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The History of Resident Evil

In this guide, BradyGAMES proudly delves into every aspect of the Resident Evil series. This section gives you a retrospective
of the saga and how it has left its indelible mark on the market, as well as a complete synopsis of the story thus far.

The Birth oi Surv:Lval Horror

When the original Resident Evil was
released in 1996, the early days of 3D
gaming technology, it was one of the
most visually and viscerally striking
adventures out there. Combining the
monster-blasting fun of games like
Doom with the eerie mystery of the pop-
ular Alone in the Dark PC games,
Capcom’s self-proclaimed “survival hor-
ror” scenario quickly caught on with
players. They were drawn in by its
frightening yet gorgeous atmosphere and
branching, multiple-scenario story
design. In the following year, Resident Evil was voted “Best PlayStation Game Overall” by loyal fans of the console. In
appreciation, Capcom created Resident Evil: Director’s Cut, featuring bonus materials and extras. New versions that have
been released since then include Resident Evil Extreme Battle Mode, exclusively for the Sega Saturn, and Resident Evil:
Director’s Cut Dual Shock, with a new music soundtrack and analog vibration features.

Resident Evil 2 was released in January
1998, accompanied by rave reviews and
a massive advertising campaign. Within
two months, the sequel outsold its pred-
ecessors and established the Resident
Evil saga as one of the top-selling game
series of all time. Critical and fan praise
for the title quickly ushered Resident
Evil 2 into the category of classic, essen-
tial, must-own gaming. The sequel took
place in the same location as the origi-
nal, and it’s the first game to feature a
separate CD-ROM for each main charac-
ter. It also marks the debut of the “zapping” system, where the actions of one character can affect another character in a
subsequent game. Packed with more replay value and extras than any other game on the market, Resident Evil 2 continues
to be sold and played to this very day. Subsequent rereleases of the title include vibration and analog support, plus the
inclusion of an all new Extreme Battle Mode, as well as the Platinum edition for the Windows PC.

After this smash success, Capcom intro-
duced Resident Evil 3: Nemesis, which
expanded upon the events of Resident
Evil 2 and pulled in characters and ele-
ments from the original game. The new
game allowed the player to combine
items to create custom ammunition, and
it had a menacing new enemy who
chased the player from one area to the
next, appearing unexpectedly to keep the
fear factor alive. Nemesis has been rere-
leased on the Dreamcast and the PC, with
a GameCube port just over the horizon.

Early 1960s 1963 Summer, 1967 Fall, 1967 November 10, 1967 November 13, 1967
Alexander Ashford Famous New York City The first Special Tactics And The Arklay mansion is George's wife Jessica and daughter George Trevor arrives at the
graduates with a architect George Trevor is Rescue Squad (S.TAR.S.) is completed. The build- Lisa visit the mansion at Spencer's mansion, and Spencer tells
Ph.D. in biogenetics hired by Spencer to build a formed as a special branch ing includes many request. George is delayed by busi- him that his wife and
and joins his father’s huge mansion in the Arklay of the NYPD in New York. It secret passages that ness in New York. Lisa and Jessica daughter have left to visit
ze its potential for the cre- research on the Forest mountain range out- specializes in occult-related only Spencer and Trevor become the first test subjects their Aunt Emma, who has

ation of biological weapons Mather Virus. side Raccoon City. terrorism within the city. Trevor are aware of. of the Mother Virus fallen unexpectedly sick




Not even a full year passed before
Capcom released Resident Evil CODE:

Veronica, the series’ first foray into Intm]giun
the next generation of amazing 128-

bit graphics. With astonishing
graphics and an engaging storyline,
the game reunited Claire Redfield
from Resident Evil 2 with her broth-
er Chris, from the original game. The
unfortunate siblings were again
thrust into danger as a viral out-
break turned innocent people into
ravenous undead zombies. Chris’s old rival Albert Wesker, in spite of his previous “death,” also returned to
threaten the heroes’ survival. After proving to be a smash success internationally, the game was subsequently
ported to a new system as Resident Evil CODE: Veronica X, including new cut scenes and bonus material. A PC
version is not far away.

The Birth of
Survival Horrar

In early 2002, Capcom re-created the
original for the Nintendo GameCube,
releasing Resident Evil with a com-
plete graphics overhaul. The new
version features a lifelike realism
that adds a whole new level of fear
and tension to the original. With the
release of the highly anticipated
Resident Evil O, Capcom now reex-
amines the early events of the story-
line with unmatched graphics and a
new, two-character party combat
system. What new secrets will be revealed about the tragic demise of Raccoon City, and how deep does the
conspiracy extend?

Compare this shot from the original Resident Evil... ...to this shot from the GameCube version!
November 14, 1967 November 15, 1967 November 18, 1967 November 21, 1967 November 24, 1967
While leading Trevor on a tour of the estate, Lisa is allowed to eat with her George Trevor begins to While trying to leave, Trevor is George Trevor is imprisoned in
Spencer reveals his intention to form a large mother. Mutating rapidly, and worry about his family and forcibly taken by men to a gallery a room with strange ant-like
pharmaceutical company named Umbrella. believing her mother to be a fake, cannot find a telephone where paintings depict a man’s birth creatures. One of Spencer’s
The mansion will be a weekend retreat for Lisa peels off her mother’s face He notices a tunnel in the and death. One of the men informs men informs him that he must

e stives. Lisa Trevor revives, but is under- and attaches it to her own. courtyard that was not George that his family is dead and be eliminated in order to pre-
going mutation from the Mother Virus. Jessica Trevor is presumed dead part of the original plans. injects him with a sedative. serve the mansion’s secrets




Wesker' s Report

The events depicted in the Resident Evil series are the culmination of forces set in motion long ago. No one has been a bigger part
of the story-behind-the-story than the ruthless and enigmatic Albert Wesker, former Umbrella Corporation researcher turned trai-
tor and chief rival of the S.T.A.R.S. organization. Sometime before the fateful accident in the Raccoon City Mountain area, Wesker
wrote a five-part account of his research and involvement with the insidious Umbrella Corporation. This document was addressed
to a mysterious individual named Ada Wong, who may have been a copfidant and agent of Wesker's during his defection to an
unknown organization that seeks to steal Umbrella’s valuable research. We present that account here in its entirety...

PART 1
WUMAN SPECIMEN sy
BJECT
It was the summer
s 20. e
Fac1lit VeArs 8go, and I was 18 years old wn
¥ for the first tipe. en I visited the ATklay

MUNDAY, JULy 31, 1976

I can sti11 smell
the
B e : stench of the aip stirred up by the helicopter:
e 8 rotor
thing that it / ordinary from the SKy. But from the S e
at made me r 5 ground, I se
- €ar to tread. Birkin, who was two years A
€d in nothing but the research paper he younger than me, was inter-
that place two d
ays previ
. bp ously, the same day they decided to close down the
i : €longed to. Whether this chain of events was g s
c¢olnecldence, onl carefull 1 .
e ¥ Spencer knows. This Place, arklay I — ¥ Planned ox
€re Spencer himself had established a WA TY, Was the very loca-
=Virus research.

Getting off t
Ty e s caZﬁth::::fiizfllne 8aw the Laborgtory Manager walting for us near the
official title, the laboratora : *he man’s name. But 1t didn’t mattep., A
Rhitad Heseatsl Biginence i ¥ belonged to Birkin ang hyself from that day forward As
Spencer’s intention Blr;l e had full authority on the Premises. This was, of . .

k N and I had been . , ourse,

We walked past the 1ab I
vl — head8d’02:::Z?Iuanager and got into the 11ft, without introduction. I
s e o echeo had memorized 4 map of the building the previous ;gy
e il ] s8nub the manager, but he never had time for the litt) .
¥ for more than five 8econds would have agltated most peopI:

dwﬂ, and I didn’t L e Z W. e 1 was
ant t 4
: o cognize his Ind1 rf‘erence to us After all hil1l at
ay wWas pPencer’s Puppe The lab W : . he ne
. manager kne this bett
er han I did at t
ATk 1 S t t ti .

While we descend
ed on t
detailed records he 1ift, Birkin concentrated on his papers, whi
Sy on Ebola, a fllovirus that had been Pt » ch contalned
€. Even now, man n Africa two
vivus 1% cia i ¥ people across the world sti11 study Ebola So Years
er to fin : .S vk
d a cure and save lives, while others Ria ok 5 dying the
e sinlster inten-

Ninety percent o
By s deatriy:ieiiZiis inrected with the Ebola virus w1lll dle. Once infected
R Sontd 1 iy "eapo: tanddays. There 1s no vaccination and no cure. Ifr th;
S Rl o to ecimate Populations, the threat Would be Incredibly
B e i et aty Prohibiting use of Blological Weapons had been 1 !

» 80 1t was 1llegal to conduct research on using the virus a: a

apon. € 1 e vir t =:
]
we 0 How ver t Was el'!ect-l ega to conduct research Q! tl] us w th the j.n €n

November 27, 1967

Trevor escapes from his
room but cannot escape the
mansion. He cannot remem-
ber how to undo the puzzles way into the lab under
and traps of the estate. He is Spencer has orchestrated his demise as a

beginning to lose his mind. natural causes soon thereafter.

-more-
el b et e S R TSN LTI T S-SRI EPRIRPUES S - i i it i i
November 30, 1967 December 7, 1967 1968 1970 19M
Recalling the mansion's Suffering from dehydration and starvation, Edward Ashford, James Marcus, and Alexander Ashford ¢ Alexander isolates the gene that
Trevor crawls into a secret passage inside QOzwell Spencer establish Umbrella work on a secret research d L human 1 llig He
Chemical, Inc. as a front operation facility in the Antarctic. He splices genes from his celebrated
ancestor Veronica into the egg of a

design, Trevor manages
to find a secret passaga- the ion, where he di a tomb-
stone with his own name on it. He realizes for their research into Bio-Organic continues independent work
Weapons. Edward Ashford dies of on the Veronica virus, named
for his glorious ancestor.

the estate. His health

continues to deteriorate, sick joke. He lies down and quietly dies.

surrogate mother. Alfred and Alexia
Ashford are born nine months later.
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tion of preventing its spread 1f it was used by someone else a8 a weapon. The difference
between the two types of research 1s a fine line—in fact, there is practically no dif-
ference between the two. In order to stop the use of a virus, you must know how it can ﬁ?ﬂmk
eport

be used as a weapon. This means 1t 1is possible to pretend that your research 1s intended

to prevent and cure an outbreak, while your true aim is the exact opposite.

However, Birkin was interested in nelither method of research, because the virus had
too many imperfections. First, it dies in contact with direct sunlight, and it can only
survive outslde the body for a few days. Second, the virus cannot move to another host
because 1t kllls its initlial host too quickly. Finally, the virus is transmitted through

body flulds and secretlions, which can be prevented easlly.

EBut conslder thls: What i1f a person Infected with the virus could stand up and walk?
And what 1f, subconsciously, that person sought direct physical contact with uninfected
people? What 1f the RNA of the Ebola mutated his genes, changing him into an indestruc-
tible monster? This creature would be a Elo-Urganic Weapon—almost dead, but still capa-
ble of attacking and infecting other humans. We were lucky that Ebola did not already
exhliblt such characteristics. But we could now create a strain of Ebola with those capa-
bilities, Just for ourselves.

The Umbrella Corporation was established through Spencer for the creation of this
Blo-Urganic Weapon. Un the official level, Umbrella was a pharmaceutical company spe-
elalizing in a cure for the virus. But in reality, it was a factory for the production
of viral weapons. Previously, they had discovered a Mother Virus that could modify
genes. This was the genesis of the project. In order to manufacture a Human Biologleal
Weapon from the Mother Virus, it was necessary to develop a variant wherein this strange
property was enhanced.

This was the essence of the T-virus project.

The Mother Virus iIs a type of RNA virus that has a tendency to mutate the subject.
Birkin wondered 1f he could combine Ebola genes with the mutated form of the Mother
Virus to enhance its uniqueness. A sample of the Ebola virus had already been shipped to

the laboratory.

After switching from one 1ift to another, we arrived at the unit of the laboratory
with the highest security. Even Birkin’s eyes were dilverted from his papers when we met
her for the first time. We had no previous knowledge of her existence. She was the
biggest secret at the laboratory, and her data was never published outside the premises.
She was the human specimen upon whom we were to test the T-virus. She was 25 years old.
No one knew her real name, but the records showed that she had been there ever since the

faclllity was built. The experiments had started on November 10, 19¢7, and she had been

-more-
N e M2 s Sisine ot Sk i i et immiiit y i .
Mid-1970s (Estimated) June 3, 1978 July 31, 1978 July 27, 1981 December 8, 1981

Umbrella Chemical expands to multina- After months of research on the Albert Wesker and William Birkin arrive Ten-year-old genius Alexia Ten-year-old Alfred Ashford
tional status and becomes the virus discovered by the at the Arklay Laboratory facility outside Ashford graduates at the top completes construction of a mil-
Umbrella Corporation. A management founders of Umbrella, Dr. James Raccoon City. They begin their tenure as of her university class and is itary training facility on Rockfort
training facility is built eight miles away Marcus suddenly disappears. Chief Research Engineers on the T-virus hired by Umbrella. She joins Island. He begins to oversee the
from Raccoon City. James Marcus The management training facili- project. Their work commences with a her father in researching the secret training of mercenary

becomes director of the facility. ty is abruptly shut down, creature that was once Lisa Trevor. Veronica virus. soldiers employed by Umbrella




February 17, 1983 March 3, 1983

sister Alexia. He shares " A p
this information with her. is their father, Alexander. the Antarctic facility. Ashford slowly begins to lose his sanity. to question his loyalty to Umbrella. Umbrella's various facilities.

5 ; e, L R - TOT

receiving virus injections for 11 years.

Birkin muttered a curse—or was it praise? We realized there was no turning back.
Would we lead the research to a successful conclusion, or would it rot away llke her? We
had only one option. The sight of her body in that shabby hospital bed moved something

in our consciences. 1 wondered i1f this was part of Spencer’s plan?

Part II
Alexla
SATURDAY, JULY 27, 1961 (THREE YEARS AFTER THE PREVIOUS REPORT)

On this day, a 10-year-old girl was appointed senior researcher at the South FPole
facillty. Her name was Alexia Ashford. I was 21 years old and Birkin was 19.
Unfortunately, the rumors about Alexia at the South Pole were rampant among Arklay’s
researchers. The House of Ashford was legendary to the older staff, who had been with
Umbrella long enough to remember the name. Whenever the research hit a stopping point,

they always said, “If only Dr. Ashford were still alive..”

Dr. Ashford certalnly was a great sclentist. He was one of the original research
team who dlscovered the Mother Virus, and he originated the T-virus project. However, he
died soon after the Umbrella Corporation was established. Thirteen years had passed
since his death. What was the point of expecting anything new from the Ashfords? In
fact, the South Pole laboratory, which was founded by Dr. Edward’s son, Alexander, had

.80 far ylelded no results. Certainly, nothing more could be expected from the grand-
daughter, Alexia! However, from that day on, our useless subordinates would say, “If

only Ms. Alexla were here...”

There was no potential for future development in this lab, as long as we had starf
1ike those idiots who thought someone was smarter just because they halled from a famous
family. I realized those fools would never take the initiative and would be content to
remain minor researchers even though they already had one foot in the grave. But I was
different. I had sense.

If I, as the chief researcher, had become emotlonal, the development of the T-virus
would have been delayed even further. To achleve results, one must stay calm and make
sensible decisions no matter how trying the circumstances. An idea came to me. If I
could find a use for those useless old gentlemen, the research might be more successful.
Since they could drop dead at any moment, wouldn’t they be more useful as test subjects

for the more dangerous experiments?
The art of management is to effectively utilize the workers.

However, Birkin was becoming a problem. He made himself miserable over the Alexla

-more-

ril 22, 1983 December 27, 1983 December 31, 1983

January, 1988
On a trip to the Antarctic With her brother’s assis- After several weeks of muta- Alexia injects herself with the T- News of Alexia Ashford's death in the Michael Warren is elected mayor o
facility, Alfred Ashford dis- tance, Alexia Ashford exper- tion, Alexander Ashford is clas- Veronica virus and places herself in a Antarctic reaches the Arklay Raccoon City. Under his fine leader
covers the truth behind iments on a human with the sified as a failed experi by cryogenic freeze. She beli this Laboratory. Wesker begins to wonder ship, the community forms a tight
the birth of himself and his latest form of the virus she his daughter Alexia. They con- hod will p the rapid degenera- why Sp would fund viral research relationship with Umbrella. More
has developed. The subject fine him in a secret chamber in tion her father experienced. Alfred in a dangerous forest zone. He begins than half the town is employed in
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Wesker's

rumors. Although he never admitted 1t, he was quite proud to be chief Researcher at the Report

age of 16, the youngest ever.

the first time Birkin felt inferior

some rich brat, had overthrown him.

minor events 1n such a faraway place, where there had been no advancements for so long.

After everythling we had accomplished,

Although he was immature,
years, our research had finally

By then, the T-virus was becoming stab
Weapons, more widely kKnown as sombles. However, the virus would never be able to modify
the human gene 1007 . There are incompatibilities between
no two persons’
to escape, and they woul
the virus. There was nothing we could do to change this, no matter how hard we tried.
With a %07 success rate,

But Spencer wasn’t satisfied.

Eut thils 10-year-old girl
to anyone.

It was unimag

it should have been

he was still Jjust a child.

1 needed him to pull himself together because after three

reached the second stage.

genes are exactly alike. Ten percent of humans might be fortunate enough

d be immune to the disease even 1f a

He wanted a weapon that would completely wipe out an

entire population, without exception. But why?

Essentiall
cost. But our

have never che

another ordinary weapon,
it just to make 1t a weapon
soever. Why did he continually ignor
the entire weapons industry by changing the very

stand a little.

Aside from Spencer’s program,

y, the intended virtue

Human Biologlecal Weapon was becoming

ysen this route if he wanted financlal galn.

an Increased emphasis on 1ts combat

through the T-virus, pbut also by adding th

fighting blol«

armor or blohazard suits, plus people vac

1ater named The Hunter.

)gical weapon would ki1l all human beings, including those wearing body

the maln project.

Birkin, with his absurd feellngs toward Alexia, started acting irrationally. He

worked through the night at the lab,

ments one after another.

before the specimens expired,

July 1st, 1988

After months of struggling with the T
Project, Wesker and Eirkiqn finally n.gsr.?\:j
a sample of the Nemesis prototype from
Umbrella France. They test it first on the
fenlale_speuilnen. ‘When she absorbs
Nemesis, the G-virus is discovered.

Birkin is approved to begin research
and development on the G-virus, A new
secret lab is constructed under the old
train yards in downtown Raccoon City.
Wesker applies for a transfer to -
Umbrella’s Information Bureau.

of total extermination did n

e the mounting

But I still don’t understand his real

But we had to suspend these ex

My staff and 1 collected blops

but we Jjust couldn

of biologlcal weapons Was their low development

it would have made 2 handsome profit.

Birkin was englneering a living biological weapon with

abllities. Not only was he mutating human genes

time after time, and repeated unorganized experi-

-more-

1992
With funding provided by Umbrella, Mayor
Warren leads a project to build a new hospital
in Raccoon City and rebuilds the Municipal
Bllll|_dll'1g and the public utility works, His

ac S are ¢ ated with a statue
in the Municipal Building’s courtyard.

He couldn’t understand how a young girl,

inable that he was belng affected by

1e enough to be used to ereate Blo-Urganlc

the virus and the genes because

sombie infected them with

good enough to use for bilologlcal warfare.

extremely expensive. Spencer would

1f manufactured now, as Just
But to keep researching
ot make any business sense what-
ecost? If his goal was to monopollze
concept of war, perhaps 1 could under-

intentions.

e genetlc information of other creatures. The

cinated agalnst infection. This experiment was

periments after a wnhile-to protect

y samples as quickly as possible

't keep up wWith his speed. The laboratory

1993

had ruined it. This was perhaps

Raccoon Police Department Chief
Brian Irons begins accepting
bribes from Umbrella to ignore their
unethical practices. He covers up
the disappearances of human test
subjects abducted from town,
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manager supplied the new specimens as 1f nothing was wrong, but the bodles didn’t sur-

vive long.
It was hell.

But the female specimen survived that hell. She was 28 years old by then, and had
spent 14 years in this lab. The numerous injections of the Mother Virus should have left
her bereft of any logical reasoning. But if she had any remaining mental abilities,
death would have been the one and only thing she deslired. However, she continued to sur-
vive. Why? The experiment data did not highlight any difference between her and the

other specimens. We needed more time to determine the answer to that question.

Part III
Alexia’s End
DECEMBER 31, 1963 (TWO YEARS AFTER THE PREVIOUS RECORD)

It was my 6th winter at the Arklay Laboratory. We had not achieved anything new in
our research for some time, but the turning point finally arrived. The catalyst was a
report we recelved that morning. Alexlia had died at the South Pole facility.

The reports indicated that Alexia had acclidentally infected herself with a new virus
she’d created, the T-Veronica virus. At that time, Alexia was only 12 years old and was
much too young to conduct this kind of dangerous research. A rumor began to circulate
that she had delliberately infected herself with T-Veronlica, but that didn’t seem plausi-
ble. More 1likely, she had not recovered from the disappearance of her father a year ear-

lier and had made a clumsy mistake.

At the South Pole facility, Alexia’s research was taken over by her twin brother,
the last of the Ashford lineage. But no one expected anything worthwhile from him. It
seemed the House of Ashford would fall without producing any research of note. As I sus-
pected, the legend surrounding this family was Just a legend after all.

Alexla’s death changed Birkin—or transformed him back into his usual self? Following
this major event, the subordinate researchers had to admit that no one was better than
Birkin now. However, talking about Alexia in front of Birkin was still not a good ldea.
1 wanted to obtain a sample of the T-Veronica virus, but Birkin strongly disagreed. 1
had to wait a long time before I would know the truth about Alexia’s research. In spite
of the change in Birkin’s circumstances, he still never grew up.

However, I was asking myself a much bigger question at the time.

A deep forest surrounded the Arklay facility. I used to take walks out there gquite

often. However, I never saw any people in the mountainous region. The only way in or out

-more-

March 3, 1995 Summer, 1997 Winter, 1998 ril 6, 1998 ril 7, 1998

ril 25, 1998
Albert Wesker returns to the Arklay The Raccoon City Police Barry Burton, former SW.AT. team Chief Irons threatens his sec- Chief Irons’ secretary does some A disposal manager is tran
Laboratory to assist William Birkin in the Dep is allowed to rel leader, quits his job to help Albert retary and forbids her from research on the Chief and finds ferred to take charge of
disposal of the female specimen. He sus- to the empty Art Museum. Many Wesker establish a S.TAR.S. branch maving the statues in the sec- out that each of his art pieces is Umbrella’s test suaact dis-
pects the new facility head, John, is leak- expensive pieces of artwork remain at the Raccoon City Police Department. ond floor hallway of the police worth hundreds of thousands of gosal ant inside the Ci
ing information, and learns that Spencer in the building, and Chief Irons With the blessing of Chief Irons, they station. His mood swings are dollars. She wonders where the ark. facility is quic

doesn't visit the mansion anymore. S00N receives more art pieces. begin recruiting new members. becoming increasingly erratic. money comes from.

nicknamed the Dead Facto




was by helicopter.

because we could minimize the damage if a virus escaped.

S6e

cally englneered weapon was not that simple.

example, the human

Distance from the population was important to this kind of work,
However, controlling a blologl-
The vlruses didn’t Just affect people. (For

influenza virus also infeets birds, pigs, horses, and seals.) A more

complex aspect of the T-virus was that not all specles of an animal family could be

affected.
might not
though it

This meant that ducks and chickens might be susceptible, but other bird types

be. Moreover, the mutation would change the type of hosts affected, even

was the same virus. So there was no way to know how many hosts were suscepti-

ble to any virus.

The blg problem was the high adaptabllity of the T-virus from host to host. While

Eirkln was mentally crippled,

the T-virus.

every specles could spread the T-virus.

When I left the lab and strolled through the forest,
chose this location.
virus escaped and found an acceptable host body to infect,

host was a small insect,

and grow larger. In that case,

the threat would be minimal.

There were so many specles in the forest.

I studied the possibilities of secondary infection from

I dlscovered that not Jjust animals, but plants, insects, fish, and almost

1 would wonder why Spencer
What would happen 1f the
here In the woods? I1f the
But T-virus insects could mutate

how far would the virus spread? 1If plants were infected,

the spread of contamination would be small because plants can’t move. But what about

their pollen?

This locatlon was too dangerous.

move thelr

facility to the South Pole. Un the

I reallzed that the Ashford family was right to

other hand, this particular facility

seemed to be placed intentionally to spread the virus.

The danger was too large to share with any of the other researchers. Birkin was the

only one I could tell,

Around thi

Sperncer’s

if I had to leave my current

8 time, 1 started to

but it was

obvious he wouldn’'t care.

1 needed more information.

feel my limitations as a researcher. To figure out

true Intentlons, I needed access to the information I required. I did not care

Job to fulfill this need.

Spencer would notice and it would all be over.

1 devoted myself to the research with Birkin,

apparent.

She was a

current endeavor,

We became 1lncreasingly busy,

useleas fallure, and yet she lived

yeara later...

" i

we continued to think of her

on.

-more-

— :
May 10, 1998

Chief Irons purchases a lurid piece of
artwork. His secretary begins to won

der about his sanity. The animal keep-

er of the Arklay facility is ordered to
take care of a new monster that
resembles a skinned gorilla.

May 11, 1998
An "accident” occurs in the
Arklay Lab, and the T-virus is
released. The keeper is required
to wear a biohazard suit. A crazed
scientist destroys a water tank
and floods a portion of the facility.

May 12, 1998

The keeper’s skin
begins to feel itchy
inside the suit. He
becomes irritated and
irrational and refuses
to feed the dogs

But I couldn’t be too hasty, or

so that my real thoughts would not be
and everyone forgot about the female specimen.
And because her data was useless in our

as a fallure until that experiment five

May 13, 1998
The keeper reports to the
infirmary to let the doctor look
at his itchy, swollen back. The
doctor bandages his wounds
and says he doesn’t need the
biohazard suit anymore.

May 14, 1998
The keeper finds a blister on his foot. He
has to drag the foot behind him when he
walks. Some of the dogs have chewed
their way out of their pens. Umbrella’s dis-
posal facility in the City Park is completed,
but the systems require more testing.

Introddjction

Wesker's
Report
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Fart 1V
Nemesls
JULY 1, 1988 (FIVE YEARS AFTER THE PREVIOUS RECORD)

Our 11th summer since we arrived at the Arklay Facllity...

I was 28 years old. Birkin was then a father with a two-year-old girl. His partner
was also researcher at Arklay. It was hard to imagine that anyone could marry and raise
a child while both of them were involved with the work there. But Birkin was dirferent,

and he continued his research.
OUnly the mad could succeed at Arklay.

After these 10 years, our research had finally reached the third stage: A highly
sophisticated, intelligent Blological Combat Weapon that could be programmed to obey
orders and act as a sollder. We called it Tyrant. But there was a large obstacle from
the very beginning—it was almost impossible to find a living specimen upon which we
could base the Tyrant. The supply of human beings who were genetically acceptable for
this task was extremely limited, due to the nature of the T-virus.

The T-virus varlant used to create the zombles and the Hunters was sultable for most
humans, but the carrier’s brain cells would decay. To transform the specimen into the
Tyrant, we had to be able to keep the subject’s intelligence at a certain level at all
times. To overcome this obstacle, Birkin worked to extract a variant that would cause

only a little damage to the brain while mutating the specimen to perfection.

However, humans with the required genetic stamina were extremely rare. The Genetle
Analysis team’s simulation data reported that only one person in ten million would make
a successful Tyrant subject, while the rest would only become zombies. It was possible
to develop a more potent version of the T-virus that could transform more humans into
Tyrant candidates, but we needed a human subject who was a perfect genetic match to the
new version. The possibility of obtaining such a specimen was minimal, with maybe only
50 existing in the USA. In fact, in spite of a great search, only a few specimens with

a close match were collected.
From the outset, our research was at a standstill.

Une day, we heard a rumor that a European branch laboratory was working on a project
to ereate a third-generation Bio-OUrganic Weapon. It was called the Nemesis Project. I
worked hard to quickly obtain a specimen from the project so that I could use it to fur-
ther our research. Naturally, Birkin opposed this idea, but I managed to persuade him.
He was forced to admit that our work could not proceed until we had an appropriate spec-
imen. A few days later, a parcel arrived from Europe through various transit points. It

was delivered to our heliport in a small box labeled “Nemesis Prototype.”

-more-

May 16, 1998 May 19, 1998 May 20, 1998 May 27, 1998 June 7, 1998

May 15, 1998
The keeper tries to leave the Spencer estate to go The keeper becomes The keeper kills The mutilated corpse The Raccoon The manager of the Dead Factory
visit his girlfriend. He is prevented from leaving by increasingly itchy. and eats one of of a young female Times finally complains that the bodies arriving
armed guards. One of the researchers is shot trying Rotten flesh falls off the guards. His hiker is found on the reports the dis- from the Arklay Lab are increasing
to escape. The plant at point 42 in the dormitory his arm when he transformation is left bank of the Marble covery of the in quantity and can’t be disposed

area begins to grow at an accelerated rate, fueled scratches. almost complete. River in the older dis- mutilated hiker in of properly. The laboratory staff
by chemicals in the waters flooding the basement. trict of Raccoon City. the Marble River. won't listen to his complaints.




Introddiction
==
We had to use a lot of Influence to obtaln it from the French divialon where it was
: : Wesker's
cultured, but we would not have received 1t without Spencer’s help. Birkin wasn’t inter- Hmun

ested In the experiment, but he agreed that It was important anyway.

The sample we received had a brand new design. Nemesls was a parasitic living body,
created through pure genetic modification. A living body with intelligence, but no abil- ¢
er

ity to act on its own. However, once it Iinfested the braln of another living being, it g
lat-

would assume control of the body and demonstrate a highly developed aptitude for combat.
The idea was to provide the Intelligence separately from the body, and then comblne them o
in order to create one living blological weapon.

Yet a new problem arose, because Nemesls did not always assume control of the host
body in the way we needed it to. The report that came with the sample was only a long
ist of deaths. The speclimens lasted only five minutes after Nemesls took control of
their minds. So we knew that an Incomplete prototype would be 1iIn extreme danger.
However, 1f we could prolong the carrier’s survival period, we might take credit for the e
Nemesls Froject. That was my goal.

The female specimen was the natural candidate. With her unique ability to endure, -
she could withstand the Nemesls prototype longer. So even 1f the experiment falled,
nothing waa loat.

However, the experiment took an unexpected turn. When Nemesis tried to enter her t-
brain, it was absorbed. At first, we didn’t understand what had happened. That was when
it all started. Up to that point she had remained barely alive, but now something was

awvakening inside her. We started to examine her with renewed vigor.

For the past 10 years, she had been carefully examined, down to the smallest detall.
But we decided to ignore her past records and start over. For the first time In her 21

years here, she was about to show us something completely new.

After all our examinations, Birkin was the only one to see 1t. Something definitely
was born inslde her. However, this discovery was greater than the origlinal T-virus proJ-
ect, leading us to a direction we had never before considered. This was the beglnning of

the G-virus project, which changed our fate.

Fart V
G-Virus
MUNDAY, JULY 31, 1995 (3SEVEN YEARS AFTER THE PREVIOUS RECOURD)
Summer had arrived again, and 17 years had passed since my first trip to Arklay
Mansion. Whenever 1 arrived, 1 always remembered the smell of the winds on that first

day. None of the buildings had changed since then. I could see that Birkin had already

-more-
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June 8, 1998 June 10, 1998 June 15, 1998 June 16, 1998 June 28, 1998
Chief Irons becomes furious at his secretary, and she flees from Chief Irons has been Irons’ secretary The Raccoon Times Don Weller, the chemical transporter
his office. Irons locks himself inside and refuses to come out. The locked in his office for manages to discover reports violent between the Raccoon City Lab and the
secretary worries the Chief may try to hurt her. John, the chief two days and won't come the Chief's secret attacks of tourists Arklay Facility, returns to work after being
researcher of the Arklay Laboratory, writes a goodbye letter to out. The police officers She is certain her life and hikers by packs sick in bed until the day before. The
his girifriend, Ada Wong. He advises her to report what happened are starting to worry is in danger, and her of wild dogs roaming sewer manager notices that Weller is
to the media, and to shoot him if he has turned into a zombie about his behavior. diary abruptly ends. the Arklay Forest sweaty and constantly scratching himself.




June 30, 1998
Rebecca Chambers
joins the S.TARS.
Bravo Team as a
field medic.

N

_’_
arrived and was standing on the heliport. I hadn’t seen him since I had left Arklay
Laboratory four years before.
Back then, when Birkin’s G-virus project receilved approval, I applled for a transfer

to the Information Bureau and was readily accepted. Everyone must have seen it as a nat-

os ural move, glving up my post as chilef researcher to seek a career change. The truth is
Ev that the G-virus project was quite beyond my capabilities. Even if my true goal was to
still determine Spencer’s real motivations, everyone felt that my abilities as a useful
ANymox researcher had reached their limits,
Th In spite of the winds caused by the helicopter, Birkin never took his eyes off his
Stil1, research papers. Although he vislted Arklay repeatedly, he was no longer a researcher
Th there. Sometime before he had been transferred to a huge underground laboratory in
we sah Raccoon City, which was the base for the G-virus project under his direction. To be hon-
was wi est, I never would have thought Spencer would approve the G-virus project, because it
known was founded on an estimated guess and deviated from his original conception of a biolog-
tory. ical weapon.
reg The maln difference between the G-virus and the T-virus was that any organism
‘ infected by the G-virus continued to mutate on its own. Because a virus is an unprotect-
ed form of a gene, it can mutate easily. This mutation can happen when a virus is left
regair on its own, but once a virus 1s in another organism, something different occurs. A gene
in an organism’s body hardly mutates even though a virus modifies its structure, unless
there are external Influences like radiation exposure. However, an organism infected
with the G-virus kept mutating itself without any external influence until it died.
Similar characteristics existed in the T-virus. When we placed the EBio-Urganic
Weapon under certain clrcumstances, we recorded some genetlic recombination caused by an b
activated virus in the body. However, in the case of the T-virus, it always needed some y
external influence to trigger the recombination, and the results were always close to g
what we predicted.
Urganisms infected with the G-virus totally lacked such predictability. No one could
foresee what sort of recombination would take place, and nothing could stop the muta-
tion, making our manipulation worthless. Seven years before, Birkin found signs of this
effeet in the female specimen. Un the surface, she had not changed at all. But internal-
1 1y, she changed continuously and remained alive by merging and coexlisting with all the
experimental viruses she had been administered. And 21 years of internal mutation had
g evolved her enough to accept the parasitic organism Nemesis.
The G-virus project was trying to push this abnormality to the 1imit. But the result
of this project could mean elither the evolution of the ultimate organism or total
destruction.
-more-
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July 7, 1998 July 9, 1998 Mid-July, 1998 Mid- to Late July, 1998 July 16, 1938
naces that Chi! rons iyt e PR Rk oy bty ol o members 1o STARS. and i o p aaY
Rutoeos oay Lok Rare mardera i tho Arbiay Frvet. | Sy Do 0t o Cuntro e e tastacy of runebu's RaCouon CRY 0 amtist with. Neimsas bty sxken
often than usual, looking The S.TAR.S. are assigned to research has been compromised. The intervention by the investigation of the recent to the disease, and some are

maore and more grim. locate missing hikers. State Police and the STA.R.S. is considered dangerous. incidents in the forests. showing signs of infection.
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Wesker's
-10- . Report

Could we call this a weapon? What made Spencer approve this project?

Even though I had been in the Information Bureau for four years by this time, I
8till could not understand his motives. And by now, Spencer did not even come to Arklay

anymore. It was as If he foresaw that something was about to happen there.

The memory of Spencer's face was fading from my mind like a mirage in the desert.

Sti11, an opportunity would present itself sometime... If I could survive until then...

The 1ift carried Birkin and myself to the highest security level, to the place where
we s8aw her for the first time. The new chief researcher and Birkin's successor, John,
was walting for us there. He had been transferred from the Chicago laboratory and was
known as an excellent sclentist. But he seemed to be too normal to work for this labora-
tory. He doubted the cruel methods of the research and requested that his superilors cor-
rect the situation. This caused a big stir, even in the Information Bureau. It was

everyone’s oplnion that if information was being leaked, this man was the source.

We lgnored John and started to give her the final treatment. To kill her. She had
regained a little intelligence after absorbing the Nemesis, but this just made her
behave strangely. This odd behavior continued to escalate. By this point, she had taken
to peeling off other women’s faces and wearing them over her own. The records indicated
that she behaved in a similar manner when first administered the Mother Virus. We never
knew what made her act in such a fashion, but her termination was ordered after three
researchers died. Now that the study of the G-virus was well under way, she had lost her

status as a valuable specimen.

The termination of her vital signs was checked and confirmed repeatedly for the next
three days. Then her body was transferred to some unknown location under the instruc-

tions of the laboratory manager.

Even now, I stlll do not know who she was and why she was brought here. But the cir-
cumstances were exactly the same with the other specimens. However, if she had not been
kept there for so long, the G-Project might never have existed, and Birkin and I would

be In very different situations.

As 1 left the Arklay Laboratory, I was mulling things over. Just how calculating was

Spencer?
-56-
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July 21, 1998 July 22, 1998 July 23, 1998 July 24, 1998 Today
The sewer manager Albert Wesker is ordered by the unknown entity White Umbrella to S.TAR.S. Bravo Team is deployed Bravo Team has been Welcome to
notices that a well- complete several objectives in the following week. He must lure the to search the forest zone for miss- missing for nearly 24 hours. Survival Horror....
dressed new employee S.TARS. into the Arklay facility to fight the Bio-Organic Weapons, ing hikers. During their mission, Albert Wesker leads the
has started working at collect two embryos of each B.0O.W. except Tyrant, and destroy the Bravo Team locates a mansion Alpha Team into the forest
the Raccoon City secret facility. Navy ensign Billy Coen is court-martialed and sentenced to deep in the forest. Their helicopter zone to search for their

underground lab. death. Navy MPs escort him through the Arklay mountain range engine fails, and all contact is lost. missing comrades...
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CHAMBERS, REBECCA

Overview from Biographical Compilation:

A child genius and college graduate at the age of 18, Rebecca possesses

a generous wealth oi scientific knowledge. She was recently appointed
Field kedic of the S.T.A.R.S. Bravo Team.

Formally she is precise and highly thoughtiul in all her actions,

regardless of the circumstances.

But she also has a bold side to her
personality,

progressing through matters at her own pace.




2, JULY, 1998

FROM: UNITED STATES OF AMERICA NAVY DEPARTMENT

NAVAL LEGAL SERVICE COMMAND

BY THE CONVENING AUTHORITY, OFFICE OF THE JUDGE ADVOCATE GENERAL,
UNDER AUTHORITY OF THE VICE CHIEF OF NAVAL OPERATIONS

TO: OFFICE OF NAVAL ARCHIVES

GENERAL COURT-MARTIAL HEARING

SUMMARY JUDGEMENT ANLD SENTENCING PROCEEDING

Un this 22nd day in the month of July, 1995, court-martial defendant and former
Marine Lieutenant of the Second Class, Billy Coen, referred to hereafter as
“Defendant,” has been found gullty of all charges pertaining to case 3M-40059-46565,
by we, a duly appointed panel of Military Jurors, under the authority and instruc-
tion of a Military Judge with all vested authority, Colonel Thomas A. Festerberger,
referred to hereafter as “military authority” in conjunction with the appointed mili-
tary Jury panel. During the course of sald hearing, the testimony of which is con-
tained in full portion in U.S. Navy Form 4454R-07221996-CUEN, we, the military
authority, did summarily find Defendant Coen gullty of all charges. Henceforth, the
defendant 1s stripped of all rank, all military benefits and salary are cancelled,

and the military service pension of the defendant is revoked.

Due to the intense nature of the erimes with which the defendant 1is charged, we
the assembled military court determined that sentencing be carried out without fur-
ther delay, and without recognizing commentary or rebuttal from the defendant, hence
the combination of Summary Judgement and Sentencing Proceeding in single form. For
the estimated deaths of twenty-three of his fellow Marines, sald defendant was
forthwith sentenced by appolinted Military Judge Col. Festerberger to the maximum
penalty of death by hanging in military prison. The military authority did then

specify that the defendant be removed to confinement quarters, and from there be
transported by Military Pollice escort to the Lexson Base.
Furthermore we, the assigned military jurors, do wish to register a complaint

regarding the manner in which this trial was conducted. We as a group u imo
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@ oy COEH' , BILLY For Office Use Only

Overview from Biographical Compilation:

A former liarine Second Lieutenant stripped of his rank following court-—mar-—

tial, Coen is suspected of massacring 23 people. While being transported to

the base for execution, the prison car in which he rode was attacked. He

took advantage of the opportunity to escape, and yet he supports Rebecca

whenever she has a tough time against the monsters on the train.
OQutwardly blunt and cynical, Coen actually has a strong sense of justice

and will not commit a dishonest act, even under orders. He also has a

surprising talent for playing the piano.

Additional Observation

See attached
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(3]
o

HOO

pantmqng 3ied

souendmo)

Overview from Biographical Compilation:

The deputy commander of S.T.A.R.S., Enrico also serves as the leader of
Bravo Team. His abundant experience and popularity have earned him a
deep trust irom those around him, and he has performed many distin-
guished services unexpected of him. Recognized for his strength of

will, he is also proud of his great knowledge of survival techniques.

mission to archives.

Submitted
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WESKER, ALBERT

Overview from Biographical Compilation:

The commander of S.T.A.R.S., Wesker also serves as the leader of Alpha
Team, which is Bravo Team’s brother unit. He is a specialist in bioengi-

neering, as well as a former Army Tech Officer.

His natural cleverness and sharp insight have led him to solutions to

many difficult cases. However, there are still many things that are

unclear about his past.

UMBRELLA
INCORPORATED

Established in the late 1960s by promi-
nent royal descendants Ozwell E.
Spencer and Edward Ashford,
Umbrella Inc. is the world’s leading
producer of top pharmaceutical goods
and medical supplies. Throughout the
past few decades, Umbrella has built
several factories and facilities, and it
employs more than half of the popula-
tion of Raccoon City. This is the public
side of Umbrella, which is a front
.operation for the true purpose of the
company. Umbrella uses its legitimate
status to carry out secret research of
bio-organic  weapons, developed
through use of a unique virus discov-
. ered by the company’s founders short-
ly after World War I1.

Compliance
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Overview from Biographical Compilation:

A prominent researcher for Umbrella, Birkin is said to be one of two

pelljmqnsg (311

people working directly under Marcus. After lMarcus disappeared, he was

ordered by Umbrella to continue Marcus’s research.

Birkin has a self-righteous belief about his research, although not to

the extent that Marcus does. When it seemed likely that Umbrella was

o
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going to steal the G-virus Birkin developed, he infected himself with it

and abandoned his human form rather than give up his life's work.

Additional Observations (if amy)
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[ rine MARCUS, JAMES -

Overview from Biographical Compilation:

The first head of Umbrella's management training facility, lMarcus was
personally appointed by Umbrella'’s founder, Ozwell E. Spencer, and
entrusted with continuing and expanding the research on the lother virus
discovered by Spencer. An unusual amount of his affection was devoted to

the “mimetic leech” synthesized during his research.

liarcus was an excellent researcher, but even within Umbrella there were
some who opposed his uniquely cruel methods. He was willing to do tests
even on living people. One day, he suddenly disappeared, and his where=—

abouts are still unknown.

Additional Observations (if any)
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ATKEN, RICHARD

Overview from liog\uphi:l! Compilation:

The communications officer for the S.T.A.R.S. Bravo Team, Richard’s combat
skills are rather inferior compared to the rest of the team. A cheerful
young man, Richard always wears a smile. Although combat isn’t his special=-
Ty, he's still an unsung hero who backs up the Bravo Team in various other

WaYyS.
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Overview from Biographical Compilation:

investigative experience. A perfectionist,

L
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The oldest member of S5.T.A.R.S5., Kenneth holds a doctoral degree in sci=
ence, and the scientific weapons he creates specialize in countermeasures
and defense. In addition, even Enrico tips his hat to “Sully’s” wealth of

Kenneth's gardening skills put

7/20/1990

[:].lgent For Office Use Omly

S SPEYER, FOREST

Overview from Biographical Compilation:

contests. Forest gets along particularly well with Alpha Team's Chris and
Joseph, and the three of them often head out to the suburbs. They usually

cause some sort of trouble before coming back.

Forest specializes in electronic crime, making him a counterhacker. A highly
skilled marksman, he has won awards and is the second=best shot on the team.

He’s usually pitted against first=place winner Chris Redfield in intramural
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Overview from Biographical Compilation:

Date, Filed

7/20/1990

For Office Use Only

The helicopter pilot for the Bravo Team, Kevin is a mechanical wizard and
an accomplished stunt pilot. In spite of his past in the entertainment
industry, Kevin takes his role in the S.T.A.R.S. unit seriously. He's been
instrumental in rescuing many citizens from dangerous situations in the

dense Raccoon Forest area and the rocky Arklay Mountains.
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Foreknowledge of your enemies is certain to

aid in your struggle to eliminate them. The
descriptions and tactics in this chapter
will help you survive. But the only true
method to master the game is to practice
your skill on your own, and to polish these
techniques after you have met horror face
to face. lMonsters are listed in the order

you encounter them in the game.
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ZOMBIE

Persons infected with the T-virus first appear to be
dead. But this is only a period of hibernation while
the virus takes over the cellular structure of the per-
son, reanimates the muscles and nervous system,
and restructures target DNA strands. The corpse
then rises, and the T-virus motivates the new crea-
ture to seek out and feed upon living creatures.
Turning people into biological weapons is indeed the
most insidious plot ever devised.

COMMON ENCOUNTERS

Zombies appear in a wide variety of outfits and
types, so that almost no two zombies look alike!
Upright zombies will stand in one place, staring into
nothingness, until they detect the presence of living
prey. Because they are not fully in charge of their
Own capacities, zombies move slowly and stagger
toward their targets, arms outstretched. When the
Creature is just a few feet away from its prey, it can
make a surprising sudden leap to grab onto people.
Zombies can survive and attack even while they are
on fire. Some zombies are not fully reanimated, and
can only drag themselves across the floor because
their legs are useless. Zombies are the most fre-
quently encountered monsters in the game, so a
plethora of strategies for dealing with them is
required.

ZOMBIE STRATEGIES

The handgun is ideal for defeating zombies, because
handgun ammo is plentiful in the game, and it's
effective enough. The ideal combat encounter starts
when you position your character several feet away
from a zombie and fire continuously as it approach-
es. After two to four successful hits, the zombie will
groan and fall to the ground. This is only a ruse to
make you stop attacking. After a few seconds, or
when your character attempts to run past the fallen
zombie, it will rise and come after you again. If a

Submitted Updated

zombie is allowed to fully rise, another three to five
shots will be necessary to finish it off. However, if
you position your character directly over the zombie,
aim down, and shoot it on the ground, only one or
two more shots will finish the job. All zombies voice
a loud death sound when they're eliminated, and a
pool of blood spreads around them. Follow this
strategy only when zombies absolutely must be
eliminated in order for you to interact with the envi-
ronment. Otherwise, if you are just passing through
an area, you should shoot the zombie until it falls,
run past the body, and leave the area. Using any
handgun, there is a slight chance per shot of blow-
ing a zombie’s head clean off, killing them instantly.

If a zombie manages to grab your character, wiggle
the face and trigger buttons to break free more

Property Of Racoon City Police Department
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quickly. The Partner character set to Attack mode
will blast the zombie off of the Main character,
making it that much easier to break free without
suffering too much damage.

Some zombies lie on the ground and remain sta-
tionary until you character accidentally bumps into
them. Then they will snatch the person’s leg and

try to nibble on it. By wiggling the triggers and face
buttons on the controller, the character will yank
his or her leg free and smash the zombie's head. If
you have a lot of health, consider using this tactic
rather than shooting a zombie on the ground. Also,
any zombie that lies face down when shot might do
the same thing. Utilize the game’s head-stomping
feature to help conserve ammo.

PROFILE
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The shotgun is another effective weapon against
zombies, especially because each blast’s radius of
damage can hurt several approaching enemies
simultaneously. By aiming the shotgun upward
toward a zombie’s face when it is at close range,
there is a strong chance to decapitate the zombie,
killing it cleanly in one shot. If a cluster of zombies
is approaching your character, and they are
extremely close together, using this tactic could
blow several heads off at once!

As far as other weaponry is concerned, almost any-
thing will be effective against zombies except for
the knife. However, using anything stronger than
the handgun is a waste of rare ammo.

CERBERUS

Dogs used as test subjects for T-virus injections,
classified under project “Cerberus,” have broken
loose from their pens and roam the Raccoon Forest
Range in packs. Scavenging for wildlife and the
occasional hiker, Cerberus dogs are the main
spreaders of contagion outside of the contaminated
Umbrella facilities in the region. The most ravenous
undead creatures, Cerberus must often resort to
cannibalizing each other to satiate their voracious
appetites.

COMMON APPEARANCES

Because they roam the forest zone surrounding the
mysterious Spencer Mansion, they have yet to pene-
trate deeper into the region. Therefore, you'll
encounter these grizzly mutts only on the Train
while it is parked on the tracks near the Mansion
area. Cerberus will leap through windows to attack
individuals on the motionless Train. There is also a
pen onboard the Train that contains a couple of

dogs that were being transported to the test facili-
ties. But the canines were infected during the attack
on the Train, and they too will break loose to attack.

perty Of Racoon City Police Department
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DOG WRANGLING

A Cerberus can leap through a plate glass window,
run right up to its target, and attack all in a single
fluid motion. The best strategy is to raise your gun,
but wait until the dog runs toward your Main char-
acter. As it leaps, try to blast it out of the air. As the
dog writhes at your feet and attempts to recover,
aim down and pump bullets into it. Keep shooting
until it yelps and a pool of blood spreads around it.

PROFILE
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If facing two Cerberus at once, shoot one dog and
then switch aim to the other and fire. The first dog
will rise and growl before beginning another attack
run, so listen for the growl before firing at Cerberus
that are off-screen. Keep switching your aim back
and forth with the Left Trigger. Try to manage both
dogs at once, rather than shooting too many times
at one dog. No matter how many bullets it takes,
keep shooting at one Cerberus and then the other,
until you hear two death yelps.

LEECH

The Leeches that attacked the train were cultivated
using the T-virus, which is spread to every living
creature they attack. After consuming large quanti-
ties of human flesh, the Leeches will lay hundreds
of eggs and spawn a whole new breed. Leeches are
grown possessing a “hive-mind” mentality, and
often seem to act as a single entity. A large enough
brood of Leeches can assemble into a humanoid
Creature, and can even mime the form and skin tex-
ture of human beings.

LEECH ENCOUNTERS

Leeches appear only rarely in their slug form, and
they can be easily avoided. Just be certain to run
quickly through the area and exit before they attach
themselves to your character. Although Leeches
only cause minor damage, if several of them man-
age to climb onto your character they might even
drop your hero into Caution status.

SQUISHY TACTICS

Shooting at any Leech is a waste of ammo. Just run
quickly through their area, and set your Partner
character to “Idle” so that he or she does not waste
bullets on them. Leeches are easily squashed under-

Submitted Updated

foot, and this is the best way to eliminate them if
that is your goal. Leeches that leap off the walls or
climb onto your characters will slide up the victim’s
spine until they reach the neck. That is where they
will attack, and your character will stop to pull them
off. If Leeches crawl onto either of your characters,
the best thing to do is run for an exit. Leaving the
room causes all Leeches to be removed from your
character.
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HUMANOID LEECH

A large enough quantity of T-virus Leeches can
assemble to assume human form. Through their
mimetic traits, the Leeches can imitate skin tones,
facial features, and even clothing. Humanoid
Leeches often take on the shape of an elder gentle-
man, perhaps someone that the Leeches previously
had contact with, When these imitation humans
spot live prey, they undergo a brief transition. The
(reature transforms into a less-human, more elas-
tic, combat-ready monster, which will stre
long distances and move at tremendous speeds to
attack a person. Although they’re rarely encoun-
tered, these extremely dangerous creatures will
leave an indelible impression on one’s mind.

HUMANOID LEECH
APPEARANCES

Moving with an almost humanlike intelligence,
Humanoid Leeches sometimes seem to follow the
characters into an area. So when you first enter one
of these monster’s lairs, it will enter the room later.
Sometimes a Humanoid Leech will be standing idly
in the corner, miming human form. When your
characters come into cloge proximity of the
Humanoid Leech, it will change forms to resemble a

human-shaped mass of Leeches. Its arms and limbs ~from whipping the characters, However, when only
can Cxtend to S[rikc at [arqetsl and if it can nlanage thc lower torso remains. the SCl‘amb[ing “n]hs Wi“
to grab your characters, it will soak them with a run at the characters and try to push them into a
h[ghly—damaging acidic secretion. corner. The lower torso will then swell to an enor-

MA mous, unavoidable size, and explode. If your char-
BII%MEII\V/I%%)RklEEEI\?P acters are in the immediate vicinity during this

_ _ _ . kamikaze death, they can suffer major damage.
Shooting at a Humanoid Leech is somewhat fruit- i3 id ,

: M- uman eches are
less, because only the single leech that s hit among ‘manoid Leeches are

tch across

weak against fire, and are

the stack will suffer damage. If an area of the best fought Wi[h_ Yoidtoy Cocktail.s Or Napalm _
Humanoid Leech is hit with gunfire enough times, Grenades. The biggest problem with Molotovs is
it will explode and will not reform. Removing limbs that thex are throwp at Sh.ort Ange, ar.td oe

will limit the creature's ability to attack. Thus, Humanoid Leech will continye advancing toward

. . . - g Y ite 't th: 1 'S 3 5
blowing off a Humanoid Leech’s head will reduce ]t}h{" (.harz.ict.er despite thedfac;rhdt u .;’t ﬁre[ The
, . i . ; est tacti r ¢

Its accuracy, and blowing off its arms will prevent it St factic is to run toward a “manoid Leech
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while it is transforming, and soak it with one or two Napalm Grenades solely for encounters with these
Molotovs. If you score direct hits, only two cocktails demons. A combination of gunfire and firebombs is
will dissolve the Humanoid Leech. But because the the best method to confront them, so equip your Main
Creature moves so rapidly, sometimes it will take four  character with incendiaries while the Partner shoots
or more cocktails to defeat it. For this reason, it is with a shotgun or better.

important to reserve your Molotov Cocktails and

CROW

Carrion birds of prey in the Raccoon Forest area have
fed upon the carcasses of the infected, thus contract-
ing the T-virus. Consequently, the crows’ sense of
flocking has become highly attuned. They have
become hungry for living prey, even the large, two-
legged, upright kind that they normally avoid.
Working as a collective, crows seek to overwhelm and
peck their prey to death, creating a festive feast for the
flock.

CROW PERCHES

Crows are wildlife, and are usually encountered in
outdoor areas. However, if they spot prey inside rooms
with many windows, they won't hesitate to crash
through the glass panes to reach their prey.

CROW AVOIDANCE

If crows break into a room through the windows, run
for the exit immediately. However, if you must cross
an area where a flock has perched, move quickly and
avoid bumping into obstacles or corners. Crows cannot
damage people who are moving at a fast rate of speed.
They need a stationary target to attack. Blasting crows
is usually a waste of time and ammo. However, it

doesn’t hurt to take out one or two birdies, just to thin
the flock. A smaller number of crows have a smaller
chance to swarm your characters. Because crows will
attack any moving thing, whether the person is walk-
ing or running, it’s a wise idea to shoot one or two
crows while they are perched, before they take flight.

P L A G U E c R AWLE R Offensive Weapons) based on various “bugs” created

from repeated DNA manipulation made with the T-

Insects are natural test subjects for T-virus develop- virus. Plague Crawlers prey upon their victims with
ment of living weapons, due to their instinctive nature scythe-like forelimbs, and will even tackle people to the
of attacking anything that invades their territory. ground and attack the head region with their

Plague Crawlers are insect B.O.W.s (Biological mandibles. Plague Crawlers instinctively prefer damp,
Submitted Updated
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dark places. They also craw] along ceilings above
their prey, dropping down suddenly to attack.

As the first B.O.W.,, development of these creatures
Was progressing nicely. But when evaluated as a

weapon, their fatal defect was their lack of the intel-

ligence required for executing orders. Research on
this type was discontinued.

CRAWLING HORROR

Plague Crawlers prefer to reside in dark or uninhab-
ited areas, and they avoid light, They love to drop
from ceilings, trapping their prey in corners or other
disadvantageous areas. Their eyesight is extremely
limited, so they must crawl directly up to their target

in order to attack. If the area is a little darker,
Plague Crawlers can see somewhat better and they
might tackle victims to the ground, inflicting severe
damage. Their quick Mmovements make them formi-
dable opponents, and their hard insect carapaces
make them difficult to injure. They must be elimi-
nated swiftly with heavy armaments.

DISSECTING PLAGUE
CRAWLERS

The best weapon to use against Plague Crawlers is
the shotgun, due to its blast radius and piercing
shots. While blasting Plague Crawlers at a distance
is effective, the best time to attack is when the crea-
tures crawl directly to your characters’ feet and stop.
Point the shotgun downward and blast them in the
head; it is their weakest region. A shotgun blast will
knock Plague Crawlers back a little bit, but they will
advance again just in time for you to unload another
shot at their heads. At such close range, one or
more Plague Crawlers can be destroyed with just two
shots. Most other weapons are highly ineffective
against these creatures. Still, a Partner character can
be equipped with Molotov Cocktails or the Magnum,
providing cover fire while the Plague Crawlers are
properly dispatched.

GIANT SPIDER

The giant, hairy blue poisonous things creeping in
the dark are Biological Offensive Weapons (B.0.w.)
based on spiders, created from T-virus injection
lests and genetic manipulation. Crawling along
walls and ceilings, Giant Spiders can sneak into
various locations. Giant Spiders are bold creatures
that charge at their prey and bite victims in the

legs. These fiends also Spit a secretion that poisons
human beings. Sometimes a person hit by the acid
wash will be unaffected, but not most of the time...
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around one side of the spider, and it is difficult for
the big creatures to turn their large bodies fast
enough to follow. At close range to a Giant Spider
on the ground, it will attempt a biting attack. At

SPIDER APPEARANCES

Giant Spiders never appear alone. They like to
infest corridors and other narrow spaces in num-
bers, to attack their prey from various angles.
Crawling on walls, they can turn to face oncoming
targets and spit acid. Giant Spiders crawling on the
ceiling will drop in front of prey, attempting to
block all movement. Usually, it is possible to run
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GIANT SPIDER EXTERMINATION

Due to their segmentation and unnatural size, Giant
Spiders are extremely difficult to kill. A person would
have to shoot a Giant Spider several times with a
handgun or even a shotgun, exposing him- or herself
to dangerous counterattacks from the creature. Only a
grenade launcher or a magnum is an efficient weapon
to kill Giant Spiders without taking a lot of damage or
getting poisoned in return. For this reason, it is
impractical to try to kill Giant Spiders, unless you
have some kind of powerful unlimited ammo weapon.
Whenever possible, run past these creatures and
quickly leave the areas they infest. Because Giant
medium distances, the area will become soaked in Spiders love to inhabit narrow corridors and other
acid spit from various angles. tight spaces, it is best to split up your team and run

through their areas one at a time.
ELIMINATOR

Simian test-subjects for the B.O.W. project, these crea-
tures are nothing more than leftovers from the
research. Due to its abnormal muscular development,
the skin of the former ape is tearing apart. Through its
athletic abilities, Eliminators perform astoundingly
swift attacks using the walls and ceiling. Coupled with
its unmatched speed, Eliminators often attack as a
group, surrounding prey and attacking from all sides
with an instinctive strategy.

ELIMINATOR SIGHTINGS

Eliminators are released during a certain event of the
game, and they will immediately spread out and
repopulate areas of the Training Facility and Facility
Basement, even areas that were previously cleared.
When prey steps into the Eliminators’ territory, they
will attack in a cluster from various angles. Eliminator
attacks include pouncing on the victim’s back and bit-
ing, as well as swiping at the legs from the front.
Eliminators also have an awesome attack in which
one of them will rebound off a wal] or vertical surface
and tackle the character to the floor. Because they are

so tough to fight and kill, avoid Eliminators by dash-
ing through their domain and exiting as quickly as
possible.
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ELIMINATION STRATEGIES

The Magnum is not available in the portion of the
game where the simian horrors strike, but if you can
obtain a magnum by winning prizes in the Extra
Game, then it is the best weapon to use. Even with
the grenade launcher or the shotgun, Eliminators
have a tendency to recover quickly from damage and
counterattack. If a beast leaps onto a character’s

back, wiggle the face and trigger buttons to shake it
off more quickly. The best way to take on Eliminators

Only e
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is as a team, with both characters packing heavy
Wweaponry. Taking them on alone is suicide. Try to
confront the Eliminators in a narrow corridor; avoid
wide-open spaces. In the confines of a narrow space,
it becomes easier to prevent Eliminators from sur-
rounding the characters. By confronting them head-
on in a tight space, your two characters can submit
the Eliminators to a wall of fire from which they will
often retreat. Use a combination of shotgun and
grenade launcher, or shotgun and Molotov Cocktails.

HUNTER

A Hunter is a living weapon created by altering the
genetic structure of a human with injections of the
T-virus, then adding the genetic information of
other reptiles. The code name “Hunter” expresses
the keen movement of the creature and the efficient
way it dispatches prey. Hunters have enough intelli-
gence to understand and execute simple orders, and
they are rated a “Success” as B.0.W. experiments.

HUNTER APPEARANCES

Once positioned, Hunters will wait patiently for
hours until targets step into their view. Half of their
effectiveness lies in the terror they evoke with their
physical appearance, as well as the high-pitched
shrieks they emanate when they sight their quarry.
Fast, powerful, agile, and merciless, hunters are
undaunted murderers created solely for the purpose
of vicious annihilation. Hunters are lizard-like sen-
tinels, which take up positions throughout an area.
They will stand in place, immobile, patiently waiting
for their target to enter a door or walk unsuspect-
ingly around a corner. Sighting a target, a Hunter
springs into action, leaping at the character and
slashing with their razor-sharp claws. Immediate
tounterattack is required.

SURVIVING THE HUNTER

Powerful firearms, such as the shotgun or the mag-
flum, are required for a character to even pierce the
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thick scales that cover a Hunter’s body. Because of
their speed and agility, Hunters must be shot on
sight. A powerful enough attack will knock a Hunter
to the ground. Make sure that the character is at
medium range from the Hunter as it rises, because
it is smart enough to duck under the next shot! So
back away if necessary, and be ready to fire again.
The shotgun must be fired at least twice to defeat a
Hunter, but a single well-placed magnum round will
kill it on the spot.
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LURKER

A Lurker is a frog grown to gigantic proportions
through the effects of the T-virus and born through
the process of experimentation on amphibians. Its
eyes have deteriorated thanks to the T-virus, but it
can still locate and distinguish its quarry using some
Kind of sensory organ.

LURKER ENCOUNTERS

The Lurker is a single, fabled creature that haunts the
watery areas and machine rooms of the Treatment
Facility. Any time your characters take too long to
explore a room that contains a large pool of water, the
Lurker will appear and hop onto dry land. The
Lurker’s main attack employed is to extend its dou-
ble-elongated tongue across an area, catching a victim
with the sticky secretion that covers this mouth
appendage. Provided the victim cannot break free, or
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that no one is around to aid the captured victim, the
Lurker will slowly drag the victim into its gaping maw
while the tongue acids start to dissolve the morsel.
Even someone who can free him- or herself from the
hideous creature’s tongue will suffer major damage in
the struggle.

FENDING OFF THE LURKER

By all appearances, the Lurker is afraid of confronta-
tion. While it will hop onto dry land seeking some-
thing to eat, it prefers docile prey. At the first sign of
trouble, it will release its prey and hop back into the
safety of nearby waters. Therefore, all you have to do
is shoot it or shoot in its general direction, and the
Lurker will retreat. For this reason, the creature
seems to be invulnerable, and no successful kill has
ever been accomplished. But there is no need to hunt
down a creature that runs away so easily.
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4 large part of mastering Survival horror

and recovery items,
These items are your only defense against hordes
0l inhuman monsters, Using the right weapon for
the right Situation is the only way to make it
out alive. This chapter contains tips on using

each weapon ang recovery itenm effectively.
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Weapons

Here’s how to use each weapon, as well as which weapons to use against certain enemies.

KNIFE

This is a standard hunting knife with a serrated edge, such as those issued
to most police and military personnel. This light-damage, close-range melee
combat weapon is completely ineffective against the victims of the T-virus
outbreak in Raccoon City. However, it’s still a good self-defense weapon if
your ammunition runs out. This weapon can be found on the Train, and
Billy is carrying one.

S.T.A.R.S. HANDGUN

This is a custom handgun modified and engraved for issue to S.T.A.R.S. offi-
cers. S.T.A.R.S. commander and gun enthusiast Barry Burton contracted a
local gunsmith, Robert Kendo, to create a line of elite handguns for use by
the Special Tactics And Rescue Service. The gun has a double safety lock to
prevent use by criminals in case of theft. This automatic handgun is also
designed with a special sliding bridge, which prevents jamming. Rebecca’s
weapon is a capable firearm for disposal of T-virus infected zombies,
Cerberus dogs, crows, and other minor enemies encountered throughout the game. With each successive shot
fired, there’s a very slight chance that the handgun will blow off a zombie’s head, resulting in a full decapita-
tion and an instant Kkill.

MILITARY POLICE ISSUE
9MM HANDGUN

This is a standard-issue Army automatic handgun, which fires 9x19mm
parabellum rounds. Billy’s acquired pistol is best suited for suppressing
zombies, Cerberus dogs, crows, and other minor enemies. The military
model has a slight chance of exploding a zombie’s or Cerberus dog’s head,
causing an instant kill. Billy’s handgun has a slightly better chance of
inflicting an instant kill than Rebecca’s S.T.A.R.S. model.

HANDGUN PARTS

This is a scope and scope mount that can be attached to any automatic slid-
ing-chamber handgun to increase its range, firing speed, and precision.
Combine the Handgun Parts item with either handgun to improve a charac-
ter’s ability to Kill and decapitate zombies and Cerberus dogs, and to elimi-
nate tougher monsters more effectively. The Handgun Parts are locked
inside the Duralumin Case, found in the locker of the combat test area on
B3 of the Facility Basement.

Submitted Updated

Property Of Racoon City Police Department




WEAPON IDENTIFICATION

Authorized Personnel Only * Do Not Distribute

MAGNUM

This is a .50 caliber automatic Desert Eagle brand handgun capable of firing
large-millimeter Magnum rounds. The weapon’s powerful recoil causes a
moment of recovery on the part of the user. The Magnum is without a doubt
the most lethal handgun in the game, Killing most monsters in one shot.
However, due to its effective Killing capabilities, the Magnum is best
reserved for the more resilient Hunters and the tough boss monsters
encountered during key events in the game. The Magnum is located in the
cable car, docked in the B2 machine room of the Laboratory.

MAGNUM REVOLVER

This is a .50 caliber revolver modified by S.T.A.R.S. resident weapons
expert Barry Burton, with much greater firepower resulting from an
enhanced cylinder and frame. Dubbed the “hand cannon,” this Magnum is
much more powerful than the Desert Eagle automatic model, and the user
gets more bang per bullet. The Magnum revolver is the prize for obtaining a
Rank B in the bonus Extra Game. Once you reach this rank, start a new
game and enter Cabin 202 on the third car of the Train. The gun is next to
the dead man on the bunk.

# '
HUNTING GUN

This is a Western-style shotgun that can hold only two shots in
the barrel before requiring a reload. The Hunting Gun is an older
weapon, but it’s still compatible with most 12-guage shotgun
shells. This is a powerful weapon, with higher damage and range
due to its extended barrel. This weapon is good for confrontations
against zombies, Hunters, Plague Crawlers, and other tough mon-
sters. However, due to its limited cartridge capacity and the need to reload constantly, this is not a practical
weapon for a survival horror situation. While this weapon will be immensely helpful against the enemies

you encounter on the Train, the pump-action shotgun is a much better weapon. The Hunting Gun is found in
Train Car No.2, inside the 2F First Class Cabin 101.

#i

SHOTGUN

This is a pump-action shotgun capable of firing 12-gauge
shells in a burst pattern, damaging all enemies in a cone-
shaped radius in front of the shooter. The shotgun can be
loaded with up to seven shells at a time, and its greater fire-
power enables the character to eliminate easy foes such as
zombies, flocks of crows and bats, and Plague Crawlers. The shotgun is even an effective weapon against
extremely bizarre mutants such as Humanoid Leeches and even Hunters, until better weaponry can be
acquired. It's located in the art storeroom in the Training Facility, on 1F in the east wing.
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GRENADE LAUNCHER

This is a hand-held launcher device that can fire a variety of
20mm explosive shells. In spite of its six-shot revolving cylinder,
the grenade launcher can be combined with up to 255 grenades of
any type and will fire continuously without the need to reload.
Normal grenades are highly effective against all normal enemies.
Acid grenades are best used against Hunters and Plague Crawlers.
Incendiary napalm grenades are most effective against Humanoid Leeches and zombies. The grenade
launcher is located in the second-floor studio on the east side of the Training Facility.

#

SUB-MACHINEGUN

This portable, snub-nosed weapon uses its own type of ammunition. You
obtain the Sub-machinegun by completing the game in a short amount of time
and obtaining Rank A or better. When fully loaded, the Sub-machinegun fires
a continuous stream of bullets while the Action button is held. During shoot-
ing, you can rotate the aim of the Sub-machinegun left or right, up or down in
a circle in front of the character. Ammunition is counted as a percentage, with
100% ammunition equaling approximately 300 bullets. Magazines containing
additional machinegun ammo can be added to the main game by obtaining Rank E during the bonus Extra
Game. You can give the Sub-machinegun unlimited ammo by winning the Rank A prize in the Extra Game.
The Sub-machinegun is an effective tool against most types of enemies, but it's not as ineffective against
fast-moving mutants such as Plague Crawlers and Hunters.

#

ROCKET LAUNCHER

This is a shoulder-mounted projectile weapon that launches
long-range missiles at targets. The intense amount of dam-
age inflicted by this heavy weapon destroys any normal
enemy in one hit and allows the user to defeat most boss
monsters with four shots or less. The rocket launcher is a
two-slot bonus weapon that is acquired by beating the game in less than 3.5 hours with a Rank S. It will
appear in Rebecca’s inventory in your next game. The ammunition for this weapon is unlimited, and finish-
ing the game again becomes a simple matter.

f

MOLOTOV COCKTAIL

Rebecca and Billy can assemble these crude, handmade gasoline firebombs
by combining Empty Bottles with Gas Tanks. A gasoline-soaked rag is
stuffed into the bottleneck and lit. When a character tosses a Molotov at a
target, the glass bottle shatters and the enemy is covered with burning
gasoline. (The weapon is named after Vyacheslav Molotov, who was the
Foreign Minister and Secretary of War of the Soviet Union during World War
1. The soldiers of the Finnish Army successfully used Molotov Cocktails
against Soviet tanks during their brief skirmishes against Russia, and the Soviet soldiers coined the term.)
As a rule, these weapons should be conserved for use against Humanoid Leeches and Plague Crawlers.
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Ammunition
HANDGUN AMMO

These are 9x19mm Luger high-power parabellum rounds, for use in any
automatic handgun. They come in boxes of 15. In rare instances, you may

find boxes with 30 bullets.

SHOTGUN AMMO

These are 12-gauge burst-pattern shotgun shells, for use in any compatible
shotgun. They come in steel military-grade shotgun shell boxes, seven to a

box.

Weapons
A@&
First#id

/
MAGNUM AMMO

These are jacketed flat-point magnum rounds for use in high-caliber hand-
guns to provide greater stopping power. Magnum rounds come in small
boxes containing eight bullets.

GRENADES

These are 20mm explosive-tipped shells filled with standard-grade plastic
explosives, designed to fragment on impact. Grenades are packed in steel

carrying cases, six each.

ACID GRENADES

These are 20mm explosive-tipped shells filled with highly concentrated sul-
furic acid. On impact, the shell collapses, splattering the target with corro-
sive materials. Found in quantities of six.
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NAPALM GRENADES

These are 20mm shells with explosive tips filled with a highly flammable
liquid. Upon impact, the shell detonates and ignites the fluid, which splat-
ters on the target. The enemy is consumed in flames for several moments,
inflicting damage while the flames last. Found in quantities of six.

|
1
|
|
|
|

EMPTY BOTTLE

This is one of two materials required for crude Molotov Cocktails. Empty
Bottles are usually found in quantities of three. Combine with gasoline to
produce hand-thrown liquid firebombs.

GAS TANK

Contains gasoline, one of two materials required to create crude Molotov
Cocktails. Gas Tanks may contain enough gasoline to fill anywhere from
three to six empty bottles.

MACHINEGUN AMMO

This is large magazine of ammunition for a semiautomatic-class machine-
gun or sub-machinegun. Ammunition quantity is measured in percentages,
with each clip supplying 100% ammunition. Only one clip may be carried
per item slot. Machinegun ammo appears in various locations throughout
the game after the player has obtained the Rank E prize from the bonus
Extra Game.
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Recovery ltems

Health aids are like ammunition in the war against death. There is no penalty for using health items in the
game, so administer first aid to your characters whenever they slip into less-than-perfect condition. A com-
plete table for mixing and administering health items is found in the “Surviving the Horror” chapter.

GREEN HERB

This is green plant native to this region that restores a small amount of
health to an injured character. An experienced field medic can grind and
combine two or even three green herbs to increase the potency of the
dosage. Green Herbs can also be combined with Blue Herbs to form a pow-
erful mixture that restores health and cures poisoning. It can also be com-
bined with the mysterious Red Herb to fully restore a person to health, even

from the brink of death.

BLUE HERB

This is blue plant native to this region that can cure poisoning. If it’s admin- |
istered to a poisoned character quickly enough, no damage will result from |
the toxicity. Blue Herbs can be ground by an accredited field medic and |
combined with Green Herbs and Red Herbs to form complex curative and '
restorative compounds. |

# .
RED HERB

This is a red plant native to the Raccoon Forest region that has no particular
effect its own. However, when ground to powder and combined with other
herbs by an experienced field medic, this herb will increase the potency of
mixed herb compounds. A Red Herb can be mixed with a Green Herb, or a
Green Herb and a Blue Herb. However, a Red Herb combined with a Blue
Herb alone won't have any effect. When a Red Herb is used in a mixed
compound, the final product restores the user to full health.

# i

FIRST AID SPRAY

This chemical antibacterial spray can restore a person to full health. These
items are hard to find and should be conserved for battles against extremely
tough boss monsters.

Submitted Updated
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Key Items List

For aid in finding that elusive key or missing puzzle element, please con-
sult this chapter. All key items have been listed alphabetically. To pinpoint
exact locations, please consult the maps for each stage in the walkthrough.

(Name Angel wings

Location

Inside the Book of Good in the Training
Facility 2F west

wing private collection.

Where It's Used
The wing portion of the Statue of Good.

—
Name pgitery
Location

i e
Play the piano to open the gecr?t room in the
Training Facility 2F east wing lounge.

Where It's Used ‘ L
it si the Training Facllity,

Powers the 1lift outpldglq L e

on the first floor outside the front door

TR i

Name 3pjlagck Statue

Location
Training Facility 1F, northeast storage room in
the east wing.

Where It's Used

The body portion of the Statue of Evil.

'ﬂ'ing

Location

Inside the Book of Evil.
Where It's Used

- - .
The wing portion 01l the Statue of Evil.

p
Name Blue Keycard

Location

Inside the Briefcase in the Conductor’s Office.

Where It's Used

Unlocks the door at the front of Car No.2, 1F.




¥Fi1LE

L & P ¥

(Name

Blue Leech Charm

Location
Use the
Capsule.

Stripping Agent to dissolve the

Leech

Where It's Used

Unlocks the blue door with an

engraving of

lMarcus, in the corridor on Laboratory BZ2.
\ J
U
=
Name 5., of Evil i
Location
Training Facility 2F west wing, Marcus's Office,
hidden under the chess board on the desk.
Where It's Used
Contains the Black Wing.
A
-
Name p,0x of Good ]
Location — i ollec=
mraining Pacility 2F west wing, privete col
tion room, behind the bookcase.

Where It's Used )
Open it to find the Angel Wings.

E-'TE XK

_

i

'S N
Name p.,..4ing Room Key
Location ,
Laboratory Bl, Marcus s lab, inside the poison
gas tank.
Where It's Used
Unlocks the door to the breeding room, in the
corridor on Bl oi the Laboratory.
ry

¥ 1L E

Name

Briefcase
Location

Cabinet =
s

in Conductor’

Where It's Used

Office, Train Car Ko.2, 1F

COPpY

=

= .
Contains the Blue Cardke

Je

g z y 3 kS
Name (onguctor’s Key
Location
Window sill of service compartment, 2F of Train
Dining Car.
Where It's Used
R n—— r . . P - -
Unlocks Conductor s QOffice in Car FNo.2, 1F.
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(Name Crank Handle

Location
Training Facility 2F, sitting room on the west
Side of the entrance hall balcony.

Where It's Used
Required part of the crank for the 1ift in the
Training Facility 2F research library.

\

FILE COPY

s

Name Pial

Location
Labora?ord Bl breeding room, inside the
Hunter s cage.

Where It's Used

Insert into the door in the Laboratory B2 corridor,
and then input the pass code to unlock the door.

-

Name

|

Dining Car Key
Location
: - -
Hand of the dead body in Train Car No.2, 1F.

Unlocks

-

Where It's Used

Tra

in Car Ko.5, the Dining Car.

(Name

Discipline Tablet

X

ocat ; : . N o
bn %op of the column in the Training Facility 1F
front courtyard.

ion

Use the crate from the 1ift to

‘each it.

N

Where It's Used

One of
tory

three tablets used to

lower the observa-
from Training Facility

3F to 2F.

Name

Location
Facility
room locker.

Where It's Used

Use

obta

Duralumin Case

Basement B3, combat test control

the combination

h 385 to o
in the Handgun P

pen the case ang
arts. .

B4 LE

CO

c

(Name Elevator Key
Location
Factory B4, on the floor at the end of the west

orridor.

T

Where It's Used
Calls

the elevator on the east end of Factory B4.

?
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(Name Empty Battery

Location _ _ )
Treatment Plant B9 specimen room. Give Rebecca a
boost to the high shelf near the specimen tanks.

Where It's Used
Combine with the Battery Fluid to make the Hi-=
Power Battery.

FILE €O Y

(Name Fire Key A

Location

Training Facility 3F, trapped under the cage in
the breeding pool.

Where It's Used _
Unlocks the two red doors on the first floor oi
the Training Facility, one to the kitchen and
the other to the projector room.

(Nam 3 :
ameé (Gold Ring

Location )
The dog pen at the back of Train Car FKo.5,
g P
storage room.

Where It's Used
One of two rings required to open the Briefcase.

ITEE COPY

([ Name .. ]

“reen Leech Charm
Location
Laborator, B2,
the statue’

artworl '-itOI'B.GE - ;
- . : room he
s hand. 1, held in

Where It's Used

e o
Jnlocks the engraved green door in the

Laboratory Bl operating room.
) N—

5
Name p. 416

Location
Treatment Plant B7, on the east side of the
water tank room.

Where It's Used

Unseals the door with the square hole in the
corridor in Treatment Plant B6.

o
Name gj_power Battery

Locationm

Combine the Battery Fluid and Empty Battery.

Where It's Used
Insert into the power panel on the forkliit on
BT of the Treatment Plant.




yF1LE LCOPYX

e 3
Name p,,ishot
Location

Rear platform of the Train Dining Car, mounted

on the outside wall.

A

Where It's Used
Used in several locations throughout game
through holes in the ceiling or to climb

Train roof.

to rise
onto the

>

Name 1., pjci

Location
Service cart in hallway,

Train Car

Fo.2, 2F.

Where It's Used
Unlocks the
Train Dining

stuck

Car 2F.

L.

service compartment door in

E1LE

COPY

(Name

Industrial water

Locat

Treatment Plant B8
table

ion . )
experimental
across from the blue chemical

data room,
cylinder.

on the

Comb
Flui

\

Where It's Used

ine
de.

with Sulfuric Acid to

make Battery

>y

F I L

C O PY

(Name

Input Regulator Coil

Location
Laboratory
near the

B2, Marcus's
south door.

office,

on the shelves

Where It's Used

One of two regulator coils

power to the cable car control

L.

required to provide

panel.

Ei -k

COPY

P
Name 71,,n Needle
Location
Training Facility 2F, west wing study, on the horn
of the moose head mounted over the fireplace.
Where It's Used
Attach it to the clock face in the Training
Facility 3F clock room and set the time.
.
-
Name joyuelry Box
Location .
Closet in First Class Cabin 102, Train Car Ko.3,
2F.
Where It's Used
Contains the Silver Ring.
e S




5
Name Keycard

Location )
In the Treatment Plant B7 courtyard, insert the

Hi=Power Battery into the ioggii:t and raise
your partner up to the clifi s edge.
Where It's Used
Unlocks the door with the card reader at the
west end of Treatment Plant B9.

Name
Leech Capsule

Location
Laboratory Bl leech specimen lab, in the glowing
case.
Where It's Used
Dissolve with the Stripping Agent to obtain the
Blue Leech Charm.
(. J

piLE GHEY

Fluid

Name Tijighter

Location o
mraining Facility
counter.

1F east wing, on the kitchen

Where It's Used

R pake it usable 1n
Refills Billy s to malk

Lighter
puzzle—uolving.

Name 7Tocker Key

Location
Facility Basement B3,

water drainage YOOm.

on the crates in the

Where It's Used .
Unlocks the locker in the Facllity
combat test area control roome.

Basement B>

FI1LE CUOF Y

(Name 0 Disk \

Location

Training Facility 1F west wing projector room.

Where It's Used

Place the two Microfilms into the projector. Initializes
the code input process for the Training Facility Z2F
\lecture hall, to open the doors guarded by the knights. )

FILE COPY

[ _
Name lMagnetic Card

Location

Mg 4 . s g
frain Car No.l, Engine Cab.

Where It's Used

1 = . i
In t;.at(_’ t 1e e nergenc brake Ove 1 ane

; N hEC rride P i On
\‘_thv rear p*ﬂ-t¢01m 01 ITrain cal I‘O'/'




ELLE COPY

(Name

Microfilm A

Location
On the bureau near the western door of the
research library, Training Facility 2F west wing.

One

Where It's Used

projector in the projector room, Training
\ Facility 1lF west wing. )

of two microfilms to be inserted into the

FILE COFrS

Name

Microfilm B

Location — :
Training Facility 2F conierence room, on the
east side of the entrance hall balcony. The
item is sitting on the fireplace mantle.

Where It's Used . . .

One of two microfilms to be inserted into the
projector in the projector room, Training
Facility 1F west wing.

FT EE - G0nEay

5
Name

Motherboard

Location

Treatment Plant B8, on the floor beneath the
circuit board in the eastern circuitry room.

Where It's Used

Restores power to the gondola car system on B7
L of the Treatment Plant.

FILE CUOFENs

(Name (opegience Tablet

Location
Release the vise in the Training Facility 2F
east wing machine shop.

Where It's Used
One of three tablets used to lower the observa-=
L tory from Training Facility 3F to 2F.

E1LE  CUOPEy

po
Name o,tput Regulator Coil

Location

Laboratory B2, cable car platform, on the
mobile bridge tracks, after moving the bridge.

L.

Where It's Used
One of two regulator coils required to provide
power to the cable car control panel.

4 N .
ame pgnel Opener

Location

Amid debris leit by the Stinger monster, Train
Car Ko.2, Z2F.

Where It's Used

in the Train Dining Car, 1F.

Opens the floor panel at the back of the kitchen
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Name shaft Key (L)
Location
Treatment Plant B9 microwave incinerator room.
Defeat the Queen Leech boss and it will drop this.
Where It's Used
One oi two keys required to unlock the doors to
the escape route on B9 of the Treatment Plant.
- -
r . — 3\ ™)\
Name Shait Key (R)
Location
Treatment Plant B9 microwave incinerator room.

Defeat the Queen Leech boss and it will drop this.
Where It's Used

One of two keys required to unlock the doors to
the escape route on B9 of the Treatment Plant.

FiLeE

GO PY

A

7
Name ;) ver Ring )
Location

Inside the Jewelry Box found in Train Car No.3,
2F.
Where It's Used
One oif two rings required to unlock the
Brieicase.
>y
' .
' ™
Name statue of Evil
Location
Combine the Black Statue with the Black Wing.
Where It's Used _ : : : s
Place on the scales of justice in the Training
Facility 2F entrance hall to open the secret
\ doorway to the Facility Basement. J
fN 3
ameé statue of Good
Location
Combine the White Statue and the Angel Wings.
Where It's Used . . ) o
Place on the scales of justice in the Training
Facility 2F entrance hall to open the secret
doorway to the Facility Basement.

F L1 EE

COoORYX

-
Name

Sterilizing Agent

Location

Laboratory Bl mortuary, near the tables at the
south end.
Where It's Used

Decontaminate the poison gas in the test tank oi
Marcus s lab on Laboratory Bl.




FLLE COiFY

Name
ame ypity Tablet )
Location
Facility Basement B2, in the decorative fire=
place in the ruined bedroom.

Where It's Used

One of three tablets used to lower the observa-
tory from Training Facility 3F to 2F.

.

FILE C Py

Name Up Key

Location
Factory Bl, on the floor in the platform secu-
rity control room.

Where It's se% :
Insert 1into the control panel in the Factory 1F

platiorm control room to raise the platiorm ele=
L vator to the top level.

FILE COFP %

,
Name vi5. gandle

Location
Training Facility 2F, on the shelf in the east
wing security monitor room.

Where It's Used
Release the vise in the Training Facility 2F
east wing machine shop.

.

FILE CORT

s N
Name yater Key

Location

Facility Basement B3 combat test room, in the
BOW pen.

Where It's Used
Unlocks the blue door in the Training Facility
2F east wing studio.

(Name yhite Statue

Location
Training Facility 2F, east wing studio, near
the blue door bearing the wind motif.

Where It's Used
The body portion of the Statue of Good.




ourviving the Horror

This chapter describes the basics of Resident Evil 0, as well as some master strate-
gies. Whether you're a beginner or a survival horror expert, learning these tips and
tactics will make the fight against the undead much easier, and even more fun!

Default Control Scheme
Up

Down

Left

Right

N = 0 )>

C

B + Down
Right trigger
Left trigger
Start

GENERAL INVESTIGATION TECHNIQUES

The main objective of Resident Evil O is to guide the two characters to safety
through a perilous area infested with monsters and traps. In order to do this, you'll
have to find documents that contain important clues, as well as keys or key items
to unlock new areas. Some of the locks are very tricky, and sometimes you must
solve complex puzzles in order to proceed.

Game Basics

There are three possible control schemes available in the Options menu, and Type
A is the default. This entire guidebook is written according to the Type A scheme.
As much as possible, general terms have been used for each button. The following
chart will help you determine the function of each control.

Move forward

Step backward

Turn left

Turn right

Search, accept, use weapon
Cancel, run

Status menu

Switch character

Quick map

Move partner

About-face, 180 degree turn
Aim

Next target, correct aim
Trace, split up or regroup




Most items and clues are highlighted in the environment. Files and keys will shimmer slightly.
Also, search for hidden items in cabinets, desks, and shelves. In survival horror, you need to
find and use everything possible in order to live another day!

MAPS AND FILES

Maps are a great help in exploring buildings and areas for key
items, new weapons, and ammo. Enter the map screen through
the status menu, or by pressing the Z button. When the charac-
ters first enter an area, only the rooms they are standing in or have visited will appear on the
map. But when a character obtains an actual map of the area, even sections that they haven't
visited will appear. Obtaining a map should be one of your main priorities upon entering any
new area.

Whenever you become stuck and don’t know how to proceed, try exploring new areas. Maps help you keep track of which areas
you've explored and which you haven’t. Gray or uncolored areas on the map have not been explored, green rooms indicate
areas the characters have already visited, and the blue area is the room where the main character is standing. Rebecca’s position
is indicated with a red marker, pointing in the direction she faces. Billy’s place is indicated with a blue marker.

The maps provided in this guide show the locations of all the crucial
items in the game. Save points are marked with the following icon:

ITEM SLOT MANAGEMENT

To unlock new areas and proceed through the game, the characters need to locate items such
as weapons, ammunition, health recovery items, and keys of various kinds. Rebecca and Billy
only have six item slots each in which they can carry items. While most items take up only
one item slot, some weapons and key items take up two spaces, such as the Shotgun or the
Hookshot.

Sometimes multiple two-slot weapons and many key items are required to conquer and
unlock a new area. Juggling all of the required items between the two characters is one of the biggest challenges in the
game. Always Keep at least one slot open for each character. Use and discard items as soon as possible.

WEAPON

The firearm or projectile currently held by a character is displayed below the inventory slots. To equip a weapon, it must
already be in the character’s inventory. Select the knife or firearm and choose the Equip command. To empty the character’s
hands, choose the equipped weapon'’s inventory slot and select Equip again to remove it. Always keep a weapon equipped
for each character throughout the entire game. The only time to free up the character’s hands is when objects need to be
pushed around.

USING ITEMS

Once you obtain the key to a door, it will be used the next time the character holding the key
examines the door. The two heroes do not share items automatically, so the character holding
the key must be the one to unlock the door. The character without the key will just wiggle the
locked doorknob helplessly.

Some key items must be used from the status menu in order to fulfill their purpose. For instance,
the Sterilizing Agent must be set into the proper control panel, the three tablets must be placed
into the observatory telescope, the Blue Keycard must be manually
swiped through the reader, etc.

In order to “use” an item in such instances, place the character directly in front of the area
where you want to try to use it. Remove any weapons from the character’s hands so that they
stand up straighter and face the target more accurately. Once the character is in the proper
place, enter the status menu and move the cursor to select the correct item. Press the Confirm
button and a submenu will appear. Select Use, and press the Confirm button again.




Once a key item is set into its proper place, it no longer takes up space in the characters’ inventory. Some door
keys must be used to unlock multiple doors in the game. Once the key has served its purpose and unlocked i P
every door it can, you will have the option of discarding the key. Always discard keys when you are through '

with them, and use item spaces wisely.

RECORDING DATA AND SAVING TIME

In order to save your game to a memory card, you must locate a typewriter and use
an Ink Ribbon to record your game data. Ink Ribbons are usually located right next
to typewriters. Once you've used a ribbon, it’s a good idea to leave the remainder
in the vicinity of the typewriter, rather than dumping them someplace else.

There is no way to pause the game. The hidden game timer is ticking on all screens,
even the status menu. Time is a factor in unlocking bonus weapons and features, so
saving time is important. If you're going to stop playing for a while, it's better to e St
save your game and turn off the console rather than allow time to pass and hurt
your chances of obtaining bonus prizes.

EXAMINING ITEMS

Any item your characters obtain can be examined more closely in the status menu.
Select the item and press Confirm to bring up the item submenu. Choose the
Examine command and the object will appear in three dimensions. You can rotate
the object left or right, up and down with the thumbstick or D-pad. Use the C stick
to rotate the item in a circle. The left trigger allows you to zoom out, and the right
trigger is used to zoom in.

Press the A button while examining the object to view information about it.
Sometimes, examining an object from different angles provides greater clues about
its real use. For instance, if a key has a tag, rotate the object to view the tag and press A to read it.

There are two books in the game. To open a book,
rotate it to a side view so that the ends of the pages
are showing and press A.

When you obtain certain keys and key items, their real
names and purposes are unknown. To find out the real
name of such an item, examine it in the menu.

LEAVING ITEMS

With only six item slots per character, often you must manage far more items than
the characters can carry. To get around this, you can leave items on the floor in
most rooms. Position the character where you want to leave the item, enter the sta-
tus menu, choose the item, and select the Leave command. The item is removed
from the character’s item slot and appears as an object on the floor.

The size of the room limits the number of items that can be left there. A large
room, such as the entrance hall of the Training Facility, is a better place to leave
items than a closet or a hallway. When no more items can be left in a room, you'll
have to choose another area to drop off things.

Try to place items spaced apart somewhat, or they will be difficult to separate when you’re trying to pick them
up again. Avoid placing items near doors, typewriters, or other usable features of the environment. Don’t make
your gear hard to retrieve!

Leaving items requires some strategy. If you leave an item in an isolated place where it will be hard to reach,
you'll increase your game time unnecessarily. The walkthrough tells you exactly where you should leave certain
items, and when.




PLANTING RECOVERY ITEMS BEFORE BOSS FIGHTS

The characters must_face and defeat several unique monsters that

are harder to kill than the rest. Usually, there are no health items in
these areas. In almost every case, however, the characters can visit

the boss battle zone prior to the engagement. If you leave health
items in the area prior to the boss_fight, you can bring more
weapons and ammo to the party.

MARKING ITEMS ON THE MAP

The in-game maps serve another helpful purpose: The items you leave in the rooms are pin-
pointed on the maps as colored dots. Recovery items are green, weapons are red, ammunition
is blue, key items are yellow, and Ink Ribbons are orange. To locate the items you’ve left,
zoom in on the map and press the A button to bring up the item locator bar. Scroll left or right
across the item bar, and each item is circled on the map.

Once you've obtained the map item for a level, you can press the Start button to view the
maps for any previous stage. This way, you can keep track of the items you left in the previ-
ous stage, in case you need to go back for them.

"FEELING” ITEMS

Because there are only six item slots for each character, you shouldn’t pick up every item you come across until you know
that you really need it. However, once you locate an item, you don’t want to forget where it is. You can track the locations
of items on the map, even if they have never been in your item slots. The practice of locating an item without taking it is
called “feeling” the item.

When you find an item, you can choose whether to take the item or not. Choose No and the item will remain in its original
location. However, the item will now glow more brightly than before, and the item’s location is marked on your map! Now
you know where the item is in case you need it, without wasting item space lugging it around. “Feeling” items rather than
taking all of them with you is required for mastering the game.

HEALTH ITEMS AND STATUS

The undead are ravenous, they attack furiously, and their assaults are hard to deflect. Even
expert gamers won't always be able to keep the monsters at bay. As enemies inflict more
damage on your characters, their condition will worsen. Wounded or poisoned characters will
hold their sides in pain and move more slowly. For this reason, your characters must use
items to recover lost health points. Keeping health items handy is a smart strategy.

A character becomes weaker in stages. The character starts in
Fine condition, and their EKG is green-colored on the status
menu. When the character drops to an unknown number of
health points, the EKG turns yellow and the character enters Caution status. More damage
thereafter will send the character into the second Caution status, and the EKG turns Orange.
The character can be seen holding their side and limping slightly. If yet more health is lost,
the EKG turns red and becomes fainter. The character won’t be able to run, and the next hit
will most likely Kkill them. You should administer health items long before you reach this
stage. During boss fights with tougher monsters who inflict more damage per hit, you need to
administer recovery items as soon as the character grabs their side in pain.




Certain monsters’ attacks or certain events in the game can poison the character. A poisoned character will grad-
ually lose health points and their condition will deteriorate. Only consuming the strange Blue Herbs found in
rare locations can cure the poison and save the character’s life.

However, health items take up item slots like anything else. It's more important to carry weapons and key items. A
smart approach to managing health items is to leave them where you find them until they're really needed. They're
plentiful enough that you won’t have to go far to find them when needed. Use the “feeling” technique to mark the

locations of health items on your in-game maps, and save your characters’ item slots for more important things!

HERB MIXING

A majority of health items come in the form of natural herbs that grow in the region.
Green Herbs restore health, and Blue Herbs cure poisoning. Herbs can also be com-
bined to form more powerful remedies that restore health and cure ailments at the
same time. Only Rebecca is capable of mixing herbs. Whenever possible, herbs should
be mixed to take up fewer item slots. If Rebecca is not around to use her skills, Billy
should leave herbs alone until she can come along and mix them properly.

Billy’s stamina is higher than Rebecca’s, so he can take more damage. However,
minor recovery items won't affect him as well as they do Rebecca. Conserve First
Aid Sprays for Billy’s use, and have Rebecca consume mainly Green Herbs and mixed herb compounds.

RECOVERY ITEM CHART

Item Effect

Green Herb Small recovery

Blue Herb Cures poisoning

Red Herb No effect

Mixed Herbs, Green + Green Medium health recovery

Mixed Herbs, Green Herb x3 Maximum health

Mixed Herbs, Green + Red Maximum health

Mixed Herbs, Green + Blue Small recovery, poison cured
Mixed Herbs, Green x2 + Blue Medium recovery, poison cured
Mixed Herbs, Green + Red + Blue Maximum health, poison cured
First Aid Spray Maximum health

SINGLE-SLOT MIXING

Rebecca needs_just one open item slot to mix herbs. Pick up
one herb off the ground. While picking up the second herb,
select the Use option instead. The item submenu appears,

and you can combine the two herbs in one slot! Use the
same method to

TRAPS AND PUZZLES

Part of the fun and challenge of the game is solving complex environmental and
item puzzles. Figuring out these puzzles on your own can be a trial-and-error
process. If you want to start a puzzle over, you can reset almost any puzzle by
leaving the room and returning. In most cases, both of your characters must leave
the room before the puzzle will reset.

Some puzzles and areas contain traps. Make the wrong move or touch the wrong
piece, and the trap will spring. If your character isn’t killed, leave the room. Then
return and the trap will be reset.




PUSHING AND CLIMBING

Environmental objects, such as crates and tables, can sometimes be moved. This is often
required to access a new area or a higher level. To push a crate or statue, move the character
up against the side of the object until they crouch and start to push it. You must position the
character on the correct side so that the object is pushed in the right direction. Coaxing the
character to start pushing an object is quicker and easier if they’re not carrying a weapon.

Either character can climb onto objects that are waist-high.

Simply face the object you want to climb onto, such as a ledge or a crate, and press the Action
button. To climb down, face the edge of the crate and do the same. If the main character climbs
onto a ledge while in Team mode, the partner character will follow. With crates, only one char-
acter can climb on top at a time. A partner will not follow the main character if they're left
standing on top of a crate. You must switch to the partner and climb down manually.

Dual Character lManagement

Resident Evil O introduces the two-character system, which means that you must use the skills of both characters and
manage their items successfully in order to defeat enemies and solve puzzles. Although both characters are at your
disposal most of the time, you can control only one at a time. This is the main character, and the CPU-controlled hero is
the partner. Managing the relationship between the main character and the partner character is a huge aspect of the game.

TEAM MODE VS. SOLO MODE

Enter the status menu, press upward until Partner is highlighted on the top bar of the screen,
and select it. The settings of the partner character can be adjusted on the left menu.

Attack and Idle refer to the combat mode of the partner. The best uses of these settings were
described earlier in this chapter.

Solo and Team refer to the movement settings of one or both characters at the same time. In
Solo mode, you move only the main character, and the partner stays put until ordered to follow by the main character. In
Team mode, the partner character will follow the main character wherever they go. The partner will try to stay within six
feet of the main character.

Team mode is an effective way to move both characters across large areas simultaneously. It's
also ideal for handling extremely tough bosses or groups of monsters. However, sometimes
two characters are at a disadvantage in an extremely narrow or small area. When the main
character uses the door in team mode, both characters will leave the area simultaneously. If
the partner character is attacking an enemy or is being attacked, the mode will automatically
change to Solo and the partner character will be left behind. Usually, the partner will follow
the main character around an area, so they can be led away from enemies in this regard. But
if the partner is attacked or becomes engaged with an enemy, they will stay and fight the
monsters rather than follow any evasive maneuvers you're attempting.

Solo mode is an effective way to search the environment without being crowded by the part-
ner. This mode is also an effective way to outmaneuver enemies in narrow corridors or tight
spaces. If a corridor is full of spiders or other enemies you would rather not waste ammo on,
leave the partner in a safe area and run through the narrow zone in Solo mode. Then switch
to controlling the other character and lead them through.

Sometimes circumstances of the layout or events in the game force the characters to split up
and investigate separate areas. When determining which character to control, make sure that
the other character is left in a safe location with no enemies. If the partner character is ever
attacked while the main character is in another room, a distress call is sounded on the radio. The game automatically
switches to the character in distress, just an instant before they’'re about to take damage from monster attacks.




The Trace command is another way to toggle between Team and Solo modes. Press the Trace button and the
main character will shout an order to the partner, either to split up or regroup. You cannot use the Trace com-
mand if either character is being attacked, or if the main character is attacking an enemy. The Trace command is
also a handy and quick way to call the partner character over to the main character if the two are working solo
on opposite sides of an area.

MOVING TWO CHARACTERS

Moving a team across most areas is quite simple. The partner character will follow roughly four feet behind the
main character. The main character is therefore the focal point of navigation, speed, and changes in camera
angle. You can move the main character with either the thumbstick or the D-pad. Movement with the D-pad is
more precise, so you're less likely to move in the wrong direction and accidentally back into an enemy or get
stuck on a corner. Consider using the D-pad to move the main character, especially in close-quarters combat.

The partner character can be moved with the C stick. This is helpful when you're trying to position the charac-
ters at two different control consoles, or when you just need the partner out of the way as you're trying to
search an area. The C stick can also be used to prevent the partner from shooting at enemies, and to navigate
them away from danger.

SWITCHING CHARACTERS

The main character’s status and inventory are displayed on the right side of the menu screen. Only the main
character can use and combine items. To switch the main character, press the Switch button while in the menu.
The characters trade places on the status screen. When you leave the status screen after switching characters,
the scene will shift to focus on the new main character.

You can also switch characters in real time by pressing the Switch button. After a
brief screen blur, the scene will shift to the other character’s location. Switching
characters is impossible if an enemy is attacking the main character.

EXCHANGING ITEMS

The characters can trade items through the status menu by using the Exchange
command. The characters don’t have to be in Team mode to exchange items.
However, they must be within ten feet of one another, and neither of the characters can be engaged in combat.

Select an item or an open slot in the main character’s inventory on the right side of
the screen, and choose the Exchange command. Then select an item or open slot
on the partner character’s menu. You can exchange one item for another, or send
an item to an open slot. The characters cannot trade the items in their personal
keepsake slots.

With ammunition of all types, you can press left or right with the thumbstick or D-
pad to send ammo to the partner. This way, you can split up the bullets as evenly
as possible. Or you can press the left trigger or right trigger to exchange all of the
ammo and leave the main character with none. If the main character needs to exchange ammo with the partner,
all of the ammo is sent at once.

SPECIALIZED SKILLS

Certain tasks in the game can only be accomplished by one of the characters due to their special skills. You must |
figure out how to put the right character in the right place to use their individual traits to your benefit.

Rebecca can mix chemical solutions for use in puzzles, and she can combine herbs to form stronger healing
compounds. However, she has fewer health points and drops into Caution status easily. There are certain boxes
that are too heavy for Rebecca to move, and she has trouble turning tight valves. As far as her piano playing
goes, she needs some practice.




Billy can ignite things with his lighter, such as certain puzzles requiring fire. He has a greater number of health points and
can take several hits of damage before dropping into the yellow Caution stage. He can shrug off a zombie’s grip slightly
faster than Rebecca, and he has a greater chance of knocking an enemy to the ground with this countermove. He can also
push heavy boxes that Rebecca cannot, and he can twist tight valves quickly. Billy can’t mix chemicals or combine herbs,
but he can play the piano like a maestro.

Whenever you're faced with a complex puzzle or a room full of deadly enemies, consider the skills of both characters.
Which one is more likely to survive the danger? Which one has the skills to save them both? Remember, if one character
dies, the game is over!

CHARACTER-SPECIFIC SCENES

Depending on which character is used to perform certain solo
tasks, some cut scenes will change. For instance, if Rebecca
explores B2 of the Laboratory stage alone, she will be the one to
discover the cable car and radio Billy. But if Billy finds the cable
car, he will radio Rebecca. Keeping this aspect in mind, you can
change the events of the game each time you replay it.

The walkthrough has been written for the first-time player, with
all considerations made for the lack of item slots, the equipment
necessary to continue, and the difficulty of the tasks in each part of the game. Once you've cleared the game and obtained
some secret unlimited weapons, item management becomes less of a chore, the difficulty level drops, and you can mix it up
a little more in terms of who performs which tasks.

Combat Supremacy

Let's get down to the brass tacks of dismembering dead guys and dodging genetic demons. Combat requires a great deal of
practice, but this section shows you how to turn it into a two-character hammer party!

AUTO-AIMING

Press the right trigger button, and your main character raises their weapon and aims at the
closest enemy on any side. This means you can press the right trigger and the character will
even spin around to aim at a foe behind them. This feature allows you to run straight past an
enemy, turn quickly, and have them dead-bang at close range just by pressing the right trig-
ger. With this kind of freedom to move and swiftly inflict pain, you should never be tempted
to stand in one position for too long.

Holding the right trigger also causes the character to aim at enemies offscreen. So if you're
wary of going around a corner, press the right trigger to see if your character aims at anything offscreen. There’s no reason
to run smack into an enemy’s outstretched arms when you can detect monsters you can't see.

While holding the right trigger, press the left trigger to adjust the character’s aim. In a room with more than one monster,
the main character will switch aim to the next-closest enemy. By pressing the left trigger repeatedly, you can cycle through
target points and get some idea where every foe in the room is, even if you can’t see them. If only one enemy is in the
room and it’s moving in a sideways or indirect pattern, use the left trigger to correct your aim.

SHOTGUN DECAPITATIONS

One way to kill the undead is through massive blood loss, requiring several bullets per body. But if the head is destroyed, a
zombie’s reanimated nervous system can no longer function. It’s a gruesome job, but somebody has to do it. Zombies need
to have their heads blasted clean off!

Normally, two or three Shotgun blasts are required to eliminate a zombie. However, if you
wait and fire at just the right moment, you can decapitate a zombie with a single Shotgun
blast. When a zombie is approaching your character, wait until it's a step or two away. Then
ready your weapon, aim upward, and fire a blast directly into its face. Nine times out of ten,
the Shotgun blast will disintegrate the zombie’s head, reducing a biological weapon into a
staggering headless corpse.
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Still, there’s a slight chance that this tactic will fail, and then the zombie will seize your character and cause :
some damage. However, it’s totally worth it just to conserve as many Shotgun Shells as possible. You'll be : -
thankful when you see how many shells are needed for the final boss!

RELOADING WEAPONS

All guns have clips of ammo. You can only load a certain number of rounds into a weapon, and the rest have to
be carried in another item slot. When a gun is empty, the character will click on nothing. You have to press the
Action button again to make the character reload the weapon. This is true for all weapons except the Grenade
Launcher. Most enemies in the game wait for the character to reload and attack at that moment of vulnerability.

Avoid showing weakness in combat by reloading your weapons outside of real time. Always enter battle with a
fully loaded weapon. As you fire shots, count them off in your head. When you know that the weapon is empty,
enter the menu screen and use the Combine command to put more ammo in the weapon. When you leave the
menu and return to battle, it will be like you never had to reload! Most enemies are best met with a ceaseless
barrage of gunfire. Whenever you reload your main character’s weapon, extend the same courtesy to your part-
ner character as well.

YOU CAN'T BLAST EVERYTHING

There isn’t enough ammunition in the game to Kill every single monster. A majority of your ammunition should
be reserved for mandatory encounters with boss enemies. If you don’t have a fon of ammo by the end of the
game, you might not be able to survive the final enemy. Practice outmaneuvering and outrunning enemies,
rather than blasting everything and wasting ammo.

Once your first game is cleared, you can win unlimited ammo weapons from the Extra Game. Then you can
shoot whatever you want, whenever you want!

TWO-CHARACTER COMBAT

Once Rebecca teams up with Billy to survive the game, you must determine how you want your characters to
fight whenever they’re together. Change the combat settings by entering the Status menu and navigating over to
the Partner menu.

The partner character can be set to Attack mode or Idle mode. Attack mode means the CPU-controlled partner
will automatically attack any enemy that comes in close range. In Idle mode, the partner will not fight, even if
either character is attacked.

Both modes have their advantages. In Attack mode, the characters can clear out a heavily infested room more
quickly. If a zombie or monster grabs the main character, the partner will blast the creature off their comrade.
ldle mode allows you to conserve ammunition, on the other hand, and the partner will not lag behind to fight
enemies when you need to run.

Controlling two characters in a tight space can be difficult. You need to distribute
weapons and ammo correctly and set combat modes accordingly. The best method

is to equip one character with a Handgun and all of the bullets, while the other
character is equipped with a more powerful weapon. Set the person with the more
powerful weapon to Idle and the person with the lesser weapon to Attack. Always
control the character that’s packing the more powerful weapon, because such weapons
usually have less ammo available and each shot must be used wisely. The Handgun is
the best weapon for the partner character. Take a partner with a Handgun into a room
full of monsters, set them to Attack mode, and they will cover you like an expert. With
the partner blasting away, you won’t need as much of the bigger weapon’s ammo to clear an area.

This method works on a kind of sliding scale. If the main character has the Magnum, the partner should be
holding the Shotgun. This is a good strategy for dealing with the toughest foes at the end of the game.

On the other hand, it's also smart to switch characters in different situations. If you enter a spacious room occu-
pied by only two zombies, you shouldn’t need the Shotgun at all. Switch to the partner holding the Handgun,
and they can easily clear the room. However, the character holding the Shotgun (or Grenade Launcher, or what-
ever) should be set to Idle. When you're determining how to eliminate enemies, always think in terms of con-
serving the ammunition for your more powerful weapons.




Walkthrough

The path is fraught on all sides with manifestations of pure evil. Novice survival-
ists require the aid and guidance of seasoned veterans. This section of the guide-
book describes in detail every action in Resident Evil O, while attempting to avoid

spoiling the story. Even then, there are still elements of this walkthrough that ne i
reveal what is about to happen. The best way to use this guide is to refer to it micks or tricks that C@
sparingly during your first game, and then read it more in-depth during your : your game easter or mol
second game to learn about items or secrets you might have missed. The follow- esting will appear in boxes
ing are some highlights in the walkthrough. Pay close attention, look like this.

because they just might save your life!

. 3 e |
o 1 WARNING o STAR.S. BULLETIN
Something is about to happen that puts your characters at a =
@ disadvantage. Sections like this may or may not tell you what I Note
® hapr?ens, ?ut they will definitely tell you how to deal with Fhese sections contain
such events.

side notes about using
the characters’ abilities,
details of the environment, and “s
other interesting tidbits about
the game. Notes are strictly -

" extra material.

& )

INVENTORY CHECK

Being prepared for each new situation in advance is half the battle. Forward advancement is mean-
ingless if you fail to bring along the proper items and tools to help you proceed from there. Inventory
Checks tell you what to carry, what to drop, and where to drop it so that the item is handy for future
reclamation. Although these sections don’t say why you should take certain items and leave others,
trust our judgement and follow these instructions. You'll always have the right equipment at the right
time, and you’ll be able to proceed without backtracking for necessary items.

— -

Boss Fight

Boss monsters are tough and unique enemies, and you need special skills and strategies to
defeat them. Check these detailed sections to learn which methods and weapons work best
against the more dangerous foes.
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Panel Opener

(after boss)
Ice Pick
Hunting Gun Ink Ribbons
Shotgun Shells First Aid Spray
Handgun Bullets
Jewelry Box
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Green Herb
Handgun Bullets
Conductor’s Key
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FIRST ENCOUNTER

Rebecca enters the Ecliptic Express toward the rear of the train, in Car No.4. There are two important documents in her File
menu already, Player’s Manual 1 and Court Order for Transportation 1598A-7635. Read both to quickly associate your-

self with the game’s controls. The rear door of the compartment is locked, so proceed forward to Car No.3. Zombies sur-
round Rebecca. Press the right trigger

to aim at the closest enemy, which is
usually the one directly behind her.
Two or three shots with the Handgun
will knock this zombie to the floor,
and then you can dash for safety in
Car No.2.

The door to the Dining Cor
is locked,

;[ S.TAR.S. BULLETIN
Rebecca’s Shock

CABIN FEVER

Car No.2 is also known as the Conductor’s Car,
since his office is located on 1F. Near the rear
entrance of the car are two cabins containing help-
ful items. In Cabin 202, Rebecca can gather
Handgun Bullets and the Passenger’s Diary.
There is also a single Ink Ribbon hidden in the cor-
ner to the left of the bunk ladder. Usually, this item
is found in packs of three, but in this special
instance you will only find one.

If you stand your
ground rather than turn
or run, you are wasting
bullets. The car will be repopu-
lated the next time you enter.
+ However, if you want to sui
. all three zombies in this car, an
_ extra cinematic will play. )

v

Cabin 201 contains a typewriter. Use an Ink Ribbon
here to save your game. Ink Ribbons can be found
next to the typewriter, and Rebecca can also collect
a Green Herb and the Investigation Orders. After
recording your game data, which you should do
often, leave the Ink Ribbons on the floor in this
room. Always leave Ink Ribbons near typewriters
for convenience, and don’t carry them to other
areas.




FALLEN ALLY

Exit the cabin and head to the front of the car, where a
dead body lies. The corpse is holding a key for the
train. After you take this unidentified item, a brief cin-
ematic occurs. Following the cinematic, a zombie dog
called a Cerberus will barge into the car. Start shooting
it immediately, and then run toward the back of the car
and another Cerberus will leap through the window.
Once both dogs are put to sleep, search the body of the
| S.TAR.S. member for Handgun Bullets.

To identify the item found on the corpse, enter Rebecca’s status screen and
| examine the train key. Rotate it onscreen so that she can see the tag’s
inscription, and then press A to read it. The key turns out to be the Dining
Car Key. Head back to the starting point of the game to unlock the rear car
of the train.

KILL THE CONDUCTOR/

The conductor zombie in Car No.3 is a special enemy. With its vague
memories of the train_from its previous life, the conductor can_follow
the characters_from train car to train car and become a general nui-
sance. On your next trip through Car No.3, be sure to take out this
zombie.

DINNER IS SERVED

On the trip to the back of the train, head up the stairs
in Car No.3 and collect the Green Herb on the upper
level. Return to 1F and proceed to the rear of Car No.4.
Use the Dining Car Key to unlock the door, and then
discard it. Enter the Dining Car before zombies rise R
from the passenger seats behind Rebecca. '. Used the Dining Cax Key,

Wamugh
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After another tense conversation with escaped convict
Billy Coen, grab the Notice to Supervisors from the

| plant stand at the bottom of the steps. Head upstairs
and continue toward the back of the dining room until
a cinematic begins. The Humanoid Leech that appears
is too tough for Rebecca to take on alone, with only a
Handgun. Turn and run for the stairs!




TEAMING UP

After a string of events, Rebecca will unite with Billy Coen, who gives her a box of
Handgun Bullets. Billy becomes a playable character for the rest of the game. Read
the Player’s Manual 2 carefully and decide how to start investigating the train.

INVENTORY CHECK

Since Billy has a higher stamina than Rebecca, he is better suited
for the task at hand. Place all of the Handgun Bullets in Billy’s item

slots, and give him all of the recovery items too.

DINING CAR POWER

Switch to controlling Rebecca by pressing the X button, and then press Start to go
solo. Head to the back of the Dining Car’s second floor and examine the window to
find a ladder up to the roof.

After Rebecca climbs on
top of the Dining Car,

8 head forward past a large
hole in the ceiling and
examine the power con-
duit box. Reconnect the
cable, and Rebecca will
be knocked into the service
room below.

CONFINED TO THE SERVICE CABIN

In the service cabin, pick up the Green Herb, the Handgun Bullets, and the
Conductor’s Key. Examine the locked cabin door, and Rebecca will notice an
object lodged in the keyhole. A sharp object is required to jimmy the door open.

Move to the dumbwaiter at the back of the room.
Examine it and call the lift up to the second level.
Place the Conductor’s Key on the dumbwaiter and
send it to the level below. Now switch control over to
Billy, waiting in the Dining Car.

BILLY TO THE RESCUE

Billy is carrying a Knife, which he doesn’t need. Leave the Knife
in the dining room and head down the stairs. With power restored
to the Dining Car, the kitchen door will slide open. Find the dumb-
waiter in the forward corner of the kitchen, and reclaim the
Conductor’s Key sent down by Rebecca. If desired, you can switch
back and forth between Rebecca and Billy so that she can send
the bullets and herb she found in the service car down the dumb-
waiter lift to Billy.

Therels an item here, ~
- * Take Send
-




Head through the three passenger cars toward the front of the train, running con-
tinuously to avoid the zombies in every car. Use the Conductor’s Key to unlock the
Conductor’s Office, which is the door at the very front of Car No.2.

Inside the Conductor’s office is a bevy of items, but you shouldn’t try to carry all of
them. On the wall next to the door is the Train Map, and on the floor among the

Herb sit on the shelf. But since Billy can’t mix herbs like Rebecca can, take the
Green Herb and “feel” the
Red Herb so that its loca-
tion shows on the map. In the cabinet next to the desk
is the Briefcase, but you shouldn’t try to carry this item
either. Simply “feel” the item and leave it in place.
Finally, use the switch beside the entrance to lower a
ladder, and climb up to 2F.

R

S.T.A.R.S. BULLETIN

- “Feeling” Items

| The process of “feeling” items is described fur-
ther in the previous chapter, “Surviving the

- Horror.” It helps you locate items throughout the

. game without lugging them around in your limited

" item slots. When you find an item, the game asks if

. you want to take it. Select No and the item remains in

. its location. However, the item glimmers and its location
is marked on your in-game maps.

INVENTORY CHECK

The second floor of Car No.2 is empty of all items. Prepare for a major
battle in this area by leaving all of your health items near the rear door.
Do not leave any health items or ammo near the counter area, because
you will not be able to reach them during the coming boss fight. Also,
leave all of your Handgun Bullets near the rear part of the area. Trust us!

SHARP OBJECTS AND SHOTGUNS

After opening some item slots by leaving items in the Bar area, head through the
door to the second floor of Car No.3. Search the waiter’s cart near the door to find
the Ice Pick, the item that Rebecca can use to free herself. However, you must also
search First Class Cabin 101 for items that are essential to the upcoming boss fight.

First Class Cabin 101 is
crowded with a First Aid
| Spray, Handgun Bullets,
Shotgun Shells, Ink Ribbons, and the Hunting Gun.
Since the two-shot rifle takes up two item slots, you
should only “feel” the Ink Ribbons and Bullets and
then leave them here. Take everything else, equip the
Hunting Gun, and return to second floor of Car No.2
for an intense battle!

scattered papers by the desk is the Note from Conductor. A Red Herb and a Green
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Sti;;er (B. Oeie Type=Y139)

Recommended Weapon: Hunting Gun

Backup Weapon: Handgun T

Proceed to the middle of the Bar, where the Stinger ' 2 Y % J
rips through the ceiling and attacks. Thanks to the - .i.‘* 4

advice found in the Passenger’s Diary document, you NS - l J

already know the weakness of this creature. However,

some patience and special timing is still required. - :’- *u‘ ‘qf? 24 \
R ) % Atthe start of the battle, run up : - ‘
1Y e/ to the giant scorpion’s face, aim ] o
3‘;:—: t the Hunting Gun down, and blow \
= a chunk out of the top of its head. Quickly enter the -
P b status screen and reload the Hunting Gun from there.
PR Reload after each and every shot. Do not ever allow the >
Tk “ir _ . Hunting Gun to run empty, or the Stinger will counterattack dur-
-

ing your character’s reloading animation.

When you emerge from the status screen after reloading, press the D-pad b # :

or Thumbstick down so that Billy backs slowly away from the creature just 3‘ / e W y
a few steps. After each successful attack, the Stinger will have an opportu- v oy

nity for counterattack. Missing the counterattack, it will cover its face with

its claws and crawl forward to Billy. The Stinger is invulnerable to damage
while protecting its head with its impenetrable claws. Reaching Billy's feet, A
it will uncover its face again just before attacking. This is your opportunity Rt %
to blast downward into its face again. Don’t worry about being backed into '

a corner, since each successful attack causes the Stinger to retreat.

TR . S ™ .. ]
v

- If you're stabbed by the claws, the damage is not so bad. However, if you're

- v whipped by the tail, the damage will be intense. The strong appendage

" 7 © flings Billy against the door at the rear of the car. Use the recovery items
you've left near the door to recover. You can use recovery items on the

I ground directly, without having to take them into an item slot first. If Billy is
flung to the door, the Stinger will advance. Several more successful attacks

B ;ﬁ,;' . . in a row will knock the creature to its original spot.
-

|- h

Since there are only nine shotgun shells, you will probably won’t be able to
slay the Stinger with the Hunting Gun alone. When the rifle is empty, drop it on the ground, pick up
Handgun Bullets you’ve left nearby, and use the same tactics described before. Don’t worry; if you
inflicted several successful attacks with the Hunting Rifle, you won’t need many more bullets to
stop the creature.

e ‘a . W Just be aware that the Stinger has extended death animations and may

- ‘ o ol attempt one final tail attack before expiring. Listen for the dramatic back-

1 e * “ & ground music to cease, and run for safety so that the creature can slowly die
= > without exacting its revenge.

INVENTORY CHECK

Leave the empty Hunting Rifle here in the Bar area, since this limit-
ed weapon will be useless for the rest of the game. Leave any
recovery items here as well. Take the Handgun, Bullets, and Ice
Pick, and go find the new item at the front of the Bar.




BACK TO RESCUING REBECCA

Search the debris where the Stinger landed to find the Panel Opener. Then climb
down the ladder to the Conductor’s Office and head back through the train to the
Dining Car. You'll need to blast a large number of zombies in Car No.4 out of your
path, so have some shooting fun.

Return to the dumbwaiter
| in the kitchen and place
the Ice Pick on the lift. Switch control to Rebecca and
use the Ice Pick to unlock the service cabin door. A
squad of burning zombies is waiting for Rebecca in the
dining area, but you should ignore them and quickly
run downstairs to join Billy in the Kitchen.

TWO RINGS TO BIND THEM

Once the characters are both in the kitchen, press Start to regroup them. Lead Billy
over to the floor panel next to the locked door at the rear of the kitchen, and use
the Panel Opener to reveal a crawlspace. Be sure to distribute Handgun Bullets
evenly between the two, and make sure the Partner character is set to Attack. Then
crawl into the storage space.

Cerberus dogs attack in
the cargo space, but your
§ duo should easily blast them into oblivion. On the
shelves are Shotgun Shells and a First Aid Spray.
“Feel” both of these items and leave them where they
are. The character holding the least items should pick
up the Gas Tank. Move to the back of the car and
search the pen where the dogs emerged to find the
Gold Ring. Exit through the rear door of the train.

ACQUIRING THE HOOKSHOT

The Hookshot is firmly held in place by brackets, and acquiring this key item is a chore for a two-person team.
Clear two item slots in one character’s inventory by exchanging items with the other, or by setting something on &
the ground momentarily. Move the character with two open item slots so they’re directly facing the Hookshot.
Now press Start to split up the team. Take control of the other character and move them to the release lever near

the rail. Pull the lever down, quickly assume control of the character facing the Hookshot, and grab the item off Wamugh
the wall. This multiple-

firing grappling hook
comes with the Hookshot
Operator’s Manual, which
is must-read material at
this point.

Train

USING THE HOOKSHOT

Regroup and head back toward Car No.3. In the kitchen, a zombie will jump out of
the refrigerator between your duo, but your characters can easily take down this
viral freak by blasting it from both sides. Inside the fridge is a set of three Empty
Bottles. Combine these with the Gas Tank, and you’ll have three Moltov Cocktails
ready to use on the undead.




Stand at the rear of the car near the open window, and use the combined efforts of your char-
acters to kill any zombies in the car. In order to leave one character here, they must be safe
from attack.

Give the Gold Ring to the character who is about to use the Hookshot. Move over to the open
window, and use the Hookshot item at the window in order to reach the roof. It does not mat-
ter which character uses the Hookshot or performs the following task.

THE CONDUCTOR'’S SECRET

Crawl forward along the roof of the speeding train, and drop through the hole into First Class Cabin 102. Take down the
zombie inside, and then search the open closet to find the Jewelry Box. Examine this item in the menu, and open it to find
the Silver Ring. There is also a Knife
in this compartment, but you don’t
need it. You may opt to “feel” it if
you'd like to use it later. Leave the
Hookshot in this cabin, and exit.

The corridor is now crawling with Leeches. These are easily squished underfoot, but if one
gets on your back, it could cause some damage. Run quickly through the corridor and return
to the Bar area, and then climb down the ladder into the Conductor’s Office.

Take the Briefcase from the cabinet, and use the status menu to
insert the Gold Ring and the Silver Ring into the latch on the
bag. Then examine the Briefcase again and open it to find the
Blue Keycard.

Exit the Conductor’s Office, and switch control to the other charac-
i ter still waiting in Car No.3. Move them to the front of the train,
and reunite the two characters. Then move the character holding
the Blue Keycard over to the security card reader near the door.
Use the Blue Keycard to enter the Engine car. Head quickly past
the dead bodies, and enter the Control Cab.

INITIALIZING THE EMERGENCY BRAKES

Following the initial scene in the Cab, the Brake Operation Manual is displayed onscreen. Take all the time you need to
read and review this user’s manual, because when you exit from the file, you will have only three minutes and thirty sec-
onds to activate the emergency brakes before the train derails and kills everyone.

One character must stay in the Cab while the other runs to the back of the train to initialize
the brakes. It really doesn’t matter who performs which task, but since Billy has greater stam-
ina, it might be wiser to send him to the rear. Many undead foes will block your attempt to
prevent total destruction, so give most of the Handgun Bullets to the character who is going
to the back. Pick up the Magnetic Card on the control panel, and collect the Handgun
Bullets near the brake lever as well as the Handgun Bullets hidden under the cabinets.




Run quickly along the outside rail of the engine, where two dead bodies will begin to rise. A single zombie stands _:.

guard outside Cabin 202. Shoot just enough times to knock it down, then run past. Car No.3 has four or five
zombies, so stand by the
entrance and keep blasting
until the path is clear.

Reaching the back outdoor platform of the Dining Car,
move to the panel to the left of the door and use the
Magnetic Card. Now you must enter 10 numbers,
which equals the code displayed onscreen. To perform
any math calculations or figure out how to enter the
code, exit the panel display screen and enter the status
menu to pause the countdown. The number that’s dis-
played is either 36, 67, or 81, chosen randomly.

s ~N
36: Enter the number 3 nine times, and then enter 9.
67: Enter the number 7 nine times, and then enter 4.
81: Enter the number 8 nine times, and then enter 9.

ACTIVATING THE
EMERGENCY BRAKES

The scene shifts back to the character in the Engine

Cab. The left half of the code display is shattered, so
you'll have to work blindly. The pass code that's dis-
played is either 42, 53, or 67, chosen randomly.

42: Enter the number 4 nine times, and then enter 6.
53: Enter the number 5 nine times, and then enter 8.
67: Enter the number 7 nine times, and then enter 4.

, S.T.A.R.S. BULLETIN
Crashlng Halt

% The emergency brakes help slow the train, but
E only enough so that the heroes can survive the
3

crash. All of the items that were left on the train or (4]
were “felt” by a character will still be available in the >
. next stage. Any item that was not touched will be lost.

Wa@ugh

Train




Training Facility

rql TRAINING FACILITY B1F I




TRAINING FACILITY 1F

Black Statue

Green Herb
Blue Herb

Handgun fled Herh fask
Bullets Shotgun e
Lighter
MO Disk

Green Herb

»,
.:. .
'l
.-
{'.3

RS

Walll:gugh

Training
Facility




Iron Needle —-Regulations

for Trainees

— Shotgun Shells

Handgun Bullets

Napalm Grenades

—Ink Ribbons

First Aid Spray

- 1st Investigation
Unit Notes

Book of Evil

Blue Herbs

Handgun
Bullets
Green
Chemical

Notice to All Staff
Training Facility Map

Green Herb
— Ink Ribbons
— Shotgun Shells

— Shotgun
Shells

of Poetry
Grenade

White
Statue

Ink Ribbons Launcher Shotgun
Microfilm A MicrofilmB—  Shells
Assistant Director's Diary

Grenades




TRAINING FACILITY 3F

—
=1

==

En

—c B o

£ L%

Green Herb

Red Herb




w@MWWwKS |
m%&on,wméwlm%wﬁm%w@ﬁm&m o
boes. ﬁfm%&me.hwmwnﬁuMm

L}/@MW /wona-’e/&Aow ey com”
M?Mﬁom«dﬂ
erﬁbw%on%oﬁaﬁwm@aym%wm

:‘.»f”m ; g.fmwﬂmm./@nféﬂow
strs amd. atGched. Bul T glacd T prison
time. Te

SIFTING THROUGH THE WRECKAGE

Recovering at the crash zone, the characters are surrounded by all of the items
left on the train, as well as a medium-sized group of zombies. If you distributed
the Handgun Bullets well enough, the team should have no trouble Killing all of
the monsters.

Press the Z button to enter the map screen, and track
the new locations of all your items in the room. Pick
up the Hookshot, any bullets, Shotgun Shells, Ink
Ribbons, and all the health items you can carry.
Rebecca should combine herbs to be able to carry more. Leave the empty Hunting Gun
behind, because you’ll be getting a much better rifle soon. When your two inventories are full,
head through the south door. Wade through the sewage to a rung ladder on the opposite end,
and climb up to the next level.

MANAGEMENT FACILITY ORIENTATION

Climbing through the floor hatch, the two heroes are awestruck by the amazing
entrance hall of the Umbrella Management Training Facility. After a few introduc-
tory scenes, descend the stairs in front of Marcus’ creepy portrait and head east to
find a typewriter. Pick up the Handgun Bullets and Ink Ribbons on either side of
the save point. A Red Herb and a Green Herb lie nearby. Save your game and
drop the remaining Ink Ribbons nearby.

INVENTORY CHECK

Drop everything except for the Handguns and ammo, and try to
spread your items across the floor so that they are easy to pick up
when you need them. Avoid placing items near doors or the type-

writer. Rebecca should pick up the Red Herb and the Green Herb,
mix them together, and set them down again.

FIRST ORDER OF BUSINESS

To conquer the area, you need to locate a map quickly without running into too

many hassles. Ascend the stairs to the upper balcony, and move toward the cen-
tral double doors. A Statue of Justice, her scales empty, stands before the doors.
Examine the statue from the front to find a helpful inscription. Enter the double
doors.




Descend the aisle between the student seating, and
search the second desk on the west side to find the
Regulations for Trainees file. Send one character up to
the podium to investigate. The computer display shows
that a system disk is required to unlock something in the
room. Send the other character to check out the east side
of the banister, where Shotgun Shells and Ink Ribbons
can be found next to a typewriter. Take the shells, but
only “feel” the ribbons in case they are needed later.

After investigating all the exits on the western wall of the room, enter the unlocked
door in the southwest corner. Move both characters to the corner and shoot the two
zombies in the corridor. The red door at the far end is locked and inscribed with a
fire motif. Enter the double doors in the middle of the hallway.

On the table near the
entrance is the Training
Facility Map. Have a good look at it and acquaint
yourself with the layout. Select one character to investi-
gate the area, and search the lower-west portion of the
room for Ink Ribbons. Behind the desk on the west
side of the room is the Microfilm A. The portrait above
the table bears a clue about the candle on the wall.

The east side of the room is dominated by a manual lift, the lever of which is miss-
ing some sort of square crank handle. Bear this in mind as you continue. Return to
the entrance hall’s first floor.

INVENTORY CHECK

In the entrance hall, drop everything except for your
weapons, and take all the Shotgun ammo with you. Save

your game once again, since things will get a little dangerous.

OBTAINING THE SHOTGUN

Head through the eastern doors of the entrance hall's

first floor to enter the dining hall. A zombie welcoming
committee chokes the entrance. Head south around the
tables, using the central obstacle as a block against them.
A box of Handgun Bullets lies in the southeast corner.

Wal'@ugh

Training
Facility

Remain in the southeast corner, and use your main character’s auto-aim
feature to track the positions of zombies on the other side of the room.
Most of them should be trying to follow the characters by moving along the
top-east portion of the tables. However, some may follow the characters
along the south side of the room, and these should be shot. When all of the
zombies can be tracked with auto-aiming to the northwest corner, near the
red door bearing the fire motif, it is safe to run back around the south side
of the tables and head to the northern door of the room. This tactic should
save you two dozen or more bullets.




Head west in the corridor north of the dining hall until you find that the corridor is blocked

by steam. While this is not important at the moment, keep this location in mind for future
events.

Move east in the corridor and enter the storage room. Blast the two zombies in this room
before continuing your investigation. On the north wall of the room is the Black Statue, and
around the corner are the Shotgun and a Gas Tank.

-

ST.AR.S. BULLETIN

F Assigning Combat
' Roles

Throughout the rest of the'
game, your main character
should be equipped with the
Shotgun, and your partner
acter should provide backup
with the Handgun. Qonu'oﬂing :
the characterwith‘ﬁi'é Shotgun Give all of the Handgun Bullets to one character, and equip the
5‘ allows you to conserve and oh other character with the Shotgun. Of the two Handguns, Billy’s MP-
maxnmze usage of shells, which issue 9mm has a slightly higher possibility of blowing off a zom-
aren’t easy to find. In some l bie’s head by random chance. Equip the Shotgun-wielding charac-
' ot ter with the S.T.A.R.S. custom Handgun, and let them use up the
remaining bullets in the gun before leaving it someplace. You'll
only need one Handgun for the rest of the game.

INVENTORY CHECK

i @ DANGEROUS BALCONY!

The rung ladder allows the char-
e® acters to climb from the storage
room to the balcony above. While there

are two Green Herbs on the balcony, the
numerous zombies crowding the narrow path
require too many bullets to clear out. Avoid the 2F
balcony and save your ammunition. Head back to
the entrance hall by retracing your steps through
the dining room.

BIRD TRAP

Return to the entrance hall and save your game again if desired. Leave one of the two
Handguns with the rest of your items, and head upstairs to the door on the west side of the
entrance hall balcony. Choose one of the characters to enter the room, leaving the other in the
safety of the entrance hall.

Inside the sitting room, the Notice to All Staff lies on the coffee table. The hutch in the
southeast corner of the room is where you'll find the Crank Handle.




R R S

~ soon as the lift stops, dash off the platform and curve

'~ to damage them both simultaneously. Once their

* called Plague Crawlers will drop from the ceiling and

b [ BIRD ALERT! ~

@ Taking the Crank Handle triggers a flock of T-virus Crows that burst through the windows
® and attack. Be prepared to dash for the exit after taking the item. Using only one character to
€ perform this task makes it easier to escape without taking any damage.

INVENTORY CHECK

Before returning to the 2F Library where the lift device is,
exchange weapons and ammo so that Rebecca is equipped

with the Shotgun and Billy has the Handgun. Give the Crank
Handle to Billy.

LIFT TO THE THIRD FLOOR

Return to the 2F Library with the Crank Handle in
Billy’s possession. Move to the lift, and press the Start
button to split up your team. Use the C stick to move
Rebecca onto the lift platform, and then position Billy
in front of the cranking device off to the right side.
Billy must use the Crank Handle to lift Rebecca to the
level above.

Following the ride, you'll be in charge of Rebecca. As
to Rebecca’s left. Two extremely tough insect monsters
attack. From the side of the room, use Shotgun blasts

bizarre screaming has ceased, examine the clock face
to find that one of the hands is missing. Handgun
Bullets lie on the side table. “Feel” them, but leave
them alone for the moment. Exit the clockwork room
through the eastern wooden door.

THE BREEDING POOL

Dash across the rooftop to avoid a swarm attack by the Crows perched in this loca-
tion. If Rebecca is suffering from previous wounds, the Green Herb and the Red
Herb near the rail can be mixed to provide relief. However, avoid stopping if possi-
ble to prevent further damage from the Crows. Run to the door opposite the lift on
the west end of the balcony.

: = ‘i--?' Inside a massive room on
mwmy the third floor, Rebecca

t i | § finds a pit filled with machinery called the Breeding

4 Pool. A cage prevents her from reaching a shiny object
inside its confines. The winch on the west side of the
room is too heavy for Rebecca to crank. Find the stairs
down to level two, and unlock the door connecting
i - o back to the entrance hall.

Switch control back to Billy, waiting in the 2F Library. Return to the entrance hall
and pick up a couple of health items. Be sure to save your game, because another
boss fight is fast approaching. Afterward, join Rebecca in the western 2F corridor.
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BATTLE PREPARATIONS

With your characters reunited, head up the steps and leave your health items near the top of
the stairs. They will be handy for an upcoming battle.

Head back downstairs and enter the nearby door on the left. The character with the Shotgun
should be !eadmg Use the Shotgun to eliminate two Plague Crawlers in the lavishly decorated
— - studio. Switch to control of Billy and
pick up the Grenade Launcher on
| the chaise near the entrance.

Exchange weapons so that the Shotgun moves into Billy’s inven-
tory along with shells, and then make him pick up the Shotgun
Shells by the fireplace. Switch control to Rebecca, and obtain the
White Statue next to the blue door in the corner. But make sure
that Rebecca has at least one item slot open for the next task.

RAISING THE CAGE

Return to the third-floor breeding pool and split up your team.
Take control of Rebecca and climb into the pit. Position her near
the cage. Switch to controlling Billy, and move to the chain-wind-
ing machine. Use this device to raise the cage in the breeding
pool. Once it’s fully up, switch back to Rebecca and collect the
Fire Key.

:

Centuxrion

Recommended Weapon: Grenade Launcher
Backup Weapon: Shotgun

Rebecca is in the wrong place at the wrong time when a
giant centipede decides to return for feeding. This over-
sized bug has the S.T.A.R.S. medic firmly in its grasp, and
Billy has to determine a way to free her before she
expires.

The Centurion moves in a pretty rigid pattern around the
breeding pool chamber. From the starting point, it circles
around the columns of the top area, and then it curves south and circles around the
bottom column. Avoid shooting the creature in its impenetrable carapace; wait until it
rears upward to reveal its softer underbelly. Follow the creature north until the camera
R it Ieeal HE angle shifts to show the entire north
> : area. Position Billy just above the top of
. the stairs, and then fire grenades at the
monster as it returns from the western edge of the
room. As the monster closes on Billy’s position,
seek refuge in the alcove at the top of the stairs,
and wait there until it passes.




Then move south along the stairs, just until the south portion of the
room is displayed. Wait for the creature to round the southern col-
umn and head north toward Billy. Fire more grenades as it
approaches and rears up. Be sure to count the number of grenades
in your head. When all six are away, drop the empty launcher on
the floor. Switch to the Shotgun, and a few more blasts should fin-
ish the battle.

R - " Damage suffered by the Centurion may cause
. it to drop Rebecca for a brief instant. While you cannot resume
Bl E . control of the young girl during this brief instance, any shot
AQ )fta - fired at this time inflicts greater damage to the monster’s
? ; unprotected belly.

Stay away from the creature. Do not expose Billy to danger by
remaining in one spot longer than you should just to fire off an
extra round. Damage from the Centurion’s mandibles or multi-
ple marching legs can be severe. Rebecca will

also suffer damage the longer she is in the monster’s grip. You can

check up on her status whenever you enter the main menu, but she

cannot exchange equipment or take recovery items until the battle

is done. Thus, if Billy takes no action against the Centurion or fails

to destroy this weak monster quickly enough, Rebecca will die and

the game will end.

iy
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INVENTORY CHECK

Retrieve the Grenade Launcher if needed, and drop it off in the
anteroom on 2F just below the breeding pool hall. Return to the
entrance hall and drop off everything except the Shotgun and
ammo for one character, Handgun and ammo for the other
character, Molotov Cocktails as backup, and the White Statue.

USING THE FIRE KEY

Return to the eastern dining hall on the first floor, and use the Fire Key to
unlock the red door. Let Billy search the kitchen to locate Empty Bottles as
well as Lighter Fluid. Combine the Lighter Fluid with the Lighter to make
Billy’s keepsake item functional.

Returning through the entrance hall, use any

remaining gasoline and empty bottles to make

Molotov Cocktails, and give them to your

Handgun-wielding character as a backup

weapon. Return to the 2F library, and use the Lighter to ignite the candle and
unlock the western door.

Inside, blast down the

zombies in your path
and switch control to Blllv Split up your team and
grab the Grenades off the bookshelf near the car-
nage. Only Billy is capable of pushing heavy
objects, so climb onto the platform and move aside
the bookshelf on the east side. Behind the shelf is
the Book of Good.

N
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Examine the Book of Good in the menu, and turn it to the side so that the ends of the pages
are showing. Press the Action button, and you will be able to open the book. Inside the vol-
ume, a hole has been carved out to allow the Angel Wings to be hidden inside. Combine
these with the White Statue to form the Statue of Good. Exit the archives and return to the
corridor outside the library.

TABLE MANEUVERING

Use the Fire Key to unlock the red door at the end of the 2F west
corridor, and discard the key. Move around the perimeter of the 2F
study, split up your team, and climb over the small table blocking
the path. Leave the partner character standing on the east side of
the table. Move to the end of the room and collect the Handgun
Bullets, Assistant Director’s Diary, and Shotgun Shells.

i Flip the light switch in the northwest corner of the room to light
up the space. Something glimmers near the horn of the moose’s
head mounted above the fireplace.

Switch control to the character remaining on the other side of the
small table. Push the table toward the northwest corner. When the
table leg reaches the hearth’s edge, switch to the character in the
corner and push the table south. When the table is directly under
the moose’s head, climb onto the table and examine the stuffed
animal to find the Iron Needle. Exchange items as necessary, and
return to the third-floor clock room via the stairs on the east side
of the facility.

CLOCKWORK MECHANICS

The person carrying the Handgun should pick up the Handgun
Bullets left on the table nearby. Attach the Iron Needle to the
clock face. The clock must be set to the time listed in the Notice to
All Staff document. This will open the doors marked with clocks
on the 2F entrance hall balcony, as well as the 1F western corri-
dor. The pass code time to set in Normal mode is 8:15, so rotate
the minute hand to the right three times and then rotate the hour
hand to the left four times.

FIRESIDE VERSES

Cross the third floor and descend the stairs back down to 2F. Enter the newly unlocked door on the east wall of the bal-
cony. Run forward to collect the file from the table, A Verse of Poetry. Run around the south side of the table and use the
Shotgun to blast the skull off the only zombie on this side of the room. The Microfilm B lies on the fireplace mantle at the
east end of the room. Shotgun Shells
sit in the corner just north of the fire-
place. If you can bait the majority of
zombies on the north side of the
room to come toward the characters
standing in the northeast corner, you
can turn and run around the south
side of the table again and escape
without wasting too much ammo.




INVENTORY CHECK

Stop by the entrance hall and save your game. Leave the
Grenades and the Statue of Good in the hall, or even better,
place them on the scales at the top of the room. Grab the

Microfilm A, and let one character carry both microfilms. Be
sure to take all the Molotov Cocktails you've been able to con-
serve up to this point.

SLIMY HORRORS

The western corridor seems empty at first, but actually it is one of the most
dangerous zones in the game. If your characters stay too long in this hall-
way, a Humanoid Leech will enter. Flames are the best offense against this
creature. As the monster’s human form is disassembling, toss two or three
well-placed Moltov Cocktails to destroy it. Or better yet, run from the
entrance to the next available door as quickly as possible.

At the back of the men’s bathroom stand
Empty Bottles, a Gas Tank and a Green Herb. Timeliness is also pertinent here,
since another Humanoid Leech will appear in front of the entrance. By moving
quickly, you can dash past the creature while it is transforming, and you’ll never
have to waste ammo or worry about it again.

PROJECTOR REVELATIONS

Dash from the bathroom to the door at the western end
of the corridor to avoid tangling with the Humanoid
Leech. A zombie duo moves to greet you, but they are
easily suppressed with Handgun fire. Move around the
long table in front of the projection screen to find a box
of Handgun Bullets.

Wa@ugh
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Place the character bearing the two Microfilms at the

4 rear of the projector, and use Microfilm A. A top-down
photo of the seminar room on 2F is displayed—the
podium area at the top. Insert Microfilm B and view the
results. A series of numbers is displayed over the seats.
Inserting both Microfilms into the projector causes the
nearby portable drive to eject the MO Disk.

SINGLE CHARACTER SPRINTS

" Evading the Humanoid Leech in the corridor will be a little difficult now. Even if you ave de
contact with the creature on your previous two runs, it is now_fully transformed and very
gerous. You can stll slip past the monster without taking damage, though. Split up your t

and have them take turns running through the corridor. Send one character to the entra
hall, and then switch over to the other character and make the same run. You can exert
greater control over the situation without worrying that a paimer c!zaracter fZS' gv_' ("
and _ﬁg}zt orge: attacked by the monster. . i i At




SECURITY CODE ENTRY

Return to the 2F seminar hall with the MO Disk, leave your
Partner standing among the student desks, and move the charac-
ter holding the MO Disk up to the podium. Use the disk on the
computer installed there, and the monitor will display 2D, 47, or
0A, chosen randomly.

Bearing in mind the solution displayed by the projector, move one
8 character to the seat of the first digit, and move the other charac-
ter to the seat of the second digit or letter. Push the button on the
console at the first desk, switch characters extremely quickly, and
push the console button at the second desk. Three more doors in

the facility are unlocked.

2D 47 OA

PODIUM PODIUM PODIUM
[o]1] [2T3] ]
[4Ts] [e]7] s (¢l [(aTs] [e]7]
(51e] [al8] [e1s] [Als]
[c]o] [ETF] [c]o] [E[F]

INFIRMARY TRIP

As the knights withdraw their swords, move to the double doors on the west side of the seminar
training room and enter. Use the Shotgun to take down the zombie standing in the hallway cor-

ner, and then switch to the Handgun-carrying character and take out the ghoul further down the
hall. Enter the single door at the far end of the corridor.

Breech this room quickly, and proceed until your main character reaches the corner of
the bed. Blast the infirmary staff, and then split up to search this small area. In the
small alcove between the beds, search the left bunk for the 15t Investigation Unit
Notes, and take the First Aid Spray on the counter. One of the chemical containers
mentioned in the documents is stationed on the east side of the room. Allow Rebecca
to examine the green cylinder, and add the Green Chemical to her Mixing Set. Next to

! S.T.AR.S. BULLETIN
I Chemicals

Rebecca will need to -
mix the two chemicals

2 g the green cylinder are two Blue Herbs on the shelf. “Feel” these plants if you like, but
listed in the 1st :
leave them here until you really need them.

Investigation Unit Notes,
plus another in the course
- of the game. Acquiring the
" Green Chemical now makes
~ your adventure easier later l
. in the game.

You put-the G r-en Chamic, al
In the Mixing Set,

- )



KINGS AND PAWNS

Exit the infirmary and head through the double doors
in the center of the corridor. Allow your pistol-packing
partner to pick up the Handgun Bullets directly to the
left of the doors. In the western alcove are Napalm
Grenades and Ink Ribbons.

The main attraction of this room is the life-size chess

g set that dominates the central area. Leave Billy by the
chess pieces while Rebecca explores behind the desk.

The normal chessboard on the desk bears the solution
for the larger puzzle on the floor.

This challenge is quite easy to solve, but an incorrect
move has dire consequences. Billy must slide the white
king toward the entrance, past the black pawn. Then
move to the west side of the white king and slide it
east. Finally, move to the bottom side of the white king
and move it up beside the white rook in the top corner.

When completed properly, the chess set on the desk
will slide away to reveal the Book of Evil and the chill-
ing Marcus Diary 1. Examine the Book of Evil in your
menu, turn it to the side facing the pages, and open it.
The book is heavy because it secretly contains the
Black Wing.

[ od POISON GAS!

If you push any piece except the white king, even brushing it
® by accident, your character will uncover a spout that releases
poison gas. Quickly regroup and exit the room. This will cause the
chess pieces to reset, and the poison gas will be cleared. Cure any poi-
son exposure by quickly heading to the infirmary just down the hall and using
the two Blue Herbs located there. Clearing the zombie infestation out of the infir-
mary before visiting the chess room really pays off!
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A SYMBOLIC BALANCE

Return to the entrance hall, pick up the Black Statue
from wherever you left it in the room, and retrieve the
Statue of Good as well. Combine the Black Wing with
the Black Statue to create the Statue of Evil.

Face the Statue of Justice at the top of the entrance
hall, and place the Statues of Good and Evil on the
scales. The portrait of Marcus slides away to reveal the
entrance to the secret basement of the facility!




Facility Basement

HI] FACIITY BASEMENT B1F I
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SPIDER RACING

Before heading into the Facility Basement, split up your team and take the first corridor solo. It's infested with
three Giant Spiders. As a team, there is a very high possibility that the partner character will be damaged by an
acid spit or bug bite. But when you enter the corridor
solo, you can easily run from the bottom of the stairs
to the open door at the far end without taking damage
or wasting a single bullet. Avoid the first door you
encounter because it is locked. After your first charac-
ter is safe in the observation room on the far end of
the corridor, switch to the other character and start
another run through the hairy arachnids.

SEPARATION ANXIETY

Don’t miss the Correctional Institute Inmates List on the desk by the door. Also in the room is a Green Herb and

a Blue Herb. Rebecca should mix these together and give them to Billy, if one of your characters is not already poi- Wa@ugh
soned by spider venom. A typewriter stands in the
alcove to the right, and the Training Facility Basement
Map is displayed on the wall. Use the Ink Ribbons on
the table to record your game data, and leave them on
the floor nearby. Follow the instructions in the next
Inventory Check very carefully, because the characters
are about to be separated again by events in the game.

Facility
Basement

INVENTORY CHECK

Prepare for each character to fight alone by giving the
Shotgun and ammo to Rebecca, and equip Billy with the
Handgun and bullets. Billy still must contend with the Giant

Spiders outside the door, so be sure he has the Blue Herb if it
hasn’t been used already.




VENT SHAFT SHIMMY

Enter the confinement room and move to the northeast corner, where the charac-
ters notice an open vent high in the wall. Examine the area under the vent, and
allow Billy to give Rebecca a boost up to the open shaft.

Rebecca drops into a nightmarish torture chamber.
The exit from the chamber is locked, but across from
the door is the informative About the Power
Regulator document.

THE POWER REGULATOR

The power supply control panel is in the northern alcove. Examine the panel, which
shows that 0 volts are currently being supplied. Notice the power output levels of
the five switches along the bottom. Flipping the switches up or down adds or sub-
tracts certain amounts of power, indicated by the small needles. Assuming that the
smaller dials reflect an amount between 1 and 50 watts, you can determine that the
switches must flipped in the following order, from left to right:

[ Up, Up, Down, Up, Up }

BILLY TO THE RESCUE ONCE AGAIN!

Rebecca’s gotten herself into more trouble, and it's up to the
escaped con to bail her out. Reentering the observation room, a
T-virus monkey test subject known as an Eliminator is waiting
around the corner. Do not hesitate here or attempt to engage the
simian monster. Just run from the room. Remember to move
quickly in the passage outside to avoid getting poisoned by spi-
ders. Go through the metal door in the corridor that was locked
until Rebecca restored the power.

Lights flash occasionally in this destroyed lab, providing only
intermittent illumination. Before reaching for the Gas Tank or the
three Handgun Bullet Boxes on the table, take care of the zom-
bie lying partially under the bed with a few shots into his back.
Another zombie will rise and advance from further back in the
room. Once the second fellow is down, search the area he came
from for Shotgun Shells.

Do not enter the torture chamber in the next room. It is now full of Eliminators who will quickly tear Billy apart. Besides,
your true objective is to run down to level B2 and save Rebecca.



ROUTE TO REBECCA

Charge past the Giant Spiders in the corridor one last time to get back to the stairs. Reenter the main hall of the
Training Facility, save your game if desired, and continue east into the dining room. Go north through the din-
ing room to the corridor. The west portion of the pas-
sage, which was previously blocked by steam, is now
open. The floor on the opposite side of the machinery
is littered with two Green Herbs, a Red Herb, and a
Blue Herb. Unless Billy is seriously injured, don’t con-
cern yourself with any of that now. Locate the northern
stairs and descend.

The B2 level is patrolled by savage Eliminators, so
quickly check your map to orient yourself here. Dash
from the entrance to the west side of the chamber,
before any of the mad monkeys can leap on Billy’s

back. Reaching the west portion of the chamber, there
are Handgun Bullets on the ground. Ignore them for the
moment and continue running around the corner. There
are two doors here. Quickly find refuge behind the right
door, where Rebecca’s life hangs in the balance.

REGROUPED AND READY

Now that you've dashed madly past all the Eliminators outside the room, grab the
nearby Ink Ribbons and save your game at the typewriter. It's time to silence
those monkeys, and things could easily get out of hand.

INVENTORY CHECK

If you used an Ink Ribbon to save your game, drop the remaining ribbons on the ground
nearby. Keep any other items, such as a Gas Tank. Consolidate your shells and bullets, and
trade the Shotgun and ammo back to Billy while Rebecca gets the Handgun and bullets, plus
Molotov Cocktails for backup. Equip Rebecca with the Molotovs so that she can better help
with the Eliminators waiting outside. Then assume control of Billy, with Rebecca as the part-
ner in Attack mode.

SURVIVAL OF THE FITTEST

Exit the ruined operations room and start blasting Eliminators. Remain in
the narrow corridor between the doors, so that the apes cannot surround
your team. With Rebecca tossing Molotovs as backup, Billy should be able
to blast one or two Eliminators at a time with the boomstick. When the
simian cries finally die off, return to the chamber with the circular ring of
statues. Allow Rebecca to finally collect the box of Handgun Bullets on the
floor, and equip her with the 9mm automatic.

Billy must solve the puzzle in this room with his Lighter, so split up the team and
leave Rebecca on the sidelines. Examine the gate on the south wall for a clue on
how to open it. Then examine the six animal statues in the room, and read the
inscriptions under each.

Waﬁ:l;ugh
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The braziers on each statue must be ignited in the order the ani-
mals present themselves, from weakest to strongest. To determine
this, you must create a hierarchy based on which animal each
predator says it can defeat. Following this logic, light the braziers
of the statues in the following order:

When the statues are lit in the correct order, the south gate rises. Regroup with Rebecca and
head south into the corridor. Enter the first door on the right.

BASEMENT RUINS

Although it’s hard to tell whose bedroom this used to be, grab the
Empty Bottles on the desk and combine them with your Gas
Tank to replenish your stock of Molotovs. The object glimmering
in the fireplace is the Unity Tablet, the first of three key items
required to leave the Training Facility.

Return to the corridor, switch to
Rebecca, and leave Billy behind
while you search the southernmost room. After knocking down two zombie researchers with
9mm rounds, search the table for the Management Trainee’s Diary. This is the only object in
the room, so this area should be just a quick stop.

THE DARKEST DEPTHS

Regroup in the hall outside the bunk quarters, and go to the door to the left of the
ruined operations center where Billy rescued Rebecca from a falling death.

The corridor at the bottom of the stairs is infested
with more Giant Spiders, but there is no need to
waste bullets on them. Using the same methods as
before, your characters can race past the overgrown
bugs one at a time without many hassles. Since the
spiders cannot crawl up the stairs, the character you leave behind will be quite safe up there.
Dash through the cave to the first door and enter. Then switch to the remaining character and
bring up the rear.

In the back of the drainage room where your characters regroup, two Plague Crawlers are cannibalizing one of their own.
They will not notice your characters until you attack or go for the item visible on the crates. This situation can be extremely
fun. Equip Rebecca with the Molotovs, and set her to Idle mode.
Arm Billy with the Shotgun and position him directly between the
two crawlers, with the gun aimed downward and pointed directly
between them. When you’re ready, give them a Shotgun blast and
quickly enter the menu. Set Rebecca to Attack. Blast one or both
of them again when emerging from the menu, and Rebecca will
toss in a firebomb just to finish them off. When the extermination
job is complete, pick up the Locker Key.




THE B.O.W. TEST CENTER

As a team, rush from the drainage room past the Giant Spiders, across the corridor to the door on the north
wall. First, ascend the stairs as a team and investigate the control room section of this area. Let Rebecca collect
the two Handgun Bullet Boxes on the side shelf, and
then take control of Billy and grab the Shotgun Shells
on the rear bench. A floor cabinet on this same bench
holds a box of Magnum Rounds, but there’s only one
bullet left! It's better to leave this item than waste
inventory space on such a nuisance. Use the Locker
Key to open the locker and find a Duralumin Case.

Examine the Duralumin
Case in your menu, and
keep pushing the Action button until the character notices the number 385 etched
on the corner of the case. Turn the case so that you are facing the handle and dial,
and press Action to examine it again. Turn the dials, use the Thumbstick to rotate
each dial until the three-digit code is displayed, and press Action to open the case.
The Handgun Parts are contained inside. Combine these parts with either Handgun
to form one awesome Custom Handgun with a scope and greater firepower!

COMBAT TEST

Move Rebecca over to the control panel near the win-
dow, and notice an object glimmering in the cage far
below. Switch control to Billy and go solo. Equip him
with the Shotgun, and give him any health items you
have. Head downstairs into the test area, where a
series of gates separate the areas.

Take control of Rebecca and examine the control panel.
Press the Left button, and the two gates on either side
of Billy will drop. Switch back to Billy and grab the
Acid Grenades from the ground on the east side. Then head to the west side of the room and leave Billy stand-
ing near the gate. Return control to Rebecca up in the booth and press the Zeft button again. Each button acts
like a toggle, and this time the path in front of Billy will be clear all the way to the battle sequence button.

Wallk-%ugh

Press a button? -
L. Center R Don't Touc/™

Facility
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When Billy presses the red button on the center block, the exits are sealed,
all gates are dropped, and two viscous creatures known as Hunters are
issued to attack any living thing in the room. Use the Shotgun to blast
them repeatedly as they run and leap at Billy from around the corner.

If you survive the test, all gates remain down
and the exit is opened. Search inside the clos-
est Hunter pen for the Water Key. Now a
whole new area of the Training Facility is
available for you to search, so head back
through the basement and regroup in the
entrance hall.
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RETURN TO UMBRELLA SCHOOL

With the Water Key in their possession, Rebecca and Billy can now search
more of the second floor west wing for clues and items. Having found one
of three tablets required to exit the Training Facility, you must find the
remaining two. Return to the studio on 2F where the blue door marked
with a water motif stands. Unlock the blue door, and discard the Water Key.

Used the Water Key,

INVENTORY CHECK

Many rooms in the 2F west wing are defended by the tough, insidious Humanoid Leeches. You
must outmaneuver them as much as possible, without wasting ammo or recovery items fight-
ing them. In preparation for this expedition, clear out most of your item spaces by dumping
things in the studio, keeping only the Shotgun and ammo for Billy and the Custom Handgun
and ammo for Rebecca. Equip Rebecca with all remaining Molotov Cocktails, just in case. Take
along a Gas Tank as well so you can create new Molotovs on the spot.

EVADING THE HUMANOID LEECHES

Entering the blue door, the characters stand in a corridor where a Humanoid Leech
is just around the corner. When the Humanoid Leech spots the characters, it begins
to transform. Do not go around the corner just yet. Instead, enter the brown door
on the right.

Wallkgugh

¥ Another Humanoid Leech haunts the media
‘M room. However, there is only one key item in
the room to snag, and then your characters should split. Switch to control-
ling Billy, and split up your team. Sprinting west, Billy will trigger the
Humanoid Leech to begin its transformation. During the metamorphosis,
snatch the Vise Handle off the shelf and quickly run back to the door.
Press Start to regroup, and swiftly exit. You've taken the item without
shedding any blood!

Training
Facility
Revisited

As a team, run around the corner and enter the first door on the right. This should
be easy enough while the Humanoid Leech is transforming.




BILLY’S HIDDEN TALENT

The executive lounge is furnished with a grand piano, and any Resident Evil fan knows what
those are used for. Rebecca still needs a great deal of practice before her piano-playing skills

will open any secret doors. Still, for a laugh, you can make her play it. Just be ready to cover
your ears!

Switch control to Billy and examine the piano. As shocking as it may seem, the ex-military
convict sits right down and plays a beautiful melody! Playing the music correctly opens a
secret panel on the north wall. Switch to Rebecca, press Start to split up, leave Billy near the
piano, and enter the hidden room full of vintage wines. Collect the Magnum Ammo near the entrance and the Empty
Bottles farther back. Use gasoline to make Molotovs, and add them to the rest of your stock. Taking the Battery from the
slot at the rear of the room causes the
secret door to slide shut. Switch per-
spective back to Billy, and play the
piano one last time to open the secret
entrance. Regroup with Rebecca and
go out to the corridor. Dodge the
Humanoid Leech outside and head
north to the next section of corridor.

MACHINE ROOM MONSTERS

Switch to Rebecca, equip the Custom Handgun, set Billy to Idle,
and lead him through the door at the east end of the corridor.
Rebecca should easily take down the zombies scattered around
the room. When the coast is clear, have Billy grab the Shotgun
Shells from the shelves in the northeast corner.

In the southeast niche of the room is a workbench, where a key item is held in a
vise grip. Billy’s strength is required to free the item, so give him the Vise Handle
and let him use it. This unlocks the vise, releasing the Obedience Tablet.

STOCKING UP

The final room in the 2F west wing contains a First Aid Spray,
located near the entrance. Send Rebecca around the corner for
Handgun Bullets, and notice the Green Herb and Red Herb
behind her. Mix these together, and grab the Empty Bottles on
the floor behind her if any item slots remain.

Return to the studio and organize your items between the two
characters. Then return to the first floor entrance hall and exit
through the front doors of the building.




INVENTORY CHECK

Give both of the tablets to Billy, since he is about to claim the third. No weapons need to be
equipped for the next task, but leave them in your characters’ item slots anyhow. Billy should
keep the Shotgun and ammo, and Rebecca should still tote the Custom Handgun and ammo.

While Billy is carrying the tablets, Rebecca should pick up the magnum ammo, the Battery,
and as many health items as possible. This is all in preparation for a big move to the next
stage, coming soon.

THE FINAL TABLET

Exit the front doors of the facility and move forward to examine the column
on the left. An object sits high atop the column, but it is not possible to
reach it.

d Move Rebecca and Billy to the east There’s soélng thére,
side of the lift device and split up PR R e el
your team. Rebecca should insert the
Battery into the power slot. Then

examine the device again to lower the lift.

While Rebecca is capable of pushing the crate, Billy can move it more quickly. When the lift reaches the lower
level, climb over the crate to the backside of the lift, and then push the crate forward off the elevator platform.
Keep pushing until the crate stops against the opposite rail. Then push the crate west until it is positioned near
the middle of the ruined bridge. Push the crate south a short distance, and then push it to the left underneath
the column. Billy can now hop onto the crate and take the Discipline Tablet from atop the column.

There's something there,

"BETTER OBJECT ~
MOVEMENT

iy will have an easier times
Shing the crate if you remove
L weapons_from his hands.
Seanding upright instead of
grouched in a combat position,
Billy will start pushing the crate
'Sooner and faster
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THE OBSERVATORY’S SECRET

With all three tablets carried by one character, return to the eastern 2F corridor
and ascend the stairs to the breeding pool hall. The room is full of Plague
Crawlers. Run directly north and enter the double doors before they attack either
of your characters.

Rebecca should pick up the box of Handgun Bullets
to the right of the entrance, and then you should pro-
ceed to the north end. The double doors are locked,
so climb down the

nearby ladder.

Insert all three tablets into the machin-
ery at the base of the observatory’s tele-
scope. At this point, a major map change
occurs, since the observatory drops from
3F to 2F in the Training Facility. The
north doors are now unlocked, and you
may continue to the next stage.

However, to move onward, you must backtrack and bring a great deal of weapons and equip-
ment with you. Exiting from the south doors now will place the characters on the 2F north
balcony outside the facility. Three Eliminator monsters will attack the party, so step out there
and kill the enemies. Don’t forget to mix and use the two Green Herbs near the observatory
entrance.

INVENTORY CHECK

After clearing the 2F rear balcony of monkey monsters, go back inside the observatory and dump all
your items on the floor in front of the northern double doors. Then cross the balcony to the west, unlock
the back door, and head through the seminar room back to the entrance hall. One character should pick

up the Hookshot and all of the recovery items left here. The other character must pick up the Grenade
Launcher from the 2F studio, plus acid and napalm grenades. Be sure to take any remaining Molotov
Cocktails as well. Then return to the observatory and proceed to the next stage.
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LABORATORY 1F

Red Herb
Ink Ribbons

Napalm Grenades

Shotgun Shells |

Tile Switch
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LABORATORY B1

Green Herb
Gas Tank

Shotgun Shells

B.0.W. Report
Dial

Ink Ribbons
mpty Bottles
First Aid
Spray

Investigator's
Report

Green Chemical

Lab Map

Leech Capsule
Empty Bottles
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Gas Tank
Leech Growth Records N

Shotgun Shells
Breeding R K
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Red Chemical Diary Laboratory

Sterilizing Agent
Handgun Bullets (x2)
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THE CHAPEL GROUNDS

Head north from the observatory across the long bridge. The doors of the
church are locked, and the method of unlocking them lies in the small east-
ern tower. The path leading around the west side of the sanctum leads to a
broken elevator and a locked gate. Before setting out to conquer this stage,
you must move all of the necessary weapons and equipment forward in
order to prepare wisely.

INVENTORY CHECK

Dump all of your items near the elevator on the west side of the church. Then head back to the
observatory and grab the remaining weapons and items dumped there previously. When
you're ready to enter the church, equip Rebecca with the Custom Handgun and bullets, and
equip Billy with the Grenade Launcher loaded with Napalm Grenades. Billy also needs one or
two strong recovery items for the upcoming struggle. Leave the Shotgun and the Hookshot
directly outside the church entrance for quick access.

CHURCH DOOR TRICK

Position Billy near the church entrance and split up
your team. Move Rebecca into the well-lit tower on the
east side of the property. Remove the weapon from her
hands. The game displays this area from a top-down
perspective. Move Rebecca onto the top-left tile, and
there’s an audible click as the church doors unlock.
However, one character must remain standing on the
tile while the other goes inside, or the doors will lock
again. Switch to Billy and enter the church.

Wamugh

Laboratory

Il Head east from the creepy altar.into the church office. Pick up the Napalm

| Grenades and Shotgun Shells from the floor, and use the Ink Ribbons on
the bookshelves to save your game on the nearby typewriter. Make sure
that Billy is equipped with the Grenade Launcher and loaded with Napalm
Grenades, and leave the Ink Ribbons lying on the office floor before return-
ing to the cathedral.
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Infected Bat . ¥

Recommended Weapon: Grenade Launcher/Napalm Grenades
Backup Weapon: Shotgun

— s T . An overgrown winged rodent bursts V9 -
through the ceiling of the church and
attacks! The powerful sonic screech of this '
devastating and tricky enemy is enough to
summon swarms of regular vampire bats.

WA
The light of the altar will attract the swarm of
bats, so run to the safety of the dark area near the
door. The Infected Bat will attempt to pick up your
character and fly them back to the altar. Both the lifting and dropping can
inflict damage. To avoid this, your attacks must occur defensively, just as
the giant predator is swooping in on your character.
R S e ~
Stand near the door and hold the
right trigger to ready the Grenade
= Launcher. Push up on the thumbstick
M or D-pad to aim the weapon upward,
. and press the left trigger often to track the Infected Bat in the
“ air. Unfortunately, its companions will also be valid targets for

your auto-aim. Even though the smaller bats may hit or bite
your character, you must stand your ground and wait for the
larger foe to swoop into view. Hit the Infected Bat with 10-12
Napalm Grenades to kill it.

If Billy runs out of Napalm Grenades, run outside the church and drop the
Launcher. Pick up the Shotgun and shells left outside, and then go back in

to finish the job. The Shotgun enables you to blast the smaller bats out of
the air at the same time damage is being inflicted to the main foe, but

use the same strategy as before to try to conserve ammeo. If you are out

of both Shotgun Shells and Grenades, switch places with Rebecca and let
her come inside to finish the nocturnal beast with her Custom Handgun.
One way or another, this creature needs to be grounded before you can ~
proceed.

HOLE IN THE CEILING

After the death rattle of your flying nemesis, head toward the church doors. The character
notices the hole in the ceiling made by the Infected Bat. Exit the chapel and pick up the

Hookshot. Go back inside and stand under the hole. Use the Hookshot to rise up to the roof.



Cross the rooftop and climb down the ladder. The
power switch for the elevator is at the bottom of the
ladder. Restore power to the lift, and open the gate
leading out to the front area. A Red Herb sits on the
ground near the gate, but item slots will be too full by
this point. Switch to Rebecca, and make her regroup
with Billy outside the elevator.

INVENTORY CHECK

At this point, the main objective is to carry as many items as possible into the levels below the
church. To maximize the usage of item spaces and to prepare for the mission in advance, load
Rebecca with the Hookshot, the Shotgun and shells, and Magnum ammo. Billy must carry the
Grenade Launcher loaded with acid rounds, the Custom Handgun plus bullets, the Molotovs,
and a recovery item. Managing your item slots will become quite a challenge throughout this
transitional stage of the game.

LABORATORY ENTRANCE

Ride the elevator as a team, arriving at level B2. Head
forward and enter the door in the corridor. Move west
around the corner to find a typewriter and Ink
Ribbons. Record your game and leave the Ink Ribbons
nearby. Move Billy to the item transport device on the
wall beside the typewriter and examine it. Place the
Custom Handgun in the elevator and send it to its
other destination.

Leave Billy standing at the item transport and investigate the rest of the room as
Rebecca. Marcus’ Diary 2 lies on the central table. A slumbering zombie dozes
nearby. This enemy will not become active until a later event.

Walll@ugh

Continue around the corner. Proceed toward the bookshelves until Rebecca stands
under a gaping hole in the ceiling. Use the Hookshot to raise her to the level
above.

THE LEECH SPECIMEN

Move from the hole in the ceiling to the desk chair on
the left, where someone has left the Laboratory
Manager’s Diary. After taking the file, leave the
Hookshot near the hole in the floor. A Gas Tank sits
on the bottom shelf just inches away. Collect the tank,
and then hold your breath and prepare for a swift
offensive.

Laboratory




Behind the central shelves in the lab is a Humanoid Leech. Empty Bottles sit on the shelf to
the left. If you move swiftly enough, you should be able to use the Empty Bottles, combine
them with the Gas Tank, equip them, and be ready to torch the Humanoid Leech upon leaving
the menu screen. This particular enemy usually dissolves with only two well-timed Molotovs.

Examine the sample case between
‘W the shelves and the unpleasant spec-
imen tubes. Pressing the button on the case causes one of the
leech samples to glow a bright blue. Take the Leech Capsule and
move toward the exit of the room. The Lab Map is posted on the
wall by the door.

One of the copsules s
glowing.

N G i
A COMPLEX MANEUVER O e j e

In the corridor outside the lab, drop everything except for the Leech Specimen. The
next move we’re going to describe is complex, but it’s all about maximizing your
item slots and conserving your ammunition for when you really need it. First,
enter the west door of the corridor.

In the next room, a set of double doors lies straight ahead. Rather than investigate
the room at this time, enter the double doors. Rebecca locates the receiving end of
the item transportation device in the operatmg room. However, the nearby shuf-
— fling sound of the undead
calls for quick action.
| Quickly grab the Custom Handgun and exit to the previous room.
Switch to Billy and send all of the Handgun bullets through the
item transport to the operating room. Switch back to Rebecca,
reenter the operating room, and swiftly grab the bullets. Wait for
two zombies to come around the corner and another to rise from
Thera's somathing inside. the corner, and Kill them as they come.

When the unnatural moaning ceases, head around the corner to
investigate. In the first operating bay, a First Aid Spray sits on the
shelf. The Investigator’s Report is on the floor in the second
operating bay. Notice the door inscribed with Marcus’ likeness.
There’s also a Green Chemical, if you failed to obtain it previously.

PASSING THE LEECH

Return to the previous lab and head south to investigate the room for the first time. Move to
the body lying on the right side. Put several bullets into its back before it can rise and hurt
Rebecca. Grab the Shotgun Shells and the Leech Growth Records.

Examine the console of the poison gas
chamber for clues about its operation,
| and then extract the Red Chemical
from the cylinder nearby. Mix the
Green Chemical and the Red Chemical to form the Stripping Agent.
Combine the Stripping Agent with the Leech Capsule, and the Blue
Leech Charm will be freed from confinement.




Return to the operating room and send the fully loaded
Custom Handgun and the Blue Leech Charm to the ref-
erence room. Switch to Billy and remove the Blue

Leech Charm from the item transport device. The zom-

bie in the reference room will become active, so quickly
exit to the corridor. Equip Billy with Molotov Cocktails

and position him in front of the elevator doors.
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RELEASE THE EVIL

Switch to Rebecca and return to the corridor between all of the labs,
where you left all your items. There’s a switch on the wall in the south-
east corner, near the railing. Press it and the wall will slide upward.
Quickly switch over to Billy, because a Humanoid Leech emerges!

Press it? "
»Yes No

In order to use the Molotovs against this Humanoid Leech effectively, you
must wait until the monster steps farther into the corridor where Billy
stands. Move forward just a few steps until the camera angle changes, and
wait for it to step around the corner. Then hit it with Molotovs until it fries
up nicely.

| Proceed through the new section of

corridor, past the Green Herb and the Red Herb, all the way to the end.
Leave the Grenade Launcher and everything but the Custom Handgun out-
side the door that’s missing a dial. Then use the Blue Leech Charm on the
blue door bearing an engraving of Marcus, and enter.

THE DOCTOR’S PRIVATE CHAMBERS

Head past the aquarium full of weird objects, and then
search the east side of the desk for Handgun Bullets
visible in the drawer. Check out the shelf close to the
south door, where an object glimmers. Take the Input
Regulator Coil and Billy will also discover the Old
Photograph. Exit through the south door.

Ignore the body near the floor, because an active zombie
stands just offscreen. You should have enough bullets to
take out this zombie, and also the one who rises not
long thereafter. Search the
back of the art storeroom
and take the Green Leech
Charm from the zombie’s
hand. Head back to the ref-
erence room, take out the
zombie there, and send the
Green Leech Charm to the
operating room.

Laboratory




PURIFICATION OPERATION

Switch to Rebecca and equip her with the Shotgun and shells left in the corridor.
Return to the operating room and pick up the Green Leech Charm from the item
transporter. Insert the item into the depression on the green Marcus door, and go
through the door.

The crawling cadavers housed here are ready to nibble on Rebecca. Walk carefully
into the room just a few steps, until you can see the body lying face-down on the
right. Blast it twice with the Shotgun, and then walk a few steps farther and blast
the zombie worming its way along the floor. At the back of the room are two
Handgun Bullet Boxes and the Sterilizing Agent.

The lock has been released,

Exit the operating room and use the Sterilizing Agent to purify the
air in the poison gas chamber. Open the door and quickly move to
take the Breeding Room Key. The zombie in the chamber rises,
so decapitate it with the Shotgun. Another zombie comes to life in
the room outside, so wait in the relative safety of the poison gas
chamber until it appears. Once the enemies are dead, return to the
corridor outside.

DIALING FOR EVIL

Use the Breeding Room Key to unlock the eastern door in the cor-
ridor, and discard it. Run around the central obstacle in the room
to the point where the B.O.W. Report file is marked on the maps.
Two Hunters attack! Use the Shotgun to defend Rebecca, and then
pick up the document in safety. Inside one of the Hunters’ cages
is the Dial. Head back to the operating room and send the Dial
through the item transport.

Switch to Billy in the reference room

and claim the Dial from the transporter. EXit to the corridor outside and insert the Dial into
the door with the round indentation. The combination to unlock the door is hinted at in the
Leech Growth Records file. Press the Cancel button to get through the dial movement instruc-
tions. Then rotate the dial to the following numbers, pressing the Action button to enter each
digit:

Legt ~Right: Rotate [
A Buttort Enter 4863

THE CABLE CAR

Inside the cable car hangar, Billy notifies Rebecca of what he’s
found. Find the lever near the door, and pull it to move the ladder
overhead. Search the area where the ladder was previously
stopped to find the Output Regulator Coil.




Switch to Rebecca and head back to the B1 corridor. Pick up the Hookshot and
enter the upper level of the cable car hangar. Ignore the items scattered on this
level, which include a Gas Tank, Green Herb, Empty Bottles, and Ink Ribbons,
and climb down the ladder to reunite with Billy.

Check your map, and notice the squiggly line in the
northeast corner of the B2 hangar level. Move

Rebecca into this area to discover a hole in the floor
of the locked control room above. Use the Hookshot
to rise up into the office.

Drop the Hookshot on the
floor and pick up the Shotgun Shells in the corner.
Unlock the office door and switch over to Billy. Make
Billy climb up to the top level, and then search the con-
trol console to find the panel where the Input Regulator
Coil and the Output Regulator Coil should be placed.
Now the cable car is powered up and ready to ride.
However, you must prepare your characters to be sepa-
rated yet again!

INVENTORY CHECK

Billy will now become unavailable for a short time, but it is still important to load him with
items to carry to the next stages. The Hookshot is no longer necessary for any reason, so leave
it wherever you dropped it. Combine the Gas Tank and the Empty Bottles to create Molotovs,
and let Rebecca keep them. Go back to the B1 corridor and grab the magnum ammo, plus any-
thing else left there. Return to the B2 corridor and combine the red and green herbs found
there. Rebecca should hold onto both of these, as well as any remaining health items. Rebecca
should keep one item slot open, and should equip the Molotovs. Having accomplished all of
that, return to the typewriter and save your game. Leave the Ink Ribbons on the ground nearby.

SURPRISE ATTACK

Once you’ve fully prepared, try to enter the cable car. Billy disappears, and

a Humanoid Leech corners Rebecca. After the cinematic, run around the : Wal:@ugh
corner and back down the platform a few steps. Pelt the Humanoid Leech
with the Molotovs you just created, and with any luck it will dissolve.

Return to the control room and grab the
Output Regulator Coil, which some Leeches
have pulled out of place. Quickly replace the
item in the control panel and exit the area
before the slimy monsters start crawling on - Laboratory
Rebecca.

Get on the cable car and investigate the dead man without fear of retalia-
tion. Turns out he’s holding the most powerful weapon in the game: the
Magnum! Equip Rebecca with this weapon, and then examine the control
panel at the front end of the car to get under way.
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END OF THE LINE

Exit the cable car after it docks at the landing platform on level B1 of the
Factory. Two Green Herbs sit on the platform. In order to prepare for the
trials ahead, it's time to drop some items and get set for action.

INVENTORY CHECK

Drop the custom handgun and bullets near the locked door at the top of the first set of stairs. If
you forgot a box of Magnum ammo or you're running low, take the Molotov Cocktails along.

Otherwise, leave them here if you're stocked up on bullets. Return to the landing platform, mix
the two Green Herbs together, and take them with you.

FAMILIAR HAUNTS

Ignore the door on the south wall for the moment and
head to the edge of the platform. Ride the lift down to
the catwalk below and enter the door on this sub-level.

Proceed through the room. Around two corners is a little control station. The object
on the ground to the left is the Up Key, and you can also view the monitor fora
chilling sight.

Wa@ugh

1
& @ 1LOCK AND LOAD! . @°
@ Be sure to keep the Magnum equipped and ready as
® you return to the entrance.

®

THE PLATFORM ELEVATOR

Ride the small lift back up to the top level, and then
enter the south door. Move to the north side of the
room and take the Factory Map down from the chalk-
board. Use the Up Key at the control console nearby. A
platform elevator will ascend to your level.




Before leaving the control room, grab the Ink Ribbons and save
your game. Drop the ribbons someplace. Do not collect the
Handgun Bullets and Grenades at this time. Trust us, there will
be a better opportunity later. Search the white cabinet near the
door to find a hidden First Aid Spray.

Leaving the control room, the scene has changed a bit. On the north side of the massive plat-
form elevator is a console. Push the button to activate the platform, and the huge lift will
descend to B4.

BITTERSWEET REUNION

At the lower level, head west from the platform and proceed
toward the elevator doors in the back until a cinematic occurs.
Afterward, pick up the Elevator Key. Head west across the plat-
form elevator, and then use the Elevator Key to call the elevator to
Rebecca’s level.

@ DOR’T LOSE ANY ITENS!

. « O°
@ Be sure not to leave any items on the platform elevator or the
® small area west of it, or they will be lost permanently.

Proto=Tyrant

Recommended Weapon: Magnum
Backup Weapon: Molotov Cocktails

When you call the elevator, it piques the interest of a
prototype of the dreaded super-soldier designed and
bred by the evil Umbrella Corporation. Much to
Rebecca’s horror, the doors to the elevator platform slide

shut, trapping her in this tight space with a powerful
walking nightmare. Fortunately, this prototype is not yet
at full strength, or this battle would be hopeless.

After the introduction, run around the outside of the area.

Keep moving until Rebecca reaches a position behind the
monster. Firing a Magnum bullet from this angle will damage the
Proto-Tyrant severely. After the hit, the creature will waver and
moan. It seems to be invulnerable during this animation, so get
moving rather than trying to fire again.




Because you can only attack successfully based on the move-
ments of the enemy, the best strategy is to keep moving around
the outside of the room around the creature, leading it in circles
until it squats and raises its claw. This means it's about to leap at
Rebecca and strike. Keep moving and get out of the way as it
leaps. The moment the Proto-Tyrant attacks and misses, blast it.

Repeat this strategy to the best of

your abilities, in spite of the confined quarters. Seven
well-placed Magnum rounds will fell the beast long
enough for the elevator to arrive. But if you run out of
ammo and the Proto-Tyrant is still coming, equip your
Molotovs and toss them with the same timing described
before.

You will either take a great deal of damage getting used to the pattern of the Proto-
Tyrant’s movement and attacks, or you won't get a scratch. Monitor Rebecca’s health
closely, and administer a First Aid Spray immediately if she holds her side.

ALL-LEVEL ACCESS

The elevator allows Rebecca to reach several different levels. She is currently
on Level 3, and going to Level 4 will take you to the final stage of the game.
Before then, travel to the upper levels.

Level 1 just so happens to be the sta-
tion where the train crashed, very

early in the game. This conduit allows
you to access anything you left near the train wreckage, or even in the
entrance hall of the Training Facility not far away. It's not a bad idea to col- |
lect any health items here. Then head back.

Choosing Level 2 returns you to B2 of the Factory, in a new area. Grab the
Magnum Ammo and reload your hand-cannon. There are some Handgun
Bullets nearby on the barrels, but ignore them for the moment and continue
across the ledge to the north corner.




A Hunter stands at the midpoint of the
ledge, so execute it before it has a
chance to spot Rebecca. Then go back,
grab the ammo, and continue across the
ledge. Near the western door are a
Green Herb and a Red Herb. Mix them
together and use them if Rebecca is still
sore from her previous encounter.

Unlock the door and gather the items you dropped on the cable car landing plat-
form. Then return to the elevator and descend to Level 4, the Treatment Plant.

INVENTORY CHECK

With only six slots for items, taking everything to the next stage is going to be a tight squeeze. If the
Magnum is loaded and only one or two bullets are left over, you must consider leaving the extras
behind. You must take the Custom Handgun and bullets, the Grenades, and any remaining Molotov
Cocktails. Any remaining slots can be used to carry recovery items.
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PLANT WITHOUT POWER

Cross the bridge and enter the double doors. Leave the
Gas Tank for the moment and continue further into the
room. The lift will not work until Rebecca has restored
power to the facility. Go inside the small control room
to find out how.

The power doesn't seem to
o turned on
115 -

Grab the Handgun Bullets by the typewriter, and then set down an item if
needed to use the Ink Ribbons and save your game. Then examine the
power grid and read the instructions carefully.

In order to reconnect the power to the plant and use the lift, you must choose only three points on the grid to
receive power. Use the screenshots below to pick the proper three points.

1. Start with the highlight- 2. Choose this point to 3. Carefully choose the
ed point to light up the _finish off the bottom-lgft  point highlighted in this
entire top of the grid. portion. shot, and the grid will
be complete.

UNWELCOME GREETING

Ride the lift down to B6 and run off the platform. The small control room is
dominated by a number of zombies hiding around corners, so move further
into the area to achieve a better camera angle. Shoot them with the Custom
Handgun as they approach, and then search the area.




Empty Bottles can be found beside the console. If you are completely out of Molotov
Cocktails, take these bottles back up to B5 and use the Gas Tank to fill them. Otherwise, con-
tinue for a short distance farther. A Red Herb and a Green Herb sit near the door, but
Rebecca should be running short of item slots right now.

FIND A PLACE TO DROP ITEMS

Equip your Molotov Cocktails and run forward. An
extremely fast-moving Humanoid Leech, already
transformed, emerges from around the corner. Soak
it with one Molotov at a time and run past it if
possible.

Around the corner is a door with a square indentation. This location should stay at the front
of your mind until you find a solution. Continue into the employee’s lounge and eliminate the
lone zombie with Handgun fire. The Treatment Plant Map hangs on the wall, with some
more Empty Bottles beside it. Head down the stairs.

Someone has left a forklift here, without any power source. The
forklift could be used to reach the key card on the ledge above,

but this looks like a two-person job. Better go find Billy first. A
Green Herb and a Red Herb are near the exit. This courtyard is
the best possible place to drop off your extra equipment.

INVENTORY CHECK

Leave everything in the courtyard except for the Custom Handgun,
bullets, and Molotov Cocktails. It would be a wise idea to backtrack
through the B6 employee lounge and control room, gathering all the

Empty Bottles along the way. Return to the B5 power room and use
the Gas Tank there to make more Molotovs. Then return to the
courtyard and continue.

REUNITING WITH BILLY

The Shotgun Shells shouldn't be hard to spot on the shelves nearby, and when
you approach the top of the ladder, it is easy to spot the valve handle across the
room. However, the environmental puzzle in this chamber can only be solved with
Billy’s help. Leave everything the way it is and continue through the south door.




Move quickly down the steps to avoid damage from
Leeches, and enter the door at the bottom. Rebecca is
finally reunited with Billy, but they can’t tarry for too
long in the water storage room. In any area of the
Treatment Plant that rests over a body of water, there is
a chance that the characters could attract the attention
of a giant toad called a Lurker. The south door is
locked, so head back the way you came.

;_sm—f‘:;.‘-":- i ]
S.T.A.R.S. BULLETIN®

L r Tactics &z 4

The Lurker, the giant toad that sometimes hops
onto dry land to attack, is invulnerable. The best #
defense against the Lurker is to leave the room. %8
| Ifits sticky tongue snags one of your team, gun- B,
' fire will drive the creature back into the waters. _
_ Failing to react in time could cause one of your char- %
* acters to be swallowed. Any time you enter an area wiél .
a large amount of water, move quickly to avoid encd@u‘l- E
tering this green horror. '

WATER TANK SOLUTION

Return to the courtyard so that Billy can drop off any unneeded weapons. Keep him equipped with the Shotgun
and Shells. Let Billy pick up the ammo in the Water Tank’s cabinet, and then climb down the ladder in the pit.
Position Rebecca at the controls of the Water Tank. The two of them can work together to solve this puzzle more
efficiently.

Wamugh

1. Push the metal box east and 2. Switch to Rebecca and rotate the 3. Switch to Billy and push the metal
climb on top of it. access gate to the right. box all the way to the north wall.

Treatment
Plant

4. Push the eastern crate all the &. Push the remaining crate down 6. Switch to Rebecca and rotate the
way down to the south wall. to the south side, right up behind access gate to the left.
the previous crate. Get on top of
the crate.



7. Switch to Billy and hop down into 8. Switch to Rebecca and rotate the 9. Switch to Billy, hop down off the
the small niche behind the crate. Push access gate to the left again. crate, and push it into the southeast
the crate to the east wall. Then hop corner.
onto the crate.

10. Climb out ¢f the water tank and 11. Switch to Rebecca and flood the 12. Switch back to Billy. Cross the
position Billy on the south side of water tank. bridge formed of wooden crates and
the room. pick up the Handle.

INVENTORY CHECK

Billy should drop the Grenade Launcher in the courtyard and keep
the Shotgun and Shells, plus the Handle. Rebecca should keep the
Handgun and bullets, and she should pick up the loaded Magnum
as well. Leave any extra Magnum ammo in the courtyard until it is
needed later.

MONSTER GAUNTLET

Return to the corridor outside the employee’s lounge on B6. Let
Rebecca eliminate the three new zombies while Billy waits by the
door. When the coast is clear, switch to Billy and use the Handle
at the door with the square indentation. Due to his greater physi-
cal strength, he unlocks the door more quickly.




The lower level of the pump room is overrun with the undead. Switch to control of Billy, with Rebecca ready to
provide backup with the Handgun. Run to the south part of the chamber and use the Shotgun on the two zom-
bies feasting on a body. Quickly switch to Rebecca and use bullets to eliminate the zombie they were feeding
upon. A box of Handgun Bullets lies in the southeast corner. Quickly retrieve them and return to the entrance.
Continue using the
Handgun to kill the zom-
bies advancing from the
north side of the room,
while Billy waits idly with
the Shotgun. When the
coast is clear, climb the
ladder in the northwest
corner of the pump room.

Run straight ahead from the top of the ladder and col-
lect the Investigator’s Report 2 from the dead man’s
hands. Continue around the corner to find a red chemi-
cal cylinder. Rebecca should eliminate the nearby zom-
bie with the Handgun first, and then collect the Red
Chemical in the mixing set. Heading back toward the
ladder, notice the 2 Green Herbs just east of the
descent point.

¥ Descend the ladder and equip Rebecca with the Magnum. She should be the S -
one to lead the duo through the east door of the lower pump room. '

They encounter two Hunters in extremely narrow and close quarters.
Rebecca can swiftly eliminate both of them with two shots of the Magnum.
Then equip her with the Handgun and continue east.

CREW’S QUARTERS

Billy should pick up the Napalm Grenades and the Ink
Ribbons nearby. Drop the ribbons after saving your
game at the typewriter. Switch to Rebecca and collect
the Handgun Bullets, as well as the First Aid Spray.
A Red Herb and a Green Herb can be mixed together
by the medic. Make sure that both of your characters
possess recovery items before proceeding. The About
Battery Fluid document is on the bunk beds near the
south exit.

Wa@ugh

GONDOLA CENTRAL

Head south through the next two areas quickly to avoid damage from
Leeches or the infamous Lurker. Entering the gondola control room, head
to the left around the central rail and take out multiple walking corpses
with single Shotgun blasts. Dispatch the last few zombies with Handgun
fire. A box of Shotgun Shells rests in the southwest corner next to the
Treatment Plant Manager’s Diary.

Treatment
Plant
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gondola will not operate without the missing motherboard, so move both of yo i g
ters onto the lift and ride down two levels below. Do not ride the lift with only one character. 1? | i
Before descending, move the partner character onto the platform with the C stick. W
| - 4

<
The first door leads out to the dam, W
which is currently overflowing and ‘Ad
il impassable. Two Green Herbs can be '
mixed together if recovery items are lacking, but the Lurker will
probably show up if you hang around too long. Go back inside the
plant and head south within the lower final treatment room.
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Proto=Tyrant

Recommended Weapon: Magnum
TR B W . v

Backup Weapon: Shotgun

Programmed to pursue its victims to the far ends
of the planet, Rebecca’s stalker emerges from the
waters for a second showdown. Fortunately, Billy
can assist the young rescuer this time.

R I B S TTRE e

Equip Rebecca with the Magnum and fire two

to three shots at the Proto-Tyrant from the first
corner. Then turn and flee to the southeast before it
leaps at your characters.

When the Magnum runs dry, equip Rebecca with the
Molotov Cocktails and switch to controlling Billy with the “ :
Shotgun. The camera angles are less advantageous at the back
of the room, so if your gunshots manage to knock down
the viscous creature momentarily, seize the opportunity !!‘ E
and run back to the west side of the room. The idea is to ¥ B
get Rebecca and Billy out of the corner where the Proto-
Tyrant attempts to block them in. At the very least, you
want to place a character on either side of the prototype
monster to enable attack from both sides.

TEEA B T ST TN e N T I

With two characters at your command, this battle is much easier than the previous one. However,
it is also more difficult to keep track of two characters’ status. Use recovery items as needed,
which will be often.




LOCATE THE MOTHERBOARD

When the Proto-Tyrant finally eats the floor, press the button to lower the ladder
on the east wall. The only item on the level above is the Motherboard, which is on
the ground where it fell from a nearby circuit board. Take this item and return to
the gondola control room.

DAM CROSSING

Replace the Motherboard in the control panel, and the gondola will arrive. Only
Rebecca is small enough to ride in the box, so climb in and send her to the west
side of the plant.

Investigate the control panel on the left. Rebecca will
drain the floodwaters from the dam, and Billy can cross
over to join her. A pack of Acid Grenades is near the
top of the destroyed staircase.

8 Switch over to Billy and ride the lift down from the gondola control room.
Exit to the dam, and collect the green herbs if you didn’t before. The Lurker
will appear once again as Billy is crossing the lower section of the bridge.
Climb the west ladder quickly and go inside.

BUILDING A BETTER BATTERY

Head left from the door and pop the heads off some zombies milling about. A box of Shotgun Shells sits in the
top corner of the room. A magnetic card reader locks the door at the end. Grab the Handgun Bullets from the
bottom of the stairs, and .

then unlock the north door
and exit.

Wal‘k-@ugh

Although you can see an item on a shelf above the
specimen tubes, Billy needs Rebecca’s help to reach it.
i Go upstairs and blast the Plague Crawler roaming
around the lab. Then switch to Rebecca in the dam
control room. Unlock the north door and regroup with Treatment
Billy in the chemical lab. Exchange items to clear space Plant
in Rebecca’s inventory, and transfer the Acid Grenades
to Billy. Then Billy should pick up the Acid Grenades
in the northeast corner of the lab.




Switch over to Rebecca and extract the Blue Chemical from the cylinder near the
door. Mix the Blue Chemical with the Red Chemical to form Sulfuric Acid. This
must be diluted somewhat for use in a battery, so take the Industrial Water from
the side table and mix it with the Sulfuric Acid to make Battery Fluid. Equip
Rebecca with the Handgun. Billy should be the main character, equipped with the
Shotgun. Head downstairs.

Examine the item on the shelf overhead. Give
Rebecca a boost to the shelf, and she grabs the
Empty Battery. This triggers a dangerous event.
Afterwards, combine the Battery Fluid with the
Empty Battery to create a Hi-Power Battery.

Give Rebecca o bo_cast'? X
.Y
& :

FORKLIFT OPERATION

Head back upstairs to the chemistry lab and unlock the north door. Return through the west side of the Treatment Plant,
where the forklift sits.

Split up your team, and then navigate Billy on top of the crate
loaded on the forklift. Then move Rebecca to the side of the vehi-
cle and insert the Hi-Power Battery. Use the device, and Billy will
grab the Keycard. With this final key item in your hand, it’s now
time to prepare for the exciting end of the game. Be sure to equip
your characters properly, and watch out for surprise attacks from  |HE.S e s
the Lurker in this area. " The-forkNitt looksHIKE It's

ready to be Used.
. |

INVENTORY CHECK

Billy should tote the heavy weaponry while Rebecca the medic takes
charge of recovery items. Billy should be equipped with the
Shotgun and Shells, and should carry the Grenade Launcher loaded
with Acid Grenades and normal Grenades as backup. Rebecca
should be equipped with the Magnum, and should carry Magnum
rounds, Molotov Cocktails, and the Keycard. Her remaining slots
should be filled with recovery items.

CORRIDOR TO DOOM

Return to the magnetic card reader on
B9. Use the Keycard to unlock the door,
and then discard the card. Proceed
across the area and pick up the
Magnum Ammo near the door on the
other side. Set both of your characters to
Attack mode so that either one will con-
tinue the battle if you have to switch
perspectives.




Queen Lee

Recommended Weapons: Magnum, Shotgun
Backup Weapon: Grenade Launcher

The upright humanoid form of the Queen Leech is
the most powerful creature you've encountered yet,
so a great deal of teamwork and maneuvering is
required. With Rebecca as the main character, Billy

ehig s tr:

doles out the Shotgun blasts. Rebecca fires the - B e

Magnum while applying first aid to both characters. g
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- i A box of Magnum
] W Ammo is located in the
S -‘, _ .- southeast corner of the room.
,I ‘a\f\f"" At the outset, turn and run
\ iy w. through the narrow parts of
T ¥ the room until Rebecca
/g / b reaches the ammo. With any

luck, Billy and the Queen will
follow. Once the Queen is

traveling through the tight corridor, split up your team and use the center
opening in the corridor to get behind the monster. Blasting the creature from
both sides, you should be able to inflict a lot of damage and confuse the monster.

A subtle transformation occurs after you’ve inflicted some dam-
age, and tentacle grabs can now become a problem. If Rebecca is
grabbed, wiggle the shoulder and face buttons fiercely to break
free. If Billy is grabbed, toss a Molotov to free him more quickly.

S
A

Keep tabs on your team'’s status at
all times. If things get too tough,
you can always regroup and exit to the previous corri-
dor. When Billy needs first aid, move Rebecca close to
him and exchange an item to place a First Aid Spray or
Mixed Herb into his inventory. Switch item menus, and
use the item on Billy. Then switch back and return to
Billy the item that had to be exchanged. If Billy runs out
of Shotgun ammo, equip him with the Grenade
Launcher. If Rebecca runs out of Magnum rounds, drop
the weapon and equip the Molotovs. Keep the Queen
Leech trapped in the corner and blast it!

Fin

WaI‘I(.;ugh
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DOUBLE-KEYED EXIT

When the Queen Leech is toppled, she drops two Shaft Keys. The
gold one is for the left panel beside the exit, and the silver one is
for the right panel. Rebecca should pick up one key and Billy the
other. Move to the exit and split up your team. Position the main

character in front of the appropriate console, and use the C stick
to move the partner in front of theirs. Use one key, and then
switch characters and use the other to open the sealed doors.

The next room is a supply smorgasbord. Use the Ink Ribbons to save your game at the typewriter. Leave them

nearby. The

Handgun Bullets next to the save device are practically useless. You'll also find two First Aid Sprays, Shotgun Shells,

and Grenades, plus a Green Herb T L —
and Red Herb. Rebecca should mix [ \\

the herbs and then collect the sprays. ‘

Billy should stock up on ammo. If

Rebecca is out of Magnum rounds,

equip her with any remaining

Molotov Cocktails. Then move to the

elevator platform and start it.
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B Your combat with the final boss con- _. 7/ "\\\\\ \

o o sists of two rounds. The first round ,.)4,, \
i _.'a?i‘f— ™ ™ ___ " takes place near the elevator landing. 7 B ) &
L i * »  Switch to control of Billy and pound the \ }
L ‘.. | creature with Shotgun blasts. If Rebecca is e
pe ; W 4 g g : ol
' _ : standing too far back and is not attacking the 4

creature, move her toward the enemy with the C
stick. Pummel the creature incessantly, or it will tackle
and scatter your characters. You have five minutes to subdue the Queen.

After inflicting a good amount of damage on the Queen, Billy and Rebecca determine that sunlight
will kill it. The Gate Operation Manual is obtained. Read it thoroughly, because when you exit from
the file, you will have only four minutes and thirty seconds to complete the game!

The objective is for Billy to pro-

Billy's, but you cannot control
Rebecca.

’__,:.";'"‘;.:; s
Recommended Weapons: Magnum, Shotgun oo ! N / ,-') /I.
Backup Weapon: Grenade Launcher o ) )N\
- /“’ \\'\\ — g
NG IR M ST YOaE . W //// \\

tect Rebecca while she manually o T i S R S N e T DFRESUSE R e e g

et Sl ]

operates four lock releases in the o se A2 83

hangar. Rebecca needs approxi- : t
mately thirty seconds to turn e - .
each valve and release each lock. = ‘\h! B .t
If the Queen attacks her during o )
that time, she will have to start ks
over. Therefore, you must moni- & o

tor Rebecca’s health as well as & - = i Y A “‘



Billy must use his arsenal to draw the Queen away from

Rebecca. Blast it with the Grenade Launcher until it flips over REA8"40

and comes after Billy. Staying directly in front of the Queen is ——
suicide, since it causes massive damage through tackling. If Billy

takes damage, you must run to Rebecca and exchange a recov-

ery item from her. Then you must work that much harder to lead

the Queen away from Rebecca. Avoid damage at all costs.

If you inadvertently lead the Queen into a tight corner, especially
one that Rebecca needs to reach in order to turn a valve, use one
of the raised platforms to escape. Blast the creature from behind
and lead it away from the valves. The best strategy is to try to goad the Queen into

fighting Billy directly in front of the trashed elevator, where it can‘t block Rebecca’s

progress. As long as you spread the timing of your shots, you should have enough

Shotgun and Grenade Launcher ammo to keep the Queen distracted from Rebecca.
SR UEY R & < LRSS -~
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CLEAR GAME!

When Rebecca unseals the final lock and sunlight floods the hangar,
you've beaten your first game of Resident Evil O!

But the fear isn’t over yet. The Appendix shows you what kind of
rewards you can garner from clearing the game.

Wa@ugh

Treatment
Plant




Appendix

Now that you've experienced the preemptive horror, it's time to delve even deeper. This section lists the secrets and bonus-
es that are unlocked when you finish Resident Evil 0, and it should also enlighten you on the kinds of secrets you might
still unlock in future games. Naturally, this is the very last chapter of the book you should read, so as not to spoil the story
or the fun in advance!

oecrets of Resident Evil O

Aside from the inside secrets of the Umbrella Corporation, the game is also full of bonus items and secret weapons to
unlock. Some items you can gain merely by completing the game in a short amount of time. Other items are gamed only by
completing the extra game.

RANKING P

Following the climactic ending and the credits, your game ranking will appear onscreen.
Ranking is determined solely by the total game time. In Easy mode, you can only unlock the
Leech Hunter extra game and win its prizes.

Rank Time Bonuses Unlocked

S 3:30 or less Closet Key, Sub-Machinegun, Rocket Launcher, Leech Hunter
A 5:00~3:31 Closet Key, Sub-Machinegun, Leech Hunter

B 7:00~5:01 Closet Key, Leech Hunter

& 9:00~7:01 Closet Key, Leech Hunter

D 9:01+ Closet Key, Leech Hunter

every smglé cinematic, mcludmg the c igg ;
, you still won't be able to finish fafét

items between two characters, plus the
to backtrack and haul items from the ptemogs !

nussmn quickly, you'll need as many unlim nite
- weapons as possible so that ammunman’;lo{ '
slots. The way to obtain unlimif

ini-game a try before delviﬁg into yot
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BONUS ITEMS

What would survival horror be without great rewards for great achievements? Complete the game in a certain
amount of time and you’ll unlock cool new features that make replaying the main game even more fun!

Closet Key: Clear the game on Normal or Hard mode. The Closet Key item is added to Rebecca’s inventory at the
start of a new game. This key unlocks a door inside the room where the Hunting Gun is found, on the second
floor of the Train’s third car. Once Billy and Becky both pay a visit to this wardrobe, they can wear hip new out-
fits for a fun night out. Rebecca can don either a cowgi tfit or a chic leather teen-idol costume, and Billy is
cool in an Armani suit and sunglasses. The extra costume. are also available in the Leech Hunter extra game.

Sub-Machinegun: Clear the game and obtain an A or S ranking. The Sub-Machinegun should appear onscreen
before you save your game. At the start of your next game, Billy will have this awesome double-slot weapon in his
inventory. The Sub-Machinegun is
loaded with a massive clip of bullets.
But when it runs out, your new toy is
useless. It's important to obtain the
low-rank Sub-Machinegun bullet prize
from the Leech Hunter extra game so
that your great new weapon never
runs out of ammo. Billy or Rebecca can
tear an entire room up with this awe-
some firearm!

Rocket Launcher: Clear the game with
an S ranking, and then start a new
game from your save. This high-pow-
ered missile launcher will be in
Rebecca’s inventory from the start. The
Rocket Launcher is the ultimate
weapon, destroying anything it hits
with a single shot! Unlimited ammo
makes the holder of this weapon practi-
cally invulnerable.

EXTRA GAME: LEECH HUNTER

. S Leech Hunter is an additional game that’s unlocked when the main sce-
* il nario is cleared in Hard, Normal, and Easy modes. The two characters’
be secret costumes are usable from the outset; you just have to change the
settings before starting. There’s also a menu option that fully explains this
fun and extremely daring challenge.

GAME START s




The object of the game is to explore the Training Facility and
Facility Basement stages of the game, searching for Blue Leeches
and Green Leeches. Billy can only pick up the blue ones, and
Rebecca only gets to take the green. There are a total of 50 Blue
Leeches and 50 Green Leeches in the game. The prizes get better
as you collect more Leeches before exiting the Training Facility’s
front doors.

The difficulty of the game lies in the
random placement of Blue and Green
Leeches, the random appearance of ene-
mies, and the random positioning of
health items, ammo, and weapons. Due
to these elements of the game, we can-
not provide you with a solid walk-
through. Item slot management is
another problem. You can hold only 10
leeches in each item slot. Therefore,
once you collect 40 leeches, the only
item you'll be able to carry is a single-
slot weapon like a Handgun loaded with only one clip of bullets. Each character starts out with a Handgun, 200 bullets,
and a First Aid Spray.

L

Two of the prizes in Leech Hunter carry additional benefits. The low-rank Sub- l & ] Result [ !, '

Machinegun Bullets prize places extra clips for the bonus weapon in Rebecca’s - fotal :

inventory, and also in various new locations throughout the main game! Don’t JBE paE@ . lE@ -

miss any of the large clips. Also, the Infinite Weapons prize for an A rank causes : _

certain items, such as Molotov Cocktails, to appear much earlier in the game. Any -3 |
f i /i im i i in io in ¢ ' — - !

of these great prizes will help immensely in clearing the main scenario in a faster -

time!
You got the A Rank item,
Infinite Ammo.

EXTRA GAME PRIZES

Rank Leeches Item Note

A 100 All Weapons Any weapon found has unlimited ammo
B 99-~90 Magnum Revolver Special weapon found in Train rm. 202
C 89~60 Hunting Gun Unlimited in ammo when found

D 59~30 Handgun Equipped Handguns are unlimited

E 29~1 Sub-Machinegun Bullets Added to Rebecca’s items

100 LEECHES

Here’s the trick to capturing the_full amount of Green and Blue Leeches: Explore the entire fa
Sl %/l all the monsters, but don’t pick up any leeches. Check your map often, and be sure to

every room. When all the monsters are dead, dump all of your weapons and other items.
around once again, collect all the leeches, and head out the front doo .
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Files and Documents

This section will help you get to the bottom of the conspiracy with all the files found in Resident Evil O. Please note
that some paragraphs have been compressed together to save space. They're transcribed in the order they’re found

on the Files menu. The two Player’s Manuals are not included. Many of these files contain important clues and
puzzle solutions!

COURT ORDER FOR TRANSPORTATION 1598A-7635

Prisoner name: Billy Coen
1D Number: D-1036

Former Second Lieutenant, Marine Corps

Age: 26
Height: 5ft. 9in.
Weight: 163 1lbs.

Transfer Destination: Lexson Base

vi te Fir t egr u er. ourt-m tia d ar t eat b the
c d of irs D g ee M rder Cour artl le d sen enced o d Y
on Cc t h h

1 arrival.
0703rd Military Tribunal. Sentenced to be carried out upon

Samuel Regan, commander, Donnell Marine Base

HOOKSHOT OPERATOR’S MANUAL
—WARNING—
This device should only be used when inspecting difficult-to-access car roofs, or
when connecting special trains. Return to 1ts proper location after use.

Instructions

1. Where to use. There 18 a ladder outside the small window by the 1st floor sec-
tion door of the third carriage. Fire the device so that it hooks high onto the
ladder.

2. Using the winch to climb. After securing the hook, use the winech to 1ift your-

self up.
*This grappling hook can only 1ift one person at a time. Be aware that the unit
may be damaged 1f lifting more than oSOkg.

INVESTIGATION ORDERS

(Stained with blood, some sections are illegible.)

© miles north of Raccoon City, in the Arklay Mountains, llies our comp ny’s
Management Training facility. It was shut down years ag . Now, w are conducting
a preliminary tudy into the re-opening of the faci ities. First Investigation
Unit is alre dy on-site and opening th investi ation, I want yo r team to pro-
vide suppo t. The following orders re Will m Bark and 1st 1 ves gat o Un t.

(The rest 1is torn and unreadable.)

NOTICE TO SUPERVISORS
When closing the dining car, supervisors are asked to switch off the automatic
doors after ensuring all staff have vacated the car. The main automatic door
power switch is located on the roof of the fifth car. Inspections will take place
when the train 1s garaged. After inspections are complete, use the ladder at the

rear of the second floor of the dining car.

Umbrella Corp. Malntenance Department




PASSENGER’S DIARY
July 14%h
Orders came from the boss today. Looks like we’re in charge of investigating the
remalns of the Arklay Mountains laboratory. We’re moving in two groups, with us in
the initial group, assigned to start checking what’s left of the abandoned experi-
ment.
July 16%h
Unfortunately, the test production of B.O.W. (Type-Y139) had to be suspended
because of this investigation. It’'s the same with Type-Y139. There’s still so much
we don’t know about responses to the crustacean T-virus. There’s a lot of interest-
ing research left Depending on the species and nurturing conditions, only minute
doses of T bring about remarkable changes in solidity, size, multiplication of
internal toxins, and brain development. If these effects can be controlled, a pow-
erful weapon could be produced. But the sudden development of the shell results in
a corresponding fragllity. Certain areas become exceedingly weak. Problematically,
one of these areas 1s the head carapace. This lab we are going to-were they pursu-
ing the same research? It would certainly help to find data and samples that would
help us in our research.
July 1eth
The day 1s finally approaching... I am growing more anxious. The Raccoon City news-
papers and TV stations are full of reports about the bizarre murders in the sub-
urbs. It can’t be the virus. Can it? If it 1is... No. I can’t think of that now. I

have to concentrate on this investigation and make sure it goes smoothly.

BRAKE OPERATION MANUAL

Using the Brake control. The followling three steps are necessary to operate the
brakes:

Step 1: Activating the controls.

Brake controls are located in the following locations:
—First car Driver’s Compartment.

—Rear deck of the fifth car. To activate the system, you must insert the magnetic
card into the device in the fifth car. This will supply power to both sets of
controls.

Step 2: Enter Rear Deck Code.
Enter the code for the rear deck unit to release the lock. After this, the

Driver’s Compartment code can be input.

Step 3: Enter Driver’s Compartment Code.
Enter the code for the Driver’s Compartment unit to remove the lock. Upon com-
pletion of these three steps, the manual brakes will be avallable for use.

NOTE FROM CONDUCTOR

The key card for the Driver’s Compartment i1s in my bag as always. But I needed
the other guy’s key too, to open the damn thing. It looks llke I’ve lost it some-
where. If it was a normal key, someone would be sure to turn it in, but this key
is different 1’11 look for it too, but if you happen to find it, please hand it
in. Thanks in advance.



REGULATIONS FOR TRAINEES
TRAINING FACILITY MISSION

This
Training Facility will raise a new generation of model employees to serve

the fut ¢
uture of the Umbrella Corporation. Applying the strictest and most rigorous

tr
alning standards, this faclility will, without regard for gender, race, or

creed *oduce on the best ledldates to be the 10ba1 Iutule lea-dEIE of
s PI 1)’ B
Umbre la Co jole) on 1
. ok for ard to h elo ¥
k 1 ) iy rati We o] W t e dev pment of u
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TRAINING FACILITY GUIDELINES

Diseipli i i
¢ipline, Obedience, Unity. These three words are the basic prineiples that

o Y
govern Umblella Corporation employees, and tlle are to be cOnSideI‘ed the Law of

this facility. Keep these words in mind at all times

Devote yourselves t u
training, and bring honor o

to yourselves and the corporation,
James Marcus

Director, Umbrella Corporation Management Training Facllity

NOTICE TO ALL STAFF
(This document is very old. Much of the writing is illegible.)
Regular meeting of the Vaccine Research and Infectious Agents teams will be held.
Both meetings are Security Level 5, and will be held in the following locations:

1F W Uperations Control Room

2F SE Meeting Roonm
The entry code shall be “8:15”

Thank you.

MARCUS’ DIARY 1
December 4th
We finally did it...the new virus! We have called it the Progenitor. I want to
carry it back and start detalled investigations immediately.
March 23rd
Spencer says he’s going to start a company. Well, I don’t care, as long as I can
continue my research into Progenitor. He can do what he likes...
August 19th
Spencer keeps asking me to be the director of his new Training Faclility. Maybe
it’s because of the business, but he’s becoming intolerably pushy. Maybe 1 can
turn this to my advantage. I need a special facllity to properly explore all the
secrets of this virus. A place where no one will get in the way...
November 30th
Damn that Spencer..He came to complain to me again today. He thinks of Frogenitor
as nothing more than a money-spinning tool. Fooli! But if his influence continues
to grow, 1t can only be bad for my research. If I'm to properly develop
Frogenitor, I must strengthen my own position too.
September 19th
At last...I’ve discovered a way to bulld a new virus type with Progenitor as a

base. Mixing it with leech DNA was the breakthrough I needed. I call this new

virus T, for “tyrant.”

Apiedtix

Files and
Documents




October 23rd

It’s no good! I can’t hope for real progress by experimenting on mere rodents.
Only humans are a proper mammalian subject for these experiments. Otherwise, 1’11
never make any real progress...

November 15th

Someone seems to suspect something about my experiments but perhaps it’s just my
imagination. Well, 1f anyone does get too close, they find themselves unexpected-
ly “assisting” in my researchi

January 13th

At last, they are ready. My wonderful leeches! Those of low intelligence, they
will never have the privilege of tasting this sense of Jjoy and satisrgction! Now,
finally, I can move agalnst Spencer. Soon I will control everything...

January 31at

The devices I set to protect my work have been disturbed. It appears someone came
looking for T and the leeches. Fool. No doubt the work of Spencer’s group.
~February 11th

Today, 1 agaln found evidence of tampering around the entrance to the labs. If
that’s what they’re after, I must find a sultable way to deal with them. Perhaps
1 should have Willlam and Albert smoke out the pests...Those two are the only ones
I trust. Apart from my beloved leeches, of course. But Spencer...It wouldn’t end
there, would it? I will announce T at the next directors meeting and collect my
Just rewards...

ASSISTANT DIRECTOR’S DIARY

September 2nd

A useless bunch of trailnees, as always. Where does headquarters find these
ldiots? We did get a couple of decent ones, though, so I guess I can’t complain.
William and Albert. They might have a future.

September 25th

‘Scholar Will. Practical Al. They really are opposites. And they’re always compet-
itive in everything they do. There’s something ruthless and cruel about them
both...

October 7th

Got a sudden call from the Director. It was to tell me to encourage a rivalry
between those twol It’s the first time since this Training Facility was bullt
that Director Marcus has ever shown interest in anything other than his research.
Well, whatever. Orders are orders. I’'m going to have them tearing at each other’s
throats.

ABOUT THE POWER REGULATOR

Due to the recent lightning strike, the power regulator continues to be inopera-
tive. It wouldn’t really matter about the power, except for the fact that the
boller room equipment is on the same grid. The equipment is so run-down. 1’11
probably have to have it fixed up all the time. If you wish to exit rapidly, set
the indicator to 70. Check first, though, that everything 1s connected to the

chain.




A VERSE OF POETRY
The Moon bows to the Earth
The Earth swears loyalty to the Sun
And the great Law of the Sun Governs all things.
This itself is the keystone
The pointer to glory
All our hands

Cannot open the door to the heaven.

MANAGEMENT TRAINEE’S DIARY

What 1is it that Director Marcus 1is researching all the time? And what’s with his

weird interest in leeches? Interest...? Seems more like love at times...Rumor has it
that there’s something dangerous about those leeches. It is true that when Dennis
Just touched one, he got 111 with a fever. Agaln today...There were those horrible

moans. Beyond that door.
“Let sleeplng dogs...”
No way 1’11 go near them. Even 1f the Director tells me.

I no want to end up like Dennis. That poor bastard. Seratching and scratching.

Makes me iteh Jost watching him.
Must maybe go
IF can but hwo

Dennis gone. 1 go

Hungry...
Help
Mom.
INMATES LIST
Correctional Institute Inmates List

Mathews, K. Terrence, 0.

Deceased. Disposal Complete. Deceased. Disposal Complete.
Midge, D. Kait, A.

Deceased. Disposal Complete. Transported to Arklay laboratory.
Keith, W. Gerry, O.

Preserved as specimen. Deceased. Disposal Complete.
Savage, C. Scott, S.

Transported to research facilities. Transported to research facilities.
Royce, M. Mitchel, F.

Transported to research faclilities. Transported to research facilities.
Davids, A. Kerry, T.

FPreserved as specimen. Transported to Arklay laboratory.
Clarke, A. Roberts, A.

Transported to research facilities. Transported to research faclilities.

Ellens, J. (Transported Iindividuals to be deleted Documents

Transported to research facilities. from the records.)




1ST INVESTIGATION UNIT NOTES
We are searching the facilities, and it looks like a lot of the chemicals have
survived. Fortunately, the storage tanks are still all full. We have Just started
and there 1s still a lot we don’t know, but it appears that the chemicals can be

mixed to produce new substances. The chemicals are scattered all about. Not
because of the accldent; more a result of plain mismanagement. When we reopen the
facilities, we will have to develop a system for dealing with these chemicals.
(Something 1s secrawled on the back of the note.)

Red + Blue = Sulfuric Acid

Green + Red = Stripping Agent

MARCUS DIARY 2

(This page has been torn out.)

Trouble 1is unlikely, but I closed my babies up in a special capsule. But it won’t
be safe 1f I hold onto it myself. I’11 hide it in that place. “To hide a leaf, put
it in a forest.” To open the capsule, the special stripping agent 1s necessary. No
way Spencer’s lackeys could figure out how to make 1it...

OLD PHOTOGRAPH
(There’s something written on the back of the photograph. )
To James,

To Commemorate your Graduation, 1939

INVESTIGATOR’S REPORT
Dr. Marcus, co-founder, with Fresident Spencer, of the Umbrella Corporation.
Disappeared 20 years ago. The results of his research have been kept under wraps

for all that time. The reason became clear here at the Training Facility run by
Dr. Marcus...

-..well, not here exactly, but underground. When we ventured below, we under-
stood...

There we found evidence of Dr. Marcus’ research into the T-virus prototype called
Progenitor. The evidence of years of hideous experimentation that used company
employees as gulnea pigs. We cannot know how many were forced to become subjects,
but based on the evidence, no less than twenty individuals were involved. Some of
them were taken dellberately to keep the corporation’s secret safe. Where the doc-
tor is now, I don’t know. But considering the recent rapid growth of the Umbrella
Corporation, I can’t imagine that this research is continuing. No... his experi-
ment lives and continues to grow in the dark. Those things, the fruit of his
research, they fill this facility.

(The rest of the notebook pages are missing.)




LEECH GROWTH RECORDS
February 3rd, 1978
Administrated T to 4 leeches. Their will to survive leads them first to para-
sitism and predation. Then they breed and multiply. Such a single-minded blology
makes them attractive candidates for blo-weapons research. Afterward, no major
changes observed.
February 10th, 19786
7 days since administration of T. Rapld growth to double former size, signs of
transformation emerging. Spawning successful. They double their numbers in one
hour, but their ravenous appetites lead them to cannibalism. Hastened to increase
food supply, but lost 2.
March 7th, 197&6
Provided them with 1live food, but lost half when the live food fought back.
However, the leeches are learning from experience and are beginning to exhibit
group attack behavior. They are also ceasing cannibalism. Their evolution is
exceeding expectations.
April 22nd, 1978
The leeches no longer exhibit individual behavior, even when not feeding. They
move a8 a collective. They consume everything I offer with remarkable efficiency.
April 30th, 1978
An employee has stumbled onto my experimenta. Can a human be a food source? How
will the leeches respond?
June 3rd, 1976
A day worthy of commemoration. Today they begln to mimic me! Surely they recog-
nize thelr father... Wonderful children. No one will take you away...

LABORATORY MANAGER’S DIARY
Today, under Director Marcus’ orders, I changed the platform entry code. Later, I
asked him what the source of the entry code was. He told me it was based on some-
thing significant in his chilldren’s growth. But the director’s a loner. He isn’t

married, and he sure doesn’t have any children..What did he mean?

B.O.W. REPORT

Research to date has shown that when the Progenitor virus is administered to 1liv-
ing organisms, violent cellular changes cause a breakdown In the system.
Furthermore, no satisfactory method has been found to control the organisms for
use as weapons. Clearly, greater coordination at the cellular level is essential
to enable further growth. I conducted a number of experiments in an effort to find
a breakthrough. This 1s my report:

Insecta

Perhaps because these anclent animals have been genetically stable for millennia,
when administered with the Progenitor virus they exhibited only explosive, high-
energy growth and increased aggressiveness. It 1s extremely difficult to envisilon
using them as B.O.W....

Amphilbla

Injecting a frog with the virus resulted in an increase in leaping power and
abnormal tongue growth. However, no change in mental ability was observed.
Furthermore, an abnormal appetite resulted in the test subject randomly attacking

all moving obJects. Usefulness for B.O.W. 18 limited.

Aphertlix
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Mammalia

The Progenitor virus was merged with monkeys’ cellular DNA, resulting in increased
fertility. The resulting young exhibited improved aggressiveness and some
increased mental capacity. (As a slde effect, visual power was lost, but this was
offset by an improvement in hearing ability.) However, they were unsatisfactory as
weapons. It does seem that no progress can be made without making humans the base

organism.

ABOUT BATTERY FLUID

Battery Fluild

The fluid used in batteries 1is a diluted solution of water and sulfuric acid. Both
must be of high purity. When fully charged, battery fluid should have a specific

gravity of 1.28040.010 at 20°C.

Battery Acid Purity
Take care that the dilute sulfuric acid solution 1s of a sufficient purity.

INVESTIGATOR’S REPORT 2

We should have finished with this dump long ago. When all this started, did anyone
expect that there would be guns blazing away like this? We weren’t told a thing
about these creatures attacking us at the briefing...Guess they were a surprise to the
head honchos too. The things in the woods—Just starting to attack people. That had
to be planned. Someone deliberately scattered that virus, no doubt about it. But the
guards, our fellow soldiers, they still must be around...Well, whatever. Don’t have to
worry about that anymore. What I°ve got to worry about is whether to use my last

bullet on myself, or on a friend. That’s the only decision I have to make.

TREATMENT PLANT MANAGER’S DIARY
5/10

Damn it{ Why 18 normal industrial waste beilng delivered here? This 1s an Umbrella

Corporation facility. We can’t deal with this volume of material. Plus, they’re
sending us contaminated materials that we can’t process. What are we supposed to

do with 1it?

7/24

Well, looks 1like they’re closing 1t down. Not surprising, using it like they did.

Had to be done, but...It was pretty sudden. It’s not 1like they cared until now.
Anyway, as long as I get out of here, 1 don’t care what they do.

GATE OPERATION MANUAL
To open the Hellport in case of emergency, follow these procedures:

Removing the lock:
There are four locking mechanisms in the room that must be activated in this

order:
1. Southwest side
2. Northwest side
3. Southeast side

4. West side

Turn all the handles to unlock the gate.



Concept Art Gallery

While Resident Evil O was in preproduction, several dozen pieces of hand-drawn artwork were created to unify the
design of the game. Capcom has allowed us to reprint it. We hope fans of the series will enjoy seeing the game in
its infant stages and comparing how well the original design translated into the final version.

TRAIN STAGE

Throughout these designs for the train, you'll notice that there was a great amount of environmental detail from

the very start. The Ecliptic Express has remained true to its original concept, but you’ll notice slight differences in
almost every area. The elegant dining car, for example, originally featured a full back wall with a fireplace instead
of the window up to the roof. And one of the passenger cars was originally a second-class dining car with booths.
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TRAINING FACILITY STAGE

This section should be even more interesting, because every single area has experienced major changes. While the basic purpo
of every room has remained consistent, it's quite obvious that this stage underwent major replanning from its original concept
Notice the areas that appear in duplicate, in two different colors. We can only speculate that there must have been puzzles or
events that involved changing the lighting of certain rooms.










ACILITY BASEMENT STAGE

he basement underneath the Training Facility obviously serves an entirely different purpose than was originally
tended. This stage is hardly recognizable from its concept art. The only area that slightly resembles the final game
s the combat test area, with the racks full of useless guns. However, what is now the B.0.W. test chamber originally
as nothing more than a shooting range. Thankfully, the makers of Resident Evil improved upon this idea!




LABORATORY STAGE

Not much is recognizable in these concept pieces
either. However, you'll notice that including a cable
car just like the one from Resident Evil 2 was part of
the ingenious concept all along. Also notice the hole
in the floor inside the locked control room. This is a
clear indication that the Hookshot was also part of
the original game design, and thankfully this aspect
was carried through.







TREATMENT PLANT STAGE

One of two things is evident from this original concept artworks: Either the Treatment Plant originally was an abandoned area falle
into disuse, or the Giant Spiders were supposed to appear much more frequently in this stage. The Treatment Plant is yet another
stage where very little has changed since preproduction.
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ORIGINAL AMMO

Believe it or not, the ammunition boxes are
entirely different than previously planned.
The items in the finished game are modeled
on those from other Resident Evil games, to
unify the series.

MONSTER CONCEPTS

I designing the monsters for Resident Evil O, much forethought went into the events that introduced certain fearsome
les. There are even some moment-by-moment concepts for certain events in the game, which you'll easily recognize.
Some concepts here are for certain monsters. The concept was eventually discarded, but the monster remained.
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