youtability to run smoothly through |
this aeea. Stopping to take any of

the items along the-route makes

If you ex@red the 0ld |
Subway Sys%n and the Alr \

..... SCENARIOS
Oursreax

Betow Freezing Point
The Hive

HeiLrine

Decisions, Decisions
NETWORK =
MODE ITEM
LIST

ay door back to the Entrance Hall.

L

the P-Base.

1 If you obtained the V‘Pa:san,
| reunite with your comrade in the
} B2F Passage Elevator.

If you explore
Purifying Facility instead, ride
the elevator down to B4F.
Navigate through the B4F Corridor and the Access Waterway
to the Old Subway Rail Siding area. The missing AIPC will be
wandering in this area, and
he or she will have the V-
Poison. Once you have the
two materials, ride the eleva-
tor up to 3F and insert the two
substances into the reagent .
production machine. Now F#
take a deep breath, because
it's time to go get the T-Blood |

| th e, reu
| with your ally in the Old Subway
from Thanatos! | Rail Siding area. ;

When Thanatos comes around th
corner and moves under the wi
fry him. Search near his head
find the T-Blood.

Examine the electric circuit cable
controls, position the cursor, and
| wait.




S ;g”rizz‘lv ~cadaver®lah.
Add[tlonaﬂy, there are 45 Auto Rounds for Kevin's custom gun
near a cd!li’lﬁh in the south part of the area. After distributing

PCs, continue east through the p!astlc tarp into the
d Hall.

r betwéen the mad doctor
3t the scene, search the body in
‘a Handgun. A timer appears

_ Back Square
before time expires, or you
ill die in the explosion. As
ouU can see, seven minutes
plenty of time, but you have
ne task remaining before

Fo—— ou exit the building.
iny a few mingtes before BOOM =

= 30 seconds (m Normal dlﬁICUhIV) the machine wi _
- sample of Daylight. You can g

hand these out to your part- |

ners or AIPCs if you think |

they are close to dying from

the virus, and take at least |

two Daylight samples for
yourself. This is important,
because how you use these SRS i
samples determines the oUt- o Dayitgnt so it you con |

come of the scenario. | use them or discard them to affect |
the outcome of the scenario.

|
|
|
|
|

The Daylight sample can be used just like a recovery item. In
this case, it cures the T-virus and removes the gauge from
your § Statns Scree Usage and possessmn of Daylight sam-

Once the Dayilght situation is
handled, return to the |
Second Hall and move
behind the desk once again.

This time; examine the com-
puters en the right side of the
desk to find one that unlocks ]

the secret door in the room. |

L Exit through the secret door |

in the north wall.

Grab the Green Herb at the one end of the
form in Testing Passage B. Then climb dow
other end. Search the slightly open panel g
the lower level to find Handgun Round
through the secret door at the end, into
Continue into the Drawing Room, wherg
pear. The giant monster pursues you ]

level of Testing Passage B to find
| ammunition.




Slmpl\Jr climb onto the truck trallers, the platforms and
gather as much as you can. Make sure that yOUF partners or i
AIPCs are equally well equipped. But move with-eaution, |NTRoDUCTIZES
because once you or any other player character steps into =
the Unloading Passage’s north section near the door, a
mutated and ticked-off Thanatos attacks!

electric cab!e:dangllng from
the platform to shock the
monster unconscious again.
Whether this works or not,
use the secret door in Testing
Passage A to return to the 1F
Passage B. Exit the university —

= Enjoy the fact rhatyou can use

building’s back doors into the | Tgstmg Passage A in Normal diff
Back.Square lty. because in harder modes

e

CHARACTE

corner

Theiﬁack Square ssautheast doi

| Use weapons such as a Grenade Launcher or
Handgun to quickly blast your way into the rusty,
*Iacked-storage cabmetmthe Unloadmg Passages_

fter Thanatos-R. Wait
until just after the mon-
ster attempts an attack, ¥
_or right after it performs
| @ jumping attack and R - :
- - .- lands. Then aim the f= = Do Diciire.
EASY o111 R .1 A 1. \: VB weapon and fire. If you £ : RK 2
R Rl hit Thanatos-R with the
Rocket Launcher, the
TG EIGE monster is slain in a
single strike!

MODE ITEM _
LISTS 3

If your lone rocket misses the mark, or if some
! other player has the Rocket Launcher, then
quip a Grenade Launcher or your most power-
| weapon and fight Thanatos the old-fashioned
one round at a time. Dodge the monster’s attacks, move a few feet
' urn and fire ence or twice. If the manster seems focused on your
character, break off all attempts to attack and flee until Thanatos-R
other player character or AIPC. Whenever Thanatos-R jumps
keep moving in wide circles so that it doesn’t land on top of you.

=SPECIAL ITEMS




] h‘ you ham a:anghr samp[e grab é " Ifyou must go toe-to-toe with the |
| the Ampoule Shooterfram the tank |~ monster, keep a safe distance from |
‘ et inthe garage. Load the cap- | | it at all times and fire whenever the |
. sule‘into the gun and shoot it at || creature is notjumping. |
Thanatos-R when the creature — ||~ =

stands still.

kill Th*anatos rather than to curé your T-virus infection or to
hold onto, this will affect the outcome of the game. If you =
WISh to defeat Thanatos tig%:eguiar way, the monster has

' n%é&&@iﬂkﬂ@ﬁ}ﬂk@m&mmgmm
Piayed Piano on the second floor (ﬁmdy] :
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- | O Hit Thanatos with an electﬂc shock
| O Thanatos broke into rc
B Obtained all maps. :
- O Used spectacles on atgm?ﬁﬂfzﬁas’ hool §r§neig$ o
[ Used card key.
- b_ﬁé21%l?éi'&é%&'éﬁ?ﬁéziﬁgii@iﬁﬁzﬂfezeaéﬁam@m:
[ Unlocked the doors in the university.
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B OBTAINED ALL MAPS

All maps must be obtained in a singlénplay-through to fulfill

“Remain ngefui ending will occur if you have two this checklist item. Due to map locations, theaqasi-es"t---way to

Dayllght samples in your possession, or if you use one sam- obtain all maps is for the player characters to split up and

i ple on yourself and keep one in hand until the end of the sce- search all areas in Network Play mode. In Single Play, the
£ nario. A different event occurs depending on your choice of best idea is to ride the elevator to B4F and explore the Old
~ player character. For instance, this ending will occur ifyou | Subway System and Air Exhaust Tower to find the V-Poison,
take two Daylights from the reagent generator, use one on obtaining all maps en route. Afterward, return to the B2F
yourself, and still have another sample after defeating Passage Elevator via the Pier, and climb down the ladder to

the Water Purifying Facility. Go to the Water Works
Administration Office in the northwest corner of B3F and
obtain the_ﬁmap.

Thanatos in the Front Square

The “Regrettable EndingZdemo plays ifyou use one Davhght
on yourself or keep just one sample until the end of the game.
A different event Qj:tljrs depending on your choice of player
,chararcter For example this ending occurs if you take one
ight from the mcubat:on machlne an ;ﬁsgﬁ on \m

sure to use Anti
egins to nse

ng as Mark Jim, George or Alyssa, and the corréw :
AIPC or Player Character from the table below is

'the Control Room between th_gg_ﬂld Subway System and the
Air Exhaust Tower. Therefore, most characters will not have
access to Testing Passage A in Very Hard deﬁlculty Therews

also less time in the final countdown before the unwersﬂvt
bm@n@’explodes so make the mos'[ of |t‘

Decisions, DEcisions

MODE ITEM
LISTS

~ 110:00+

~-SPECIAL ITEMS

Helrcepter tfansfarmatmn =




NETWORK PLAY: .
MODE ITEM LISTS

One of the most challenging aspects of Network Play mode is that the items seem to appear randomly. This is both true and not true.
As a scenario starts, the game chooses one of four “sets” of items to load. For every item location, there are four possible items.

Some item locations have more than one possible item per set. For example, atitem location 2 of the “Outbreak” scenario, in Easy
difficulty, there are two possible items. When you search location 2, you will find either a Chopper or a First Aid Spray.

If more than one melee weapon is listed for the same item location, it means that the melee weapon can have various starting con-
ditions. For example, the Iron Pipe at map location 58 in “The Hive,” Hard difficulty, can have various starting conditions. You might
be able to use this Iron Pipe eight times before it bends, or you might only be able to use it twice before it becomes a weaker
Curved Iron Pipe.

In Scenario Mode, the difficulty settiny and item placement follows the Normal difficulty level. In Free Mode, the game host deter-
mines the difficulty setting before the scenario begins. Examining the maps and charts contained in this section is probably not
very wise while engaged in online play. However, if you study these tables and graphics between games, you can brush up on
your knowledge of item placement, and you can also prepare yourself for the likelihood that the item you are depending on find-

3 ing might not be available where you expect it.
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~ Hidden throughout the various scenarios of Resident Evil
Outbreak are 260 Special Items. Unlike normal map items
such as weapons, keys and supplies, Special Items do not
“glimmer” occasionally. Finding certain Special Items in
specific quantities allows bonus features to become avail-
able for purchase in the Collection menu. Finding Special
ltems is a challenging task that will have you replaying sce-
narios repeatedly as various characters.

The conditions of finding Special Items are very complex.
Please re-read this chapter as often as needed in order to
understand the concepts of Special Item appearance and
acquisition. Once you understand the manner in which
Special Items appear in “sets,” use the maps we've provided
to locate Special Items throughout the game.

CONDITIGNS OF FINDING:-
SPECIALITENS

While playing any scenario, either in Né"[wer'PIay or Single
Play modes, you are entitled to find up to eight Special
Items. Once you have found eight, all remaining Special
Items are erased from the stage. Each scenario contains 20
Special ltems that any player character can find, depending
on the difficulty level and the “set” loaded into the stage at
the start of the scenario. The method by which the game
determines the “set” is described below.

The 20 Special Items that any player can find are referred to

s “Scenario” Special Items. In addition, roughly 20
“Character-Specific” Special Items are also loaded into the
stage. Character-Specific Special Items can only be found
when playing the scenario as a certain character. Their
appearance is also dependent on the difficulty level and the
“set” of Special Items. The player can a ulate only
eight Special Items in total, including “Scenario” Special
ltems and “Character-Specific” Special Items.

SRSPEQMTEMCSETS”
4.E_a ] scena-;lo .contains 20 Spema tems and close to 20

harabtenSpemﬂc Special Items. However, not all of the
Special Items appear during a play-through. Special Items
appear in “sets.” The set of Special Items available during
the play-through is determined by random chance at the
start of the scenario. In Easy or Normal difficulty levels, the
game will load a scenario with “Set0” or “Set 1.” In Hard or
Very Hard difficulty levels, the game will load a stage with
“Set 2" or “Set 3.”

Therefore, when you refer to the Special Item lists and maps
in this chapter, please understand that Special Items limited
to Set 0 and/or Set 1 are only available in Easy or Normal dif-
ficulty levels. Special ltems limited to Set 2 and/or Set 3 are
only available in Hard or Very Hard difficulty levels. So, you
will have to play harder difficulties in order to obtain all the
Special ltems in the game.

Most Special ltems appear in more than one “set,” which
allows for a 50/50 chance that a given Special Item will be
available to obtain. However, some Special Items appear
only in Hard or Very Hard modes, and some Special Items
only appear in one set. Such Special Items are referred to as
“rare.”

the: key to procurmg all of them. As you continue to replay
Resident Evil Outbreak, acquiring Special Items will proba-
bly become your main goal in the game. After playing the
scenario a few times, you might have collected several
Special Items. As you continue to replay scenarios and
stages, you will want to acquire new Special Items that you

ven't found previously. Finding the Special Items you are

“missing is entirely dependent on identifying which “set” the

game has loaded for you during any given play-through.

- For example, in the “Outbreak” scenario, if you find the
- Happy Times Photo then you know that the game has loaded

either Set 0 or Set 1. This doesn’t narrow things down for you
very well yet. However, if you also find the Scissors Special
Item in the Women'’s Bathroom, then you know by deduction
that the game has loaded Set 1 because the Scissors only
appear in Set 1 (Easy or Normal difficulty) or Set 2 (Hard or
Very Hard difficulty). However, if instead you find the



- Eyeglasses Special Item in the Women's Bathroom, then you
know that the game has loaded Set 0. The Eyeglasses only
appear in Set 1 (Easy or Normal) or Set 3 (Hard or Very Hard).

Once you determine which set has loaded, you can then use
the lists in this chapter to determine which Special ltems are
available during your current game. Using the maps, you can
move directly to their locations and find them. By narrowing
down which set is loaded during your current game, you can
find all the Special Items available in the scenario with
greater ease and fewer replays.

are permanently recorded in the Character Log menu. To
view the Special ltems obtained during a scenario, enter the
Character Log menu and press @or @ until the “Special
Items” tab is displayed. Use the D-pad or Left Analog Stick
to scroll down the list until you can view the Special ltems
found during a scenario, or those found while playing as a
specific character.

Whether you complete a scenario, die trying, or give up, the
Special Items you find are permanently recorded to your
Character Log data, as long as you save your game after the
scenario. This means that you do not have to play through an
entire scenario just to find one or two Special ltems that
you're missing. You may quit a scenario immediately after
you find an item and still retain it in the Character Log menu.
This approach will greatly reduce the amount of time and
work required to obtain all of the Special ltems, both
Scenario-specific and Character-specific.

“UNLOCKING COLLECTION:B

Obtaining Special ltems is key to unlockmg certaln bonus
features in the Collection menu. For example, obtaining all of
the Scenario-specific Special ltems for Outbreak will unlock
two additional pieces of location artwork that depict the
scenario. Finding all of Kevin's Character-Specific Special
Items will unlock a feature in the SOUND category that
allows you to listen to all of the character’s voice tracks.
Furthermore, finding every Special Item in the game unlocks
a set of extra characters that are nothing more than hilari-
ous stick men! Unlocking these bonus features is the main
reason to collect Special Items.

Remember that once bonus features are unlocked in the
Collection menu, you must spend the required number of
result points to purchase them.

_Character-Specmc Spemal Items in thls chapter that are

marked with asterisks are “Costume” Special ltems. When
the four or five “Costume” Special Items are obtained for a
character, a new costume becomes available to purchase in
the Collection menu. This allows you to replay the game in
Network Play or Single Play mode with your character
dressed in a new outfit. Not only does this change the gam-
ing dynamic a bit, but wearing the character’s new threads
also.shows your teammates your mastery of the game.

SING THE SPECIAL TEW JAPS

The Special Item lists are divided according to scenario and
character. Each section contains a new set of maps depict-
ing the location of each special item. Many of the location
markers are rectangular in shape, sticking outward from
walls and furniture. The rectangle indicates where your
character should be standing and what direction he or she
should be facing in order to find the item. Obtaining a
Special Item from any location is a very exact process, and
you must search exactly the right spot in order to find the
item. The maps are designed to help pinpoint where to
search to find Special ltems.
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BAR AND APARTMENT
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Dwners room Treasured Record Onie of the records from Jack s Near base of phonograph (Set 2 or 3)
super record collection.
3 Js BAFHF; ol Credit Shp | Who would run up a tab like this? Beh;nd counter, near regsster(Se‘tﬂ or 1} -
= | The name §_ys Kevin. i . |
q J s BAH TF Bean Soup Hecnpe Recipe for this place’s famous bean soup. Near k\tchen corner(Setu or 1)
- The secret is soy sauce. =
=5 BreakRoom | Will's Biary i | It says: “Cindy's smile is beautiful taday tool” | Corner of white shelf, near drawer (Set 0]
6 Locker Room Happy Times Photo It shaws Will, Cindy and Jack having Seat of folding chair (Set0 or 1)
fun at the bar,
7 JSBARIE - |Yellow Umbrella The mh:e!la iogo is wrétten large on it | Near sign’ bearmg todays recnmmendatlon
- {SetOor1) . ;
8 Liquor Room Barry’s Bottle Bottle bemg kept by a man named Barry Right across from entrance (Set 2)
| wonder if it's okay to have a little drink?
9 Locker Raoom = |Herh Cultivation Book | Discusses how to cultivate various hef‘hs 'Whan Cmdys Iockar is Dpened {Setﬂ or 1] :
- e Cindy used itforreference. .
10 |JsBARIF Particular Person Memo Lists name of troublesome bar patrons. ' Behmd counter, near register {Setz or 3)
(Kevin's name is on it too..
11 W' eRoum Jack's Note' The title says Alnoho[and Me” ] Nearb k’ef foom {SatI]
= e It looks like this guy really loves alcohol. ' .
12 |lIn Front of J's Bar R.PD. Hat Must have been forgotien by one of the R. PD Behmd unmuvmg patrol car bevond bar door
It’s very well maintained. {All sets 0~ 3)
13  |Break Room - - [will's Har;k’y |t looks like Will was quietly storing nea 'drawe;(Setz
- : | But to hide them in the store... .
14 | Staff Room Dart Score Chart According to this, Kevin really -Elartboard (Set Oor 1)
gets creamed in darts..
15 |Liguor | He was zwsng tocut down on alcohol | Crates ; at semorstf comar (Sew}
e | but it seems he had some regrets. -
16 |Women's Bathroom Yoko cut her hair with these scissars. Counter near wal (near Zomtue hands) (Setﬂ or 2}
: | wonder how she likes the image chang
17 Wum‘aﬂ s B thr | Yoko was wearing these glass Coumer near wall fnaar anbie hands){Sew or 3}
- It's hard to say that they're stylish
18 Mens Bathmnm Slot Machine Medallion ‘Medallion for a slot game in the store. In3|ée left toilet staJ! (Set 1 or 3)
' It's really worn out.
19 | Frﬂm anppIe innr | City Guide - | Tourist guidebook for R ccou Ciw. I xouts;de del; (Set "
E 4 .« ¢« lJsBarishrofiledint
20 Mam Street Restaurant [nvitation Ticket Invitation to a free dinner at Raccuun Near qarbaqe baus {Set 2ar3)
- City's 3-Star Restaurant. (Famous for
their mushroom dishes)

Rooftop -

. Checkered Flag

K7

5 BARTF

S.LARS: Intervi

[ Photo from Military Times

| Makes me feel so nostalgic.

K8 | Store Room Western Boots* Boots with a great outdoor Iauk Cnrner of shelf near entrance (Kewn onlv)(SetO ar 1}
i They make a man feel like a man.
M3 [Brawing Roo | Photo from my days in the military. | Neariable in hack{hﬂark only)(Set 2 or 31

ms

In Front of J's Bar

Brown Belt*

Brown belt with no distinguishing

| features, like you might find in

a bargain bin.

SE carner of street {Mark only)(Set 0 or 1}

M16

| Owner's Room

"The Ideal Fathe

jvery lnterﬂstmg

{ Bool written about the ideal father.

Pretty difficult cuntents hut

. EBca%s‘hélf, close ta daor (Mark

Behind the

Life Insurance Guide

Could 1 really get insurance in these

White Tanktop*'

| this under my clothes,

Mz20 Outer back corner of van (Mark only)(Set 1 or 2}
Residential Area cnndmuns" | senuas!y doubt it. :
J1 InFrontof Apple Ian f Pump-Style Basketball Shoes | By using the pump, you can adjust In alcgve of constrﬂctlon zone [Jim DnEv)[Seti or 3)
. = . __ [lthefit of these basketball shoes.
Js Staff Room Fake Coin Coin with two back sides. Where boards Were, after using Stapler Gun
Could use this to trick people. .. (Jim only) {Set 0 ar 2)
J13 | Llocker Room | Perfect for layering. | can wear

. |Eastwall, 2nd locker from the left (Jim only] {Set 0 or 1]

J16

Men’s Bathroom

Friend’s Favorite Shoes

He told me to take good care of them,
but they were already in bad shape.

Garbage container at back of screen (Jim only} (Set 2 or 3)

breakable. It would be better to
not even have a watch. .

G6 | Break Room ~ fAlarm Clock |It's so noisy. [ like to be in a good | West corner of bed (George anlv) (Set 2o0r 3)
.. mood when | wake up in the morning.
G8 | 1Fof the Apartment | Cheap Clock Cheap watch that looks easily NW corner ef corndur (George onﬁvl Set Oor1)

In Front of Apple Inn

Canoe Catalog

| Treat yourself to a canoe e onthe

| Near mailbox in front of deli (Gearge only] {Set 0 or

In Front of.J’s. Bar

Cargo Pants*

Boring colored pants.
Kmd of close to na{ure ina way

SE corner of street (George only) {Set 2 or 3}




L L
| Women's Bathroom

Ring with the fierce fa;:e af

| Very! si’rong s?mes, They’ d be okav
even ifan elephant stepp_ d on tth

_[)Wner'}: room

L
‘ %'glr

I'm ﬁmm-g

&WW&?
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[D19 or M14

[A18
e

J18 \
M7 or K5 !T.&ﬁi

19 Kiaorvis[ [,
® [7orc1a |

MARSHALING YARD




.| Expired ID Card

1 | BAF Passway of West Area Empty InkRibbon. ~ |Theinkisaliusedup..  IDeadend of corridor {near Iron Pipel (Alisets0-3) =
2 B7F South Passway | Fax Fax to sewer maintenance adrmmstrator ‘| Beside door leading to Duct (SetDor 1} '
It seems Umbrella’s general director e
has sent this. :
3 |Blood-covered white lab jacket. |s thi In m,g;hé bemﬁ.'gan table dma shi e;v{Sg 0 rJ)
: _ |burned hole a bullet hole? - .. . . .
4 Blue Umbreli Has a big “Umbrella” logo on it. Space behind the Iocomotwe controis (Setu or 1J
5 - Hljhte‘l’s Cla s H Th They Iook sharp enough to cu Near he*ciaw«markad :iagr (SeﬁB}
s 5{1hopeiiiarrtmsetﬂwawner“ 4 . i
6 S|Iver Picture Frame Photo of two smiling people, Mother
and daughter, eh {Sherry and Annette).
7 Lab Jacket that Yoke usgd vgh;lg
w ginthe lab.
8 Glasses Yoko has kept fur use at her office.
They look identical to her reguiar glasses...
9 Musthe Monica’s. | never thﬂught it wuﬁlé
- _|wind up like this. —
10 | B4F Low ?emperature Frozen seed from various animals,
Eern ment Room _ | guess they'll be used for some experiment.
11 1 Ty ~ [Model showing the spiral structure of DNA.
| The source for all life is a beautiful thing.
12 Ring that shoots out various |£ghts as
it is moved ade bv 2 researcherforfun
13 Chart showing chess competiti
Its abouta Wﬁﬂﬁe between the two players.
14 Watch made in the motif of a chess piece.
The hanés are made fmm a knaght and queen
15
. . ddgz‘desxgned shoes. :
16 | B6F Break Room Name Plate 2 Bemngs to Yuku Not very useful now.
17 | Turn Table e
s . Treasured heinngmg
18 | B7F Chemical Dangerous Liquid It reads: “Dangerl Do not mle There isa
| Disposal Room black skull symhnl dlspiayed as we!
19 |B6F South Passwa [
20 | B6F Security Center An ID card that has expared Blue notehook on desk {Sets Dor 2}

It reads “Walter Ryan.”

White T-Shirt*

Pure white, clean T-shirt.
Feels nn:e on the skin.

Strong Work Gloves

“|when doing dangerous work.

K14 | BE
K20 | B4F Low Temperature Soft Blanket I \tke 10 take trips and sleep in the car, Barrel left uf Tvpewnter (Kevm onlyl (Sats 2 ar 3)
lﬂeenment Room - so this is really |mpur’cant to me.
M2 E'f rator here map is focated (Mark o ts0 Tor3).
M7 ESF Break Room _ Easy to move in half pants
Perfect for hot weather.
M14 fgﬁw Pas t;rarci‘e ng... Now that E thin
= . -
M17 | BEF Security Center. Bouk ahout the secrets f&r mamage Cardhoard bux across from south door (Mark on[v] (Setsﬂor 1)
. Just a bunch of nonsense. -
J11 . ml aakzng
. - . possible to find! e e
J18 | B6F East Passway Rare Card Basketball trading card. For what this is Corner vending machine [Jim only) (Set 3)
i worth, | could buy a car. !
J19 |Marshaling Yard |These are Jafaan‘ f.}lm aniv) (S’ﬂts 0 or 1)= G
J20 |B6F Break Room Lightweight Shoes
: rgs a feather,
G [Wamshaf Bl Wato e dlate
E"'; "K =i '=.?‘ sl .; i L i i i
G14 | B6F Break Room Snorts Sunolasses Sunqtasses made for ssronq nmdnor light.
Perfect for strong glare.
G17 |B6F Secufity Cente : Wsth it ena\!nur arm, i
e | Noisy. glece og junkl 1 o e
G20 |B5F Computer Room You can't tell the time until you soive Appears after fingerprint registration (Gearge only)
the puzzle... What is it for? {SetsOor 1)
D3 i.mw?empepame |Inner shirt w;thdae;:, open lapel a rel left aﬁypewrzter (Bauui or;;\{J fS“ets
Experiment Room_ esigned o emphasize the chest area. e
D9 | B5F Emergency At first it looks like a reqular nail, Corner across from crawlspace opening (David nnivi
Passway but it's made out of silver.. (Sets 2 or 3] ]
D17 Sﬁm@yﬁ Logking at this makes | my biead b il
Areal it reminds me of my wild time. .. : . _ .
D19 | B6F East Passway Gloves made of thick feather. Very useful Right corner of bench {David only) (Set 0 or 2}
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_ |Expensive sports sunglasse :
I louk gund in any‘thmg -

Appaars after fmgemr
{Sets" or 3) =

Strarsga Japanese treatment for exh

...How is this supposed to work?

ind af childi; i (Yo a@ai . 3

Deep analysis of the olution of ammals L itor \ map is obtained (Ynku oniy] {Set 2)
nd the transmun fmm ocean to lan e L !

~ |A Japanese manga. It talks ahaut pure I
warm—blouded things bﬂt 1don't understand.

These sanglasses might be mce
Hfor a hip, coollook.
owtie with a bunny g

T

!Masnot of Raccoon Park.

B4F Culture Room M. Raccmm Badge -

"THE HIVE" SPECIAL ITEMS
ROOFTOP 3F

'A13 or D10
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v

RECOVERY ITEMS

KEY ITEMS -

SCENARIOS

NETWORK
MODE ITEM
LISTS

SPECIAL ITEMS

Qurerea

Berow Freezing PoINT
~ Tre Hive

Hewrre

Decisions, Decisions

COLLECTION

|K13 (Lower Level)

177




Treatment Buem

Defarmed Body Model

Behind Typewriter (Set 0 or 1)

Hall ==

i

{Black Umbrella

[ The “Umbrella® logo is written l&fg'emn

BN

Doctor Statlon

Golden Stethoscope

Pure gold stethoscope.

_ | Debris near front doors (Set0or 1)

West side of central desk {Set 2)

o

{Tomato Juice
S e

Thls must |mpress the paﬁents

2F Passway

6 Health Promotion Poster It says that daily exercise is Puster on east wall (Set 0 1 or3)
the key to good health.
74 Rumﬁ a0 orm Tuv ~ |Rubbertoy. | duntthmk it needsm

_Ibe so realistic looking. ..

 |Side of Segund“bed ISet 3)

T

EV Contml Hnem

. Blue Hall Model

Looks like it's made of glass. ..Very nice.
But why a model of a hill?

East wall lSet 3)

Experiment Room

B

Red Hill Model

_ |Glass abject. Gives off a very special shine,

_ | Corner of table across from blood machine (Set 0

10 | Reposing Room Angel Set Makeup set for morticians. Very well organized. First Aid Spray location {Set 1 or 2)

11 ce Harsh Hai Hair ornament pelarigfing to ﬁesplﬁa] wer%mr Corner near door, Serub Brush [Set0or 3}
= _ - aks very expensive. = - .-

12 | Treatment Room Ceramic Scalpel ‘ISharp, rust-resistant scalpel, Its blnudy

It must have been used recentlv

_ Unopened new stockmgs They must belong
to the nurse who wasks here.

Nurse Center

Hnspltai Ehlefs

Suspicious Memo

Info about bribes between drug companies
and the hospital chief. | wonder if it's true..,

~ |Nextto blqod_mac’hme (Set0)

aste-uu Ui

and the. handles .

Highly detailed car The doors apen

[Youneed i msurance torideacar..
- |All the articles are hzghly questlanahle

3F P':assway :

It woulé be great fo

A “trip to a fine resort,” eh :
ra famrly vacation...

Nurse Center

Book abuut how to best dlscmlme chil dren

| rea!ly should read thls

I'm careful about taking care of my

favorite shoes. | do it every day!

Room 302

Uniform with the numher of nly favonte Eaver

Betwesh beds (Jim only] [Set0 or 1)

J14
G1 |DoctorStation | v _ |Veryoid watch...butverystylish. © * ~ ~  Hiiich near elevator [George only) (Set 1 e
G4 | Night Reception Broken Watch Broken watch with a retro feel, Across from shutter switch (George only) (Set D or 2)
G12 |Room 202 :t'-B'z’nwn"lnﬁmWe;arfi __|Easytomove ininnerwear. Highly absorbent. ~  [Nightstand near window (George only} (Set 0 or 1)
G18 |Room 302 Wind-up Watch It stops unless you keep it well lubricated Between beds (George only) (Set 2 or 3}
with oil. It's inaccuracy makes it cute,
D2 |Locker Room [Very suave jacket. ~ [Messiness | in’ fmek{ﬂavm orziy) iSeiﬁern a
e e IShows a man's attractiveness. = L i -
D8 | Underpass Entrance Lion Knife The hilt is shaped like a leaping lion. Corner of shelf near FrrstAid Spray {Dauid only) {Seﬂ or3}
I'll bet it's pretty expensive.
D10 [Rooftop [t looks like a normal nut and bn}t ~~~~~

e

|Nut&Bolt

butitis justa | p;ece ofart

 |Steel barrel near elevator (David only) (Set 0 or 3}
= L .

D13

Waste Liquid
Disposal Room

Water Filter

It says that water is the most impr}rtant
element for survival. With thls E ll be okay.

Behind Green Herb location (David only) (Set 1 or 2}

A11

LockerRoom

[RedRauger e e

Red rouge for the face. ..

Sl

A12

Dffice

Expensive Makeup

Expensive makeup that is also good for
the skin. | meet need some soon..

G ‘;ﬂFS;{’%H:<8rushVEﬁcaﬁﬁn‘-'(AL§(§s§\u_rllyl;. BRI e

Desk corner (Alyssa only) {Set0, 1 or 3)

A17

R

~[Machin
|exercise

counts how much ahdnmm:a
're doing. |s this really necessary

A18

Nurse Station

Diet Drug

Highly suspicious drug.

Is the person in the ad real?

Right of glass cabinet (Aiyssa only) {Set 0 o__r 3)




Y10

Y13

Y17

C10
C11
C16

C19

B
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Is this the sexy outfit?l =

Cind

y only) {Set0or2)

RECOVERY ITEMS

KEY ITEMS

SCENARIOS

NETWORK
MODE ITEM
LISTS

SPECIAL ITEMS

: Ourerenk
BeLow FreezING POINT
; The Hive

Decisions, Decisions

COLLECTION

Ic1-3 or Y8




[ Id, but | fo
of call bell {Set

: a fire warning on it.
‘Warnings about smoking in bed, ef

-Ra




Boiler

Manag_rnent Room

Bathtub {Kevin only) {Set 2 or 3)
zm;‘.bat mamesmm&me ) %Leﬂ = i M‘

y %Sat{i ﬁMT

Room 202

Room 101 \Well-worn jeans. They're really vintage.
M5 _[Linen Room | @ln
M9 |Room 204
M10 |
M19 | Apple Inn Bouquet of various flowers. i
Front Lobbv _| 'l bring it back for my wife.
J2_ |Room | N del of
J7

Outdoor Shoes®

|New Switchblade Watch -

D5

in near ﬁr i@_ﬁn%heﬁ(&wﬁ»m

D14 |

D16

D18

A1l

: Near garbage (Dawd unty ) {Set 0 or 3}

Room 204

! Pen with gflp done ina floral mot;f
| This is '?ur little girls and doesn’t

A14

‘Room 306

Y1

Y2

Y8

Y11

,20r3}

Cc7

Front Lobb

Appleinn

| Mr. Raccoon doll

Cc13

Cc17

_ |Bunny High Heels*

- Painty heels don't wear down, right....

Inside of first bed (Cindy only) (Set3)
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UNIVERSITY B1F

i
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AND AIR EXHAUST TOWER




AIR EXHAUST TOWER B1F

New Pencil

The name says “Greg.”
University student.

It's pmnf thathe'sa

Old Worn Euuts Boots worn by the exhalsst tower manager.

The bottoms are almost warn out.

fMat m_é. Sfﬂtﬂge
econd Hall
5
;‘rév?— i
6 Air Exhaust
Tower Station
7 sality As
8 1F Passage A
o e
10 | B4F Corridor
1100
12
13 | Expe
14 |Entrance Hall

| Gold Small Principal

Trophi} from a math competition.
I{sa s Wmnar Peter”

Wes& i:ureau (SetD or 2,'-

Tside pfﬁzmgarmz;@

| Full statue uf first ur;lversm/ premdent

Statue 1 | Pure gold, about the size of my palm.

Desk on landing, First Aid Spray loc. (Set 1 or3) -
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Sub y ail
Sidmg ]

-continued

President Raorn Gold Smal! Prmmpal

Statue 3

Fu}i statue of third unwerssty presldem
Pure gold, about the size of my palm.

Left side of desk (Set 0 or 2)

17 Exper;meni ﬂmm * | Gold Small Prmz:gal | Fult statue of fourth university president. . |Anpears after opening locker (SetOor 1}~
. Statug 4 - | Pure gold, about the size of my palm. = - -
18 |Air Exhaust Peter's Notes Logically consistent notes. Near Handgun Rounds loc. (Set 0 or 1)
Tower Lower Part Product of a meticulous mind.
19 |ExperimentRoom  |Bed Restraints  ~ ~ |Lookslike they're made for festralnmg i \ mk near eatrance (Set@ 29; 3
. e . |violentpatients. .
| 20 | Study Room Peter's Photo Shows a young Peter and George smllmg happnly Haght su:fe desk (Setﬂ 1aor 3)
K11 [WaterWorks i.aather Bﬁlt* _ |Beltwith large silver huckle 1 Hour neer z’ed kev ﬂcpr (Kemn nrzlyl (Set2 o1 3)
Administration Office - i _|Itis elaborately designed.
K12 | Control Room Cawhov Hat* Meanlngfui cowhay hat. It's klnd of smelly
K17 |1F Passage B |CarN ven b 1
K19 | Experiment Autographed Mascut Batofa ma;or basebal\ fan
Preparation Room
M1 )
M6
M12
M13 “Introduction tU Di[ Fntmduatnon to Oil Painting. -
Pamtlng Mavhe 'l pamt a plcture ofthe famlly
J3 -
J8 | Shed Legendary Ring of WEsdpm. {The rlng they say no one can solve.
| Is ittime to take the challen e?
J15 | Store Room - 'Auiog phed Ea!l*
J17 | Pier Sw1m Shoes : Wan't slip even when wet. | like to wear
. th;s kmd of shoe sometmes
G3 | Student Affairs Ornamental Watc
Officte | .
G7 |President Room Tasteless Watch Really bad taste The gems in it are Left side of f:rep ace (Geurga onEv) {Setﬂ or 2)
obviously fake.
G13 |Water Tank o Yellaw Ramcaat* |Made of a light material, Reasonﬁbi Observation Emoth d
e |effective against a slight rain. ; .
G16 | Art Safe Room Hand Wound Clock You have to wind the dragon head to make it | Clock showcase [Genrge only) (Set 1,2 0r 3)
waork, but that is the appeal of this kmd ] ] ; i
i of watch.
D1 | South Car Masculine Pendant* [Heavy pendant made for men H:ghtﬂstde seatmawd omy {Set2or
D7 |Unloading Passage Lion Bracelet |Designed with the image of a lion's. claw Across from entrance {Dawd anly) (Set 0 or 1)
Looks | Jke you cou d get hurt wearin . : -
D12 | B2F Passage Switchblade Ri
Elevator i
D15 |Access WayB  _ |Swiss Army Knife The main knife is broken, but all of the
: uther tools are very handv and work fme
A6 | Water Tank _ |Sports Shoes* eat
. : |These shoes were made for spor S
A9 |[Entrance Hall | Red Dress* Classic sexy red dress. |East desk on lower level (Alyssa only) (Set 0 or 3)
e | wouldn‘t throw it away. - - =
A13 | President Room ~ |Necklace |Sparkly diamond necklace. {Left side of coffee table (Alyssa only) (Set0or 2)
A20 |Store Room Vitamin Drink Supplemental vitamin drink to Near East crawispace entrance (Alyssa only) (Set 1,2 or 3)
replenish lost nutrients. i
Y5 [ControlRoom  |Gym Shorts* Gym sharts from my parents Hhome country
| - of Japan. Must be cold in Winter.. e
Y9 | General Manager Prescription Glasses Strong enough to make me dizzy. Near file on desk (Yoko only) [Set 1 or 2)
Room 1 could never wear these..
Y14 |Drawing Room Easy P;ogramm i ! [t savs how to write a smart program i nBesk nBa; duﬁr‘(Ynka aﬂlvHSetU Dr 1} =
. | could learn arn something from this... _ L
Y19 | Water Works High- Pel‘formance HI}B Machine for recording data, P Base machme (Yuko only) (Setl] 2 or 3}
Administration Office What's a brand new one dumg here? B -
CS | Student Affairs Office | Coffes Maker _|Coffee Maker, : L . _ |South Eid@éfijﬁ'rstﬁESkJGir'idy”ahty'r-(Sét}ﬁidT e
C6 |Restroom Attractive Brooch Simple design that ! like. Sink (Cindy only) {Set 0 or 3)
| wanted a new one.
C9 |Underground = _Whitﬂ {}ndemants* - |Clean, white underpants. .
Management Office. | . _ | think [ would look good in Ihem : - - =
C14 | Drawing Room Bunny Gutht* A bunny girl outfit... i\furth corner (Cmdy on y} lSet 1 or 2)

| couldn’t wear this at the store.




Play online rather than alone, and refine-your teamwork
-skifls so that everyone who plays alongside yau sarvives
_every mission.

The addictive part of Resident [
Evil Outbreak lies in unlocking
170 bonus features in the §8
Collection screen of the title
menu. Collection items become §&
unlocked after you complete
scenarios successfully without SESEESiG
dying. After playing a scenario, brief mess
onscreen when you have unlocked new ite
Collection screen.

COLLECTiON

Refine your skills until you can achigve the N _DAM
AGE and NO WEAPONS bonuses each time yoi: play.
~Acqguiring one or both bonuses will double or tripley

. resuft pamts respectively. -

COLLECTION

Facus on Your time rank-

' ig-"-PUR[‘.HASlNG COLLECTION ITEMS _

Oncea Collection item is unlocked, you must have the resul
points required in order to “purchase” the item. As explain
in the Game Basics chapter, result points are acquired
completing as many objectives as possible without partne
dying, while finishing the scenario in the shortest possible

e

certain criteria,
ems within each

time. Purchasing everything on the Collection scre
requires more than 500,000 result points. Accumul
many points will require several replays. In order
spending the rest of your life replaying the scena
and over, you must maximize the number of point:

e, early con-
e characters

f G—Zombie Dog  Complete all five scenarios.

002 Kevin lllust. Complete any 3 scenarios as Kevin. 500 Creature CG —Licker Complete all five scenarios. 500
003 Kevin CG Collect all Kevin's Eharacter Specific Special Items. 1000 035 Creature CG —Zombie Dog  Complete all five scenarios. 500
004 Mark CG AVAILABLE BY DEFAULT 500 036 Creature CG- Hunter-Y Complete all five scenarios. 500
005 Mark lllust. Complete any 3 scenarios as Mark. 500 037 Creature CG — Tyrant Complete all five scenarios. 500
006 Mark CG Collect all Mark's Character- SpECIfiE Special ltems. 1000 038 Creature EarlyDesign Picture  Complete all five scenarios in Hard Mode, g 2000
007 Jim CG AVAILABLE BY DEFAULT 500 | 039 Creature Early Design Picture Complete all five scenarios in Hard Mode. 2000
008 Jim lllust. Complete any Tscenarios as Jim. 500 W 040 Creature Early Design Picture Complete all flve scenarios in Hard Mode. 2000
009 Jim CG Collect all Jim's Character-Specific Special Items. 1000 | 041 Creature Early Design Picture Complete : allfive scenarios in Hard Mode. 2000
010 GeorgeCG AVAiLABLE BY DEFAULT 500 042 Creature  Early Demgn Pmture Complete all fwe scenarios in Hard Mode. 2000
011 George lllust. Complete any 3 scenarios as George. =500 043 Gutbrea!_( Setting Complete ( ﬂutbreak as any character 1500
012 George CG Collect all George's Personal Character- Specmc Items 1000 044 Outbreak Setting ~ Complete Dutbreak as any character. 1500
013 David CG AVAILABLE BY DEFAULT 500 045 Outbreak Setting Find all Scenarm Spean‘lc Special ltems in Uutbreak. 1500
014 David Illust. Complete any 3 scenarios as David. : 500 046 Outbreak Setting o hind a!! Scenariu -Specific Special Items in GuthrEak. 1500
015 David CG Collect all David's Character Specific Special Items 1000 047 Below Freezing Point Setting Cumplete Below Freezing Point as any character 1500
016 Alyssa CG AVAILAELE BY DEFAULT 500 048 Below Freezing Point Setting Complete Below Freezing Point as any character. 1500
017 Alyssa Illust Compiete anyS scenarios as Alyssa, 500 049 Below Freezing Point Setting  Find all Scenario-Specific Special Items in Below 1500
018 Alyssa c6 Collect all Alyssa’s Character Specific Special Items 1000 A A o Freezing Point.
019 Yoko CG AVAILABLE BY DEFAULT 500 050 Below Freezing Point Setting  Find all Scenario- Specmc Special Items in Below 1500
020 Yoko lllust. Complete any 3 scenarios as Yoke, 500 - - _ Freezing Point. i
021 Yoko CG Collect all Yoko's Character-Specific Special Items, 1000 051 The Hive Setting Complete The Hive as any character, 1500
022 Cihdv el AVAILABLE BY DEFAULT 500 052 The Hive Setting Complete The Hive as any character. 1500
023 Cindy lllust. Complete any 3 scenarios as Cindy, _ 500 053 The Hive Setting Find all Scenario-Specific Special Items in The Hive. 1500
024 Cindy 6 L‘.cllecf all Cindin"s Chafaéter Speciﬁ:c Special ltems. 1000 054 The Hwe Setting Flnd all Scenano Specific Special ltems in The Hive. 1500
025 Character GG - Cast Complete all five scenarios. 1000 | 055 Hellfire Setting Cumplete Hellfire as any character. 1500 =
026 Character Early Complete all scenarios as all characters. 2000 056 Hellfire Setting _Complete HE"f'.'E as any character. 1500

Design Picture - Cast 057 Hellfire Find all Scenario-Specific Special ltems in Hellfire. 1500
027 Character Early ' 'Complele a'II'_s_cenarios as all characters. : "zuuu 058 Hellfire Find all Scenario-Specific Special ltems in Hellfire. 1500

Design Picture - Cast 059 Decisions, Decisions Setting Complete Decisions, Decisions as any character. 1500
028 Creature CG—Zombie Complete all five scenarios. : 500 060 Decisions, Decisions Setting  Complete Decisions, Decisions as any character. 1500
029 Creature CG — Hunter Cpn{pl.éte all five scenarios. 500 061 Decisions, Decisions Setting  Find all Scenario-Specific Special Items in 1500
030 Creature CG - G-Mutant Complete all five scenarios. 500 ; ___Decisions, Decisions.
031 Creature CG— Complete all five scenarios, 500 062 Decisions, Decisions Setting  Find all Scenario-Specific Special Items in 1500

Leech Man Decisions, Decisions.
032 Creature CG— Complete all five scenarios. 500

Giant Leech 187




and vice-versa.

Alternate costumes for each of &
the main characters can be [
unlocked by finding Character-
Specific Special Items. Refer to -
- the Special Items chapter for lists of Character-Specific

ocked in Smgle Play mode S
in be used in Network Play,

with an asterisk in that chapter.

Procure

: S ] _.Prucure all Cnstume SpemaHlemsfnrMark
Jimdré'ssc'hange{BasketbaIISrar) __ Procure all* Custume Special ltems for Jim
George dress change !TrueTendernessJ Pmcuraall Comume Specralltemsfnrﬁenrge
vid dress change (Urban ernm) Prcu:ure all* Cuslume Special ltems forDawd
Pmcure all “Costume” Specna\ IlemsfnrAIyssaB
Proc_ure_a!\ “Costume” Special ltems for Yoko:E.
Procure all “Costume” Special ltems for Cindy:B.
09 Pmcure all* Eustwne Special ltemsfurA\yssaC
D10 YnkndresschangeZ(MemuwArchwes] chure all * Costume Special Itemsfur\‘aknc
011 Cindy dress change 2{Funny & Bunny) Prucureal!"Cuswrne Spemalltemsfuri)mdy‘[)

012 Outbreak NPC:Bob _Enmplete Dutbreak as Mark. j
013 Outbreak NPC: WI|F L Complete Uuthreak in Very Hard Mo,
014 Outbreak NPC: Police Officers Complete Outbreak as any character.
(Raymond, Aaron, Arthur, Dorian) i
015 Outbreak NPC: Police Officers Complete Outbreak on Hard Mode.
(Eric, Harry, Elliott) ;
016 Outbreak NPC: Yoko:D Complete Qutbreak as Yoko.

017 Below Freezing Point NPC: Monica Complete Below Freezing Point as Yoko.

018 Below Freezing Point NPC: Scholars  Complete Below Freezing Point on Very Hard Mode.
(Scholar 1, Scholar 2)

{ ng The Hive NPC: Hursh Comptete The sze nn ‘u’ery Hard Mode.
020 The Hive NPC: Doctors {1,2,3) ~ Complete The Hive as any character 0
021 The Hive NPC: Nurses (1, 2) Complete The Hive on Hard Mude
022 Hellfire NPC: Danny, DannyB  Complete Hel!ilre and collect Hen s D Tag
023 Helifire NPC: Gill, Gill:B Complete Hellfire and collect Charhe s 10 Tag.
024 Hellfire NPC: Fireman = Complete Hellfire as any character.

025 Decisions, Decisions NPC: Peter Complete Decisions, Decisions on Hard Mode.
026 Decisions, Decisions NPC: Greg Complete Decisions, Decisions on Very Hard Mode.
027 Decisions, Decisions NPC: Frank Complete Decisions, Decisions as George.
028 Decisions, Decisions NPC: UBCS(I 2) Complete Decisions, Decisions as any character.
029 U.S.S. Special Forces Member Complete all scenarios with all characters.
030 Eeqp!e of Raccoon City (Men 1-5)  Complete all scenarios.
031 Mr. Color (Mr. Gold, Mr. Red, Collect all Special liems.

Mr. Blue, Mr. Black, Mr. Green)

10000

Special Items to collect in order to unlock extra costumes.
The Special ltems that enable new costumes are marked

10000

10000 |
10000

10000
1ﬂBDU

10000

/30000
30000
30000
4000
3000
5000

5000

3000

5000

3000
2000
6000
5000
5000
5000
3500
3000
10000

a0

8000
5000

10000 |
100000 | i

wil be the ones that nor- |
mally accompany the main char-
acter who defines the type.

“HCTAQrater | Selck AType S Becide 4 mwmrtion © atern

§ Each extra character begins
with a supply item in his or her
. inventory. Some extra charac-
' ters begin the scenario in bad
shape, starting off dangerously
low on strength points. Some
extra characters will succumhb

to the T-Virus more quickly than usual. Use the following
table to determine an extra character’s benefits and handi-

type,”

lem functmn and attack very much like one of the eight
main characters. Thus, each extra character is a “Mark
“Cindy type,” and so on. During scenario play, the
extra character uses the voice and talents of one of the eight
main heroes. There cannot be more than one of the same
character type playing in an online game, so it's important to

caps before choosing him or her to play a scenario.

_Name of extra character.
Type  The playable character type of the extra character,
_ K=Kevin, M = Mark, J = Jim, G = George, D = David, A = Alyssa, Y = Yoko, C = Cindy
STR  The maximum phvsmal strength points of the extra character. MAX = 3000 sirength
points. SUPER L = More than 3000 strength points, SUPER MAX means higher than
_ SUPERL .
COND. The status condition of the extra character at the beginning of the scenario. Characters
B in Danger status can only take one or two hits befare dying.
VIRUS The speed of the virus gauge, relative to the time it takes to go from 0.01% to 100.0%
without suffering damage from enemies.
ITEM _ The extra character begins any scenario with this item already in his or her possession.
SPEED The portable speed of the character, including running speed and speed of
raising/lowering weapon.
The damage multiplier used to determine the damage inflicted to enemies from any
attack by the extra character.
|wius | fam
USS1 K (B aul d Spray NORM :
HURSH |G N DANGER [QUICK Analstatic NORM 0.9
PETER |J N FINE VERY SLOW |Anti-Virus Pill (S}  |SLOW 1.18
BOB M [MAX DANGER |QUICK Handgun Bullets(10) |SLOW 0.98
WILL J s FINE auick Recovery Medicine(S) [QUICK 097
GREG G | SUPERMAX |FINE sLow Anti-Virus Pill(L) NORM  |0.85
i | SCHOLAR1IG L FINE SLow Blue Herb VERY SLOW |0.96
i | SCHOLAR2IG N FINE NORMAL  [Mixed Herb(G+R)  |NDRM 1
MONICA |A |S FINE SLoW Mixed Herb(G+R+B) |NORM
DANNY K L FINE  |VERY SLOW [lron Pipe SLOW 1.12
DANNY:B 1K MAX FINE NORMAL  [First Aid Spray VERY SLOW |1.16
GILL M IS FINE VERY QUICK |Mixed Herb (G+B)  |NORM 0.96
GILLB M IN FINE  |OUICK Mixed Herb({G+R)  |QUICK 0.97
YOKO:D vy L FINE SUPER QUICK |Anti-Virus Pill{L) SLOW 0.94
RAYMONDIK N FINE NORMAL  fHandgun Bullets(30) |NORM 1.02
ARTHUR |G |S FINE SLow Green Herb Quick Tica
AARON IM | MAX FINE NORMAL  [Handgun Bullets(15) {SLOW 121 E
DORIAN |G |N FINE SLOwW Red Herb NORM 1.05 =
ELLIOTT M |L FINE  |NORMAL |lron Pipe SLow 119
ERIC D S FINE SLow Handgun Bullets(20) INORM |11
HARRY |G S FINE NORMAL  [Mixed Herb(G+B)  |VERY SLOW [0.84
UBCST  |K MAX FINE SLOW. First Aid Spray NORM 1.18
UBCS2 K L FINE  JNORMAL Handgun Bullets(15) |SLOW 1.21
FIREMAN |G L FINE VERY SLOW |Recovery Medicine(L]SLOW 1.1
MAN1 G N |FINE SLOW Mixed Herb(G+R)  |aUICK 0.96
MAN2 |G MAX FINE auick Iran Pipe VERY SLOW [1.12
MAN3 |D L FINE NORMAL  |Recovery Medicine(S)|NORM 0.97
MAN4 M IN FINE SLOW Handgun Bullets(10) |NORM 0.87
MAN5 K S FINE NORMAL  |Red Herb NORM 0.94
DOCTORT |6 [S FINE  [sLow First Aid Spray SLOW 088
DOCTOR?2 |G N FINE auIcK Anti-Poison Pill NORM 1
DOETQBS G L FINE VERY SLOW |[Analstatic ; _ﬂUICI( 1.13
NURSE1 |C S |FINE SLow Mixed Herb(G+R+B) [NORM 0.97
NURSE2 |A L FINE SUPER QUICK |Recavery Medicine{S) [NORM 0.84
FRANK |G £ ~ |DANGER jauick Anti-Virus Pill{L) QuicK 0.91
Mr.RED  |K SUPERL |DANGER |SUPER QUICK |None _|NORM 1.5
MrBLUE |J SUPERL |FINE SUPER SLOW |None SUPER SLOW|0.8
MrGREEN |G [SUPERMAX|FINE  [SUPER QUICK |None auick |1
MrGOLD [M  |SUPERMAX|FINE  |SUPER SLOW |None Quick el
Mr.BLACK [D | SUPERMAX [DANGER | SUPERSLOW |None SUPER SLOW/|1.32

i =




Some of the movies displayed
during scenario play become |
available to "
review in the Collection screen,

purchase and

The criteria-are usually the com-

pletion of the scenario as a cer- |

tain character

]
002
3
004
105
006
007
008
009
D10
on
012
013
014 °
015
016
017
018
019
020
021
02
023
024
025
026
07
028
029
030
031
032
033
034
035
036
037
038
139
040
0
042
043
044
045
046
047
048
049
050

05

052

053

054

utbreak” Opening Movie

Kevin's “Outbreak” Ending Maovie

Mark's “Outbreak” Ending Movie

Jim's “Outbreak” Ending Movie

George's “Outbreak” Ending Movie

David's “Outbreak” Ending Movie

Alyssa’s “Outbreak” Ending Movie

Yoko's “Outbreak” Ending Mavie

Cindy’s “Outbreak” Ending Movie

“Outbreak” Scene 01 Mavie

“Qutbreak” Scene 02 Muv!e
“Below Freezing Point” Opening anm :
Below Freezing Point” Scene 01 Movie
“Below Freezing Point” Scene 02 Movie
“Below. Freezing Point” Scene 03 Movie
“Below Freezing Point” Scene 04 Muvge

Kevin's “Below Freezing Point” Ending Movie

Mark’s “Below Freezing Point” Ending Movie

Jim's “Below Freezing Point” Ending Movie

George's “Below Freezing Point” Ending Movie

David's “Below Freezing Point” Ending Movie

Alyssa’s “Below Freezing Point” Ending Movie

Yoko's "Below Freezing Point” Ending Maovie
Cindy's “Below Freezing Point” Ending Movie
“The Hive” Opening Movie

“The Hive"” Scene 01 Movie

“The Hive” Scene 02 Movie

“The Hive” Scene 03 Movie

Kevin's “The Hive” Ending Movie

Mark's “The Hive" Ending Movie

Jim's “The Hive” Ending Movie

George's “The Hive" Ending Movie

David's “The Hive” Ending Movie

Alyssa's “The Hive" Ending Movie

Yoko's “The Hive" Ending Movie

Cindy's “The Hive” Ending Movie

“Hellfire” Scene 01

“Hellfire” Scene 01 Movie

“Hellfire” Scene 02 Movie ~

Kevin's “Hellfire” Ending Mavie

Mark’s “Hellfire” Ending Movie

Jim’s “Hellfire” Ending Movie

George’s “Hellfire” Ending Movie

David’s “Hellfire” Ending Movie

Alyssa's “Hellfire” Ending Movie

Yoko's “Hellfire” Ending Movie

Cindy's “Hellfire” Ending Movie

“Decisions, Decisions” Scene 01 Movie
“Decisions, Decisions” Scene 02 Movie
“Decisions, Decisions” Scene 03 Movie

Kevin's “Decisions, Decisions” Ending Movie

Mark's “Decisions, Decisions” Ending Movie

Jim's “Decisions, Decisions” Ending Movie

George's “Decisions, Decisions” Ending Movie

AVAILABLE BY DEFAULT

Complete Outbreak as Kevin.
Complete Outbreak as Mark.
Complete Outbreak as Jim.
Complete Outbreak as George.
Complete Outbreak as David.
Complete Outbreak as Alyssa.
Complete Duthreak as Yoko.
Complete Uuth_rea_lv; as Cindy.

_Complete Qutbreak.

Complete Outhreak. ’
Complete Below Freezing Pumt.
Complete Below Freezing Paint.
Complete Below Freezing Point.
Complete Below Freezing Paint.
Complete Below Freezing Point.
Complete Below Freezing Point as Kevin.
Complete Below Freezing Point as Mark.
Complete Below Freezing Point as Jim.

.5.00 .

500
500
500
500
500

50
500

500
500
500

500
500
50

500
500
500
500

Complete Below Freezing Point as George.500

Complete Below Freezing Point as David.

500

Complete Below Freezing Point as Alyssa. 500

Complete Below Freezing Paint as Yoko.
Complete Below Freezing Point as Cindy.
Complete The Hive.

Complete The Hive

Complete The Hive.

Complete The Hive.

Complete The Hive as Kevin.
Complete The Hive as Mark.
Complete The Hive as Jim.
Complete The Hive as George.
Complete The Hive as David.
Complete The Hive as Alyssa.
Complete The Hive as Yoko.
Complete The Hive as Cindy.
Complete Hellfire.

Complete Hellfire.

Complete Hellﬁre

Complete Hellfire as Kev:n
Complete Hellfire as Mark.
Complete Hellfire as Jim.
Complete Hellfire as George.
Complete Hellfire as David.
Complete Hellfire as Alyssa.
Complete Hellfire as Yoko.
Complete Hellfire as Cindy.
Complete Decisions, Decisions.
Complete Decisions, Decisions.
Complete Decisions, Decisions as
any character and use Daylight to
defeat Tyrant-R.

Complete Decisions, Decisions as
Kevin, use the Daylight on yourself
and have another Daylight in your
inventory. !
Complete Decisions, Decisions as
Mark, use the Daylight on yourself
and have another Daylight in your
inventory.

Complete Decisions, Decisions

as Jim, use the Daylight on yourself
and have another Daylight in your
inventory.

Complete Decisions, Decisions as
George, use the Daylight en yourself
and have another Daylight in your
inventory.

500
500
500
500
500
500
500
500
500
500
500
500
500
500

50
500
500

500

500
500

500
500
500

500

500
500

500

500

500

500

500

500

055 David's “Decisions, Decisions” Ending Movie
056 Alyssé's ‘;Deciéinns, Decisions” Ending Movie &
057 Yoko's “Decisions, Decisions” Enﬂi'ng Movie
058 Cihdy'l-‘s “Decisions, Deci's'ic':ns-’-"EnﬁiﬁQ:Muviér :

059 Epilogue Movie

H’l your iﬂVEntDW

your inventory.

__inyour inventory.

Complete Decisions, Decisions
as David, use the Daylight on
yourself and have another
Daylight in your inventory.
Complete Decisions, Decisionsas 500
Alyssa, use the Daylight on

vourself and have another Daylight

i Cump]ete Decisions, Decisions as 500
Yoko, use the Daylight on yourself
and have another Daylight in

Complete Demsmns Decisions 500
as Cindy, use the Daylight on
yourself and have another Daylight

Complete Declsmns Decisians.

“Outbreak” BGM

_Complete Outbreak.

“Below Freezing Point” BGM o 1000
“The Hive” BGM 1000
“Hellfire” BGM Complete Herlre ity 1000
Demsmns Demsmns BGM Complete Der:lsmns Decasmns 1000
Batt\eWB_GM i ~_ Complete aII flve scenarios. 2000
] _ETC BGM Clear any scenario wnh 3009 or more result potnts 2000 RECOVERY:|
Kevin VOICE Find all of !{ev!qs Sp_g_cta_l _Items SHILBIEN, 2000
= Mark VOICE Find all of Mark's Special ltems. 2000
| 010 Jim VOICE __ Find all of Jim’s Special Items. 2000
i _Geurge VOICE _ Find : all of Georges Specual Items 2000
i | 012 David \.'DICE 4 | of David's Special ltems. 2000
: Alyssa VUICE  Find aIl of Alyssa’s Special Iiems : 2000 |
014 Yoko VOICE Find all of Yoko's Special ltems. 2000
Cindy VOICE Find all of Cindy’s Special | !tems i 2000
ETC VOICE Clear any scenario with 30[]0 or more result pmnts 2000

1000

001_HARD Mode _
002 VERY HARD Mode

004_INFINITY Mode

Complete All 5 Scenarios
Eump\ete all 5 scenarios in Hard Mode.
003 NU PAHTNEH Mode Complete all 5 scenarios in Hard Mode

COLLECT 0N

Easy or Normal mades.

. o000 i
50,000

All scenario event lists reach 100%.




HERY HERTISTALW AR
'EVERY WARRIOR{ISIATLEGEND?

Command the noble universe of

Onimusha in this hardcore 3-D action
fighting game. Select your Warrior

rom 24 characters from the world of

Onimusha and prepare to battle. Fight

olo or with up to three others for

lightning fast multi-player battles that

show off your skills as the ultimate

Warrior.

PlayStation.2 CAPCOMY

capcom.com
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RESERVED. CAPCOM and the CAPCOM LOGO are registersd trademarks of Capcom Co., Ltd. ONIMUSHA BLADE WARRIORS is a trademark of Capcom Co., Ltd. "PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the
interactive Digital Software Association. All other trademarks are owned by their respective owners.

Violence
Suggestive Themes




@ eALGEE CAPCOM

TEN_T_H ..A__NNIVERSARY

BradyGAMES published its first strategy guide in November of 1993, and every
year since then, we've made great efforts to give you the best guides possible.
Now celebrating our 10th annlversary, we’d like to take this opportunity to say a
few things and extend a special invitation to you—our readers.

First of all, THANK YOU! Whether you’re a long-time customer, or this is your first
BradyGAMES guide, we appreciate your support. We hope that our guides have
enhanced your overall experience when playing games. These days, completing
a game isn't just about how quickly you finish. It's about uncovering absolutely
everything a game has to offer: side quests, mini-games, secret characters, and
multiple endings just to name a few. That's what the TAKE YOUR GAME FURTHER®
banner at the top of our guides is all about.

Many games deserve more than just a standard strategy guide, and we recognize
that. Our guides are produced with the highest quality standards and are tailored
specifically for the games they cover. With the introduction of our Signature
Series and Limited Edition guides, we raised the bar even higher.

Now for the “invitation” part. Although we constantly challenge ourselves to
improve our guides, we’d like your help too. You're formally invited to tell us what
you think about our guides. Like something we do? Let us know. Think some-
thing we've done is totally lame? Please let us know. We want your feedback no
matter if it's good, bad, or just plain ugly. You can write or e-mail us at the
addresses below, and we will read what you send. Your opinions are important to
us, and may influence the direction for our guides in the future.

Write to: Send e-mail to:
BradyGAMES feedback@bradygames.com
800 E. 96th Street, 3rd Floor

Indianapolis, IN 46240

For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES.

v
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KEVIN: SIX SHOOTER
MAP NO.  SP.ITEM SCENARIO LOCATION DIFFICULTY
K8 Western Boots Qutbreak , Normal |
K9 White T-Shit  Below FreezingPaint  SecurityCenter  QOorl  Easy,Normal
R tes  TheHve  WasteLiquid DisposalRoom  Dorl Easy, Normal

| K10 Faded Blue Jeans Hellfire S Room 101 20r3  Hard, Very Hard
K Leather Belt Decisions, Bems:uns ~ Water Works Administration Office.  20r3 Hard, Vénj Hard
KI2  CowboyHat  Decisions,Decisions  ContolRoom 1 Easy,Normal |

PRrereene

0




MAP NO.
Mg

SP. ITEM
Brown Belt

Polo Shirt
Sneakers

SCENARIO
Outbreak

Below Freezing Point
Hellfire '
Decisions, Decisions

LOCATION SET
In Front of J's Bar Oord
Break Room

Linen Room

Access Way A

DIFFICULTY
Easy, Normal
Hard, Very Hard
Easy, Normal
Hard, Very Hard

LA BRIV



IM CHAPMAN

MAP NO. SP. ITEM
J13 White Tanktep

Rare Basketball Shoe

SCENARIO
Outbreak
Below Freezing Point

LOCATION
“Locker Room Easy, Narmal
: Duct Hard, Very Hard
Ji4 ~ FavoriteUniform ~ The Hive Reomaz... ~ Easy,Normal
J12 Wide Shorts Hellfire Linen Room Easy, Normal
J15. Autographed Ball Decisions, Decisions Store Room Hard, Very Hard

DIFFICULTY

i




MAP NO. SP. ITEM SCENARIO LOCATION SET DIFFICULTY

61 Cargo Pants Outbreak In Front of J's Bar . Hard, Very Hard

G14 Sport Sunglasses Below Freezing Point Break Room Hard, Very Hard
Brown Inner Wear The Hive

- ~ Easy, Normal
Outdoor Shoes Hellfire Security Office Hard, Very Hard
Yellow Raincoat Decisions, Decisions ~ Water Tank : o =

__Easy,Normal

GEORGE HAMILTON




DAVID: CLUB SCENE
MAP NO.  SP.ITEM SCENARIO LOCATION SET DIFFICULTY

The Hive

7 Leather Jacket

Boots Hellfire
Decisions, Decisions




. ALYSSA ASHCROFT

ALYSSA: MIDNIGHT CALLER

MAP NO. SP.ITEM SCENARIO LOCATION : DIFFICULTY
AlD Spike Heels Outbreak Liguor Room Hard, Very Hard
A1t Red Rouge The Hive Locker Room Hard, Very Hard
A9 Red Dress Decisions, Decisio Entrance Hall . ~Any :



ALYSSA: STREET SCENE
MAP NO. SP. ITEM ~ SCENARIO LOCATION SET DIFFICULTY
A5 Sportswear Bottom Qutbreak Locker Room Hard, Very Hard
Ad Sporswear Top Below Freezing Point Culture Room Easy, Normal
A7 Woman's Sunglasses  Below Freezing Point Computer Room Hard, Very Hard
AB Sports Shoes Decisions, Decisions Water Tank Easy, Normal

SP. ITEM SCENARIO LOCATION DIFFICULTY .
~ Blue Shirt____’_________“__Eg_lpw Freezi_n_g Point ~ Culture Room Oor1 ~ Easy Normal

Cool Sunglasses Below Freezing Point
The Hive

__EZF Laboratwoiy__ 1 Easy, Nnrmgl

F;xaminatic“rrﬁmu_o_rn : Hard, \ferv Hard

Bracelet The Hive

ite Under Decisions, 6-éc15|qns" = U;gr@hﬁngggm Office  2or3 ~ Hard, Very Hard




SP. ITEM SCENARIO LOCATION DIFFICULTY-
- Bunnygid Cutfiinks Outbreak Lagker S - Hod VemhHard
Bunr_]y Bowtie Below Freezing_?_oijz_ Turn Table

§oph‘|§pt‘:‘§tg9ﬁouge The Hive

”Bunny Ei::rs = _uv“._j:!_eilf|rem_ = —Roo}n ‘_294

Bunny High Heels Helfire Room 301
Bunny Outfit Decisions, Decisions ~ Drawing Room




YOKO SUZUKI

YOKO: SPRING FASHION |

MAP NO. SP. ITEM SCENARIO LOCATION SET DIFFICULTY

Y3 Cute Sneakers - Below Freezing Point Platform 20r3 Hard, Very Hard

Y2 Green One-Piece Dress _ Hellfire ~ Room103  Oorl  Easy,Nomal |
YOKO: GYM CLASS
MAP NO.  SP.ITEM SCENARIO LOCATION SET DIFFICULTY |

Y4 Exercise Clothes Outhreak Break Room

GymShorts  Decisions, Decisions  ControlRoom 8 Hard, Very Hard |
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